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What's My Number
Concepts: Place Value to 100,000,000s
Equipment: One 0-9 die and gameboard
Goal/Object: build largest number

Players take turns rolling a 0-9 die.  All players 
use the number rolled and record it on their 
gameboard (or blank paper with 9 dashes). 
Players continue to take turns rolling the die with 
all players recording each roll in such a way that 
they build the largest number they can (their 
numbers will likely be different as each player 
may record their rolled number in a place 
different than the other players).  Once all of the 
spaces have been filled in (after 9 rounds), the 
players compare their numbers.  The player with 
the largest number wins the round.

Variations: (1) Roll the die 9 times quickly to 
create a target number.  Players then play the 
normal way but try to create a number closest to 
the target number.

From: All Hands On Deck - Family Edition

Order In The Court
Box Cars "Double Dare You" page 15 (Adapted)

Concepts: Comparing and Ordering Fractions
Equipment: 1 double regular die & gameboard 
per player
Goal/Object: To place all 5 fractions in order in 7 
or less rolls.

Each player has a gameboard showing 5 places (left 
to right) to place fractions and 2 places for rejected 
fractions.  Player one rolls a double die and makes a 
proper fraction from the roll.  Player one records the 
fraction on their gameboard.  Player two rolls their 
double die, makes a proper fraction and records it on 
their gameboard.  Player one rolls again and makes 
another proper fraction and records it on their 
gameboard.  Player two rolls again and records their 
second fraction as well.  Players continue to roll and 
record fractions IN ORDER FROM LEAST to 
GREATEST on their gameboards until one player 
wins in even turns or both players bust.

Player One  1/6  1/4  1/2  ___  3/3     rolls 3/4 "OK"
Previous Rejects = 1/5
Player Two  1/5  2/5  ___  3/6   5/6    rolls 1/3 "Reject"
Previous Rejects = 4/4

Player One wins the game, Player two can't play 1/3 
between 2/5 and 3/6 (it's smaller than 2/5)

Balanced Equations
© Box Cars And One-Eyed Jacks Inc.

Concepts: Problem Solving, Linear Equations
Equipment: Two 3-in-a-Cube Dice / Game
Goal/Object: Be the first player to create a 
balanced equation.

A player shakes both 3-in-a-Cube dice and places 
them on the table so all players can see them. 
Each player (or team of two - if that is the way the 
teacher has set them up) races to create a 
balanced equation with the numbers from one die 
on one side of the equation and the numbers from 
the other die on the other side of the equation.  A 
player says "Balanced" when they have a 
balanced equation.  Other players verify the 
"Balanced" player's equation.  If correct, that player 
earns a point.  In the case of a tie, if both players 
have a balanced equation (they could be different 
but still correct) they both earn a point  The player 
with the most points at the end of the time wins. 
All players record all the winning answers for each 
round.

Example:  3, 2, and 6  as well as 1, 2, and 5

3
2

 - 6 = 5 - (1 x 2)   OR   6 - 2 + 3 = 1 x 5 + 2

Throw an Equation
Concepts: Solving Linear Equations
Equipment: Solve for X dice, Exponent Dice 
and various other dice.
Goal/Object: Create an equation that you can 
solve that is hard for your opponent to solve.

Two teams of 2 players each.  Each team 
selects some dice (number, operation, and 
either Solve for X or Exponent dice).  The team 
then rolls the dice and using the ALL the items 
rolled, create a linear equation and solve it. 
Meanwhile, the other team chooses their own 
dice, creates their own sentence with their roll 
and solves their own equation.  Once each team 
has solved their own equation, they make a new 
copy of the equation (unsolved) on a separate 
piece of paper.  On "go", teams hand their 
equation to the other team.  Teams race to solve 
the other team's equation first.

Variation of game in Radical Math
© Box Cars And One-Eyed Jacks (unpublished)



Sweet 16

Concepts:  Mixed Operations, 
Order of Operations

Equipment: 1x1-30 die, Cards 0-12 
(J=11 Q=12 K=0)

Goal/Object: Remove all your cards 1st

Each player makes a grid of 4 cards by 4 cards. 
One  player  rolls  a  30-sided  die  to  identify  a 
target answer that both players must try to get. 
Each player takes turns creating math sentences 
that equal the target answer, using cards in their 
own grids.  Players can add, subtract, multiply, 
divide,  and  use  square  roots  or  exponents. 
Players may use a few as 2 cards and as many 
as 5 cards per math sentence.  First player to 
completely  remove  all  their  cards  (in  equal 
turns).   If  neither  player  can  remove  all  their 
cards, then the player with the fewest cards left 
wins.

From: Math Attack

Salute
Box Cars "All Hands On Deck" Mystery Number (adapted)

Concepts: Missing Addend, Factor
Equipment: Cards 0-12 (J=11 Q=12 K=0)
Goal/Object: Figure Out value of the card on 
your head

Usually 3 players with one player taking the role 
of "General".  The General says "salute".  The 
other two players take the card from the top of 
their deck and WITHOUT LOOKING AT IT place 
it on their forehead so everyone else can see 
what the card on their forehead is.  The General 
Adds the two cards together and says "The sum 
of your two cards is...."  The two players then 
use the sum and the card they can see on their 
opponent's forehead to try and figure out their 
own card.  

Variations:  (1) Mulitplication (take out 0s)
(2) 4 Players (one General, 3 soldiers)
(3) Red = neg integers / Black = pos integers

Flippin' Out
Box Cars series "Deca Dice" page 86

Concepts: Rounding, Probability
Equipment: Cards 0-9, 00-90 die, 2 Bingo Chips and 
gameboard
Goal/Object: To be the closest to the target number 
and to have the most cards in their point pile.

Each player turns over 2 cards and arranges them to 
make their number.  They round their numbers to the 
nearest 10's place and place their own bingo chip on 
the 10's place they rounded to.  After the bingo chips 
are placed, one player rolls the decade (00-90) die to 
get their target and places the die on the 10's place 
target.  Whomever has their bingo chip closest to the 
target die, wins all the cards and places them into 
their point pile.  If there is a tie, both players keep 
their own cards.

Example: Player one's cards are 4 and 7 makes 47 
(could have made 74).  Player two's cards are 9 and 
3 makes 39 (could have made 93).  Player one 
rounds to 50 player two rounds to 40.  The decade 
die was rolled and showed 30.  Player two was 
closest.  Player two wins all 4 cards.  
Thought Provoker: What would have happened if 
one or both players chose to go with their other 
possibility and the decade die still rolled 30?

Roll'n On Place Value
Concepts: Place Value to 100,000s
Equipment: Stratedice Tray with 36 dice and 
one Place Value System die.
Goal/Object: build the largest number

Players take turns rolling a six-sided die.  For 
each roll, they decide in which column (place 
value) it will be placed.  Once placed, they have 
to say what the value of that specific die is and 
what their entire number is, for example, if they 
previously placed a 6 into the hundred 
thousands then rolled a 3 and placed it in the 
hundreds they would say: "I have 3 in the 
hundreds place for 300, my number is now six 
hundred thousand, three hundred."  At the end 
of 6 rounds, whomever has the largest number 
wins 1 point.  A second point is awarded to the 
player with the largest value at a specific place 
value determined by rolling a Place Value 
Systems die.

From: Stratedice



Super Mush Horse Race
Box Cars And One-Eyed Jacks Inc. © 2013

Date: _______________                                             

                
Player One ___________________ Player Two ____________________

                                                          Target = _____

________________________= _____ ________________________= _____

________________________= _____ ________________________= _____

________________________= _____ ________________________= _____

________________________= _____ ________________________= _____

________________________= _____ ________________________= _____

________________________= _____ ________________________= _____

________________________= _____ ________________________= _____

________________________= _____ ________________________= _____

________________________= _____ ________________________= _____

________________________= _____ ________________________= _____

Total number of dice used (points)

Player One's score = ________ dice Player Two's score = ________ dice
















































































