
INTRODUCTION  
Clear Path is a two-player connection game played on a square grid of any size, initially 
empty. The top and bottom board edges are colored red. The left and right edges are 
colored blue. The two players, Red and Blue, take turns placing their own stones onto 
unoccupied points, starting with Red.  Passing is not allowed, but if you don’t have an 
available placement, your turn is skipped.  Mark Steere designed Clear Path, in 
collaboration with AI, in September 2026. 

OBJECT OF THE GAME  
Red must form an orthogonally (horizontally and/or vertically) interconnected path of 
red stones connecting the two red edges of the board. Blue must connect the two blue 
edges.  In Figure 1, Blue has won.

POSSIBLE CONNECTING PATH
A possible connecting path for a player is a chain of points, connected through 
orthogonal adjacencies, that joins the two edges of the player’s color, in which every 
point is either unoccupied or occupied by a stone of the player’s color.  

VITAL POINT
An unoccupied point is vital to a player if every possible connecting path for that player 
passes through it.  

LEGAL PLACEMENTS
You may not place a stone on a point that is vital to your opponent, unless the 
point is also vital to you, or your placement forms a winning path.

In Figure 2, every possible connecting path for Red passes through the green point.  So 
the green point is vital to Red.  The green point is not vital to Blue, since Blue has 
possible connecting paths that avoid it.  Red can place a stone on the green point.  Blue, 
if it were Blue’s turn, could not place a stone on the green point.

In Figure 3, the green point is vital to Blue but not to Red.  Red can place a stone there 
because the placement forms a winning path for Red.

In Figure 4, the green point is vital to both players.  Red can place there, and so could 
Blue, if it were Blue’s turn.

DESIGN NOTES  
I designed the original version of Clear Path in March 2026, using a chain reaction 
mechanism borrowed from Flume (Steere 2010).  Recently, I tasked Claude Fable 5.1,
an AI model made by Anthropic, with designing a single placement only, orthogonal 
connection game.  Claude chose my original, structurally sound but cumbersome Clear 
Path as a starting point, and modified it to be single placement only.  The resulting, 
current version of Clear Path is an elegant solution to a longstanding problem - how to
form a connecting path while leaving open the possibility of your opponent forming a 
connecting path, until the last possible moment.  Most OCGs prevent deadlocks with a 
mechanism that prevents crosscuts (a 2x2 square with two diagonally adjacent red 
stones and two diagonally adjacent blue stones).  Crosscuts are allowed in Clear Path.

AUTHOR’S NOTE
Feel free to publish this rule sheet and to program the game of Clear Path.  No licensing 
fee or royalties are expected. However, please don’t change the name or the rules, and 
please attribute the game to me, Mark Steere.  My other games can be found at 
marksteeregames.com.
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