
Fibbers Dice

Students will practise strategic thinking by deciding when to bluff or tell the truth, enhancing their ability
to make quick decisions and assess risks in a fun and engaging context.

Develop Strategic Thinking and Bluffing Skills:

Students will engage in physical activity through exercises based on the game's outcomes, promoting
fitness while participating in a mentally stimulating activity.

Students will work together in teams, improving their communication and collaboration as they decide on
strategies and react to the opposing team’s actions.

Encourage Physical Fitness and Engagement:

Foster Teamwork and Communication:

Students actively participate in the game, making thoughtful decisions about when to bluff and accurately
reporting or accusing the opposing team.

Active Participation in Bluffing and Strategy:

Students enthusiastically complete the assigned exercises, follow the game’s results, and demonstrate
an understanding of the game's physical elements.

Engagement in Physical Challenges:

Learning Intentions

Success Criteria

Fibbers Dice is a fun, engaging game that combines physical
exercise with mental stimulation. Teams roll dice and either

truthfully report or bluff about their total to the opposing team.
The game involves strategy, bluffing, and physical activity.

Effective Team Communication and Cooperation:
Students show good teamwork by collaborating with their teammates, discussing strategies, and
ensuring clear communication when bluffing or making accusations.



Objective:
Fibbers Dice is a fun, engaging game that combines physical exercise with mental
stimulation. Teams roll dice and either truthfully report or bluff about their total to the
opposing team. The game involves strategy, bluffing, and physical activity.

Players:
Played in two teams, each with five dice.

Materials:
Five dice for each team.

Setup: 
Split participants into two teams and distribute the dice.

Gameplay:
Dice Rolling: Each team rolls their five dice and calculates the total secretly.
Bluffing: Teams report their total to the opposition but may choose to bluff.
Accusations: The opposing team can accept the reported total or accuse them of
fibbing.
Exercises: Depending on whether a team is caught fibbing or makes a false
accusation, they perform specific ‘punishment’ exercises. The winner of the round
performs an exercise matching their dice roll for a lower number of reps, and the loser
does more reps.
Revealing the Truth: Teams reveal their actual dice totals after accusations.

Winning the Game:
The game can be played for a set number of rounds, with the overall winner being the team
with the most successful bluffs or accurate accusations.

Variations for Different Settings:
Educational Edition: Incorporate maths challenges or problem-solving tasks.
Fitness Edition: Focus on various fitness exercises for both winners and losers of
each round.
Team Building Edition: Emphasise strategy and communication within teams.

Additional Notes:
Fibbers Dice is an entertaining game that encourages both physical and mental
engagement.
The element of bluffing adds a fun twist, making the game unpredictable and exciting.
It’s adaptable for various group sizes and can be modified to include different types of
exercises.
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