Descriptive Game Name: Jungle Bump
Author: Matt Bills, Jennifer Higgins, Brian Moeller, Betsy Rall
Game Brief Description: In this game, students will attempt to turn on a specific color of lights before their opponents can turn on their lights.

Game Area Picture/Diagram and Materials: You will need to have a starting point for each of the CEENBoTs on a 12-foot diameter circle.  Inside the circle, you will place 5 red, green, and yellow tap lights.  Each participant will drive the CEENBoT until it lights up his/her assigned color.  When all of the lights are on, the winner is declared.  Each participant will be timed.

· A CEENBoT for each competitor

· Masking tape (for the 12-foot diameter circle)

· Three stopwatches

· One judge (to run the game)

· Three time keepers

· Fifteen tap lights
· Tape measure
Rules:

1. The CEENBoTs will compete three at a time.  The winner will advance to the next round with the other winners.  The competition will continue to a championship round.
2. Three timers (one for each competitor) will keep stopwatches on how long it takes for the CEENBoT to turn on all of the lights.
Scoring:

When the CEENBoT has turned on all of the lights, the time will stop and the winner will advance to the next round.  Contestants will be placed in order according to time.
Game Suggestions:

1. Students will compete in groups of three.
2. Make changes for different competitions.
Learning within the Game:

Students will learn good decision-making when turning on lights.  They will also learn about strategy  when attempting to turn off an opponent’s light.  Measurement skills will be used and taught.
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