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CHAPTER 13 

  GUESS MY SHAPE – GAME
  Instructions

1 Get into two groups of three or four students.

2 One person from one of the groups thinks of a shape.

3  The members of the other group take turns to ask one 
question to the person who thought of the shape.   
That person can only answer “yes” or “no”.

 Examples  “Does the shape have more than four sides?” 
“Does the shape have any square corners?”

4  When it is your turn, you can either ask a question or  
guess what the shape is.

5  If a group guesses the shape before everyone has had  
2 turns to ask a question, they get 1 point.

  Any groups that don’t guess the shape get 0 points. 
The groups swap roles after every shape.

6  The group who gets the most points after everyone  
has had a turn at choosing a shape, is the winner.
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3	� The members of the other group take turns to ask one 
question to the person who thought of the shape.    
That person can only answer “yes” or “no”.

5	  �If a group guesses the shape before everyone has had 2 
turns to ask a question, they get 1 point. 
Any groups that don’t guess the shape get 0 points.

6	 The groups swap roles after every shape.

7	� The group who gets the most points after everyone has 
had a turn at choosing a shape is the winner.
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