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Betweeners

© Box Cars And One-Eyed Jacks.

4 Player Version — Highest doesn't win. Lowest doesn't win. The two between numbers win.

Betweeners Vvariation of Betweeners From Math Attack © Box Cars And One-Eyed Jacks

Concepts: Number Sense, Crdering Numbers (whole and decimal)
Equipment: One 3inCube die / player
Goal/Ohject: record a number that is between the highest and lowest for the round

Traditional- Each player shakes their own 3inCube die and secretly looks at it, mentally determining the
possibie answers they could use. Each player then secretly records one of their possible answers. Once all
the players have recorded their answer, they reveal it o the other players. All players copy all other players'
answers onto their own score sheet. The answers are compared, fowest doesn't win, highest doesn't win,
between number (or numbers if 4 player game) wins.

Variations:

(1) Players are allowed te create numbers with decimals meaning answers can range from 0.111 to 686.

(2) Players create multi-operation math sentences trying to have the between answer example 3+2x1=5

(3) Players create mixed fractions example 3 2 1 makes 3% or 134 or 2% 2 1 1 can only make 1%

(4) For simpler version of the game, each player can use a 1-12 die ( or 1-20 diefplayer or 1-30 die/player )
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Copyright Box Cars And One-Fyed Jacks inc
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A DARING PLOT

Box Cars And One-Eyed Jacks 2012 ©
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Rules: Players take turns rolling two dice. They place the dice on the X Y to identify which will be :
the “X" and “¥", They place the “X" along the X row then count up from it and place the"Y” die into Place Roll Here First

the tray. If a plaver makes a line of 3 of their own dice, they can score immediately and remove
them or DARE by not scoring and leaving them in the tray hoping for a longer line of 4 or more. ( X Y
)

Scoring:

1 point each time a player places their Y into a space on the tray already occupied (the replaced
die goes back to the owner). _ .

2 points per die when they make a fine of 3 of their own color dice (horizontally, verticaily,
diagonally) and choose to score. Dice are removed when scored.

3 points per die when they make a line of 4 or more of their own dice. Dice are removed when
scored




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
Previous Rejects = 1/5
Player Two 1/5 2/5  3/6 5/6

Previous Rejects = 4/4

rolls 3/4 "OK"

rolls 1/3 "Reject"

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

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)

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 aswellas 1, 2, and 5

2
3°-6=5-(1x2) OR 6-2+3=1x5+2




Sweet 16

Concepts: Mixed Operations,
Order of Operations
1x1-30 die, Cards 0-12
(J=11 Q=12 K=0)
Goal/Object: Remove all your cards 1st

Equipment:

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

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: "l 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

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?




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
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Box Cars and
One-Eyed Jacks

Mathematics Games Workshop

" DOMINO
WORKSHOP

Toll Free 1-866-342-3386 Head Office780-440-6284
www.boxcarsandoneeyedjacks.com
info@boxcarsandoneeyedjacks.com
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DOMINO MATH GAMES
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Management

* Stack on Outcomes Chart.

* Play with different colours and sets of dominoes
* 1vs1play or2 vs 2 play

» Centres " -

* Math backpacks

* Older grade buddies

Build in ciean ap time: 5 minutes with built-in MATH!

* Stack 7 sets of 4...
...or 4 sets of 7
...0r 14 sets of 2
* Outcomes Chart / Fact Families
* Adding Outcomes
* Subfraction Staircase

ss==nsz=3 What other ways can you ===
s==szszaccount for all 28 dominoes? ex=s=

BEEEE

EB

Activities for the Outcome Chart:
* Double Demo
* 12 —Sided
« Spotted 12 — Sided
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CLOCKOMINOES

LEVEL.: Kindergarten - Grade 2

SKILLS: recognizing numbers 1 - 12, patterns, recognizing position of numbers on a clock,
adding to 12, subtracting from &

PLAYERS: »

EQUIPMENT: one set of dominoes per player (remove the double blank), one gameboard per
. player (see reproducible)

GOAL.: To be the first player to fill in all "times” on their clock.

GETTING STARTED: Each player turns their set of dominoes face down and shuffles them.

To begin, Player One draws a domino, counts the total number of pips and finds the corresponding
‘place on their clock.

EXAMPLE:

Player Two draws a domino from their own set, counts the pips and places it onto their gameboard. If
a player draws a domino that cannot be'used, it is set aside. Players continue fo altemate turns until
one player has completed their clock. :

o ole o F+4=9

12
11 1

10 2
RYHRE 3
8 4

7 5
6

This game could also be played as a solitaire activity. Players could be asked, "how many draws to
complete your clock?" Instead of setting repeated numbers aside, players can stack on a number

(domino), if it is repeated. For example, there may be several dominoes played on 6 and 7. Players
count the total number of dominoes on their clock (when all numbers are finally covered) to answer
this question.

VARIATION: Grade 1-2: Players may either add or subtract their pips on any domino.
EXAMPLE: 6+4=10 OR6-4=2

Players choose one operation (+ or -) and play one domino.

To increase the level of difficulty, players may choose fo multiply or divide.

EXAMPLE [T J: 5+2=7 OR 5-2=3 OR 5x2

: =10. Players must choose and may cover
only one space per furn.
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TRADIVG PLACES
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A DOMINO TWIST ON TRADITIONAL WAR GAMES

The traditional card game “WAR” is-a favorite of all ages. These games can be easily adapted for
use with dominoes. The following games are perfect for repetition and practice when a skill or
concept is first infroduced. Repeated exposure and repetition is the goal. War type games are
excellent for players of different skill levels and cross graded groupings. Students are encouraged to
verbalize their answers throughout the game. The games can be played for a set period of time, or
altematively until all dominoes are played out. The foliowing rules using dominoes can be adapted to
work on specific skill areas: all operations, place value, fractions and more. NOTE: This type of

game is a great way to use buckets of mismatched domino sets that often accumuiate in the
classroom.

Note: The basic rules of WAR will not change from variation to variation, only the skill or concept
- being covered.

- BASIC RULES — ADDING WAR

LEVEL: Grade 1andup
SKILLS: adding*
PLAYERS: 2

EQUIPMENT: one or two sets of dominoes {or a bucket of mixed sets)
GOAL: To be the player with the greatest sum.

GETTING STARTED: Dominoes are placed face down, shuffled and divided evenly between both
players. Both players draw a domino from their owi draw pile and add the total pips. Players
verbalize their math and compare sums. The player with the greatest sum captures their opponent's
domino and places it into their point pile. Play continues for a set period of time. The player with the
- most dominoes is the winner. When a players draw pile is depleted, they place all of their point pile
face down, reshuffle and resume piay. ~

EXAMPLE: Player One draws . Piayer Two draws [~.[".]. Both players say their math

senience out loud. The player with the greatest sum verbalizes, “seven is a greater sum than five”.

Player One Player Two

s oie » )
* 7 is greater than 5" *
s & ) L .

In the event of a tie (both players have equal sums):
This is the traditional rule for ties in WAR. Players will do the following:

Tie dominoes remain face up. The Tie Break Round begins with both players drawing three ...



.- more dominoes keeping them face down.
The player with the greatest sum verbalizes
original ones, six face down ones and the

Each player draws one more
"6 is greater than 4"
two tie breaker domin

domino and flips it ove
and all ten dominoes (the two
oes) are put info the winner's poir

EXAMPLE:
Player One Player Two
® eole . &0 @
o . TiE
L B ] [ ] ® S| @
5+3=8 4+4=8
: : * . "6 is greater than 4" ‘e o ®
VARIATIONS:

SUBTRACTION WAR: Players draw a domino and subtract the pips. The player with the
least difference captures the dominoes. "One is @ smalier difference than two" and Player One wint

Player One Player Two
LE X BE T L ]
[
e o . [ ]
6-5=1 2.0=2

MULTIPLICATION WAR: Players draw a domine and muitiply the pips. The player with th
greatest product capiures the dominoes. “Twenty is a greater product than six" and Player One win:

Player One Player Two
¢ 00 o L L

[ L J
® oo e L ®
B5x4=20 3x2=6



TIC TAC TWELVE
LEVEL.: Grade1-3

SKILLS: adding to 12, commutative property of addition, 0 property of addition

PLAYERS:2

EQUIPMENT: one set of dominoes, one gameboard per player (see reproducible), pencil or
markers

GOAL: To get as many TIC TAC TOES in a set period of time.

GETTING STARTED: Dominoes are placed face down and shuffled. Player One draws one
domino and adds the pips. Player One finds the sum on their gameboard and circles the answer.

EXAMPLE: =5. NOTE: Player One may use the commutative property of addition and
select1+4 =5 or 4+ 1 =5 (this is where strategy will come into play). Once the space is chosen,
Player One sets this domino aside as it is no longer in play. Players continue to alternate turns
attempting to connect three circled spaces (answers) in any one direction on their gameboard. Once
a player has three in a row, they are circled and tallied as a point. Players must record their addition
sentences beside the tally. As the game continues and more sums are circled there is more
opportunity for overlapping sequences (TIC TAC TOES). Players may only have ONE shared
number between two adjoining tic tac toes. Play continues for a set period of time. The player with
the most tallies is the winner.

EXAMPLE:
0 1 2 3 4 6
o o 1i(2) 3| 4 =3 L E R N R N
1011203 4]s B I O R R
s ] [

(@] a (eM]
B
14)
(o))
-]
yA
ey
M

5

5

6

7

8

9
50678 9\\11
10N

8)]
(o))
~J
o
«©
-
o
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9

S 6|78

6 7 8

9 (101112

4

S

3

3 34

414(5/6 /7,89 10

S| 516|789 /(10 11

6 6|78




DOZEN DOAMING | ey

DILEMMA SIACK
PLAYER 1 PIAYER Twi
LESS THAl < 6 1 GROATER > §
—
|

D DIANINKES | 12 DIAINVIES
WM | TOWML |




Dozen Domino Dilemma

L WhoWon‘?
Less Than 6 (<6 ) Greater Than 6 (> 6)

- ‘What was the Margin of Victory?

N s oo~ 6oz




Rounp 1
ToTAL SCORE =

Pouvr 2 Pournd 3

TOTAL SCORE == ToraL StRE =
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Domino Gamas - Connecting The Dots
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i
I

Fage 61

Handout contents are copyright protecied by Box Cars And One-Eyed Jacks inc.
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* THREE IN A CUBE

Roll 1 Cube . ROLL & CHUNK

Hundreds
PLACE VALUE
STRATEGY
Roll 2 Cubes Thousands  Hundreds
Roll 3 Cubes Millféns Thousands Hundreds
Roll 2 Cubes Hundreds Thousandths

Handout contents are copyright protected by Box Cars And Cne-Eyed Jacks Inc.



LEVEL:

SKiLLS:
PLAYERS:

EQUIPMENT:

EXAMPLE:

GETTIMG STARTED:

Lo e A o I oo b L33 e e R, o e U g o = 9 i i 22

Grade 3 -0

Fast recogniiion of five-digit place value
2-4
5 dice for sach player

All players roll their dice at the same time. Then
they arrange their dice into the largest five-digit
number they can. The first player to finish calls out
“rock and rolll” and reads their number to the cther
players. When “rock and rolll™ is calied, other
players must stop arranging their dice and freeze
their numbers in their current order, even if they're
not finished. '

If the first player done is also the player with the
largest number, they earn 10 poinis. If they aren't,
they earn 5 poinis and the player with the highest
number also eamns 5 points. The first player who
scores 50 poinis wins.

Player One rolls 3, 5, 1, 5 and 2. They arrange their
dice as follows:
! R

€ 2 la ©|le e
& & @
® ¢lle @ & @&

Since the other players are still building, Player
Cne calls out “rock and roli” Then they read "fifty-
five thousand, three-hundred, twenty-cne.”




ROLL REGULAR DICE TO BUILD PLACE VALUE A.S FOLLOWS:

2 Dice: TENS [ ONES
3 DICE: HUNDREDS / TENS [ ONES
4 DicE : - THQUSANDS f HUNDREDS [ TENS / ONES
2 DicE: TEN THOUSANDS / THOUSANDS / HUNDREDS [ TENS { ONES

6 DICE: HUNDRED THOUSANDS / TEN THOUSANDS [/ THOUSANDS J HUNDREDS / TENS / ONES

Roll dice, arrange for greatest possible number
First to call ROCK & ROLL scores 5 POINTS
All other players must freeze their dice when ROCK & ROLL is called

If a playet’s number is greater than the player who calied ROCK & ROLL, they also get 5 POINTS

RoLL NUMBER EXPANDED NUMBER
1.

0 @ N W R W N

Y
e




Skills:

Batters Up!

Place Value to 100 000s, Addiiion with Expanded Notation

Equipment: Cards 0-9, Place Value System die, paper/pencil

Goal: Greafest total sum after ten rounds wins
Getting Started:
Each player builds a nrumber in the 100 000s with their cards
Build in order from 100 000s piace to 1s place (Example 230 516)
Each player reads their number to the other players.
One player rolfs the PV System die and calls out the pilace value
Players identify the value at that place value in their number {this is their score
for the round) and record their score for that round. Example: ten thousands i is
rolled, 3 is in the 10 000s place, score for that round is 30 000
Play 10 rounds, {rotate roller) then total your score.
BATTERS UP!
Round Number Roll Value/Points/Score
1
2
3
4
5
6
7
8
9
10

Total Score =

Copyright B Care And One Eped Jacks ine




Rooll

Skills: |
Players:
Equipment:

To Begin:

Example:

Variations:

i O Place Yalug [0

Place value to hundred-thounsands.

2.

18 dice of each of two colors, dice tray.

Both players take their 18 dice. Then players ;oo
take turns rolling six dice one at a time, putting R 1

the dice they roll into slots in the tray astheydo ¢ : = | |
so. Their dice become the digits to a 6-digit : ROUND 2
hundred-thousands number. The goal is to make R .U ‘ 2
the largest number possible, so players must = ‘

choose carefully where they place dice! RUN 3

After the six dice are rolled, players read the
number they've made out loud and determine whose number is greater.
That player wins the round! Players use the remaining twelve dice to go

best-two-out-of-three in two more rounds of rolling.

Here's how a first round of Roli'n On Place Value might endrup:
Player One | L :': ", o ._]
Player Two IE“ - —:_'_ ] : | .. I

L L ]

Player One rolled, in order: 4, 5, 6, 2, 3 and 4, making six-hundred forty-
five thousand three-hundred forty-two. Player Two rolled, in order: 4, 4,
3,5, 1 and 5, making three-hundred fifteen thousand four-hundred forty-
five. Player One's number beats this!

For younger students less experienced with place value, have players roll
three or four dice to build hundreds or thousands numbers.

Players can also agree to change the goal of the game to building the
lowest possible number in a round. Rolls of 1 and 2 suddenly become
very valuable! The lowest 6-digit number the players could roll would be
six ones, making 111,111. What is the probability of such a set of rolls?



D
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r thousands
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s ten thoysands

hundraed thousands

Handout contents are copyright protected by Box Cars And One-Eyed Jacks Inc.



* PLAYERS: 2

EQUIPMENT:

EXAMPLE: 570 One

2[3]243=5

VARIATION:

Als | Three cards: a ftwo-
" | digit number (15)
I3 added fo a single-
digit number (3).

SKILLS: Addition

LEVEL: Grades 2 and up

~ Player Bwo

1 deck of cards Ace — 9 (Ace = 1}

5

3

4

12

3

GETTING STARTED: Players divide the cards evenly between

- themselves. Then each player turns two cards over
and adds them together. The player with the
highest sum wins all the cards. In the event of a tie,
players have a "face-off.” Each player deals out
three more cards face down, then tums over two
more cards and adds them fogether. The player
with the highest sum wins all the cards. Play -
continues untll decks are emply, then the player
with the most cards wins the game.

Both players draw the
same sum, so a jface-off
starts. Each player deals
three face down cards,
then draws again. Player
Fwo wins with a sum of 9.

- Draw more cards and arrange them as fwo or
three-digit numbers for more difficult math.

Five cards: a three- '

digit number (534)
added to a two-
digit number (23).



Three Addend Snap

LEVEL: . Grade2—6

SKILLS: ' Addition of 3 addends
PLAYERS: 3

EQUIPMENT: 1 de-ck of cards Ace — 6 {(Ace = 1)

GETTING STARTED: Players divide the cards evenly between
themseives. Then they all fum one of their cards
over at the same fime. The players add aft three
numbers together as quickly as they can, then say
their answers out loud. The first player to say the
correct answer takes all the cards. If all players say
the correct answer at the same time, the round is a

¢ te and all players keep their card. i only two
players tie, they keep their cards and the third
players card is removed from the game. Play
continues until decks are empty. The player with the
most cards wins.

VARIATION: The game can be played with only two players.
Divide cards evenly between them and have them
alternate turning over three cards from their deck.
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LEVEL:
SKILLS:
PLAYERS:

EQUIPMENT:

GETTING STARTED:

+
=1

VARIATION:

Grade 3 and up
Adding 3 digit numbers
2 of more

1 deck of cards Ace — 10 (Ace = 1, 10 = zero),
paper and penci _

Each player draws a 3 by 3 grid as a gamsboard
and the cards are shuffied. Then a card is drawn
and placed face up. All players write the number on
the card into a space on their gameboard. Eight
more cards are drawn and players fill in the rest of
their gameboards. Once all nine spaces are full,
players add the three numbers they've made
together. The player with the greatest sum scores a
point. Play to 10 points.

The nine cards drawn, in order, are 5,7, 4, 8, 5, 10,
Ace, 3 and 9. Three players build their gameboards
as follows. Player Three wins with a sum of 2,326.
Player One Piayer Twe Player Three
7131 4 715 | 71315
6 0 615 6 | 4
1| 4+ 31| 4 9 |5
5 =1,7 5 3 2

5
9
7

0
1
c

5 +
, 9 =2,
For less experienced students, you can draw six
cards and make two three-digit numbers, or draw
only four cards and make {wo two-digit numbers.




he Difference? f+-°

LEVEL: Grade 3 and up

SKILLS: Subiraction of three-digit numbers
PLAYERS: 2 OF more

EQUIPMENT: 1 deck of cards Ace — 10 (Ace = 1 and 10 = zeroj,
1 gameboard for each player.

GETTING STARTED: Each player draws a 3 by 2 grid as a gameboard
and the cards are shuffied. Then a card is drawn
and placed face up. All players write the number on
the card into a space on their gameboard. Five
more cards are drawn and players fili in the rest of
their gameboards. Once all six spaces are full,
players subtract the bottom number they made
from the top number. The player with the smallest
difference scores a point. If the boittom number is
larger than the top, they “strike out” and can't score
for the round. Play o ten points.

EXAMPLE: The six cards drawn, in order, are 6, Ace, 7, 4, 10
and 8. Three players build their gameboards like
below. Player One striikes out, while Player Three
wins with a difference of 141.

Player One Player Two Player Three
6140 6 |7 |1 71811

g 7111 —|a|s8|o] _|6i4!0
Strikeout! = 1 ¢ i = 1 4 1

VARIATION: For less experienced players, draw only four cards
and build two two-digit numbers.



Skills:
Players:
Equipment:

'To Begin:

Exampleﬁ

Hors#

s ¢ . 9 *» @
. * ®
. ° * @ L4 L]

Addition to 12, addition to 18, multiplication to 36, mixed operations.

2.

18 dice of each of two colors, dice tray.

Each player takes 18 dice of one color and pick a side of the dice tray to
be their “racetrack.” Then both players roll dice and attempt to fill up

their side of the track.

Level 1: Addition to 12

Players roll two dice and add them.
Level 2: Addition to 18

Players roll three dice and add them.
Level 3: Multiplication to 36

Players roll two dice and multiply them.

Level 4: Multiplication to 72
Players roll three dice, choose two to add
together, then multiply the sum by the third.

The player with the greatest sum or product puts
their dice into the track. In the event of a tie, both
players put their dice into the track.

Player 1

D

.o

—

)

Player 2

Add dice to the tréck
along a curving path
to simulate the race!

Round 1: Player One rolls 5 and 3. Player [* .
Two rolls 2 and 3. Since 5+3=8 and 2+3=5 ==

LK
LAl
Ll

Player One puts their dice into the track.

Round 2: Player One rolls 6 and 4. Player

Two rolis 2 and 1. Since 6+4=10 and 2+1=3,

Player One puts their dice onto the track.

Round 3: Player One rolls 2 and 3. Player {. J °

Two rolls 4 and 1. Both sums are 5, so both
players put their dice into the track.

Play continues until both players' 18 dice have been rolled out. The
player with the most dice on their side of the track wins!



L]
L
-]
.o
LXK

Skills: Gathering, recording and interpreting data, problem solving.
Players: Cooperative groups of 2, 3 or 4.
Equipment: 36 regular dice, paper and pencil.

To Begin:  The group rolls their dice, then works together to find the sum of all 36
of them. Allow them to develop their own methods for addmg the dice
and use the chart below to record their results.

Prediction Method Used | Actual Sum |+~ Difference

1
2.
3.
4
5

Use these patterns to demonstrate how to group dice for faster addition:
e 1+2+3+4=10
e 2+4+6+8=20
s 6+7+8+9=30

Thought Provokers:

(1) What is the most efficient pattern to start with and why?

(2) In which order should we use the patterns to be the most efficient? Why?
(3) What are the largest and smallest sums we could have?

Variation: Instead, have students try to determine the range of possible sums. Use
the chart below to record the sums that are used.

150+ | 141-150 | 131-140 ; 121-130 ; 111-120 ; 101-110 | 90-100




Double Dicers
to Play-

| C':-’r

WVWIL N'EED ) , 2 20
" Each Double cher needs one Three ln-A—Cuhe Die, paper, penﬂl _ - _ .‘
TO BEGIN | 02 2

Each player néeds to draw a ciack as foﬂows-

3
To be the first. Double Dicer to drdle . :
 all numbers o'n their dock. : ’ ?@ 5

LETS ROXL + L
" Player One rolls the die“and may now add, subtract multlpiy or divide the three numbers to targe't any -
 number between 1 - 12. _ : — 'E" .
MZIPEE [4:.281| Player One can cirdle on their dock, either: -

- 5x2x1-—@ OR 5+2+1-. OR (6+ 2)+1 =@etc.
_Players can c:rcle only one number per roll. Players aIternate roliing the die, analyzing the:r com bmatlons
trying to be the first player to circle all-the numbers on their dock. if a player is unable to f:nd a
combmatnon for any of the remammg numbers play continiues to their opponent. ?\,&5 &

Do you think there are certain numbers , T i lw,cﬁ

.that will be more difficult to cirde?
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