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Games | |

Teaching Strategy

Make math fun & motivating;
meaningful context for repetitive
practice and exploration of concepts '

Multi-sensory, mamipulative
experience - use all leaming channels

Complement any existing
mathematics program; reaches all

Beyond rote memory.- connections
through pattemns, strategy, talk

Language and Communication;
Writing in math joumals

Opportunities to invent and create

45 a

hi

solving opportunities

“« Leam game & teach it

Make The Games
Come To Life

Every Student Participates - Not used as reward

Games as Warm Ups + Short play period-
« Frequent 5-10 mins / day

Games to Teach a Concept - Longer piay penod

» Praclice a concept
Get Rolling!

« Review a concept
Learn One New Game

Center Play
Cross Graded Play

Assignments
« Students are the experts

Invent a Game

Home Connections

Notes:




ILet The Games Begin

All the Box Cars games are written using the same format. Asa sample,
we've chosen one of our basic games to familiarize you with our style.

ADDITION WAR
LEVEL: Grade 1- 3
SKILLS: addition facts 1 - 10, 1 - 18 combinations
PLAYERS: 2
EQUIPMENT: Cards {Ace = 1) - §, or (Ace = 1}-9

GETTING STARTED: Players divide cards evenly between themseives. Each player
tums over two cards and adds them together. The highest sum
gets all the cards. In the event of a tie; (ie: each player has the
same sum), WAR-s declared. Each player deals out three more
cards face down and then tums over two more cars. These two
cards are added together. The highest sum wins all of the cars.
Piay continues until one player has collected all of the cards.

Cards 1-5 Grade1-2 Sums to 10 .
Cards 1-9 Grade2-3 Sums to 18 Notes:

Player 1 Flayer2
2+ 3 4+ 1
War is declared
2+3 4 +1

3 cards are tumed

|

upside down.
4 + 3 6+2
f \)
Player 2 coliects all of the cards. Y /
Try These Variations /
*

v

Place Value War
Subtraction War
3 Addend War
Multiplication War
Integer War

Remember: War is a traditional game.
However, due to the negative
connotation you may want to change the
term “war” to one of your own choice.

We often call these our Buzz Games (ie. The following gameboards are teacher &
Three Card Buzz). smudent favourites - yours to COpYy-




This is a game for two Dicers to play al one time. Players use
+y one tray divided so that each player uses only thelr half.

TO BEGIN

Each Dicer chooses eighteen dice of thelr own
colour and these are removed from the tray,

THE GOAL il [ SRR Y
g X

The goal of the game is to have the most dice g Di L1 1
in your side of the “horse race track” after all dice have been rolled out for Ey ey “
the round. Dicers roll two dice at one time. ‘I‘__ sletted in ks Si o
Dicers add their wo dice and compare their sums. The Dicer with the ol .
greatest sum places them into their side of the “horse race track™. Their 7, ate
opponent places their two dice into the lid (losing side). Dicers pick up two E 4
new dice, roll. add and compare their sums. The Dicer with the greatest g
sum places them into their side of the *horse race track” and their oppo- &
nent places them into the iid. In the event of a tie sum, both Dicers place L
their dice into their own side of the “horse race track” Dicers roll out all

remaining dice. The Dicer with the most dice on their side of the “horse
race track” after nine tosses, is the winner.

EXAMPLE

Toss 1
- C-C S :
g Dicer One E + m = & —= WINS ang places dice in tray ~
£ DicerTwe [ ] + LJ = 5§ — Tosses dice into lid
!
Toss 2
—
ED Dicer One m + E = 10— WINS and paces dice in tray
_E- Dicer Tweo ; | + B = 3 — Tosses dics inte lid
a
I—
Toss 3
Play After 3 of 9 Rounds.
Dicer One S + B = B — TIE bath players place dice in tray
Dicer Twao B + E] = 5

LEVEL 1

Flay is outlined above, Dicers roll two dice and add.

LEVEL 2

Play as described in above rules, but now Dicers roll three dice and add for the greatest sum,
The Dicer with the greatest sum (answer) ptaces them into their side of the “harse race track”.

m+m+$=9
LEVEL?3

Play as described in above rules, but now Dicers roll two dice and multiply g X @ = 20
for the greatest product. The Dicer with the greatest praduct (answer) places them into their side of
the “horse race track™

LEVEL 4

Play as described in above rites, but naw Dicers roll
three dice, add two, and multiply by the third for the
greatest product. See example.

The Bicer with the greatest product places them into
their side of the *horse race track”,

& B B

{5+ 3) x 6 = 48 1% Best Choice
6+ 3)x5=45
{6+5)x3=133

You will have to do some
f’ thinking here to create the
h, best posalble answer for your
: oll. Will there always be &
t— possible answers? .

The trzy
s divided
Detween
he two

players
as shoen,



Addition TIC TAC TOE

o 1 2 3 4 5 6 7 8 9
olol1|2|3 14,567 8109
11123 |4|5|6|7|8]9]10
2|l 213|456 718|910/
3134|567 (8]|9/|10]11]12
4 45|67 |8|9|10][11]12]13
5/ 5|67 |8|9]10]11 121314
6l 6| 718910111213 |14 |15
2718l 9 10! 11]12]13]14]15] 16
g 8|9 /10|11 12|13 14|15|16| 17|
9| 9 | 10|11 |12 |13 | 14| 15|16 |17 | 18

or Adding Fact Family TIC TAC TOE




MULTIPLICATION TIC TAC TOE

LEVEL:
SKILLS:
PLAYERS:
EQUIPMENT:

Grade 4 -6
multiplication facts to 81, using a multiplication table

2

cards (Ace=1) - 12 (Jack=11) (Queen=12) or two 12-sided
dice, paper, pens, markers of two different colours,
rouitiplication table to 144 {see reproducibles)

GETTING STARTED: Players select a colour of marker. The goal of the game

is for players to get three or more of their markers in a row,
either verticaily, horizontally or diagonally. Player number
one begins by drawing two cards and multiplying them
together; verbalizing this fact to their opponent. A player
would then cover all possible locations (je: 2x 8, 8x 2, 4 x
4 if their product was sixteen) with their markers. Player
numbper two then takes a turn. Players alternate turns until a
player gets three or more of their markers in a row. When
this happens, the player removes their markers and counts
two points for each (ie. six points for three in a row or eight
points for four in a row).

Players can steal an opponent’s space in two different ways.
First, when a player makes a product already occupied by
an opponent, they replace their opponent's markers with
their own. Each marker replaced is worth five points.
Second, after a player verbalizes that their turn is over, the
opponent gets an opportunity to cover any combinations that
the opponent missed (ie. if the product is 6 and player
number one covers 2 x 3 and 3 x 2 and says that they are
finished, player number two can cover 1 x 6 and 6 x 1). No
points are awarded for this type of steal. If a player draws
two cards that they already have, they may draw two new
cards.

Flayers continue to alternate turns for a set period of time.
At the end of play the player with the most points wins.



TIC TAC TOE

MULTIPLICATION

10

11

12

1 2 3 4 5 6 7 8 9 10 11 12
1 31 al5|6| 7|8 9]10] 11 12
>l 4] 6| 8|10 12| 14|16 18| 20 20 | 24 |
3| 6| 9 |12]15|18 21|24 27 30| 33|36
sl 8 12 16|20 24|28 32| 36| 40| 24 | 48
= 110! 15|20 | 25| 30 | 35| 40 | 45 | 50 | 55 | 60
6 | 12 18 | 24| 30| 36| 42| 48 | 54 | 60 | 66 | 72
2 1 14! 01 28| 35| 42| 49 56| 63| 70| 77 | 84
8 | 16|24 | 32! 40| 48|56 64| 72|80 88| 96
o | 18|27 | 36| 45| 54 | 63| 72| 81| 90| 99 | 108
0! 201 30| 40| 50|60, 70| 80| 90 | 100| 110|120
11|22 33|44 55 66| 77|88 99 | 110/ 121 132
1o | 24| 36 | 48 | 60| 72 | 84 | 96 | 108|120 12| 144




Box Cars and One-Fyed Jacks
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= TYCK TOCK ROYX, & CLOCK

Double Dicers

WHAT YOULL NXED

Each Double Dicer needs one Three-In- A-Cube Die, paper, pencil,

TO BEGIN q 02 g 9
Each player needs to draw a clock as follows: ,ﬂ,@ =

(I][E (:r()fﬂ . ?‘5 [LG

To be the first Double Dicer to circle .

all numbers on their clock. ) ZZ %} 5

TS ROLL + X -

Player One rolls the die and may now add, subtract, multiply or divide the three numbers to target any
L]

number between 1 - 12, T —

TNAVIFLE,

Player One can circle on their clock, either:

6x2x1=02) OR 6+2+1=6) OR (6+2)+ 1 =@)etc.
Piayers can circle only one number per roll. Players alteriate rofling the die, analyzing their combinations,
trying to be the first player to circle all the numbers on their clock. If a player is unable to find a -

combination for any of the remaining numbers, play continues to their opponent. " %L
P>y

Dot

Do you think there are certain numbers
that will be more difficult to circle?
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Blank Hundred Board /
Ten For Me




Double Dice Pecisions

Ereg

=
=

Fres

Fres

+
T
+
4

X
X | Free

GOAL: The greatest accumulated sum wins
1) Roll the double dice

2) Decide which operation to use and record the math sentence
3) Bank your points and cover up that operation. That operation cannot be used

again except as a free choice

4) Division sentences must have a remainder of zero in order to score

EXAMPLE: RoLL
1 6-2=4
2) 3+1=1 +3
3 4+3=7 +7
4) 4x2=8 +8
5) 6x3=18 +18

Chooses free

ACCUMULATED POINTS

4
7
14
22

40

Total Points




| EXAMETE: PLAYER ONE

=39 pOUELE DARE YOU

WAL SOUTL NEED

Each Double Dicer needs five Reguiar Double Dice, paper, pencil.

THE GOAL

To be the first player to reach an accumutated total of 250 points.

-
LET'S ROLL We love doubles, so if you rofl any on your turn,
Doublesare 1+ 1,2+ 2, 343,444, 5

When it's your turn, roli ali f
1. have a sum greater than or equal to 7.

2. are doubles.
SCORING - any sums greater than or equal to 7
Any doubles rolied, score for double points.

541=6 doesn'tcount 6+ 5 =11 counts
5 +3 =8 counts

54+ 3 =8 counts
6+ 6 =12 double counts for double: = 24
score for the round: 8 + 11+ 24 + 8 = 51 points

ve one more chance to rerolt any

On each turn, players can ha
hey can now roll a sum greater than or

non-counting dice 1o see if t
equal to 7, or a double.

L EXAVPLE CONTINULD

Piayer chooses to reroll the 5+ 1 = € die. Rolls 5+ 2 =7 counts
Score for Player One's round is now 51+ 7 = 58 points.

‘_" TXAVEIL: TLAYER TWO

2
Doubie Dicers
to Play

you're doubly lucky!
+5 and 6 + 6.

ive Reqular Double Dice. Look for any roils that:

are added at face value for points.

~ If you don’t roll
g a “counter” you
¥ lose all your points

w4 from that round.

54+2=7 counts G+3=8 counts 5+2=7 counts 4+ 1 =5 doesn't count 6+ 3 =9 counts.

Score for the round = 31
Player chooses to reroll 4 + 1 =5, and consequently rolls 4 + 2 =6 doesn

that round.

SCORE - after the first round, Player One leads “58” o Player Two "0

one die in the reroll counts, then their accumulated points for the round
may have a maximum of two rolls per turn.

MULLS
ique 10 a\temate .
ptin (10 reach

o
playe™ L \aye
first P . winner-

The .
250 points

't count and fases all points for

. A player may choose to reroll any number of non-counting dice after their first roll. As long as at least

are safe ie. protected. A player




ones

tens

hundreds

thousands

ten thousands

hundred thousands




BErWEENERS

U8ING THREE IN A COBE DICE

BEAD AND CHONK PLACE VALOE

RolLL 1 RolLL 2 RotLL 3

OO0 oon ooo|joool|looo
g8 8 188 g§E e g2 ©eg48, 8 E8
O 5 83 5+ O 2 2 8 S £ E R Z g
0 g & 8 5 S g 3 2 g
T EEE T T = £ 5 F T

- = _-;5.[_' - g

£ : EE

g X 5

T T
WHARM U

ROLL THREE IN A CUBE TO BUILD THE GREATEST NUMBER POSSIBLE
RoLL THREE IN A CURE TO BUILD THE LEAST NUMBER POSSIBLE
ASSIGN RED/WHITE/BLUE AS HUNDREDS/ TENS/ONES (UNITS)

Tey PrAay
ROLL AND HIDE CUBE
BUILD THE BEST "BETWEEN" NUMBER, WRITE NUMBER DOWN

COMPARE AND SCORE. BETWEEN NUMBER WINS 1 POINT
EXAMPLE

2%6




BETWEENERS
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Millionths




Your Numbgrs Up!

] Pawrz | Poines

Total Poinis  Total Poings




