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HOW TO WIN

The strategy inwinning the game iz to
stay on the game board the longest.
That means, by landing on colors that
move you back places. Also, by
landing on classes repeatedly can let

wou win the game.
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many good grades as possible.
Ending the game first does nat

amourt of poirts according to the
grades earned az follows.

= A=6ponts
= B =5 points
« C =4 pomts
« D=3 points
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The abjective of the game iz to get a=

neceszzarily mean that youswon the
game. The winner has the highest

F = 2 points

The Bulexs

At the beginning of the game all players
are ztudenrts and one plaver must take
an the addtional responszibility of heing
the principal. The principal iz responsi-
ble for managing all grades, days off,
and vacationz. Additionally helzhe
makes sure each plaver receiing a

penalty follows through on their punizsh- |

ment. If the principal decides anytime
during the game that they do not want
to act az principal, they may give up
their responzibility to another &t the
cozst of B grades higher than a "' or all
they have collected.

Al plaverz role the dice. The highest

number wire the first turn or play. Play _

then continues clockwize. The next
plaver iz order clockwize of how hekhe
rolled the die.

o3 turn, move the amount of spaces
gz indicated by the role of the dice.
Albaays move your piece foreard. [
vou land on an occupied space, move
ahead 1o the next zpace. Thiz endzs
vour turn. If you do notweant 1o take
vour turn, you can give it 1o another i
they are behind in grades onk. Giving
turnz to plavers that have accumulsted
over B grades is forhidden.

Landing on a clasz (green space) lets
vou role one die for & grade.
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4 Landing on a red space is a penatty and |

let=s you role the die for a fine.

Expulsion = & (go to start)

155 = 5 (move back 5 spaces)
Referral = 4 (loose a grade)
Truant = 3 (loose a turnj
Detention = 2 (go back 1 space)
Talking n Clas= = (nothng)

Landing on & vellow zpace etz youcol- |
lect & wacation or day off of achool for |
good behavior. Fole a die and collect
az many vacations or days off indicated |
on the die. & day off o vacation day
can be uzed for extra spaces during a
move for & plavers turn. A plaver may
u=e up to zix vacation dayvs o days off
during a turn. Wacation days and days |
off are equivalert. They each are
equivalert 1o one zpace on the board.
At the end of the game all the plavers
count up their grades 1o zee what their §
GP& (grade point aversge) i=. A GRS |
can only be calculated by 6 arades o |
lezz. Inthe caze of atie, a student that
has mote wacation days o davs off Gn
add 01 totheir GGPA for each dey off or |
vacation day that they posses &t the I
end of the game. If there iz =il 2 tie
the principal gives the tied student a
zpelling gquiz to offzet the tie and an-
NouUnce awinner. Sive sz many spell- f
Ing Quizes as possible to end the game |
and have asinner.

The winner becomes the principal of
the next game and the first to role the
die to =ee who goes first.

An immediste loss of & grade for any
studert that complaing, iz disrespectful |
of unkind to any plaver.




