11338 Tic Tac Toe Floor Gam

Contents:

1 — Roll-up Target 33 3
10 — Beanbags (assorted colors, 5 each in 2 diffeaors)

Required Materials: ‘

Tape —1” or 2" wide floor tape recommended (W4539 or WA4dp

.................................

TIC TAC TOE Instructions

Set-Up:

1) Unroll the target and tape either the 4 cornettheifull length of the 2 ends to the floor.

2) Teams- Divide players into 2 teams (1 or 2 playerstpam will work best)

3) Throw Line— Determine from how far away players will thréwe beanbags at the target and mark a line atlitaince.

A distance of 6 feet is recommended as a goodntist try first. Move the line forward or baokpeénding on the skill of
the players. Use floor tape or other means t@gdete the throw line.

4) Toss Order Flip a coin to determine which team goes firgtlternate which team goes first in subsequentegam
Players stand with both feet behind the throw &nd toss the beanbags at the target. Teamseaa#dossing their beanbags
at the target.

Game Play -Similar to the classic paper and pencil versiothefgame, the first team to land 3 of the samered|
beanbags in the target such that they from a hneZontally, vertically or diagonally) wins.

Questions and Variations:

The Basic Game

1) What's In— Any beanbag that has any part of the bag witiersquare scoring portion of the board is “ifThe
square portion of the board is shown above antested by drawing imaginary lines around the oetsitithe
standard Tic Tac Toe lines. The bag is considerextcupy the square in which the majority of liag is within.
In the Basic Game, once a team occupies a sqbhareotvn it for the extent of that game, regardtgfsshether it is
knocked out of that square on subsequent tosseghzy team. If 2 beanbags occupy the same sgu@®wned
by the team that had its beanbag there first.

2) What's Out— Any beanbag that misses the target that respletety on the imaginary dotted lines or is tf& 2
beanbag is considered out. If a beanbag lands, ‘@team will in effect lose that turn and thé@tteam will toss
next. Teams should pick-up beanbags that “outh@diately after they are thrown in this versiortaf game.

Examples: Bag “A” would be “in” the top right scog square.
Bag “B” would be “out”
Bag “C” would be “in” the center square
Bag “D” would be “in” the middle left square

Knock’em Out Game —In this version of the game, a beanbag can be latbokt of its position. A beanbag can be
knocked out by either team. If a beanbag is kadabut of one square and ends up in an unoccugiees, it would then
be considered to occupy the new square. Bearibagare normally “out”, but that could come infaypif knocked onto
the board can be left on the board as long asatksitf a team runs out of beanbags and no teamwhba, they can select
one of their beanbags from the board to re-toss it.

Overwrite Game — In this version of the game, a player can takerol of a square previously owned by the opposiagn.
Rather than the first team to land in a square paemtly controlling that square, the last teano$s @& beanbag into a
particular square is said to have control of tigaase. To win in this version a team connecte&bags and hold them
after the opposing team gets a “Last Toss”. Theitéhat is about to lose is allowed one last togsytto “break-up” the
win. This last toss can continue indefinitely Lotie team does not stop the other team from winoimtheir last toss. If a
team runs out of beanbags and no team has wong#meselect one of their beanbags from the boareHtoss it.

The position of the beanbags at the end of ale®ssthe position used to determine points, megthiat beanbags on the
board can be moved during the game by subsequanbhbgs.
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