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Alignment

Achi

Achi is a two-player alignment game 
played in Ghana and similar to tic-tac-
toe. Each player has four pieces to play 
on the board. 
A 3 × 3 board with 9 intersection points, 
as shown, is used. 

Each player plays with different 
coloured pieces; it can also be black and 
white.

The players take turns to place one of 
their counters on a point where lines 
join, trying to create a 3-in-a-row either 
horizontally, vertically, or diagonally. 
When all eight counters have been 
placed, each player can move along a 
line to an adjacent empty point. The 
winner is the first player to create the 
afrementioned 3-in-a-row of one’s 
counters.
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Tic Tac Toe or Noughts and Crosses

It is the most widely known game and 
is found in almost all countries in one 
form or the other and is known to 
have been played in ancient times. It is  
the fore runner of most games thereafter 
like GoMaku, 9-man Morris, 3-man 
Morris, Connect 4, Achi, Dara, Pente, 
PICARIA and the modern Quarto.

It is a 2 player pencil game. The players take turns in placing their marks, 
traditionally with a X and an O on a 3 X 3 grid. Whoever gets three of 
his markings in a row, wins. Even school children discover very rapidly 
that the best play from both players will lead to a draw and the very first 
opening moves by them will decide the winner.

For example X being the player who starts has only 3 openings. To that, 
the replies by O has to be very accurate or else X playing correctly will 
get a fork and win.

A variant of the game is played with 
the numbers from 1 to 9 to make the 
sum of row, column or diagonal equal  
to 15. Player who goes first (A) has all the 
odd numbers like 1, 3, 5, 7, 9 whereas his  
opponent (B) has the even numbers 2, 4,  
6, 8. A goes first playing 9 (Numbers  
1, 3, 5, 7 are only left). B plays 8, closing 
any chance of A getting a diagonal 15.  
A plays 5 as he only has a 1 to get 15 on 
the diagonal and so on.
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Pigpen Cipher

Did you know that this formation was used by the Freemasons and also 
in the American Civil war? And, it is a part of the Da Vinci code in Dan 
Brown’s book?
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Nine Men’s Morris
Nine Men’s Morris is the grown-up  
version of 3 in a row, played by  
2 persons. It is a famous board game 
and is at least 2000 years old. Picture 
below is from a Spanish games book.

The game is played on a board 
consisting of three concentric squares 
connected by lines from the middle 
of each of the inner square’s sides 
to the middle of the corresponding 
outer square’s side. Holes are located 
in the 24 intersections and corners

pointing where pegs can be inserted. Both players play with 9 pegs each of 
a distinguishing colour.

The basic aim of Nine Men’s Morris is to make “mills” — vertical or 
horizontal lines of three in a row. Every time this is achieved, an opponent’s 
piece is removed, the overall objective being to reduce the number of 
opponent’s pegs to less than three or to render the opponent unable to play. 

To begin with the board is empty. 
Play is in two phases. To begin with, 
players take turns to play – inserting 
a peg of their own colour on any 
unoccupied point until all eighteen 
pegs have been played. After that, 
play continues alternately but each 
turn consists of a player moving one 
peg along a line to an adjacent point.

During both of these phases, whenever a player achieves a mill, that player 
proceeds to remove one peg belonging to the opponent (that does not form 
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part of a mill) from the board. If all the opponent’s pieces form mills then 
an exception is made and the player is allowed to remove any peg. It is only 
upon the formation of a mill that a peg is captured but a player will often 
break a mill by moving a peg out of it and then, in a subsequent turn, play 
the peg back again, thus forming a new mill and capturing another peg.

In the paper version we play with a drawn diagram and coloured discs 
cut out of cardboard.
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Picaria
The game is also known as “Tapatan” and “3-Man Morris”. This game also 
has ancient roots.

It is a 2-person game and is played 
on a square board being connected as 
shown. Each player has three pieces. 
The winner is the first player to align 
their three pieces on the lines drawn  
on the board. There are 3 horizontal 
lines, 3 vertical lines and 6 diagonal 
lines, as in the diagram.

The board is empty to begin the game, and players take turns placing their 
pieces on empty intersections. Once all pieces are placed (assuming there 
is no winner by then), play proceeds with each player moving one of their 
pieces per turn. A piece may move to any adjacent vacant linked point on 
the board. 

This game is ideally suited for paper and 
pencil. There is a Template for this game at 
the back of the Book.

There is an alternative version which does 
not allow the players to occupy the central 
spot on the first move.
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Dara

It is a 2-person game somewhat like 9 men’s 
Morris. The objective is to form many 
“3-in-a-row”s, to eliminate so many of the 
opponents pieces that he can’t play further.

It is played on a squared 5 × 6 board. Each player has 12 pieces. One player 
plays Black and the other plays White. However, any two colors will do.

The board is empty in the beginning. Players take turn placing their 
pieces onto the empty cells of the square board with their strategy. Three in 
a row is not allowed for placement. This is known as Phase 1 of the game 
or the Drop Phase.

After all 24 stones have been placed, Phase 2 or the Move Phase begins. 
Players will then take turns moving their pieces orthogonally into an 
adjacent empty cell. Players attempt to make a three-in-a-row with their 
own pieces. The three-in-a-row must be orthogonal and not diagonal. 
Furthermore, it must be strictly three consecutive pieces in a row.

When a three-in-a-row is made by a player, he or she can remove one 
opponent’ piece from the board which is not part of a three-in-a-row itself. 
If a player has only 2 pieces left he or she is the loser.

Three-in-a-rows made during the Drop Phase do not count. Therefore, 
a player cannot remove another player’s stone during the Drop phase even 
if one were to make a three-in-a-row. Moreover, the rule that four or more 
pieces in a row are illegal to form also applies in the Drop phase.

If a player were to successfully form two 
three-in-a-rows in one move during the Move 
phase, only one of his opponent’s pieces can be 
removed.

In the paper version, the simple grid is drawn 
on a paper and 12 coloured circles or squares 
in 2 colours cut out.
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Connect Four

Also known as Four in a Row, this is 
a two-player board game in which the 
players first choose their colours and 
then take turns dropping one of their 
coloured disc from the top into a seven-
column, six-row vertically suspended 
7 × 6 grid, usually on a proprietary 
gadget. The pieces fall straight down. 

The objective of the game is to be the first to form a horizontal, vertical,  
or diagonal line of four of one’s own discs. The first player can always win by  
playing the right moves.

In the paper version, a 7 × 6 grid is drawn 
and marked (columns A to G and rows 
1 to 6). The players either choose pen 
marks (X and 0) or small colored (blue 
and red) circles to distinguish between 
them. On the grid the columns are 
identified by letters of the alphabet 
from A to G starting from the left, and 
rows identified by the digits 1 to 6 with 
1 being at the bottom.

Since there is no gravity here, the rows 1 to 6 will have to be filled in 
ascending order. In other words, you can’t put your disc in C3 until there 
is a disc in C2.
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Quarto
Quarto is a board game for two players. It was invented by Blaise Müller in 
1991. The board has 16 squares (4 × 4), and the 16 different pieces that can be  

constructed combinating the 
following four characteristics:

 � Size (big/small)
 � Colour (e.g. red/blue)
 � Shape (circle/square)
 � Hole (piece with hole/piece 

without hole) or Marking 
(marked or not marked)

Objective

The aim of the game is to complete a line with four pieces that are similar 
at least about one of the four described characteristics (four big pieces,  
four little, four red, four blue, four circle, four square, four with hole 
or four without hole). The line may be vertical, horizontal or diagonal.  
The winner is the player who places the fourth piece of the line.

Players move alternatively, one selecting a piece and giving his opponent 
to place on the board. After placement he in turn picks up a piece for the 
opponent to place. Once inserted, pieces cannot be moved.

So, each turn consists of two actions:

1. Place on the board the piece given by the opponent.
2. Give to the opponent the piece to be placed in the next move.

In the first turn of the game, the player who starts has only to choose one 
piece for the opponent.

The game finishes in a draw when nobody reaches the objective after 
placing the 16 pieces
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Paper-Pencil Version

Since we are not using proprietary hardware, 
the most important part is making the  
16 pieces which are ALL different. I would 
advise making them as follows – 

In the paper version you have 16 cardboard 
cut outs as shown in the Glossary. Easier is 
take 2 cardboards in blue and red colours. 
Cut 4 big squares (2 cm × 2 cm) in each color. 
Cut 4 small squares (half inch × half inch) in 
each color.

Trim 2 of the blue big squares into 2 “big” blue circles. Trim 2 of the red 
big squares into 2 “big” red circles. Do the same for the small squares in 
both colors. Now you will have 16 pieces but there will 8 duplicates. Mark 
all the duplicates with a full X on them. Now you will have the 16 different 
pieces for the game – based on size, colour, shape and marking.

Draw a 4 inch × 4 inch grid on a sheet and you are ready to play.
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Go-Moku
The game is of Japanese origin but played 
mostly in Korea. It is also known as:  
Five in a row, Go Bang, Pegit.

It is a 2-person game played on a 
regular Go board with unlimited white 
and black pieces, placing them by turn 
on the point of intersections of the 
grid. Whoever gets 5 in a row wins. 
(White will win in the next move in 
this diagram.)

In the paper version the players take 
turns in marking squares on the spaces of 
a grid. The players take turns in marking 
a square with their symbol (e.g. Blue 
O and Red X). The first player to get 
five squares in a row, then horizontally, 
vertically, or diagonally, win.

The example on the left shows a typical 
game won by the first player, Blue.

In the final example, all the 17 moves 
are shown. With A (white circles) 
starting first, B is just defending other 
than his first move. 

On his 9th move A has opened 2 forks 
‘963’ and ‘948’.
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Arni’s 3 in a Row
(Chandru Arni is the developer of this game. It has the ingredients of 
“placing, moving and properties of the pieces”.)

This is a strategy game for two players. 
The board has 16 squares (4 × 4) and the 
9 different pieces belong to a common 
pool. The pieces are of 3 different 
colours and each colour has 3 different 
shapes.

Colour (red/blue/green)
Shape (circle/square/triangle)

Objective

The aim of the game is to complete a line with three pieces that are similar 
at least about one of the 2 described characteristics. The line may be vertical, 
horizontal or diagonal. The winner is the player who has 3 in a row first. 
It can be 3 triangles in a row or 3 green pieces in a row, etc. Players move 
alternatively, placing one piece on the board.

Advanced players may not have won after the placement of the 9 pieces.  
In that case they can move or jump a piece. To move a piece it can 
move only 1 cell and that too orthogonally. To jump a piece, the piece 
should be to an adjacent one and the cell adjacent to that must be empty.  
The move or jump cannot be diagonal.

There is a template at the back. 
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Connection (Joining Dots or Lines)

Dots and Boxes Game
Dots and Boxes is a pencil-and-paper game for two players. It was first 

published in the 19th century by French 
mathematician Édouard Lucas.

The full game starts with an empty grid of 
dots (10 × 10 grid). The 2 players play with 
2 different colour pencils. The players take 
turns adding a single horizontal or vertical 
line between two unjoined adjacent dots.  
A player who completes the fourth side 
of a 1 × 1 box earns one point and takes 
another turn. (A point is typically recorded 

by placing a mark that identifies the player in the box, such as an initial.)  
The game ends when no more lines can be placed. The winner is the player 
with the most points. The board may be of any size grid. This game can 
also be played by more than two players on a larger grid.

The diagram on the left shows a game being 
played on a 2 × 2 board (3 × 3 dots). The 
second player (“B”) plays a rotated mirror 
image of the first player’s moves, hoping 
to divide the board into two pieces and tie 
the game. But the first player (“A”) makes 
a sacrifice at move 7 and B accepts the 
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sacrifice, getting one box. However, B must now add another line, and so 
B connects the center dot to the center-right dot, causing the remaining 
unscored boxes to be joined together in a chain (shown at the end of 
move 8). With A’s next move, A gets all three of them and ends the game, 
winning 3-1.
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