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Hillsborough County Elementary Mathematics Council Official Tivitz Tournament Rules
Some section taken from Tivitz Rule Book for 2 Players
All rules subject to revision as seen fit by the HCEMC.  Please check the Elem. Math Discussion Board for the latest revisions.
Tivitz colors will be assigned to students or chosen at random.  

Custom boards will be used with the Tivit values assigned.  Below is a table listing the similar board difficulty and operations used at each grade level.

	Grade
	Similar Board
	Addition
	Subtraction
	Multiplication
	Division*

	3rd
	402
	(
	(
	
	

	4th
	405/406
	(
	(
	(
	(

	5th
	505
	(
	(
	(
	(


*Division of numbers will not involve remainders.

3rd grade will not compete at a finals competition.  4th and 5th grade finals boards will also include fraction of a number.

First round boards will follow the baseball themed Tivitz boards.  Final round boards are custom made, Tampa Bay Lightning hockey boards.  All boards follow the same rules and game play as the baseball, aqua, and space Tivitz boards.

Students will have 3 minutes to strategize and place Tivitz in the starting goals for their color.  

Game time lasts 12 minutes.  

Red moves first.  Blue receives the last legal move available.

Legal Moves (always following diagonal field lines)

· Move forward one space.
· Jump over 1 Tivit of either color.
· Jump over 2 or more Tivits of either color in one turn.  (Do not remove jumped Tivits from board like checkers.)
· When jumping a Tivit, there must be an available space to land after each Tivit.
· Move onto or through a “Fly Out.”  (Fly Outs are only used with force jumping, otherwise they are treated as any other space.)
Illegal Moves
· It is illegal to move onto or jump through your opponent’s scoring goal.

· It is illegal to move onto or jump through your opponent’s dugout.

· It is illegal to move backwards.

· It is illegal to jump a vacant space.

· It is illegal to move sideways.  (Always move along diagonal lines between spaces.)

Force Jumps
· A player must move or jump a Tivit onto an empty space directly in front of a Tivit of the other player and call for a “force jump.”

· The player must hold their finger on their Tivit and announce the value of the Tivit to be jumped and which Tivits it will jump over.

· Tivits may be force jumped into scoring goals.

· If a Tivit is force jumped onto a Fly Out, they must return the piece back to any starting position in the dugout that they choose.

· A player may call for multiple force jumps as long as the first and last Tivits are the same color as the forcing player.

· Tivits may not be jumped backwards.

· Leapfrogging is a legal move.

Blocks, Traps and Legal Moves

· Blocking of Tivits is allowed.  A player may leave their Tivit in a position that blocks the opponent as long as they have another legal move.

· A player may also trap an opponent as long as they have another legal move.

· You cannot pass your turn if you have a legal move to make.  If there is a legal move, you must take it even if it is not in your favor.

· Players may not stall during their turn or risk forfeiting for their team.  If there is a legal move it must be made in a timely manner.

Ending the Game 


The game ends when…
· One player captures all seven of their goals and 

· Blue captures both common goals or…

· Red captures both common goals or…

· Red and blue share the common goals.

· The game can also end when neither player has a legal move.

· Blue always has the last legal move available.

Scoring

· Each player only scores their own Tivits that are on the scoring goals.  (including common goals)

· Each player records their scores in the “MY SCORE” section of the scoring sheet.

· Do not remove any of the Tivits from the game board.  Players will receive a score of zero for any Tivits removed.

· Be sure to write clearly all numbers.

· Add all scores to find a Total Score.

· At the correct time, swap sheets with opponent and check for: correct Tivit values, correct math operations, correct goal values, correct answers and Total Score.

· Mark OK for correct answers under center OPPONENT section.

· If there is an incorrect answer, write the correct answer.

· In the final grid, total the opponent’s correct scores only.  Write 0 for any wrong answers.

· If the judges find an error in the Final Score which both players missed, a 20% penalty will be deducted from both students.  It is vital students check each other’s scores for errors.
Challenge
· Players will have an opportunity to challenge after the scoring time is over.  

· Adults will check any disputes and judges decisions will be final.

Teams
· Each grade level team will consist of 4 players.
· The total scores for the 4 players will be combined for a team score.
· Team scores will determine schools advancing to the finals.
Timing


During the competition the following time limits will be used:

· 3 minutes to strategize and set up game board

· 12 minutes to play each game

· 10 minutes to calculate your score

· 7 minutes to check opponents score

· 3 minutes to challenge opponents check (adult check)
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