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Games
as &

Teaching Strategy

Make math fun & motivating;

meaningful context for repetitive

practice and exploration of concepts

Multi-sensory, manipulative |

[

experience - use all learning channels

Complement any existing
mathematics program; reaches all

-]

levels in a class

Beyond rote memory - connections

through patterns, strateqy, talk

Rich in problem solving opportunities

Language and Communication;

Writing in math journals

i Y

Opportunities to invent and create

® @

Make The Games
Come To Lile

" 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 period

* Practice a concept
Get Rolling!

* Review a concept
Learn One New Game
Every Week

Center Play

Cross Graded Play

Assignments
+ Students are the experts
* Learn game & teach it
Invent a Game

Home Connections

Notes:




PATTERNS & PROBABILITY

mastered we work on all the double plus one combinations.

NO PROBLEM
Learning the doubles helps students tremendously with
difficult addition combinations.
6+6=12
Double Double +1 Nickname (12 eggs) or Box Cars
14+1=2 1+2=3 7+7=14.
Valentine’s Double
2+2=4 2+3=5 Rabbit (February 14)
3+3=6 3+4=7 Dentist 8+8=16
“Sweet 16" or
44+4=8 44+5=0 Spider Sweetheart Double
5+5=10 5+6=11 Ten Tickly 9+9=18
Fingers Adult or
When any double appears in written work we encourage students to circle Grownup Double
it and connect it to the doubles work we've done. After doubles are '

1 2 6

2 4 7

3 6 8
+4 +8 +9
10 20 30

Simple Sixes
Successful Sevens
Easy Eights
Nifty Nines

Terrific Tens
Enormous Elevens
Tremendous Twelves

Notes:




Activity

Concept

Eauipment

Goal/Object of the Game

Set Up and Play

Activity

Concept

Equipment

(Goal/Gbject of the Game

Set Up and Play

Variations: Variations:
Activity Activity
Concept Concept
Equipment Equipment

Goal/Object of the Game

Set Up and Play

Variations:

Goal/Object of the Game

Set Up and Play

Variations:




Game ¥

Skills:

Players:

Equipment:

Rules:
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Let The Games Begin

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

LEVEL: 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
turns 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 is declared. Each player deals out three more
cards face down and then turns over two more cards. These fwd
cards are added together. The highest sum wins all of the cars.
Play continues until one player has c¢ollected ali of the cards.

Cards1-5 Grade 1-2 Sumsto 10

Cards 1-9 Grade2-3 Sumsto 18 Notes:
Player 1 Player 2
2+3 4 +1
War is declared
2+3 4+1
- 3 cards are turned
upside down.
4+ 3 6+2

Player 2 collects all of the cards

Try These Variations

Place Value War
Subtraction War
3 Addend War
Multiplication War
Integer War
Fraction 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 (je. The following game boards are teacher and

Three Card Buzz). student favorites. Yours to copy and use.




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




10

11

12

Multiplication Board

1 2 3 4 5 6 7 8 9 10 11 12
1 2 3 4 5 6 7 8 9 10 | 11 | 12
2 4 6 8 10 | 12 | 14 | 16 | 18 | 20 | 22 | 24
3 6 9 12 | 15 | 18 | 21 | 24 | 27 | 30 | 33 | 36
4 8 12 | 16 | 20 | 24 | 28 | 32 | 36 | 40 | 44 | 48
5 10 {151 20 | 25 | 30 | 35| 40 | 45 | 50 | 55 | 60
6 12 | 18 | 24 | 30 | 36 | 42 | 48 | 54 | 60 | 66 | 72
7 14 | 21 | 28 | 35 | 42 | 49 | 56 | 63 | 70 | 77 | 84
8 16 | 24 | 32 | 40 | 48 | 56 | 64 | 72 | 80 | 88 | 96
9 18 | 27 | 36 | 45 | 54 | 63 | 72 | 81 | 90 | 99 | 108
10 | 20 | 30 | 40 | 50 | 60 | 70 | 80 | 90 { 100 | 110 | 120
11| 22| 33 | 44 | 55 | 66 | 77 | 88 | 99 | 110 | 121 | 132
12 | 24 | 36 | 48 | 60 | 72 | 84 | 96 | 108 | 120 | 132 | 144

Copyright Box Cars & One-Eyed Jacks inc
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- MULTIPLICATION SCRAMBLE

0- 9 0- 9
10 - 19 10 - 19
20 - 29 20 - 29
30 - 39 30 - 39
40 - 49 40 - 48
50 - 59 506 - 59
60 - 69 60 - 69
70 - 79 70 - 79
80 - 89 80 - 89
90 - 99 90 - 99
100 - 109 100 - 109
110 - 119 110 - 119
120 - 129 120 - 129
130 - 139 130 - 139
140 - 149 140 - 149

THE BIG ROUND UP

10 20 30 40 50 60 70 80 90 100 110 120 130 140

10 20 30 40 50 60 70 80 90 100 110 120 130 140

TANGLE WITH TWENTY

12345678910 1112 13 14 15 16 17 18 19 20
X X X

12345678910 11 12 13 14 15 16 17 18 19 20
X X X



= 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?




Blank Hundred Board /
Ten For Me




Puayer 1 rofls a 5
Fiayer 2 olls a 4
Player 1 1ulls a 3
Piayer2 mlis a 4
Piayer 1 rolls a §
Fiayer 2 rolls a 5
Flayer 1 rofls a 4
Figyer 2 rolis a 5
Prayer 1volisa 2
Player 2 roils & 1
Flayer 1 rolls a 4
Flayer 2 rolls 4 3

Player one’s
nienber is
645,342 which
beats player
tyre’s TURmber
315,445,

played (see example 7}.

THE GOAL

B  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 round player number one rolis 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
two now might roll a five and place it in the "ten thousands”
position of their row. Once a 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 play. 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.

VARIATION I

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

ROUND ONE

Player 1's
Row/Murnber
Player 2'
RowMumbar
ROUND TWO
Player 1%
BaowMumber
Player &'s
Row/lwmnber
ROUND THREE

Player t's
RaveNumiber

Player 2's

Example

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

To decrease the level of difficulty players may roli iess dice ie., only four dice per player to build
a thousands number or three dice sach o build a hundreds number.

VARIATION II

Dicers can agree to change the goal of the game and now attemp{ 1o build the smallest six-digit
number in each round. A roll of 1 or 2 is now considered a “nice dice” roll! The jowest number you
could possibly roll would be 111,111. What would the probability of thai be?




ones

tens

hundreds

thousands

=
D
el
S
St

ters thousands

hundred thousands




Batters Up!

Skills: Place Value to 100 000s, Addition with Expanded Notation
Equipment: Cards 0-9, Place Value System die, papet/pencil
Goal: Greatest total sum after ten rounds wins

Getting Started:
Each player builds a number in the 100 000s with their cards
Build in order from 100 000s place to 1s place (Example 230 516)
Each player reads their number to the other players.
One player rolis the PV System die and calls out the place 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 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 =
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UNDERCOVER

PPEDICTiION ACTUAL SUM
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FRACTIONV Live (P
PLAYER O

Rejects

FRACTION Live VP

PLAYER Tw/(




