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Intro 
Line Wars is a 2-player game of  strategic territory control. It requires a piece of  paper, and 3 pens 
of  3 different colors: black, blue, and red. Or for those that are eco-friendly, the last page of  this 
rulebook is the board pattern which can be drawn on with any computer painting program. 
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How To Play 
1) Draw a grid of  7x7 dots on a piece of  paper. This represents the play area of  the game. 

Fig. 1 

The standard board size is 7x7

2) Decide which player will go first. That player is Blue. The other player is Red. 

3) Players take turns drawing lines on the grid, attempting to capture as much territory as they 
can, by surrounding squares of  the grid in their color. 

4) When no more legal moves can be made to increase either player’s territory, the game is over. 

5) The player who captures the most territory wins.  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Rules 
Drawling Lines

1) Each turn, the players draw an increasing number of  lines, where each line connects 2 grid 
points. The lines can must be horizontal or vertical; Diagonals are forbidden. New lines 
cannot be drawn over exiting lines of  either color. 

Fig. 2 

Blue draws 4 lines, connecting each line between grid spaces

2) All the lines a player draws in a single turn must be drawn in a contiguous sequence. Neither 
player may ‘jump’ from one area to another. 

Fig. 3 

Red tried to leap over Blue’s lines, which is forbidden
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3) On the first turn, Blue starts their first line from the top-left corner, and Red starts from the 
bottom-right. One subsequent turns, players can begin drawing lines from any grid point that 
a previous line of  their color is already touching, provided the grid space has at least one 
open side. 

Fig. 4 

Blue starts in the upper-left corner and draws a line. On Blue’s second 
there are 3 starting points

4) The number of  lines drawn is equal to current turn. I.E on turn 1, Blue draws 1 line, on turn 
2, Blue draws 2 lines, on turn 3 Blue draws 3 lines, ect. The only exception is that on Red’s 
first turn, Red is allowed to draw 4 lines. 
1) Red draws 4 lines because of  blue’s advantage of  going first. However, Red drops back to 

2 lines on turn 2, 3 lines on turn 3, ect. 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Capturing Territory

1) Territory is captured by drawing lines around points on the grid so that squares are 
surrounded on all sides by a single color. 

Fig. 5 

Blue has 1 point of territory, and Red has 2

2) Lines can enclose large areas to score more points. The edges of  the grid can also be used to 
enclose territory. 

Fig. 6 

Blue wins 3 points by utilizing the edges of the grid  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Invading Territory

1) As players begin encroaching on each other’s territory, they can invade by passing through 
grid spaces where there there isn’t a corner. Players can always pass through straights 
regardless of  the colors on the grid. 

Fig. 7 

Blue thought they had 2 points of territory, but Red was able to draw 
through the straights. Now that territory is negated for both players

Fig. 8 

Blue learned from their mistake and draw 5 points of territory using all 
corners, so Red cannot invade from any direction  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2) It’s also possible to invade through the edges if  there is only one line drawn perpendicular 
from the edge. 

Fig. 9 

Blue left a straight on the bottom edge of their territory, so Red was able 
to enter and negate the entire group



Line Wars - !8

Scoring

1) Once there are no moves either player can make to expand their territory, the game is over. 

2) Any square with both red and blue borders are negated. These squares should be colored in 
black to signify they do not count for either player. 

Fig. 1 

3) Any other spaces should belong to either Blue or Red. The winner is the one who captured 
the most territory. In the event of  a tie, Red wins by default. 

Fig. 11 
11 spaces are negated, Blue scored 11, and Red scored 14, winning by 3  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Game Board 
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