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SOLUTIONS
XOXO

Example: Corner Move by O
This example shows a move by player O. Player O 
chooses a corner block, which means he or she has two 
options for which blocks to slide.

Each player chooses a symbol, either X or O. The object of the game is to get 5 of your symbol in a row, horizontally, 
vertically, or diagonally. A player who creates a line of 5 of his opponent’s symbol loses, even if he creates one with 
his own at the same time. 
 
You can only pick up pieces from the periphery (outside square of the board). You must move it back into another 
area of the board and slide the piece/s down. You cannot pick up a piece and put it down in the same spot. You can 
only pick a blank piece. The game board changes as people slide their pieces into the centre of the board. Like a 
dynamic game of 4-in-a-row. You have to think about picking your pieces, sliding your pieces around the board 
and playing tactically.

Example: Opening Move
This example shows an opening move by player X. 
Player X chooses a non-corner block, which means 
he has three options for which blocks to slide.

Winning the Game
The first player to get 5 symbols in a row—horizontally, vertically, or diagonally—is the winner. Because the blocks 
slide, it is possible for both players to get 5 symbols in a row simultaneously. If this occurs, then the player who 
made the last move is the loser. The other player wins.
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