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“UIDUELLING DICE

Each player rolls their own die, adds the inside and outside numbers, and verbalizes their sum
out loud. Piayers compare sums. The player with the greatest sum scores 1 point. You’ll practice
adding to 12 this way.

Each player rolls 1 die, adds inside and outside numbers, then doubles it.
Greatest sum scores 1 point.

= 8 doubled = 16
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Fach piayer rolls their own die and subtracts for the LEAST difference. { B

The player with the least difference (answer) scores 1 point. You'll practice subtracting from 6 this way.
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Each player rolls one die and multiplies the numbers. The player with the greatest product {answer) scores 1
point. You'll practice multiplying to 36 this way.

Each player rofls two dice and adds the sum of each die, then multiplies. The player
with the greatest product scores 1 point. You'll practice multiplying to 144 this way.
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::“\:’:bu" wﬂibe very LUCKY to hit 144 - what roli will do _it?w

THEELQ in the event of a tie, in all games, both players score 1 point,

¢%§4W‘3ﬂ TACE SNAPS

v Players can try all of the above games for speed. DOUBLE DICERS roll only one die between them (or set of
dice if needed). The first player to call out the correct answer scores 1 point.
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Each player rolis their own die and adds the inside and outside numbers, and verbalizes their sum
out loud. Players compare their sums. The player with the greatest sum scores 1 point. You'll add

to 18 this way.

Each player rolls two dice, adds all
sum. You'll add to 36 this way. &

Each player rolls one die, adds the inside and outside numbers,
then doubles it. The greatest sum scores 1 point.
You'll add to 36 this way.

9 doubled = 18

Each player rolls one die and subtracts for the least difference. The player with the least difference
(answer) scores 1 point. i
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" DUELTING TICE
goﬁ fa
Each player rolls one die and multiplies the numbers. The player with the greatest product {(answer)
scores 1 point. You'll practice multiplying to 81 this way. ;
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TIECQ Inthe event of a tie, in all games, both players score 1 point.

Players only roll one die between them. Both players mentally build a proper fraction and reduce it
to its simplest form (if possible}. if a zero is rolled it is used as a 10. The first player to cali out the

fraction in its reduced form scores 1 point.
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Each player rolls their own die and adds all three numbers and verbalizes their sum out loud.
Players compare their sums. The player with the greatest sum scores 1 point. You'li add to 18

this way.

ROLL (i T8 781

Play for speed. Players rolf one die between them. The first player to give the
correct sum out loud scores 1 point, 4
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Jse patterns such as doubles, doubles +1, making 10's te help you add qumke :
4 + 3 = doubles {8) + 3 =11 3444+ 6= making 10's 3 + (10} 513
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Each player rolls their own die and may add any two numbers. They then subtract the third. Players are trying to
create the least difference possible. Players wiil have to analyze the varicus combinations to find the least

§g\§§@§§§§§% B+ND=d 4-3=1

difference for their final answer.
Each number may only be used once.
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JEIXING TICE

Each ptayer rolls their own die and adds two numbers and multiplies this sum by the remaining third number.
Players will need to analyze the various combinations to build the greatest product. The player with the greatest

product scores 1 point.

ROLL i i8 6+2=8 or 3+2=5
8x3=24 5x6=30

;EIJ;ING TICE FIACE VALUE

Each player rolis their own die and builds the greatest hundreds number. ROLL
rearranged) to make “Five hundred forty-one”. The player with the greatest number scores 1 point.

541 (when

You can also play that the least number scores 1 point. CHECK OUT CUBIC
" MYSTERY on p. 16-18 for a great game that uses the dice this way.

= .7116 (when rearranged) to

Piayers can buitd a decimal number. ROLL
make “one hundred sixteen thousandths”.
The player with the least number scores T point.
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Each player rolls their own die and adds the inside and outside numbers, and verbalizes their sum
out loud. Players compare their sums. The player with the greatest sum scores 1 peint. You'll add
to 18 this way. 4
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Each player rolls two dice, adds all four numbers and compares for the greatest

sum. You'll add to 36 this way. & _@a
b . =8+14=22

Each player rolls one die, adds the inside and outside numbers,
then doubles it. The greatest sum scores 1 point.
You'll add to 36 this way.

9 doubled = 18
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Each player rolls one die and subtracts for the least difference. The player with the ieast difference
{answver) scores 1 point. &

8 8-6=2
8
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Each player rolls one die and multiplies the numbers. The player with the greatest product {(answer)
scores 1 point. You'll practice multiplying to 81 this way. :

Players only roll one die between them. Both players mentally build a proper fraction and reduce it
to its simplest form (if possible). If a zero is rolled it is used as a 10. The first player to calt out the

fraction in its reduced form scores 1 point.
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HUNDRED BOARD
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Let The Games Begin

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

| ADDITION WAR
L EVEL: Grade 1 -3
SKILLS: addition facts 1 - 10, 1 - 18 combinations
PLAYERS: 2
EQUIPMENT: Cards (Ace = 1} -5, or{Ace=1)-9

GETTING STARTED: Players divide cards evenly between themselves. 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), WARs 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.
Play continues until one player has collected all of the cards.

Cards 1-5 Gradet1-2  Sumsto 10 .
Cards 1-9 Grade2-3  Sumsto 18 Notes:

~

Player 1 FlayerZ2

2+3 4+ 1

War is declared

2+3 4 + 1

— _ 3 carde are tumed
o upside dowrl.

4+ 3 B+ 2

Player 2 collects all of the cards.

Try These Variations

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 tc change the
term “war” to one of your own choice.
We often call these our Buzz Games (ie.
Three Card Buzz).

The following gameboards are teacher &
student favourites - yours 1o copy.




Addition TIC TAC TOE

303 4/5 67 .,8,9/|10] 1112

4/ 4 | 5,6 | 7|89 1011 1213

55|67 |89 101111213 14

6l 61 71819 /101112 13|14 15

717 189101112 13|14 | 15| 16

8 8 9 10| 111213 |14 | 15| 16 | 17

9, 9 |10 11 1213|1415 16 | 17 | 18

or Adding Fact Family TIC TAC TOE
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PLOTTING ALONG GRAFPH
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ORDER IN THE CDURT
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FLAYER ONE

LEAST GCREATEST

FLAYER TWO

IEAST CREATEST
FILAYER ONE
LEAast CGREATEST
PLAYER TVO
TE3ST GREATEST

. BACK TO SQUZIRE DNE
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PIAYER ONE FIAYER TVWO
ROUND 1 2 3 4 5 ROUND i 2 3 a 5
Sums Sums
Squares Squares
Totat | Total
GRAND TOTAL GRAND TOTAL
FIAYER ONE FIAYER TWO
ROUND 1 2 3 4 5 ROUND 1 2 3 4 5
Sums Sums
Squares Squares
Total Total
GRAND TOTAL GRAND TOTAL




