Beetle

Beetle is a simple party game that can be used on the last day of class to create a bit of fun. It works well with young students and university level students. It is a game based mostly on chance and there are no language requirements. The full game takes about 30 – 40 minutes to play and is best with 16 to 30 students. To play you will need copies of the beetle sheet below for each student, about five or six dice and some paper /plastic cups or holders to shake the dice in. 

Instruction

Introduce the beetle showing the parts of the body. Have student sit in groups of four around back-to-back tables. Each student is paired with the student opposite them (so there are two pairs per group). Give each student a beetle sheet below. Explain the game: The aim is for one pair to get a complete beetle as soon as possible by shaking the dice. A six (body) is required to start. After that, a pair can get head, legs and tail. Once they have a head, they can get feelers and eyes. 

(1) A player in the group shakes the dice. If she gets a six, she and her partner can draw the body of the beetle in box one on the beetle sheet. Any other number on the dice is ignored for the moment. (2) The dice is passed round clockwise to the next player who shakes attempting to get a six. Play continues like this in a clockwise direction. After a pair has a six, subsequent shakes can yield a head, leg or tail. After they have a head they can get eyes and feelers. If they shake a six again after already getting the body, they ignore the six. Note, one shake counts for only one body part. So while there are four legs on the beetle, a shake of a 3 means only one leg should be drawn. Similarly for eyes and feelers. When a pair get a complete beetle they shout “Beetle!” at the top of their voice and all the others must stop shaking immediately. 

Dice that fall on the floor or in the cracks of the table must be shaken again by the same player. Players must use paper cups or other holders to shake the dice to prevent them from making false rolls. If a dice falls on the floor and is lost the teacher can freeze the game by shouting “Lost dice!”. Everybody must stop until the lost dice is found.  

Scoring & Moving round

After the first game is finished, each player counts the number of body parts they have drawn. They get one point for each body part. The maximum score is eleven which the winning team should have. Players write the score in the box for game number 1.

The winning pair in each group of four now stand up and move round to the next table. So the winning pair from group one move to group two, the winning pair from group 2 to 3 etc and so on, the last winning pair moving to group one. However, when the winning pairs sit down at the new table, they cannot sit facing the same partner. They must face a new person who will be their partner for the next game. Pairs in one group that have the same score can shake the dice to see who moves. 

Game two is now played in the same way. Each player shakes in turn. A six is need to start. Once they get a six they draw the body and then other parts can be got. All the other games are then played and the person with the highest total from the nine games is the winner. Give him or her a prize. The booby prize goes to the player with the lowest score. He or she can select two other students and they have to sing a song together in front of the class :-)

Odd students

Unless the number of students is divisible by four, you will have one or more odd students. Here is what to do. If you have one odd student, get her to sit in a chair watching the others for one game. She gets 7 points for that game. After the game is over, she moves onto a table to join the game and another student sits out. So each game there is one student sitting out, but they only have to sit out once. If you have two odd students, then they can form a table of their own but they must play against each other, not with each other so that they don’t get more throws than the other tables. If there are three odd players, then they can form a table in which two are partners and one plays by themselves with an imaginary partner. This lone player shakes for their imaginary partner to make sure she gets the correct number of throws. It is best for the teacher to be a monitor and watch players to make sure they are doing things correctly rather than trying to join a group and play. 

Other Bits

To slow down the game, don’t have players playing in teams. To speed up the game, play less games. Get some paper cups to shake the dice in to prevent students from making false throws. In between games for the first few games, reinforce the rules and check that students are playing correctly as they throw. At game five, check who is in the lead and who is last. After a few games encourage students to draw “designer beetles” in which body parts are artistically and imaginatively drawn. A prize could be given for the best beetle. 

The page below is the beetle sheet. There is a Microsoft Word drawing object on this page showing how to draw the beetle. If you cannot see it, contact me (Michael Cribb) at soonah98@hotmail.com and I will try to get a picture of it to you. This document is in Word 97 format. 

Name: ________________

Beetle

1

Score:____
2

Score:____
3

Score:____

4

Score:____
5

Score:____
6

Score:____

7

Score:____
8

Score:____
9

Score:____

Total Score: ____________   

The page below contains some dice blanks which you can print on cardboard and paste together if you do not have any proper dice. 
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You must get a body before you can get anything else. You must get a head before you can get eyes or feelers.
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