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The End Times Game
A Group Decision Making Game for 2 – 4 players aged 8 – adult.
Playing Time 30 to 60 minutes.

By Quillon Harpham.

Play the game.
Explore the end times.

Introduction – No Bible Knowledge Required!
The ‘End Times’ is the name given to the mysterious events predicted in the Bible which mark the end of the world as we know it: ‘The Four Horsemen of the Apocalypse’, ‘The Battle of Armageddon’ and many more. These phrases have appeared in many a film script over the years but they actually have their origins in the pages of the Old and New Testaments. 
Such predictions are scattered throughout the Bible and it is a very difficult task putting them into any kind of order. If you ask two experts you will get three opinions. The End Times Game is all about having a go at solving this puzzle and arranging some of these prophecies into chronological order. Don’t worry, knowledge of the Bible has no bearing on the game at all; this is not a Bible question and answer game. A person with no Bible knowledge at all has just as much chance of winning as a seasoned expert.
Contents

· This instruction book.

· Four sets of 12 tiles; red, blue, green and yellow.

· One set of 12 large, black tiles.

· Four sets of 12 coins, of value 2, 5, 8, 9, 10, 12, 15, 18, 20, 25, 30, 50.

· Eight joker markers; red, blue, green and yellow.

· Four ‘scrabble style’ stands, each numbered 1 to 12.

· Four scoring summary cards.

· A playing board numbered 1 to 12.

· 14 ‘Objective’ cards.

· 26 ‘Action’ cards.

· ‘Special Event’ marker.

How to Play

The object of the game is for each player to force the group of players to arrange the end-times events into the same order that they have privately chosen. The winner is the player whose private order of events most closely resembles that chosen by the group.
The concept is very simple, yet it can lead to subtle strategies, tactics and deal making as the game unfolds.

1.  Setting Up

The players choose colours from red, blue, green and yellow.

Each player is issued with twelve tiles of their colour, each representing a Biblical end-times event. Each player has the same twelve events. These have been chosen as a selection of the main events which are thought to refer to the ‘end-times’.
Each player is also issued with a ‘scoring summary’ card and ‘joker’ token of their colour, a stand to hide their twelve event tiles when they are placed in order and their 12 coins, of value ranging from 2 to 50.

Select one of the larger, black set of tiles at random and attach the ‘Special Event’ marker to it with an elastic band. This event is the special event for the duration of the game. This and the other black tiles are placed face up in the middle, together with the board and the face down, shuffled set of 26 ‘Action’ cards. Separate and shuffle the minor and major ‘Objective’ cards.

2.  Choosing Objectives
Deal one of the six minor objectives and two of the eight major objectives to each player. Each player then chooses two of the objectives and returns the other, face down. The returned objectives are not used in the game. No player should know the objectives held by the other players or those which are unused.
Example
Red has been given these three objectives:
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Red will have to influence the group to follow the objectives he keeps. His major objectives contradict one another (since “Earthquake” cannot be placed in position 9, 10, 11 or 12 and at the same time in position 5, 6, 7 or 8) so he discards the second because it will only earn him three points. He keeps the other two.
3.  Choosing Player Order

Each player then places their twelve tiles in a chronological order of their choice from left to right on their stand. The objectives held by the player will help determine this.

Each player’s order is not shown to the other players. 
Players may choose to order the events according to their own understanding of Bible teaching or they may choose a completely random order. This has no bearing on the game.

Each player also places one ‘joker’ marker against one of their coloured tiles. This must not be the special event.
Example
Red holds the two ‘Objective’ cards discussed in the previous example. He will want to satisfy these objectives so he orders his tiles as follows:


“The Four Horsemen” is placed third to meet the minor objective and “The Gospel Preached to the Whole World”, “Earthquake” and “The Harvest of the Earth” in these positions will satisfy his major objective. He has placed his joker against “The Millennium”. The special event is “The Abomination that Causes Desolation”.
4.  Choosing the Group Order

The main part of the game sees the large black set of tiles placed on the board in an order chosen by the group of players.
Play consists of twelve rounds. During each round a black tile is added to the group order and each player pays a coin of their choice. So at the start of round twelve there will be one black tile left and each player will have only one coin. The player going last in each round is in the strongest position.

Each round proceeds as follows:
1. The player going first in the round is determined by turning over the next ‘Action’ card in the pile. Some cards contain instructions to follow as well as (or instead of) allocating an order of play. Obey these instructions straight away.
2. According to the order determined by the card, each player chooses a candidate black tile to go next in the group order. Each player does not have to choose a different tile if they are happy with the tile(s) already selected.

3. If there is only one tile selected by the group it is selected as the next tile in the group order and is placed on the numbered slot on the board. Each player then places a coin of their choice face up on their coloured circle next to the black tile chosen and the round ends.
4. If there is more than one candidate tile then, in the same order, players place a coin on the tile they wish to choose. The tile with the highest value of coins is selected as the next tile in the group order and is placed on the board. The others are returned. If two or more black tiles have the same value in coins then the player going first in the round chooses which of the tied tiles is selected by the group. All coins used in the round are then placed on the coloured circles on the board next to the black tile (the red coin on the red circle etc.). The round then ends.
At any time players can do deals to support one another’s choices or agree to place coins of certain values in later rounds. It is also helpful to try to remember the selections of other players to try and interpret their future choices.

Example

It is round three and the outcome of rounds one and two has placed the group (black) tiles as follows:



This card has been drawn out of the ‘Action’ pack:

The order of play is therefore Blue, Yellow,
Green, Red. (If no one was playing Green, 

for example, the order would be Blue, Yellow,

Red).

Blue goes first and chooses “The Nations Attack Jerusalem” as the next tile because he has it third in his order. Yellow is next, he is happy with this choice and decides not to choose another tile. Green chooses “The Millennium” which he has as the third tile in his order. Red chooses “The Four Horsemen” in order to satisfy his minor objective.
There are then, three candidates for the third position in the group order: “The Nations Attack Jerusalem”, “The Millennium” and “The Four Horsemen”. Blue places his coin of value 12 on “The Nations Attack Jerusalem”. Yellow places his coin of value 16 also on “The Nations Attack Jerusalem”. Green places his coin of value 30 on “The Millennium” in order to outbid Blue and Yellow. Red would like to see “The Four Horsemen” third to satisfy his minor objective so he places his coin of value 50 against that tile.

So “The Nations Attack Jerusalem” scores a total of 28, “The Millennium” a total of 30 and “The Four Horsemen” a total of 50. Red gets his way and “The Four Horsemen” is chosen by the group as the third tile. “The Nations Attack Jerusalem” and “The Millennium” are returned to the pile of unplaced black tiles. All coins used in the round are placed on the board.

Play proceeds to round 4 where the following card is drawn:



Yellow goes first. He chooses “The Man of Lawlessness Revealed” as the next tile. Red, Green and Blue are all happy with that choice and offer no alternative. “The Man of Lawlessness Revealed” is therefore the group choice for the fourth tile:


Each player places a coin of their choice on the board and play proceeds to round 5.
5.  Scoring

Once all twelve tiles have been placed the players can reveal their chosen orders to each other for scoring.

· A player scores 3 points for every tile in their own order which is in the same place as the group choice.
· A player scores 2 points for every tile in their own order which is one position away from the group choice.

· A player scores 1 point for every tile in their own order which is two positions away from the group choice.
· Any points scored for the positioning of ‘joker’ tile(s) (i.e. 1, 2 or 3 above) are doubled. Do not double points scored for objectives involving joker tiles.
· Any points scored for the positioning of the special event are doubled. Do not double points scored for objectives involving the special event.

· If the group order satisfies any ‘Objective’ card a player is holding, the player scores the points indicated on the card.

· A player scores 3 points if he plays the highest value coin in round 12, the second highest coin gets 1 point. If there is a tie for the highest value coin, then both players get 2 points, if there is a tie for second, the highest gets 3 points and the two tied players half a point each. If there is a three or four way tie for the highest then no-one scores any points.
Whoever has the most points wins! If there is a tie then the player with the most cards exactly matching the group order wins. Otherwise the game is a draw.
Example

The group has placed the tiles in the following order and Red, at the beginning of the game, chose his order and joker:





Five of his tiles match the group order, giving him 15 points. One of these is his joker tile, giving an extra 3 points. Four of his tiles are one position away from the group order giving him 8 points. One of his tiles is two positions away from the group order giving him 1 point.
Red has satisfied his minor objective (since “The Four Horsemen” is in position 3) giving him a further 2 points, but his major objective is not satisfied (since “Earthquake” has been positioned 11 by the group, even though the other two are correctly placed).
The special event was “The Abomination that Causes Desolation”. Red scores no extra points for the special event.
Finally, Red played the lowest of the four coins in round 12 so he scores no points for that.

Red’s total is therefore 15 + 3 + 8 + 1 + 2 = 29 points.
6.  Advanced Rules

· Use Coin Values to Determine Order of Play
Players may prefer a less random method for determining the order of play in each round. If so:

1. Determine the order of play for Round 1 in the usual way (by drawing an “Action” card).
2. Determine the order of play for Rounds 2 – 12 from the coins placed in the previous round as follows: the highest coin goes first in the next round, the second highest coin goes second and so on. Ties are resolved by reverting to the coins the tied players played in the round before (highest goes earlier) or, if this doesn’t resolve the tie, randomly (by tossing a coin or something similar). Note: An action card must still be drawn in each round in case there are instructions to follow.
This rule results in a more planned, tactical game perhaps suitable for more experienced gamers.

· Closed Bidding
Another alternative is to use a closed bidding method:

1. Players choose candidate tiles as usual, in order.

2. Players place coins on the candidate tiles in order, however, coins are placed on the tiles face down. Players later in the order will see which tiles have had coins placed on them, but will not know the value of those coins before placing theirs. All coins placed are revealed together once every player has placed their coin.

3. The unused coins held by players are, of course, hidden from the other players.

This rule reduces the advantage held by players later on in the order.


After the game, the tiles can be used to aid an end times discussion! A short commentary about each tile is included for interest.
The Objectives

The objectives support and contradict various theories for arranging the end times events prophesied in the Bible. A selection of these are summarised below:

Seals, Trumpets and Bowls

The main series of visions in the book of Revelation is arranged around a series of 7 seals, followed by 7 trumpets, followed by 7 bowls, collectively representing 21 events. The question is this: does this series represent 21 consecutive events; does it represent three different descriptions of 7 events; or something in between? For example, earthquakes (such as the “earthquake” tile representing Revelation 6:12) occur throughout this series and elsewhere in end times prophecy. Are they many different descriptions of the same one or two earthquakes or does each describe a different occurrence? 

The Four Horsemen of the Apocalypse (“The Four Horsemen” tile representing Revelation 6:1-8) make up the first four seals of this series.

The Rapture

The Rapture is the name given to the sudden taking up of Christians to be with Jesus, leaving unbelievers behind. Represented by the “Caught up in the Clouds” tile of 1 Thessalonians 4:17, it is difficult to deny that the event will occur in some form. However, there is dispute over the exact circumstances. The two main positions in the discussion are given the titles “Post-Tribulation Rapture” and “Pre-Tribulation Rapture”, where the “Tribulation” is the name given to the terrible series of events punctuating the latter stages of the end times.

The Post-Tribulation Rapture position puts the Rapture at the end of this period, making it part of the same close series of events including “The Day of the Son of Man” (Luke 17:24) and “The Harvest of the Earth” (Revelation 14:14-20). The Pre-Tribulation Rapture position, however, puts the Rapture before the Tribulation which is itself followed by “The Day of the Son of Man”.

The Millennium

The thousand year period of Revelation 20:1-6, where Jesus reigns supreme, has caused considerable controversy. It seems innocuous enough, occurring at the end of Revelation in a set of events usually taken in series. Yet it has seemed inconvenient to some commentators to have a thousand year period of time occurring at this stage in the proceedings when everything seemed to be finishing off. This has resulted in three main positions: “Pre-Millennial”, “Post-Millennial” and “A-Millennial”.

The Pre-Millennial position takes Revelation pretty much as read in placing this thousand years after the return of Jesus. So Jesus returns ‘pre- the millennium’. The Post-Millennial position moves the thousand years to before Jesus’ return, so Jesus returns ‘post- the millennium’.


The A-Millennial position takes a rather different view that there is no literal thousand years and that the millennium is an allegory for the time between the first and second comings of Jesus. So “The Millennium” has already gone on for two thousand years!

The objectives collectively produce a reasonable series of end times events. They are designed to support and contradict one another in equal measure so that players may be attempting either supportive or mutually exclusive orders of events. As players become more familiar with each of the objective cards they will be able to assess the objectives held by each player and plan counter moves. 
The Tiles

The events chosen for The End Times Game constitute a varied selection of end times prophecies representing most areas in the Bible which focus on this subject. There are many more which could be included, some of which could be different descriptions of the same event. Also, there is much debate over some passages as many consider that the events have already come to pass in history.































To make the stands fold the templates below along the dotted lines as follows:
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The End Times Game


Scoring Summary





Matching group position: 3 points; One position away: 2 points;�Two positions away: 1 point. 





Joker tile(s): Position points doubled.





Special Event: Position points doubled.





Objective satisfied: 2, 3 or 4 points.





Highest coin in round 12: 3 points; Second highest coin in round 12: �1 point.
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MINOR OBJECTIVE








You will receive


2 Points


if the group order places:





“The Millennium”





in position 8, 9, 10 or 11.
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12
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9
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The Day of the Son of Man





Travel to Increase Know-ledge





Travel to Increase Know-ledge





The Man of Lawless-ness Rev-ealed
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Travel to Increase Know-ledge





The Gospel Pre-ached to the Whole World





50





The Four Horse-men





20





18





25





30





The Day of the Son of Man





Travel to Increase Know-ledge





Earth-quake








The Harvest of the Earth





The Fall of Babylon








The Millen-nium





The Four Horse-men





The Nations Attack Jeru-salem





The Man of Lawless-ness Rev-ealed





Caught up in the Clouds





The Gospel Pre-ached to the Whole World





The Abomin-ation that Causes Desola-tion






































1            2            3            4            5            6             7            8           9          10         11        12





The Gospel Pre-ached to the Whole World





5





The Abomina-tion that Causes Desolation


Mark 13:14





The Day of the Son of Man








Luke 17:24








The Day of the Son of Man








Luke 17:24








Travel to Increase Knowledge








Dan 12:4








Earth-quake











Rev 6:12





The Harvest of the Earth








Rev 14:14-20








The Fall of Babylon











Rev 18








The Millen-nium








Rev 20:1-6








The Four Horsemen











Rev 6:1-8





The Nations Attack Jerusalem





Zech 14:2








The Man of Lawless-ness Revealed





2 Th 2:3








Caught up in the Clouds








1 Th 4:17





The Gospel Preached to the Whole World


Matt 24:14





Travel to Increase Knowledge








Dan 12:4








Earth-quake











Rev 6:12








The Harvest of the Earth








Rev 14:14-20








The Fall of Babylon











Rev 18








The Millen-nium








Rev 20:1-6








The Four Horsemen











Rev 6:1-8





The Nations Attack Jerusalem





Zech 14:2








The Man of Lawless-ness Revealed





2 Th 2:3








Caught up in the Clouds








1 Th 4:17





The Gospel Preached to the Whole World


Matt 24:14





The Abomina-tion that Causes Desolation


Mark 13:14





The Day of the Son of Man








Luke 17:24








Travel to Increase Knowledge








Dan 12:4








Earth-quake











Rev 6:12








The Harvest of the Earth








Rev 14:14-20








The Fall of Babylon











Rev 18








The Millen-nium








Rev 20:1-6








The Four Horsemen











Rev 6:1-8





The Nations Attack Jerusalem





Zech 14:2








The Man of Lawless-ness Revealed





2 Th 2:3








Caught up in the Clouds








1 Th 4:17





The Gospel Preached to the Whole World


Matt 24:14





The Abomina-tion that Causes Desolation


Mark 13:14





The Day of the Son of Man








Luke 17:24








Travel to Increase Knowledge








Dan 12:4








Earth-quake











Rev 6:12








The Harvest of the Earth








Rev 14:14-20








The Fall of Babylon











Rev 18








The Millen-nium








Rev 20:1-6








The Four Horsemen











Rev 6:1-8





The Nations Attack Jerusalem





Zech 14:2








The Man of Lawless-ness Revealed





2 Th 2:3








Caught up in the Clouds








1 Th 4:17





The Gospel Preached to the Whole World


Matt 24:14





The Abomina-tion that Causes Desolation


Mark 13:14





The Nations Attack Jerusalem


Zech 14:2








The Day of the Son of Man


Luke 17:24





Travel to Increase Knowledge


Dan 12:4





The Man of Lawlessness Revealed


2 Th 2:3











Earthquake


Rev 6:12





The Harvest of the Earth


Rev 14:14-20








Joker


J





The Four Horsemen


Rev 6:1-8








The Fall of Babylon


Rev 18











The Fall of Babylon


Rev 18











The Millennium


Rev 20:1-6

















The Abomination that Causes Desolation


Mark 13:14





The Abomination that Causes Desolation


Mark 13:14





The Gospel Preached to the Whole World


Matt 24:14





The Gospel Preached to the Whole World


Matt 24:14














The Millennium


Rev 20:1-6

















The Harvest of the Earth


Rev 14:14-20

















The Man of Lawlessness Revealed


2 Th 2:3














Caught up in the Clouds


1 Th 4:17











Caught up in the Clouds


1 Th 4:17




















Earthquake


Rev 6:12











Travel to Increase Knowledge


Dan 12:4














The Day of the Son of Man


Luke 17:24











The Nations Attack Jerusalem


Zech 14:2











The Four Horsemen


Rev 6:1-8











Joker


J





Joker


J





Joker


J





The Day of the Son of Man





Travel to Increase Know-ledge





Earth-quake








The Harvest of the Earth





The Fall of Babylon








The Millen-nium





The Four Horse-men





The Nations Attack Jeru-salem





The Man of Lawless-ness Rev-ealed





Caught up in the Clouds





The Gospel Pre-ached to the Whole World





The Abomin-ation that Causes Desola-tion





The End Times Game


Scoring Summary





Matching group position: 3 points; One position away: 2 points;�Two positions away: 1 point. 





Joker tile(s): Position points doubled.





Special Event: Position points doubled.





Objective satisfied: 2, 3 or 4 points.





Highest coin in round 12: 3 points; Second highest coin in round 12: �1 point.
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MINOR OBJECTIVE








You will receive


2 Points


if the group order places:





“The Millennium”





in position 5, 6, 7 or 8.





J





MINOR OBJECTIVE








You will receive


2 Points


if the group order places:





“The Man of Lawlessness Revealed”





in position 5, 6, 7 or 8.





MINOR OBJECTIVE








You will receive


2 Points


if the group order places:





“The Four Horsemen”





in position 5, 6, 7 or 8.





The End Times Game


Scoring Summary





Matching group position: 3 points; One position away: 2 points;�Two positions away: 1 point. 





Joker tile(s): Position points doubled.





Special Event: Position points doubled.





Objective satisfied: 2, 3 or 4 points.





Highest coin in round 12: 3 points; Second highest coin in round 12: �1 point.
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The End Times Game


Scoring Summary





Matching group position: 3 points; One position away: 2 points;�Two positions away: 1 point. 





Joker tile(s): Position points doubled.





Special Event: Position points doubled.





Objective satisfied: 2, 3 or 4 points.





Highest coin in round 12: 3 points; Second highest coin in round 12: �1 point.
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MAJOR OBJECTIVE





You will receive


3 Points


if the group order places both:





“Earthquake”





AND





“The Fall of Babylon”





in positions 9, 10, 11 or 12.








MINOR OBJECTIVE








You will receive


2 Points


if the group order places:





“The Four Horsemen”





in position 2, 3, 4 or 5.





2





MINOR OBJECTIVE








You will receive


2 Points


if the group order places:





“The Man of Lawlessness Revealed”





in position 2, 3, 4 or 5.





50





12





10





9





8





5





30





25





20





18





15





2





50





30





25





20





9





MINOR OBJECTIVE








You will receive


2 Points


if the group order places:





“The Four Horsemen”





in position 2, 3, 4 or 5.





18





15





5





12





8





10





Note: Red had to use his highest value coin in order to place the tile of his choice. Green placed his second highest coin and did not get the tile he wanted. Had yellow placed his coin of value 50 then Red and Green would have had to work together to place a black tile acceptable to them.





The Gospel Pre-ached to the Whole World





Joker


J





Joker


J





Joker


J





Joker


J





The Day of the Son of Man








Luke 17:24








Caught up in the Clouds








1 Th 4:17





This is one of the main end times events: The Second coming of Jesus. It is also described in the same fashion in the two sister passages of Matthew 24 and Mark 13. The certainty of this event in the end times discussion should never be in doubt.





This event is given a piece of Christian jargon: “The Rapture”; the sudden taking up of Christians from the earth to be with Jesus. The main debate concerning the Rapture is whether it is part of the same close sequence as “The Day of the Son of Man” or whether a period of time exists between them during which other end times events take place.





Travel to Increase Knowledge








Dan 12:4








Earth-quake











Rev 6:12








The Harvest of the Earth








Rev 14:14-20








The Fall of Babylon











Rev 18








The Millen-nium








Rev 20:1-6








The Four Horsemen











Rev 6:1-8





The Nations Attack Jerusalem





Zech 14:2








The Man of Lawless-ness Revealed





2 Th 2:3








The Gospel Preached to the Whole World


Matt 24:14





The Abomina-tion that Causes Desolation


Mark 13:14





The four horsemen of the Apocalypse sit at the beginning of a vast array of visions in Revelation. They represent the first four of seven seals which, in turn, are followed by seven trumpets and seven bowls. The chronological order of these twenty-one events is far from clear as well as that for other visions interspersed between them.





The Abomination that Causes Desolation is one of the few prophecies in the Bible which carries a warning to be careful when interpreting. It is given three times in the Old Testament (Daniel 9, 11 and 12), is echoed in the New (Mark 13 and Matthew 24) and is thought to have three independent fulfilments. It seems to relate to some sort of ‘unholy’ structure being erected in the Temple at Jerusalem. This has happened twice before in history.
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ACTION





Red


Green


Blue


Yellow








MAJOR OBJECTIVE


You will receive


4 Points


if the group order places:





“Travel to Increase Knowledge”


in position 1, 2, 3 or 4


AND


“The Abomination that Causes Desolation”


in position 5, 6, 7 or 8


AND


“The Fall of Babylon”


in position 9, 10, 11 or 12.





MAJOR OBJECTIVE


You will receive


4 Points


if the group order places:





“Travel to Increase Knowledge”


in position 1, 2, 3 or 4


AND


“The Harvest of the Earth”


in position 5, 6, 7 or 8


AND


“The Day of the Son of Man”


in position 9, 10, 11 or 12.





MAJOR OBJECTIVE


You will receive


4 Points


if the group order places:





“The Gospel Preached to the Whole World”


in position 1, 2, 3 or 4


AND


“Earthquake”


in position 5, 6, 7 or 8


AND


“The Harvest of the Earth”


in position 9, 10, 11 or 12.





MAJOR OBJECTIVE





You will receive


3 Points


if the group order places both:





“Earthquake”





AND





“The Fall of Babylon”





in positions 5, 6, 7 or 8.








ACTION





Red


Blue


Green


Yellow








Each player must reveal the tile they have chosen for this round (before choosing candidate tiles).





ACTION





Red


Green


Yellow


Blue








Each player must reveal their points scored in the previous round (not including points for objectives).








ACTION





Red


Yellow


Green


Blue








Each player must reveal any objective cards which cannot now be fulfilled (and will score no points).





ACTION





Red


Yellow


Blue


Green








ACTION





Red


Blue


Yellow


Green








MAJOR OBJECTIVE





You will receive


3 Points


if the group order places both:





“The Day of the Son of Man”





AND





“Caught up in the Clouds”





in positions 5, 6, 7 or 8.





MAJOR OBJECTIVE


You will receive


4 Points


if the group order places:


“The Gospel Preached to the Whole World”


in position 1, 2, 3 or 4


AND


“Caught up in the Clouds”


in position 5, 6, 7 or 8


AND


“The Abomination that Causes Desolation”


in position 9, 10, 11 or 12.








MAJOR OBJECTIVE





You will receive


3 Points


if the group order places both:





“Earthquake”





AND





“The Fall of Babylon”





in positions 9, 10, 11 or 12.








ACTION





Blue


Yellow


Green


Red








ACTION





Blue


Green


Yellow


Red








Each player must reveal the tile they have chosen for this round (before choosing candidate tiles).





ACTION





Blue


Red


Yellow


Green








Each player must reveal any objective cards which cannot now be fulfilled (and will score no points).





ACTION





Blue


Red


Green


Yellow








Each player must reveal their points scored in the previous round (not including points for objectives).








ACTION





Blue


Green


Red


Yellow








ACTION





Blue


Yellow


Red


Green








ACTION





Yellow


Red


Blue


Green








Each player must reveal the tile they have chosen for this round (before choosing candidate tiles).








ACTION





Yellow


Green


Red


Blue








ACTION





Yellow


Red


Green


Blue








ACTION





Yellow


Blue


Green


Red








ACTION





Yellow


Green


Blue


Red








Each player must reveal any objective cards which cannot now be fulfilled (and will score no points).





ACTION





Yellow


Blue


Red


Green








Each player must reveal their points scored in the previous round (not including points for objectives).








ACTION





Green


Blue


Yellow


Red








ACTION





Green


Yellow


Blue


Red








Each player must reveal their points scored in the previous round (not including points for objectives).








ACTION





Green


Blue


Red


Yellow








Each player must reveal any objective cards which cannot now be fulfilled (and will score no points).





ACTION





Green


Red


Blue


Yellow








ACTION





Green


Yellow


Red


Blue








Each player must reveal the tile they have chosen for this round (before choosing candidate tiles).








ACTION





Green


Red


Yellow


Blue








MAJOR OBJECTIVE





You will receive


3 Points


if the group order places both:





“The Day of the Son of Man”





AND





“Caught up in the Clouds”





in positions 9, 10, 11 or 12.





ACTION


REVEAL POINTS


Reveal the points scored by each player up to this round. Only include points for Objectives which have been completed. Do not reveal Objectives or player tile positions.


If necessary, draw the next card to determine the playing order for this round. 





ACTION


EXTRA JOKER


If there is space, each player may place their second joker on a tile for one of the remaining rounds. Do not place the second joker on top of the first or on the special event.


If necessary, draw the next card to determine the playing order for this round. 





MAJOR OBJECTIVE


You will receive


4 Points


if the group order places:





“The Gospel Preached to the Whole World”


in position 1, 2, 3 or 4


AND


“Earthquake”


in position 5, 6, 7 or 8


AND


“The Harvest of the Earth”


in position 9, 10, 11 or 12.





ACTION





Blue


Yellow


Green


Red








ACTION





Yellow


Red


Green


Blue








This verse makes it quite clear that the Gospel of Jesus Christ will be preached throughout the entire world before the end comes. It could be argued, of course, that this has already happened as missionaries have been to every community of peoples on every continent.





This unobtrusive comment often goes amiss in the end times discussion. However, it applies no more strongly than to our modern world with its obsession with gaining knowledge and our ability to travel across the world with ease in the pursuit of it.





Zechariah gives a whole string of prophecies which are largely given to apply to the end times. This example points strongly to the significance of Jerusalem as the events unfold. Have a look at the rest of the prophecies and see what God promises here.





Earthquakes punctuate the complete sequence of end times events. Jesus mentions them in Mark 13 (and Matthew 24) and they occur repeatedly in Revelation. This example occurs during the sequence of seals, which many commentators believe refers to the same earthquake as described later.





This is one of the many prophecies in the Bible where mankind is separated into two groups, one for Glory, the other wrath (The Grapes of Wrath in this case). John the Baptist makes a similar comment in Matthew 3:12, where the two groups are referred to as the wheat and the chaff. Jesus also gives the sobering story of the sheep and the goats in Matthew 25. We would all do well to pay close attention to these words.





The “Man of Lawlessness” is one of the other chief characters in the end times drama. He is generally believed to be the Beast of Revelation 13 and 17 who opposes Jesus and His people and leads the world astray. See Revelation 20 to find out what happens to him in the end.





The Fall of Babylon is the culmination of the array of prophecies in Revelation 6 to 18. Here the city is destroyed, finally, totally, terribly. Understanding the identity of Babylon is the key to understanding this whole centre section of Revelation. Opinion is varied and divided, but any candidate must satisfy the imagery in chapters 17 and 18 of Revelation exactly.





The Millennium is a prophecy given in just six verses at the end of Revelation, yet it has caused a disproportionate amount of controversy. This is because it points to a thousand year period of time at the end of end times events when commentators would rather wrap things up.

















































































































































































































































































































































































































2





5





8





9





10





12





15





18





20





25





30





50





Travel to Increase Know-ledge





The Four Horse-men





Earth-quake








The Harvest of the Earth





The Fall of Babylon








The Millen-nium





The Four Horse-men





The Nations Attack Jeru-salem





The Man of Lawless-ness Rev-ealed





Caught up in the Clouds





The Gospel Pre-ached to the Whole World





The Abomin-ation that Causes Desola-tion





2





3





3





2





3+3





3





3





2





1
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Special Event



































1            2            3            4            5            6             7            8           9          10         11        12


























1            2            3            4            5            6             7            8           9          10         11        12





















































Play the Game. Explore the End Times.
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