
Grid Game Ideas 

ANY of these games can earn 8 points. Just add some extra features! 

 Add new widgets  Add levels  Add an undo button  Allow the user to pick their own pieces, colours 
 

Suitable Game Moderately Complex 
Game 

Require some complex 
grid manipulation 

Very Complex Game Not allowed 

4 Pictures, 1 Word 
Heads Up 
Jeopardy 
Jugs 
Logos Quiz 
Luminosity Games 
Matching 
Puzzle Slide/Sorting 
Quiz Up 
River Crossing 
RPS 
Tic-Tac-Tac 
True/False Trivia Game 
Where’s Waldo? I Spy 
 

8 Queens Problem 
9 Men in a Trench 
Chocolate Fix (thinkfun) 
Connect 4 
Crossword 
Flow Free 
Icecream Shop 
Iconmania 
Lights Out 
Maze 
Nim 
Peg Solitaire 
Pet Shop 
Rush Hour 
Shell Game (thinkfun) 
Suduko 
Sukoban 
Tic-Tac-Toe Variations 
Tubes 
UnBlock Me 
Waterworks 
Wordsearch 
 

2048 
Battleship 
BeJeweled 
Bimaru (Battleship 
Solitaire) 
Black Jack 
Boggle 
Candy Crush 
Clue 
Drop 7 
Guess Who 
Mastermind 
Piano Tiles 
Polymer 
Towers of Hanoi 
Word Cube 
Yahtzee 
Zinlock 
 

Checkers 
Chess 
Farm Heroes 
Go Fish 
Minesweeper 
Othello 
Plants vs Zombies 
Pokemon 
Risk 
Sushi Chef 
War (card game) 
 
 

ANIMATION 
TIMERS 
COUNT DOWNS 
Angry Birds 
Bingo 
Bubble Shooter 
Dots and Lines 
Dumb Ways to Die 
Flappy Bird 
Fruit Ninja 
Go 
Hangman 
Monopoly 
Pong 
Ricochet Robot 
Simon 
Sorry 
SOS 
Space Invaders 
Tetris 
Trouble 
Two dots 
Wheel of fortune 
 

 



Screen Examples 

Games with a Grid (or list of letters) work best. 

                 

                 



            

              



           

 

 

Snake in a Box 

   

 The cobra hides in the box by secretly writing the numbers 1 (head) to 25 (tail) on a 5×5 grid drawn on a scrap 
of paper. Consecutive numbers must be beside one-another (horizontally or vertically, but not diagonally). 

 The snake charmer must find out how the snake is wrapped up in the box. The snake charmer does this by 
asking about the number in any square of the box. The snake charmer may do this as often as desired, and must 
then guess exactly how the cobra is wrapped up. 

 A snake charmer who requires 6 numbers has good potential. 

 A snake charmer who requires 5 numbers can rely on a friendly pet cobra. 

 A snake charmer who requires 4 numbers is respected by snakes everywhere. 

 A snake charmer who requires only 3 numbers is respected and loved by snakes everywhere. 

 A snake charmer who fails to guess exactly how the cobra is wrapped up gets bitten… Ouch! 



 
Flood It: A grid of six colors of tiles starts 
off randomly. The player can do a "flood 
fill" on the top left tile, changing the color of 
any adjacent tiles of thesame color. The 
player wins if they are able to make the 
entire board a single color within a certain 
number of moves. 

Maze Variations 
Variants: Teleports, 
buttons to control 
doors, keys to 
unlock doors, 
having multiple 
characters to move 
around that must 
work in sync to 
unblock each other's 
paths. 

 

Links and Sources 

Some Other Ideas: 

Math Fair Ideas from: http://galileo.org/classroom-examples/math/math-fair-problems/  

Tic-Tac-Toe Variants from: http://mathlair.allfunandgames.ca/tictactoe.php 

 Your Choice Tic-Tac-Toe - Each player may put down either an X or an O on each of their turns, and may change their mind from turn to turn. The 
winner is the one who finishes any row, column, or diagonal of all X's or all O's.  

 Magic Square Tic-Tac-Toe - Instead of X's and O's, the numbers 1 through 9 are used. Each number may be used only once. The winner is the one to 
get the numbers in any row, column, or diagonal to add up to 15. Question: Can you determine a winning strategy for this variant?  

 Last One Wins - On a player's turn, that player marks as many non-empty spaces as they like, as long as they are in the same row or column (not 
diagonal). Whoever fills in the last space wins.  

 Avoidance Tic-Tac-Toe (also known as Misère Tic-Tac-Toe or Toe-Tac-Tic)  - Same order of play as the standard game, except that a player who 
completes three in a row loses.  

 Drawbridge - Same order of play as the standard game, only one player wins if the game is a draw, while the other wins if either completes three in a 
row.  

 Movable Markers - Players have three counters each and take turns placing them on the grid. If neither has won after all six counters are down, 
players may move one of their counters somewhere else as their move.  
 

Math Fair Ideas from: http://www.mathfair.com/puzzles.html  

 Catch the Thief, 22 Games, Buggy Jump 
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