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Games
as a

Teaching Strategy

Make math fun & motivating;

meaningful context for repetitive

practice and exploration of concepts

Multi-sensory, manipulative |

3
.
LI

experience - use all learning channels

Compiement any existing
mathematics program; reaches all

-]

levels in a class

Beyond rote memory - connections

through patterns, strategy, talk

Rich in problem sclving opportunities

Language and Communication;

Writing in math journals

I

Opportunities to invent and create

® @

Make The Games Notes:

Come To Life

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




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 collected 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 (ie. The following game boards are teacher and

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




Skills:

Batters Up!

Place Value to 100 000s, Addition with Expanded Notatlon

Equipment: Cards 0-9, Place Value System die, paper/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
Z
8
9
10
Total Score =
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ROLL ON... DECIMALS
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Name

Qrder In The Court

Date
Raeject Rolls Reject Rolls
Reject Rolls Reject Rolls
Rejsct Rolis Reject Rolls

{Use Double Sided Dice; 6-Sided Dice; or 1-12 Dice
Goal To get as many fractions in a row as possible

‘AR AS

Roll one dig at a time {Variation: You may roll aii the dice at once and race your partner to line them up)

Write the fraction into the chain or put info the reject boxes
Points are awarded at the end of 7 rolls. 1 point for each fraction in the chain.
Use Fraction Circles or Fraction Bars to check accuracy

Copyright Box Cars and One-Eyed Jacks Inc.
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FOOTBALL FACTOR
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COMMIT AND CAPTURE
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BIG SUMS

(

SKILLS: Problem solving, gathering data, recording data, interpreting data
PLAYERS: Students work in groups of 2, 3or 4
EQUIFMENT: 36 reguiar dice per group, paper and pencil, chan
ACTIVITY I: The goal of the activity is to find the sum of 36 dice after they have been rolled.
TEACHING TIP: Allow students several rounds to develop their own method of adding the dice. Use Chart | to record the
methods. Feach the patterns below and show the students how to group the dice.
1 2 6
2 4 7
3 6 8
+& +8 +9
10 20 30
THOUGHT PROVOKERS:
1. What is the most efficient pattem to start with? Why'?
2. Imwhich order should we use the patterns to be most efficient? Why?
3. What is the largest sum we could have? What is the smaliest?
ACTIVITY II: The goal is the same but we are trying to determing the range of possible sums. Use Chart Il to record the
sumns that are used.
THOUGHT PROVOKERS:
1. Whatis the estimate for the mean value of the sums?
2. Can anyone give an explanation for the mean?
3. {Challenger) What is the mean sum of 48 dice?
CHART |- Frediction Mathod Actual +1-
Used Sum Difference
1.
2
3.
4.
5.
CHART II: 150+ | 141- | 131- | 121- | #11- | 101- | 90

150 | 140 | 130 | 120 | 110 | 100 |

boX cars
and
one-eyed jacks®




Hit Target

Hosl: To get 3 in a row in each guadrant
Directions: Twe players on each grid. Players take tums plotting points.

When s your fum:
- = Rolt the double die.
» {hoose the number of numbers to be negative or positive
» Record the Ordered Pair in the Column for the correct quadrant before vou plot the point.

111

1V

[ Player 1: . Player 2
Quadrant Quadrant *; Quadrant Quadrant Quadrant Quadrant Quadrant Quadrant
I 3 il v 1 4 I v
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BETWEENERS
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MYSTERY ROLL

You will need to play either 50 or 100 rounds. Play in groups of 3. Every round record L, E
and G plus figure out the RANGE between G and L. Use a calculator if you wish. When
you are playing you shoutd use your highlight pen to mark any unusual rolis - for example,
tie rolls, sequences, unusual winning rolls, etc. Circle the points you score.

Round # Least Between | Greatest ' Range Analyze

Once you have completed either 50 or 100 rolls
answer the following guestions. |
Work Together!

1. What is the average range of the rolls?
2. What percentage of the time does a tie roll happen?

3. What percentage of the time did you score a point? If you kept track of all winners,
what percentage of the time did all 3 players score a point?

4. Describe your most unusual round. Try to interpret the probability of that event
happening. Remember 1/30 chance of rolling any number.

5. Write one question for the rest of the group to use with their data.




Game ¥

Skills:

Players:

Equipment:

Rules:




i ﬁ Invent-a-game Arignment '

Use the following format:

Game Title

Level: How hard is it? What grade is it for? Your game can be made in the

grade 4-6 levels. Check out the skills in the curriculum guide.

Skills: What math skills do you use to play?

Players: How many?

Equipment: What you need to play.

Getting Started: This is a full description of your game’s goal rules, and
- play written in complete sentences. Make sure to describe how the game-

ends and how points are accumulated.

Example: If possible, you shouid play out a few rounds of your game to

make an example and to work out your directions in “getfing started” to get

them as clear as possible.

Variations: if any.

Teaching Tips: Strategies and/or other helpful hmts

Jokes: if you want to jazz-up your page.

Thought Provokers: Write a few questions to have your players answer.

Marking:

The bare minimum is doing the Level, Skills, Players, Equipment, Getting
Started, and Example. Doing the other components will increase your marks!

DUE DATE:

TOTAL: /30



Implementation Plan

List 3 ways you can incorporate the Box Cars strategies into your classroom, program
or school.

1.

ldentify the game/activity that you will try first, when you get back later this week.

Find a colleague in this room whom you will contact at the end of the week. The two of
you will be agreeing to hold a conversation regarding what you did to start implementing
what you learned today.

Who:

From:

Phone:

Email: -

You can reach me at:

boxcars@telus.net johnboxc@telus.net
1 866 DICE FUN (1 866 342 3386)

www.boxcarsandoneeyedjacks.com



