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 Witzzle Pro®  Tournament Rules

Overall Rules & Procedures

1. The students will play seven minute rounds.  A bell will indicate the beginning and end of each round.  At the end of each round, the two students with the most points will rotate (one up-one down a table number).  Students starting at table 1 would move to tables 2 & 20.  

** If there is a tie between players, give a basic multiplication fact and whoever gives the correct answer aloud first moves on.  DO NOT give a tally mark for the tiebreaker.

2. Fourth Grade students will play Fourth Graders and Fifth Grade students will play Fifth Graders.  All tables will begin and end play at the same time.  Play should stop when the bell sounds even if a solution for that card has not been found.  The play should not begin again until the bell sounds.

3. The judges will give the score cards to the scoring representatives at intermission. Do not leave   cards on the tables unattended.

4. At the end of the tournament, the judges score the student cards to declare the winners.

If you are judging you will:

1. Be the one responsible for handling the Witzzle Pro® cards.  (Only the judge may touch the cards.)

2. Select a Witzzle Pro® card and place it in the box out of sight of the players.  

3. Roll green and white dice on the mat and say the sum or target number aloud. (1—36).

4. Turn the card into view by displaying it in the box.

5. Determine the 1st player with the correct solution for the target number rolled.  The solution must be written legibly on the paper and held in the air.  The written equation must include parenthesis, an equal sign, and the target number.  It must be formed from 3 numbers that appear in a straight line horizontally, vertically, or diagonally on the card.  If the solution given does not have all of the requirements, say to the student “Try again.” Often there is more than one solution per card.

Example for target number 36 on the above card, some possible answers are:

(1 + 5) x 6 = 36                 36 = (5 x 8) – 4                 6 x (5 + 1) = 36           6 (5+1) = 36        

A dot (•) or an (X) may be used for multiplication. A division line (/) or sign (÷) may be used.
6. If the 1st solution held up is incorrect, tell that student to “Try again.”  You may not give the reason why it is incorrect.  For example, you may not say, “You left out the parenthesis, or you forgot the target number.”  You may say that you can’t read it if it is illegible. Have the participants keep trying until a correct solution is found.  A child that gets the answer wrong at first may try again.

7. When you turn over a card, flip the one minute sand timer. If no students at the table have a solution after one minute, a new card and target number is presented.

8. When a correct solution is found, place a tally mark on the player’s scorecard and show the other players the solution. Next, put that Witzzle Pro® card on the bottom of the deck.

9. If two students hold up solutions at the same time, check to see if both are correct. If they are both correct, give both students a tally mark.

10. Put up a new card and repeat steps 2-9
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