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PARENTS CAN HELP KIDS
SUCCEED IN MATH

AS A PARENT, YOU ARE YOUR CHILD'S MOST IMPORTANT TEACHER!

You CAN:

PRESENT A POSITIVE SHOW INTEREST in your ENCOURAGE ACTIVITIES
ATTITUDE about math - child’s homework - and be on  that make math interesting
even if you didn’t care for it hand to help. and fun!

in school. Kids need to feel
good about math. If you
say, "I hated math,” or |
can’'t do math,” your child
may start to feel the same
(You probably know more
about math than you think!).

A “REFRESHER” IN THE
LANGUAGE OF MATH

Addition: addend + addend = sum

Subtraction: minuend - subtrahend = difference
Muitiplication: factor x factor = product
Division: dividend + divisor = quotient

(and sometimes a remainder)

Fractions: numerator
denominator




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.




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,



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 rolis the dice and makes a two-
digit number (ie., rolt 4 and 7 and verbalizes “4 tens, 7
ones, : forty-seven”, GR “7 tens, 4 ones, ! sevenly-
four”). Player then covers the iwo corresponding
spaces on the Hundred Board. Player two then takes
their turn, rolling the dice and covering both of their
numbers, remembering to verbalize the tens and ones
place value to their opponent. Players continue 1o
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 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 rolis a one
or two-digit number that they already cccupy, they may
rol 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

isthe winner.

Grade 4-9 Variation: 100 Board Wipe Out

Roll 5 dice, then using + - x = (and exponents if you wish) make a math sentence that = one of
the numbers on the 100 board. Using the same roll, make a new math sentence to = another
number on the 100 board. Keep going until you can no longer make any more math sentences to
= any other number on the 100 board. Roll the 5 dice again and continue. How many rolls will it

take for you to clear the board?
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Addition TIC TAC TOE

o 1 2 3 4 5 6 7 8 9
olol1]|2|3|4|5|6|7|8]|9
1112|383 |4|5|6|7|8]9]10
2234567‘891011
313|456 |7|8|9|10]11]12
4l 4|56 | 7|89 |10[11]12]13
5/ 5|67 |8|9]10/1112|13]14
6l 6 7|81 9!1011 1213|1415
2718l o (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
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100 Board Wipe Out

Roll 1 Rolt 4

Roll 2 Roli 5

Roll 3 Roll 6
= 1 = 26
= 2 = 27
= 3 = 28
= 4 = 29
= 5 = 30
= 6 = |
= 7 = 32
= 8 = 33
= 9 = 34
= 10 = 35
= 11 = 36
= 12 = 37
= 13 = 38
= 14 = 39
= 15 = 40
= 16 = 41
= 17 = 42
= 18 = 43
= 18 = 44
= 20 = 45
= 21 = 48
= 22 = 47
= 23 = 48
= 24 = 49
= 25 = 50




= 51 = 76
= 52 = 77
= 53 = 78
= 54 = 79
= 55 = 80
= 56 = 81
= 57 = 82
= 58 = 83
= 59 = 84
= 60 = 85
= 61 = 86
= B2 = 87
= 63 = 88
= 64 = 89
= 65 = 90
= 66 = 91
= 67 = 92
= 68 = 93
= 69 = 94
= 70 = 95
= 71 | = 96
= 72 = 97
= 73 = 98
= 74 = 99
= 75 = 100

Roll 3 to 5 dice, record numbers, create math sentence, mark on 100 Brd at answer or on answer sheet, keep making math
sentences with same roll until no longer possible, then re-roli, RECORD IN WRITING ALL MATH SENTENCES
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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



ones

tens

hundreds

thousands
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Double Dice Pecisions

— Epps

Free

=
=

X || Frese
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 ACCUMULATED POINTS
N 6-2=4 4
2y 3+1=3 +3 7
3) 4+3=7 +7 14
4) 4x2=8 8 22
5) 6x3=18 418
) ox 40| Total Points

Chooses free



