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Teacher Instructions 

Resource Name Prison Break 

Brief summary Teams attempt to ‘jailbreak’ their prisoners by answering questions.  
Teams can place their ‘prisoners’ on one answer if they are confident, 
or spread them among 3 answers if necessary.  The team who gets the 
most prisoners through is the winner. 

Purpose A test of knowledge using a confidence based method of testing and 
multi-choice questions. 

Length of activity 10 – 15 minutes 

Resources needed To edit this resource: 
Note this resource has embedded ‘macros’ that must be enabled when 
prompted. 
 
To edit the resource, use the table on slide 4.   

• You should enter 8 questions in column 1. 
• You should enter the correct answer to the question in column 

2. 
• You should enter 3 incorrect answers in columns 3, 4 and 5. 

Save the file immediately. 
 
Run the slideshow from slide 1 to ensure that the questions start with 
question 1. 
 
Preparation: 
Print off a copy of slides 7 and 8 per team. 
Cut out the 16 ‘prisoner’ icons from slide 7. 

Running the activity To run the activity: 
Separate your class in to teams.  Set them up in their teams and give 
them a copy of slide 8 as their ‘base mat’ and 9 of the ‘prisoner’ icons. 
 
Run the slideshow from slide 1 and click on ‘Click here to start’.  The first 
slide gives instructions.  After the instructions have finished click on ‘Click 
here to start’. 
 
The first question and its possible answers will appear.  Give the students 
enough time (approx 30 seconds) to decide how to play.  They can put all 
of their ‘prisoners’ on one answer (e.g. ‘B’), spread the prisoners 
between 2 answers (e.g. 4 on answer ‘B’ and ‘5 on answer ‘C’) or spread 
them between 3 answers (e.g. 3 on each of B, C and D).  They cannot put 
prisoners on all 4 answers. 
 



 
 

 

© tutor2u All Rights Reserved 

 

When ready, reveal the correct answer by clicking on ‘Reveal Answer’.  
Students must remove all prisoners from answers that were incorrect 
and only leave prisoners from the correct answer.  These are classified as 
the remaining prisoners in play. 
 
Before starting round 2, give each team a single new prisoner (who joins 
them from the ‘watchtower’ – this ensure that teams can continue even 
if they have lost all their prisoners! 
 
Click on ‘Next question’ to reveal the second question.  Repeat the 
process of asking the students to place their remaining prisoners (plus 
their additional new prisoner) on whichever answer (or answers) that 
they think is correct. 
 
Again, students can choose to spread their remaining prisoners on either 
1, 2 or 3 of their answers but must always leave one answer blank. 
Repeat this process for all 8 questions.  Remember that at the beginning 
of each round you should give a new prisoner to each team. 
The winning team is the team with the highest number of prisoners 
remaining who have now broken out of prison! 
 
In theory, if the teams bet all of their prisoners on the correct answer in 
each of the 8 rounds they will finish with 16 prisoners (the 9 original plus 
7 prisoners picked up as the game progressed).  As there is no additional 
prisoner awarded at the end of the game they could finish with zero 
prisoners! 

 


