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THE TIME BOMB GAME

Objective
To collect more tokens than any other player in the predetermined set time.

Instructions

Determine how long the playing time is going to be and set an egg timer to that fime. Make a point of showing the students the egg timer so they understand that the game finishes
when the ‘Time Bomb' goes off.

Have each player choose a playing marker and have then place it on the ‘Start here’ square.

Have the first player roll the dice and move their marker the designated amount of spaces along the board, then answer the question or perform the challenge. Remember to hand out
or loan a token to the player if necessary.

Play for the duration of the time by following the basic instructions on the game board and asking and answering the questions. Note: A bag of tokens and a dice are required to play
this game. Note 2: Janken refers to the rock, paper, scissors game.



