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Prayei Troflsa b
Frayer # rofls a 4
Player 1 1ulis a 3
Piayer2 mllsa 4
Piayer 1rolls a B
Prayer 2 rollsa b
Prayer 1 roflsa 4
Piayer 2 rofisa 5
Prayer 1 rolisa 2
Flayer 2 roils & 1
Player 1rolls a4
Playor 2 rofls a 3

Player one's
nunber 1§
45, 342 which
beats player
twi's nummber
315,445,

played (see example 7).

THE GOAL

The goal of the game is to be the player who
creates the largest six-digit number In each round.

TO WIN

A Dicer must be the first one to win two out of three younds. To
start the first roung player number one rolls a die and selects
the best place value position in their row. For example, if player
one rolls a two, the “tens” position might be selected. Player
twa now might roll a five and place i in the “ten thousands”
position of their row. Once & die is placed in any place value
position it cannot be moved. Remember, this is a game of
chance. it depends on chance whether you throw the number
you want on the die. Be a risk-taker and make a calculated
guess. The more you play, the better you'll piay. Players
alternate taking their remaining five rolis, each buitding their
own hundred thousands number - keeping in mind the goal of
the game is to create the largest number possible.

winner.

VARIATION I

To decrease the level of difficulty players may roli less dice ie., only four dice per player to buid

Dicers select their own colour of dice. The dice will be rolled alternately one
at a time by the players throughout the game. A total of three rounds will be

Example

4 thousands number or three dice each to build a hundreds number.

VARIATION II

Dicers can agree to change the goat of the game and now allempt to build the smaliest six-digit
number in sach round. A roll of 1 or 2 is now considerad a “nice dice” roll! The lowest number you

could possibly roll woutd be 111,111. What would the probability of that be?

Once all dice have been placed, players say their numbers out ioud
and compare them to determine which player has made the
greatest hundred thousands number. This Dicer wins that round. In
example 8, player one wins round one. Play continues into round
two and if necessary a third round is played to determine the overalt

ROUND ONE
Player 1's
Rowe/Murmber
Player 25
Fron/Mumber
ROUND TWO
Player 15
RowMNumber
Player &'s
Rowiennhar
ROUND THREE
Player t's
RaveNuniber
Player 2's
Ruw/Number




ones

tens

hundreds

thousands

ten thousands

hundred thousands
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BErWEENERS

U8ING THREE IN A COBE DICE

BEAD AND CHONK PLACE VALOE

RolLL 1 RolLL 2 RotLL 3
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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




