Players:
2-4




MATERI{ USED :

[vory ohegts, Paints, ocalg,
dcissors, Fevieol,

Mongy flash cards

g\ PROFITEERING g7

b
e

CREMTING: 10 to 15 ygars '
TIME OF PREPHRTION : ' § &5 . = g
3-5 Hours

COST :Z2 500




CONCEPT/SKIlolsd
MAPPED (PEPTNEOGY)

Idea of this gamg is to intggratg mathgmatical
conegpt, reasoning and analgytical sKkills.
Whilg plaging this gamg plager undgrstands
theg various lifeg skills and will also bg ablg to
relate it with dailgy lifg situations. fluman
beging has always bggn an gntrgpregngar in
naturg and this game will surgly beg helpful in
making their basg and conegpt of profit and
loss strong.



HOW GHME CrIN B€ USEPD

s it is a board gamg and gasy to
carrd. It can bg used in class room to
teach various eoncgpts of math in a
fun basegd way. This damg is dgsigned
to gxplain a veryg important concept of
mathgmatics whieh is Profit and lsoss
in a fun and gnriching way. otudgnts
Of agg group 8 to 13 years can play,
lgarn and ¢gnjoy at the samg time.



o T TNV
Sy - s HOW THIS GAME IS IMPORTANTIN |

.4 %@ﬁRHIHG AND PEVELOPMENT OF CHIL: Py,
v&e:, 1 2

&t gvery step of lifg we have to take dgzmsmn
and they usually have an outcome which is S ‘
.S gauged under the principle of profit and loss.
‘ o it is gssential that our goung minds must ‘
) S ndgrstand thg very conegpt not just as g <4
) mathgmatical terms but as a life sKill whilg N

l '/ taking ang step in lifg. Whilg plaging this o
mfl students will hone tbzlr analytical ar, 4




APAPTATION OF CHILPREN
WITH AOHPTHBILITY
M young mind must Igarn quickly
to adapt with the situations
associatgd dealing with ang Rind
of a profit or a loss. It is important
that they undgrstand the
rgsponsibility of managing profits
and to lgarn from mistakegs dong
during lossgs.



