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AIMING HIGH 

‘SQUARE IT’ GAME 
  
TEAM GAME: Draw a dotty grid on a board or a piece of scrap card 
where everyone can see it. This game can be played by two teams. Take it 
in turn for a player from each team to mark a point with the team colour. 
The winning team is the first to have 4 points in their colour at the vertices 
of a square. The teams must try to stop their opponents from making 
squares. 

GAME FOR 2 PLAYERS Play exactly as in the team game. Score a point for each win. Try to 
find winning strategies that will help you to win. 

 

HELP 
Start by drawing squares on these dotty grids to use later during the games. Look for tilted squares. 
Compare the squares that you have drawn with other people. Are your quadrilaterals all squares? 
Have they found squares that you did not see?  

   

 

 

 

 

NEXT 
If you can play against a computer at http://nrich.maths.org/2526 then you can try to learn how to 
win by thinking about the strategies used by the computer. For games like Chess and Go people 
become world champions by studying past games. If you can’t play against a computer you can 
still go back over the game and see what difference an alternative move could have made. Study 
your moves and your opponent’s and try to decide what are winning moves and what are losing 
moves.  

The computer follows an algorithm (which may or may not be random) to place its pieces.  

By studying the moves over a series of games can you work out the computer's strategy?  

Do you think that it is random or deterministic (i.e. the computer will always play in a certain 
position given a certain configuration of pieces)?  

A suitable follow up problem is Square Coordinates http://nrich.maths.org/2667  which 
encourages you to explore the relation between the coordinates of the vertices of squares.  
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VARIATIONS OF THE ‘SQUARE IT’ GAME 
GROUP ‘SQUARE IT’ ROPE ACTIVITY  
(string can be used for this activity) 

 
Mark 16 positions in a square array. The easiest way 
to do this may be to set out chairs but you could also 
mark lines on tarmac using chalk or positions indoors 
marked by stones or counters. The labelling, to help 
learners to name the positions, is optional depending 
on the group. The labelling shown often appears on 
maps. You could alternatively use Cartesian 
coordinates. 

If you want to fine winning strategies then you can 
record the game using the labelling. 

Ask 4 people to sit on 4 chairs (or stand on 4 grid-
points) so they make a square. They stretch the rope 

between them and hold it in 4 places (without any slack) to show the square (with the first person 
holding two points of the rope). 

Ask questions like: “Is it a square?” How do you know it is a square?” … 

Then change positions to show a different square. 

Repeat to show as many squares as possible. Make sure that everyone understands that there can be 
tilted squares as well as straight up-and-across squares. 

(With 16 points there are 5 different types of square and you can make 20 squares on the grid. With 
25 points there are 8 different types of squares with areas 1, 4, 9, 16, 2, 5, 8, and 10 square units and 
you can make 50 different squares on the grid.) 

‘SQUARE IT’ TEAM GAME 
This game can be played by two teams of 10 or more 
players.  Take it in turn for a player from each team to sit 
on one of the chairs. The winning team is the first to have 
4 team members sitting at the vertices of a square. The 
teams must try to stop their opponents from making 
squares. 

This works well if the team members stand together in 
their 2 teams so that they can consult each other. The 
should be given time to decide where their next player 
should sit. 

If there is doubt use the rope to check whether the 4 
points form a square. 

 

4 

 
3  
 

2 
 

1  

           A            B           C            D  



 3 

UPGRADE TO A 5×5 GRID OR 6×6 GRID 

This is a game for 2 players.  The game is more challenging with a 5×5 or 6×6 grid. Take it in turn to 
mark an intersection point with your mark. The winner is the first to mark 4 points that are vertices 
of a square.  
 

 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
PLAY THE ‘SQUARE IT’ GAME AGAINST A COMPUTER 
 
http://nrich.maths.org/2526 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 4 

‘SQUARE IT’ COORDINATE GAME 
This is a game for 2 players.  Take it in turn to give the coordinates of your chosen points. Both 
players must write down the coordinates and mark them on their charts. The winner is the first to 
capture 4 points that are vertices of a square.  
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Player 1 coordinates: 
 
 
 
 
 
 
 
 

Player 2 coordinates: 
 

 


