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A PLACE VALUE BARRIER GAME BATTLL! vom
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HOW TO FLAY.

1. Firstly, both players will need to set up a battle station. This can simply be two folders, that

gives each player a private place to mark off their game board.

2. Each player will need a Number Tracker card and a Number Battle card (to write their

number). Ideally, it would be a good idea to laminate both cards for reuse.
3.  Each player writes down their number secretly.

4. Roll a dice, whoever rolls the highest number gets to ask the first question. Then the battle

begins! The first player asks a question. Questions could include things like:
- Do you have 7 tens?

- Is the number in the hundreds place greater than 27

- Is there a zero in the ones house? Get creative!

5. Your opponent will need to answer ‘yes’ or ‘no’ to these questions, so that you can mark

your tracker card. Here is an example of what your card would look like after asking the

following questions: COMMANDER, TRACK YOUR OFFONENT'S NUMBER...

MY OPPONENTS NLIMBER [S:
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| asked the following questions:

Is there a ‘6’ in the ones house?

My opponent said yes, so | circle ’rhN

HWN — O

number ‘6’ in the ones column.
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Is there a ‘4’ in the hundreds house? /

My opponent said no, so | cross out the 4 in

the hundreds column on my tracker card.
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THE PLAYER WHO GUESSES THEIR OPPONENTS NUMBER CORRECTLY FIRST. 1S THE
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COMMANDER, TRACK YOUR OPFONENT'S NLIMBER...
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