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levels in a ciass

Rich in problem
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Games

as a

Teaching Strategy

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

Mutti-sensory, manipulative
experience - use all leaming channels

Compiement any existing

mathematics program; reaches all

Beyond rote memory - connections
through patterns, strategy, talk

solving opportunities

Language and Communication;
Writing in math journals

: Qpportunities to invent and create

® ®

Make The Games
Come To Lite

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 play penod

« Practice a concept
Get Rolling!

« Review a concept
Learn One New Game

Center Play

Cross Graded Play
Assignments

e Students are the experts

« Leam game & teach it

Invent a Game

Home Connections

Notes:
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All the Box Cars games are
we've chosen one of our b

GETTING STARTED:

cards face down
cards are added

Cards 1-5 (Grade 1-2 Sums to 10
Cards 1-9 Grade 2 -3 Sums to 18
Player 1 Player2
2+ 3 4+ 1
War is declared
2+ 3 4 4+ 1
3 cards are tumed
upside down.
4+3 6+ 2 P
-
Piayer 2 collects ail 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 to change the
term “war” to one of your own choice.
We often call these our Buzz Games (ie.

Three Card Buzz).

Begin

&meg

written using the same format. As 2 sample,
asic games to familiarize you with our style.

ADDITION WAH
LLEVEL: Grade 1-3
SKILLS: addition facts 1- 10, 1 - 18 combinations
PLAYERS: 2
EQUIPMENT: Cards (Ace = 1} - 5, or (Ace = 1) -8

Players divide cards evenly between thernselves. 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 piayer deals out three more

and then tums over two more cars. These two
together. The highest sum wins all of the cars.

Play continues until one player has coliected all of the cards.

Notes

The following gameboards are teacher &
stndent favourites - yours to copy.
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This is a game Tor two Dicers 10 play at one time. Players use
one tray divided so that.each player uses only ther half.

TO BEGIN

Each Dicer chooses eighteen dice of their own
colour and these are removed from the ray.

THE GOAL |
=
- The goal of the game is to have the mast dice p
in your side of the “hosse race track” after all dice have been rolied it for 2
(-9

the round. Dicers 7oil two dice af one time. i
—

Dicers add their two dice and compare their sums. The Dicer with the
greatest sum places them into their side of the “horse race rack™ Their

opponent places their two dice into the lid (losing side). Dicers pick up two %
new dice, redl, add and compare heir sums. The Dicer with the greatest
sum places them info their side of the “horse race track” and their oppo- z
nent places themn inio the lid. In the event of a tie sum, both Dicers place o

their dice into their own side of the *horse race track”. Dicers roll out alf
rernaining dice. The Dicer with the moet dice on their side of the “orse
vace rack” after rine t0sses, is the winner.

EXAMPLE

Toss 1

’ Bk
5 m m ! a Picer One m + n = 8 — WINS and places dice in tray
[
g Dicer Two B + [3 = 5§ — TJosses dice inte hd
I
p—— ' Toss 2
—
E . Dvicer One m + ! = 10 —» WINS and places dice in tray
_E. Dicer Two B + [3 = 3F 3 Tpsses dice into lid
[=]
o [OI)0)
Toss 3
Play After 3 of © Rounds. .
Dicer One . + n = 8 — TIE bath players place dice in tiay
Dicer Two [Z] + D =5

LEVEL 1

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

LEVEL 2

Play as described in above rutes, but now Dicers 1oll theee dice and add for the greatest sum.
The Dicer with the greatest sum {answer) places them into their side of the “horse race track”.

B-B-B=-
LEVEL 3

soribed in above rules, but now Dicers roll two dice and muliiply ! X ﬂ = 20

Play as de: .
test product (answer) places them into their side of

for the greatest product. The Dicer with the grea
the “horse race track”.

LEVEL 4

Play as described in above rules, but now Dicers roll
ihree dice, add two, and multiply by the third for the
greatest product. See example.

The Dicer with the greatest product places ihem into
their side of the “horse race track”,

(5 + 3) x 6 = 48 v Best Choice
(6+3)x5=45
(6+ 5) x 3 =33

¥ wou will have to do some
" thinking here to create tha
" hest possible answer for your
[ roll. Wiill there always be 3
' ~  possible answers? 9

T



Dear Farents,

This year, your child's math program includes a games
component., Key concepts will be repeated and practised
through games in class and at home with the Math
Games Backpacks.

Math backpacks will come home with your child for the
night, approximately twice each week. All materials should
be returned when specified so that other children in the
class can have their turn.

Included in the backpack are the rules for the math game,
equipment, and a games book. The games book is for the
students and parents to write about their experietices
with the game—what they learned, liked about the game,
tips to pass on to other classmates, etc. The children
may need help and support to complete their writirng.

Fractice times do not need to be long; 10 to 15 minutes a
day will “add up” over the course of the year and will
benefit your child’s mathematical development greatly.

Math games can be played with brothers or sisters as

well. New games will be put into the backpacks every two
weeks or so. If you have any special requests (e.g., games
for adding, etc.), let me know.

Have fun! Shake, Rattle and Roll your way into our math
program.

Thank you.




HUNDRED BOARD TIC TAC TOE

LEVEL:
SKILLS:
PLAYERS:
EQUIPMENT:

GETTING STARTED:

Grade 1 and up
Identification of place value 1 -~ 100

2

Hundred Board, two 10-sided dice or cards (Ace=1)-9,
bingo chips (1 colour per player)

Players select a colour of marker. The goal of the
game is for players to get three bingo chips of their
own colour in a row, either horizontally, vertically or
diagonally. Player one rolls the dice and makes a two-
digit number (ie., roll 4 and 7 and verbalizes "4 tens, 7
ones, : forty-seven”, OR “7 tens, 4 ones, ! seventy-
four”). Player then covers the two corresponding
spaces on the Hundred Board. Player two then takes
their turn, roiling the dice and covering both of their
numbers, remembering to verbalize the tens and ones
place value to their opponent. Players continue to
alternate turns trying to get T1IC TAC TOE - THREE IN
A ROW. When this happens the player removes their
markers and counts 2 points for each marker (6 points
for three in a row).

CAPTURING AN OPPONENT'S SPACE: If a player
rolls a two-digit number that is occupied by their
opponent then that player removes their opponent’s
marker and replaces it with one of their own. Each
captured marker is worth 5 points.

ROLLING YOUR OWN SPACE: If a player rolls a one
or two-digit number that they already occupy, they may
roll again to get a new number.

Players continue to alternate turns for a set period of
time. At the end of play, the player with the most points
is the winner.



Hundred Board TIC TAC TOE
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ADDITION TIC TAC TOE

{ EVEL:
SKILLS:
PLAYERS:
EQUIPMENT:

GETTING STARTED:

Grade 2 and up.
Addition facis to 18
2

Two 10-sided dice or cards (Ace=1)-9, binge chips (1
colour per player), addition table to 18

Players select a colour of markers. The goal of the
game is for players to get three bingo chips of their
own colour in a row, either horizontally, vertically or
diagonally. Player one rolls the dice and adds them
together, verbalizing the sum to their opponent (ie.,
player rolls 6 + 8; verbalizes ‘6 +8 =14 and 8 + 6 =
14"} and covers the two corresponding spaces on the
gameboard. Player two now rolls and covers their
corresponding spaces on the gameboard. Players
continue to alternate turns trying to get TIC TAC TOE -
THREE IN A ROW. When this happens, the player
removes their markers and counts 2 points for each
marker (6 points for three in a row).

CAPTURING AN OPPONENT'S SPACE: If a player
rolls a sum that is occupied by their opponent then that
player removes their opponent's marker and replaces
it with one of their own. Each captured marker is worth
5 points.

ROLLING YOUR OWN SPACE: If a player rolls a sum
that they already occupy, they may roli again to get a
new sum.

Players continue to alternate turns for a set pericd of
time. At the end of play, the player with the most points
is the winner.



Addition TIC TAC TOE

o 1 2 3 4 5 6 7 8 9
0 1|2|3|4|5 67 809
112 3|4/5|6 78, 9110
2134|5678 9 10|11
3,45 6|7 8|9/ |10]11]12
4|56, 78| 9|10]11 1213
5 67|89 |10|11]12]13 14
6 7|8 9 [10|11 1213|1415
7|18 910 111213 14|15 16
8| 9|10 11|12 1314 15|16 | 17
9 |10 111121314 |15 16|17 18

or Adding Fact Family TIC TAC TOE




MULTIPLICATION TIC TAC TOE

LEVEL:
SKILLS:
PLAYERS:
EQUIPMENT:

Grade 4 -6
multiplication facts 10 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,
multiplication 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 vertically, horizontally or diagonally. Player number
cne begins by drawing two cards and multiplying them
together; verbalizing this fact to their opponent. A player
would then cover all possibie locations (ie: 2x 8, 8 x 2, 4 x
4 if their product was sixteen) with their markers. Player
number 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 aof play the player with the most points wins.



MULTIPLICATION
TIC TAC TOE

10

10

1

12

1 2 4 ) &) 9 11 12
1121314 .56 78| 911011 12
2 41 68|10/ 12,14 16| 18| 20! 22! o4
3|1 6| 9 (121518 21|24 | 27| 30| 331 36
4 | 8 | 1211620 | 24 | 28| 32| 36| 40| 44 48
5110115201 25|30 | 35| 40| 45|50 | 55! 60
6 | 1218124 |30 36| 4248|5460 66| 72
7 114 21| 28] 35| 42 49 56 | 63 | 70 | 77 | 84
8 |16 124 | 32|40 |48 56|64 | 72|80 88 96
9 | 1827 36|45 54 63| 72| 81|90 99108
1020, 30|40 |50|60| 70| 80| 90 |100]| 110|120
11122| 33|44 | 55|66 | 77| 88| 99 |110] 121 132
L12 24 | 36 | 48 | 60 | 72 | 84 | 96 | 108|120 | 132| 144
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Box Cars and One-Eyed Jacks



