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GAMES
INCLUDED GAMES:

Dots and Boxes
Cram
Caterpillar
Battleship
Ultimate Tic-Tac-Toe
Bulls and Cows

Word Ladders
Lexicant
Connect 4
Snowman
How Many Words?
Sprouts



DOTS BOXES
HOW TO PLAY:
1. Start with a grid of dots (at least 10 by 10 is best).
2. The first player draws a line, horizontal or vertical, to connect any two adjacent dots.
3. The second player does the same. They may continue a line started by the other 
 player, or connect any two other adjacent dots.
4. Players continue taking turns. When a player draws a line that completes a box, they 
 write their initial in that box.
5. Continue until the board is full and no more boxes can be formed. Count the boxes to 
 determine the winner.

THE GOAL: Connect the dots to make the largest number 
of boxes with your initials in them

NUMBER OF PLAYERS: 2+

EXAMPLE:



DOTS BOXES



CRAM
HOW TO PLAY:
1. Start with a grid of dots (at least 10 by 10 is best). Each player should have a 
 different color of pen or pencil.
2. The first player draws a line, horizontal or vertical, to connect any two adjacent dots.
3. The second player does the same, but they may not use any dot that has already  
 been linked.
4. Game play continues until one player has no dots left to connect. The last player 
 able to make a move is the winner.

THE GOAL: Be the last player able to make 
a move on the board

NUMBER OF PLAYERS: 2

EXAMPLE:



CRAM



Caterpillar
HOW TO PLAY:
1. Start with a grid of dots (at least 10 by 10 is best).
2. The first player draws a line, horizontal or vertical, to connect any two adjacent dots.
3. The second player must continue the line from either end, by drawing a horizontal 
 or vertical line to another adjacent dot. Each dot may only be used once.
4. Play continues until one player makes a move that leaves the other player unable to 
 play, and wins the game.

THE GOAL: Be the last player able to make 
a move on the board

NUMBER OF PLAYERS: 2

EXAMPLE:



Caterpillar



BATTLESHIP THE GOAL: Be the first to sink your opponent’s ships

NUMBER OF PLAYERS: 2

HOW TO PLAY:
1. Each player draws two grids, each with ten rows and columns. Label the rows 1 to 10, and the columns A to J.
2. On one of their grids, each player places their “ships” by outlining squares in a line horizontally or vertically. Players should 
 decide upon the number and size of the ships together; a common option is two ships each of two squares, three squares, four 
 squares, and five squares. Each player should hide their grids from the other.
3. Using the second grids, player one “attacks” their opponent by choosing a square and giving its coordinates, ex. “C4.” Player 
 two indicates whether that shot is a hit or a miss.
 A. If it’s a miss, player one places an X in that square.
 B. If it’s a hit, both players color in that square on their grids.
 C. When a hit causes an entire ship to be colored in, the player who owns the ship must announce their ship has been “sunk.”
4. Player two then takes a turn, and play continues until one player has sunk all of their opponent’s ships.
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EXAMPLE:
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Ultimate Tic-Tac-Toe THE GOAL: Be the first to win 
three large squares in a row

NUMBER OF PLAYERS: 2

HOW TO PLAY:
1. Draw a large tic-tac-toe grid. In each of the squares, draw a smaller grid. Decide which player will be X and which will be O.
2. Player 1 starts by drawing an X in any of the smaller grids.
3. Now, it’s Player 2’s turn to make their O. But they can’t play just anywhere on the grid. Instead, they need to look at the move made by player one in the 
 smaller grid, and play in the corresponding square of the larger grid.
 A. For instance, if Player 1 plays in the upper right corner of a small grid, Player 2 must play in the upper right corner of the large grid. They can play in any 
     open square in that grid.

4. Player 1 now does the same, looking at the location of the O in the smaller grid to determine which grid they must play in on the larger board.
5. When a player gets three Xs or Os in a row on a small grid, they place their X or O over the entire large square to claim it.
 A. If a player’s move sends them to a large square that’s already been claimed and is out of play, they may play anywhere on the board.
6. The game ends when one player gets three Xs or Os in a row on the large grid, or until no further moves are possible, in which case the game ends in a tie.

EXAMPLE:



Ultimate Tic-Tac-Toe



Bulls COWS

HOW TO PLAY:
1. Draw a simple grid with three columns. Label the columns “Guess,” “Bulls,” and Cows.”
2. Player 1 chooses a word or code number and tells the other player how many letters or digits are in it.
3. Player 2 guesses a word or number, writing it down in the Guess column. Player 1 then indicates how many “Cows” and “Bulls” they 
 have. “Bulls” are letters or numbers that are in the code, and in the correct place. “Cows” are letters or numbers that are in the code, 
 but in the wrong place.
4. Player 1 continues making guesses, with Player 2 telling the numbers of Cows and Bulls, until they correctly guess the word or 
 number.

THE GOAL: Break the code and guess the secret 
word or number

NUMBER OF PLAYERS: 2

EXAMPLE:

BULLS COWSGUESSES BULLS COWSGUESSES



Bulls COWS

BULLS COWSGUESSES BULLS COWSGUESSES

BULLS COWSGUESSES BULLS COWSGUESSES



WORD LADDERS

HOW TO PLAY:
1. Choose a start word and write it at the top of the page. Choose an end word (of the same amount of letters) and write it at the bottom.
2. For each turn, the player changes one letter to make a new word, attempting to form a link between the first and last word. Each turn 
 must form a valid word.
3. Multiple players can compete to see who can complete their word ladders in the least amount of moves.

THE GOAL: Make a connection between two 
different words in the fewest moves possible

NUMBER OF PLAYERS: 1+

EXAMPLE:

START:

FINISH:



WORD LADDERS
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Lexicant

HOW TO PLAY:
1. Player 1 starts by writing a single letter.
2. Player 2 adds a letter before or after. It can be any letter, but the resulting letter combination must be one that appears in a valid 
 word.
 A. Players should have a “target word” in mind as they play. If the other player challenges their letter choice, they must name their 
     target word to prove that letter combination is valid.
3. Player 1 adds a letter to the combination at the beginning or the end. Beginning with this turn (3 letters), players must avoid adding a  
 letter that forms a complete word.
4. Play continues, with each player adding letters until one player is forced to add a letter that forms a complete word, thereby losing 
 the game.

THE GOAL: Add letters to a stem without being the 
one to finish a word first

NUMBER OF PLAYERS: 2

EXAMPLE:



Lexicant



CONNECT 4 THE GOAL: Claim four squares in a row 
(horizontal, vertical, or diagonal)

NUMBER OF PLAYERS: 2

HOW TO PLAY:
1. Draw a grid of squares, 7 columns across by 6 rows down.
2. Player 1 draws an X in any of the squares on the bottom row.
3. Player 2 takes their turn, drawing an O on the board. They can place the O in any open square on the bottom row, or directly 
 above any claimed square.
4. Player 1 continues, remembering they can only claim a space in the bottom row or on top of an already claimed square.
5. The first player to get four Xs or Os in a row (horizontally, vertically, or diagonally) wins!

EXAMPLE:



CONNECT 4



SNOWMAN THE GOAL: Solve the mystery word or phrase before the 
snowman is complete

NUMBER OF PLAYERS: 2+

HOW TO PLAY:
1. Write the letters of the alphabet across the top of the page.
2. Player 1 chooses a mystery word or phrase, and draws blanks to represent each letter of the word or phrase.
3. Player 2 guesses a letter. 
 A. If the letter appears in the word or phrase, Player 1 fills in the appropriate blanks. They also cross the letter off the list of available letters to choose from.
 B. If the letter does not appear in the word or phrase, Player 2 crosses it off the list, then adds one item to the shape of the snowman in this order: bottom 
     circle, middle circle, top circle, top hat, arm one, arm two. (If desired, you can also draw eyes, nose, and mouth to offer more turns.)
4. Player 2 continues guessing letters until they solve the puzzle and win, or complete the snowman and lose.

EXAMPLE:

A     B     C     D     E     F     G
H     I     J     K     L     M     N
O     P     Q     R     S     T     U

V     W     X     Y     Z



SNOWMAN

A     B     C     D     E     F     G
H     I     J     K     L     M     N
O     P     Q     R     S     T     U

V     W     X     Y     Z



How Many Words? THE GOAL: Make the most smaller words from the 
letters of a longer word or phrase

NUMBER OF PLAYERS: 1+

HOW TO PLAY:
1. Together, the players decide on a master word or phrase, the more letters the better. Each player writes the word or phrase at the top of their page.
2. Set a timer for 2 minutes (or longer, if desired). Each player uses the time to make as many valid smaller words as they can from the master word or phrase.
 A. Each letter in the master word can only be used once per word, but if there are multiples of a letter in the master word, players can use that letter the 
     same number of times in each word.
 B. You can make the game harder by requiring all words to be at least 3, 4, or more letters.
3. When the time is up, players compare word lists and agree that all words are valid. The player with the most words wins.
 A. Variation 1: Award points by the number of letters per word, so longer words are more valuable.
 B. Variation 2: Players read their word lists out, crossing off any words that other players also had. This rewards the player who has the most unique words.

EXAMPLE:



How Many Words?



sprouts THE GOAL: Be the last player to make a valid move

NUMBER OF PLAYERS: 2

HOW TO PLAY:
1. Draw two dots on a piece of paper.
2. Player 1 draws a line from one dot to the other, or from one dot to itself. The line can be straight or curved in any shape. Player 1 
 then adds a dot somewhere along the new line.
3. Player 2 takes their turn, drawing a line from one dot to another, or from one dot to itself. The new line cannot cross the previous 
 line at any point. They then add a dot along the new line.
4. Players continue taking turns, following the rules.
 A. Each new line must connect two dots, or be drawn from one dot around to itself.
 B. New lines cannot cross previous lines at any point.
 C. A dot may only be used three times total; one dot may only have three lines running from it.
5. The game continues until one player is unable to make a valid move, and the other player wins.
 A. Variation: The last player able to make a move loses the game (this is known as the misère variation).

EXAMPLE:



sprouts




