



Wheel of McKinney-Vento

Instructions
State Coordinators Meeting 

February 2009   

This game is loosely based on Wheel of Fortune.  The object of the game is for three teams, consisting of two players each, to solve as many puzzles as possible and to gather as many points as possible before the end of the game.
People Resources

“Pat Sajak”:  Joseph Sanchez

“Vanna White”:  Christina Dukes

Puzzle Operator:  Jan Moore
Scorekeeper:  Beth Hartness
Directors:  Diana Bowman and Barbara James
Contestants:  The names of all State Coordinators (SCs) who have been appointed in the last 12 months will be placed in a small box or cup.  One of the veteran SCs will select six names and these SCs will form three teams of two players each.

Material Resources

“Wheel” and accessories

List of questions for MC to ask

6 Prizes for the game players

Computer, LCD Projector, Screen

Puzzles and music loaded onto computer

Pieces of paper with names of new coordinator written on them; one name per piece of paper

Box to put names for contestant selection

Flip chart and markers to record scores

Rules of the Game

The three teams will stand behind a table and will select a name for their team.  To decide who will go first, a veteran SC will write down a number between 1 and 100.  Each team will say a number, and the team that comes closest, either over or under, will go first.  Then we will go to the team to the right of the winner and so on.

To start the game, “Pat Sajak” will ask the team a question.  If the team gets it correct, the team will get to shoot at the target and will get the number of points on the part of the target where the dart lands.  

If the dart lands on the square designated “lose a turn,” then that contestant gets no points and will not have the opportunity to guess a letter on the puzzle or solve the puzzle. If the dart lands on the square designated “extra turn,” then that contestant gets an extra shot at the target and wins whatever point value is obtained.

After the dart lands on a square, the team will call out a letter— a consonant or vowel —this is different from the TV version, where you have to buy a vowel.  If that letter is in the puzzle, “Vanna White” will point to the square in which it’s located and it will magically appear (the puzzle operator will cause the letter to appear by clicking the corresponding button on the computer).  The team will then have 15 seconds to solve the puzzle.  If the team doesn’t solve the puzzle, then the next team repeats the process.  The team that solves the puzzle gets an extra 50 points.

The game continues in this manner until a total of 15 original questions (not counting the extra spin questions) have been asked OR time is up.

Pat and Vanna will award the prizes, with assistance from Diana and Barbara. 

