
Maths Is Fun Connect 4 1

Maths Is Fun
Connect 4

Maths Is Fun
Connect 4

Downloaded from
www.everybodystreet.com

by Acevedo & Laila

Playing board games is
often seen as a way to
pass  the  t ime,  but
when you look  closer,
many  classic  games
a r e  p a c k e d  w i t h
educational value. One
such  game  that  has
stood the test of time
is Connect 4. When you
combine  the  core
mechanics  o f  th is
s imple  drop-piece
g a m e  w i t h
mathematical thinking,
you unlock a powerful
learning  tool.  This  is
where  the  concept  of
M a t h s  I s  F u n
Connect 4 comes into
play.  Far  from  just
m i n d l e s s
e n t e r t a i n m e n t ,

Connect  4  offers  a
hands -on  way  fo r
children  and  adults
a l i k e  t o  e x p l o r e
patterns,  probability,
strategy,  and  logical
reasoning.  In  th is
article,  we  will  dive
deep into  why Maths
Is  Fun Connect 4  is
m o r e  t h a n  j u s t  a
catchy  phrase—it  is  a
practical  approach  to
making  mathematics
engaging,  accessible,
a n d  g e n u i n e l y
enjoyable.

WHY CONNECT 4 IS
A NATURAL FIT
FOR
MATHEMATICS

At its core, Connect 4
i s  a  t w o - p l a y e r
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connect ion  game.
Players  take  turns
dropping colored discs
into  a  seven-column,
six-row  grid,  with  the
aim of being the first to
form  a  hor izontal ,
vertical,  or  diagonal
line of four discs. While
t h e  r u l e s  a r e
straightforward,  the
u n d e r l y i n g
mathematical concepts
are  rich.  The  game
requires  players  to
think  ahead,  evaluate
multiple  possibilities,
and  adapt  to  their
opponent’s  moves.
These  are  exactly  the
skills  that  form  the
f o u n d a t i o n  o f
m a t h e m a t i c a l
reasoning.  When  we
say  Maths  Is  Fun
C o n n e c t  4 ,  w e
emphasize  that  the
g a m e  i t s e l f  i s  a
microcosm of problem-
solving  and  critical
thinking.
A n o t h e r  r e a s o n

Connect  4  works  so
well for mathematics is
its  finite  nature.  The
grid  is  small  enough
that all possible moves
can be calculated, but
large enough to offer a
real  challenge.  This
makes  it  an  excellent
too l  f o r  t each ing
combinatorial  thinking.
Players  must  consider
not only their own next
move  but  a lso  the
potential  responses
from  their  opponent,
which introduces basic
game theory concepts.
The  phrase  Maths  Is
F u n  C o n n e c t  4
captures the idea that
t h e s e  d e e p
mathematical  ideas
emerge naturally  from
play, without the need
f o r  i n t i m i d a t i n g
formulas or textbooks.

Developin
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g
Strategic
Thinking
and

Planning
O n e  o f  t h e  m o s t
obvious  mathematical
sk i l ls  pract iced  in
Connect  4  is  strategic
planning.  A  successful
player  looks  several
moves  ahead.  This  is
essentially  forward-
chaining,  a  type  of
logical  reasoning used
in  mathematics  and
computer  science.  For
example,  a  p layer
might think, "If I place
my  disc  in  column  4,
my  opponent  might
block me by placing in
column 4 as well. Then
I  will  try  column 3 to
s e t  u p  a  d o u b l e

threat." This sequence
of "if-then" statements
i s  t h e  b e d r o c k  o f
logical  deduction.
When children engage
in this kind of thinking,
they are practicing the
same mental processes
required  for  solving
algebraic  equations  or
writing computer code.
Furthermore,  Connect
4 teaches the concept
of forced moves  and
winning  strategies.
In  any  pos i t ion ,  a
player  can  identify
t h r e a t s  a n d
o p p o r t u n i t i e s .
Recognizing  that  a
cer ta in  move  w i l l
guarantee a win (or at
l e a s t  a v o i d  a n
immediate  loss)  is  a
form  of  deduct ive
proof.  Students  often
struggle  with  formal
proofs in mathematics,
but  proving  that  a
sequence of Connect 4
moves leads to victory
i s  i n t u i t i v e  a n d
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rewarding. In the world
o f  M a t h s  I s  F u n
Connect  4 ,  every
g a m e  b e c o m e s  a
series of  small  proofs,
each  building  on  the
last.

MATHEMATICAL
CONCEPTS
EMBEDDED IN
CONNECT 4

Beyond  s t ra tegy ,
Connect  4  naturally
introduces  several
specific  mathematical
topics.  By  re-framing
t h e  g a m e  f r o m  a
recreational activity to
a learning tool, parents
and  teachers  can
explicitly  point  out
these  concepts.  Here
are some of the most
prominent ones.

Probabilit

y and
Decision
Making
Every move in Connect
4 involves an element
o f
probability—especially
i f  you  are  p lay ing
a g a i n s t  a n
u n p r e d i c t a b l e
opponent. Players must
weigh  the  likelihood
that a particular move
w i l l  l e a d  t o  a n
advantage  or  a  loss.
For  instance,  dropping
a  disc  in  the  center
column  is  generally  a
strong move because it
o p e n s  u p  m o r e
possible  lines  of  four.
This  can be explained
in terms of probability:
a disc in the center has
more  adjacent  cells
than  a  d isc  on  the
e d g e .  B y  p l a y i n g
M a t h s  I s  F u n
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Connect  4,  children
intuitively  learn  that
central  positions  are
m o r e  v a l u a b l e ,  a
concept  that  parallels
the  statistical  idea  of
“expected value.”
Teachers  can  create
e x e r c i s e s  w h e r e
students  calculate  the
number  of  possible
winning  l ines  from
each  co lumn.  Fo r
example,  a  disc  in
column 4 (center) can
be  part  of  up  to  13
possible winning lines,
whereas  a  d i sc  i n
column 1 only belongs
to  3.  These  numbers
come directly from the
geometry  of  the  grid.
S u c h  a c t i v i t i e s
transform  abstract
probability lessons into
concrete,  game-based
learning.

Pattern
Recogniti
on and
Spatial
Reasonin
g
C o n n e c t  4  i s
fundamentally  about
pattern  recognition.
P l a y e r s  m u s t
constantly  scan  the
board for sequences of
discs—both  their  own
and  their  opponent’s.
This trains the brain to
ident i fy  pat te rns
quickly,  a  skill  that  is
crucial in mathematics,
especially  in  fields  like
geometry, algebra, and
number  sequences.  In
the  context  of  Maths
Is Fun Connect 4, the
g r i d  i t s e l f  i s  a
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coordinate  system.
Each disc has a specific
row and column, which
c a n  b e  u s e d  t o
introduce  coordinates.
Children  can  practice
calling  out  moves  as
coordinates,  such  as
“ ( 4 ,  2 ) ”  m e a n i n g
column  4,  row  2.
Moreover,  the  game
reinforces the concept
o f  symmet ry .  Fo r
e x a m p l e ,  m a n y
successful  strategies
rely  on  mirroring  the
opponent’s  moves.  If
you always place your
disc  in  the  column
symmetrical  to  your
opponent’s  last  move,
you can often maintain
a  balanced  position.
This  introduces  the
idea  of  reflective
s y m m e t r y  i n  a n
interactive  way.  The
f u n  c o m e s  f r o m
discover ing  these
patterns  yourself ,
which is why Maths Is
Fun Connect 4 is such

an  effective  learning
motto.

Logical
Reasonin
g and
Deductiv
e Logic
Even  young  children
can understand that if
you have three discs in
a  row,  you  are  one
away  from  winning.
The  logical  step  is  to
place a  fourth  disc  to
complete  the  l ine,
unless  the  opponent
b l o c k s  y o u .
Recognizing  threats
and  forced  blocks  is
pure  deductive  logic.
As  players  advance,
t h e y  l e a r n  a b o u t
d o u b l e
threats—pos i t ions
where  you  have  two
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ways  to  win  on  your
next  move,  making  it
impossible  for  the
opponent  to  b lock
both. This is analogous
to  a  logical  “fork”  in
chess.  Understanding
double  threats  is  a
m i l e s t o n e  i n
m a t h e m a t i c a l
reason ing ,  and  i t
emerges  organically
when playing Maths Is
Fun Connect 4.
Formal  logic  courses
often  use  truth  tables
and logical connectives
like  “and,”  “or,”  and
“if-then.” In Connect 4,
a  player  reasoning
about  a  double  threat
might think: “If I place
my  disc  in  column  3,
then  I  w i l l  have  a
winning  l ine  either
horizontally  through
c o l u m n s  3 – 6  o r
diagonally  through
columns  1–4,  so  my
opponent cannot block
b o t h . ”  T h i s  i s  a
practical use of logical

d i s j u n c t i o n .  B y
d i scuss ing  these
moves  using  logical
language, teachers can
b r i d g e  t h e  g a p
between  a  game  and
formal mathematics.

CLASSROOM AND
HOME ACTIVITIES
USING MATHS IS
FUN CONNECT 4

To  truly  embrace  the
M a t h s  I s  F u n
Connect 4 philosophy,
i t  he lps  to  des ign
activities that explicitly
teach  mathematical
concepts  through  the
g a m e .  B e l o w  a r e
several  practical  ideas
t h a t  p a r e n t s  a n d
e d u c a t o r s  c a n
implement.

Connect
4 as a
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Tool for
Teaching
Coordinat

es
P l a c e  a  p i e c e  o f
transparent grid paper
over  the  Connect  4
board,  or  simply  label
the columns 1 through
7  a n d  t h e  r o w s  1
through  6  from  the
bottom.  Ask  students
to call out their moves
using coordinates, such
as “Place a red disc at
(3, 2).” This reinforces
t h e  C a r t e s i a n
coordinate system in a
fun, hands-on way. You
c a n  a l s o  p l a y  a
variation  where  you
give a  coordinate and
the  student  must  find
the  correct  column.
This is especially useful
for  younger  learners

who are just beginning
to  understand  two-
dimensional  grids.

Probabilit
y
Experime
nts with
Connect
4
For older students, use
the  game  to  explore
e x p e r i m e n t a l
probabi l i ty .  Have
s t u d e n t s  p l a y  2 0
games  and  record
whether the first player
wins  or  the  second
player  wins .  Then
ca lcu la te  the  w in
p e r c e n t a g e s .  I n
Connect  4,  the  first
player has a theoretical
advantage  i f  both
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players  play  perfectly.
Students can compare
their  experimental
results  to  the  known
mathematical  solution
(first player can force a
win).  This  leads  to
discussions  about
perfect  play,  game
t r e e s ,  a n d
combinatorial  game
theory.  The  Maths Is
F u n  C o n n e c t  4
approach makes these
high-level  topics  feel
approachable.

Create
Your Own
Math
Problems
After a few games, ask
students to create their
own Connect 4 puzzles.
For example, set up a
board  mid-game  and
ask: “Is there a winning

move  for  the  next
player?  Where?”  This
turns  students  from
passive  players  into
problem creators. They
must  ana lyze  the
board  and  find  the
critical  threats.  By
solving  and  writing
puzz les ,  s tudents
d e e p e n  t h e i r
unders tand ing  o f
strategy and logic. This
is  a  powerful  form of
active  learning  that
aligns  perfectly  with
the  Maths  Is  Fun
Connect  4  classroom
philosophy.

VARIATIONS TO
DEEPEN
MATHEMATICAL
THINKING

One of  the best  ways
to  keep  the  learning
fresh is  to modify the
rules  of  Connect  4.
Variations  can  target
specific  mathematical
skills  and  prevent  the
game  from  becoming



10

10 Maths Is Fun Connect 4 2025-07-11

too routine.

Connect
More or
Less
Change  the  winning
condition.  Instead  of
aiming  for  four  in  a
row, try to get three in
a  row  for  a  shorter,
faster game or five in a
row for a longer game.
Th i s  changes  the
geometry and strategy.
S t u d e n t s  m u s t
recalculate the number
of  possible  winning
lines  and  adjust  their
t h i n k i n g .  T h i s
demonstrates  how  a
change  in  a  s ingle
p a r a m e t e r  c a n
transform  the  entire
game.  The  Maths  Is
Fun Connect 4 idea is
that mathematics is all
about  exploring  such
changes.

Sum
Connect
4
Write numbers on the
discs  (1  to  6)  or  use
dice  to  determine  the
number placed. Instead
of  just  connect ing
discs,  players  must
ensure that the sum of
the numbers in a row
of four equals a target
number (e.g., 20). This
combines  arithmetic
with  strategy.  Players
must think about both
position and the value
o f  t h e  d i s c .  T h i s
variation  is  excellent
for  practicing  mental
math  and  addit ion
skills.  It  also  forces
players to think ahead
about  which  numbers
they have left to place.
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Multiplica
tion
Connect

4
For  older  students,
label each disc with a
m u l t i p l i e r .  F o r
example,  one  player
uses discs labeled 2, 3,
4,  etc.,  and the other
uses discs labeled 5, 6,
7,  etc.  To  win,  you
need  four  discs  in  a
row  whose  product
equals a given number.
This  is  a  challenging
spin  that  deepens
unders tand ing  o f
mult ipl ication  and
factors.  The Maths Is
F u n  C o n n e c t  4
adaptation  shows how
a simple game can be
transformed into a rich
m a t h e m a t i c a l
investigation.

THE EDUCATIONAL
BENEFITS: WHY
MATHS IS FUN
CONNECT 4
WORKS

The  benefits  of  using
C o n n e c t  4  a s  a
teaching  tool  extend
far  beyond the  specific
m a t h  c o n c e p t s
mentioned.  The  game
naturally  promotes  a
growth  mindset.  In
every  game,  players
make  mistakes  and
learn from them. There
i s  n o  p e r m a n e n t
failure—only  a  chance
to try again. This aligns
with  the  belief  that
mathematics  is  not
about being “right” all
the  t ime  but  about
learning  from  errors
and refining strategies.
Additionally, the social
aspect of  playing with
a  partner  increases
engagement.  Students
are  more  wil l ing  to
pract ice  problem-
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solving  when  it's  part
o f  a  f r i e n d l y
compet i t i on .  The
phrase Maths Is Fun
Connect  4  captures
this  joy  of  learning
through  play.  When
students  are  having
fun,  they  are  more
likely  to  internalize
concepts  and  retain
them  long  after  the
game is over.
C o n n e c t  4  a l s o
provides  a  low-stakes
e n v i r o n m e n t  f o r
practicing  executive
functions like planning,
se l f - con t ro l ,  and
flexible  thinking.
Children  who  struggle
with  impulse  control,
for  example,  must
learn  to  pause  and
consider consequences
before dropping a disc.
These  cognitive  skills
a r e  e s s e n t i a l  f o r
s u c c e s s  i n
mathematics and life in
general.

CONCLUSION

In summary, Maths Is
Fun Connect 4 is not
just a clever phrase—it
i s  a  p o w e r f u l
pedagogical  approach
that  t rans forms  a
beloved  classic  game
into  a  rich  learning
experience.  Through
strategic  thinking,
pattern  recognition,
probability, and logical
reasoning,  players
natura l ly  develop
mathematical  skills
that  are  foundational
to  academic  success.
Whether  you  are  a
teacher  looking  for  a
fresh  way  to  engage
your students, a parent
seeking  educational
activities  for  a  rainy
day,  or  an  adult  who
wants  to  keep  your
m i n d  s h a r p ,
i n t r o d u c i n g
mathematics  through
Connect 4 is a proven
and enjoyable method.
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The  beauty  of  th is
approach  is  that  it
proves,  beyond  any
doubt,  that  maths
really is fun when you

c o n n e c t  i t  t o
something  as  simple
and  sa t i s fy ing  as
dropping  discs  into  a
grid. So next


