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What Gan I d0 With MY 120 Chart?

Read the numbers as fast or as slow ds you
can.

Count backward from 120!
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SKip count by 2’s, 5’s, or 10’s.

Count a column (vertical going down)

Count a row (horizontal going dcross)

Pick a number and tell a buddy what is above,
below, before, and after that number.

Tell how many tens and ones d number hds.

Pick a number and tell what is | more or | less
than that number.

Pick d number and tell what is 10 more or 10 less
than that number.

Cover a few numbers with pennies or cereadl.
Have a buddy guess your hidden numbers!

Read your chart in a silly voice. Try reading like
d monster, d princess, a frog, or dn operad
singer.
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what else can you do with a 120 chart? D
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MATH FACTS GAMES WITH MONEY

Number of Players: 1-2

Materials:

- 1-2 dice

* paper and pencil
- bag of money

Directions:

* Take turns. On your turn, roll the die. The number on the die tells you
how many pennies to take. Exchange coins if you can. Give the die to
your partner so they can play their turn.

* Play until a player trades for a quarter. Watch to make sure you agree
with what your partner does!

ADDITIONAL CHALLENGE:

Race up to one dollar! Race from a quarter down to nothing using
subtraction.
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MATH FACT GAMES WITH DICE

One More, One Less -
Number of Players: 1-2

Materials:
- 1-2 dice
* paper

* pencil

Directions:
* Roll the dice and write the number down. Put two boxes on either side of
the number.

« Write the number that is one less in the box before the number, and the
number that is one more in the box after the number.

Greater Than, Less Than
Number of Players: 1-2

Materials:
- dice

- paper

- pencil

Directions:

* Roll the two dice and write down the numbers.

- Then you draw a box in between the numbers and put the greater than OR
less than sign (remember the alligator's mouth opens towards the bigger
number) in the box.



Addition Roll
Number of Players: 1-2

Materials:

« dice

* paper and pencil

Directions:

* Roll the dice and write down two-three numbers. Put the addition sign between the numbers.
* Find the sum!

Challenge: add more dice to create larger number sentences!

Subtraction Roll: Follow directions for addition roll, using subtraction to find the
difference.

DICE WAR
Number of Players: 1-2

Materials:
* 4 dice
* paper and pencil

Directions:

- Each player gets 2 dice.

* Players decide which operation they would like to use. For example, if they
have mastered addition, they can move to subtraction. If they have mastered
subtraction they can move onto multiplication.

* Players roll their dice at the same time and say the correct answer. Players
WRITE DOWN their number sentence on their scratch paper. Example: 2 + 4
=6

* The person with the bigger number receives the point for that round. (Tie =
re-roll)

* The first person to 20 wins!

* Play again. This time the player with the smaller number receives the point
for the round.



Knocking Off Tens

Number of Players: 1-2

Materials:
* 1-2 dice
* paper

* pencil

Directions:

* Ore player rolls at least 5 times writing down the number rolled each time in a column. The next
player can roll the same amount of times writing down the number rolled each time in another
column.

* Both players then "knock” off their numbers making sure to record as the go.
The player with the larger sum wins the round

Greatest Number Possible
Number of Players: 1-2

Materials:
» 3 dice

* paper
* pencil

Directions:
* Roll three dice. Write down the digits rolled.

* Put the digits in the GREATEST NUMBER POSSIBLE using standard form THEN, write it out in
expanded form.

EXAMPLE:

Digits rolled : 3, 6,1
Standard form: 631
Expanded form: 600+ 30 +1



MATH FACT CARD GAMES
Greater Than and Less Than

Materials:
- deck of cards

* paper
* pencil

Directions:

Deal out the cards evenly between two players. At the same time, each
player lays down 4 cards in a row, to make the largest number that they can.
Then the players compare the numbers to see which one is greater than the
other. Students can keep score with tally marks and total the points up
after a specified number of rounds, or until all remaining cards are used.

ADDITION WAR

Materials:
- deck of cards

Directions:

Sort through a deck of cards and remove all the face cards. The ace stands
for the number 1. Then deal out the cards between two players. Players can
hold their decks or lay the piles face down on the table. Both players then
turn over one card at the same time. When the two cards are down, players
see who can add the two cards the fastest to find the sum. Whoever says
the correct product first wins those cards. At the end of the game, the
players count their cards. The player with the most cards at the end of the
game wins.



TURN OVER TEN

Materials: Deck of Number Cards 0-10 (four of each)
The face cards are the four wild cards

Players: 1 or 3

Object: Turn over and collect combinations of cards that total 10.

How to Play

1. Arrange the cards face down in four rows of five cards. Place the rest

of the deck face down in a pile.
2. Take turns. On a turn, turn over one card and than another. A wild

card can be made into any number.
If the total is less than 10, turn over another card.

If the total is more than 10, your turn is over and the cards are turned
face down in the same place.

If the total is 10, take the cards and replace them with cards from the
deck. You get another turn.

3. Place each of your card combinations of 10 in separate piles so they
don’t get mixed up.

4. The game is over when no more 10’s can be made.

5. At the end of the game, make a list of the number combinations for 10

that you made.
Turn over 10
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High Card Slap

Remove the Jokers, Jacks, Queens, and Kings--Aces are wild

Shuffle the deck and deal out all cards. It's okay if one person gets an extra card, just make
sure you shift dealers every game. Do not look at the cards. Organize them in a pile and
shuffle them.

- Both players turn over the TWO cards at the exact same time.

- Each player slaps his or her highest valued card and says it out loud.
- Each player then counts ON the value of the his or her other card

- The player with the highest total value wins the cards

- A player loses when he or she runs out of cards

EXAMPLE:

Player 1:

turnsovera5and a 6

Slaps the 6 and says, "6"

Counts on 5 by saying , 7, 8, 9, 10, 11"
Player two then takes their turn.

**If a player doesn't say the mathematical sentence, he or she is automatically losses that
round.

Harder Version: Remove the 10s from the deck

Each player turns over 3 cards

Example:

Player 1:

Turns over a 4,9,and 8

Slaps the 4 and 9 saying, “49"

Counts on 8 by saying, "50, 51, 52, 53, 54, 55, 56, 57"
Then says, "49 add 8 equals 57"



UNO ADDITION

Materials:

- dice

* paper

- pencil

* UNO cards

Directions:
Use the same rules as the game UNO but add this feature. Each player must
roll dice and give the sum of the two numbers before playing or drawing a card.

Variation: You can adapt this game using subtraction to find the difference.



Mouse Race for Cheese
Teacher Directions

“Mouse Race for Cheese” has two
versions---one for adding on to 100
and another for taking away
from 100.

Each player needs a game
board, a mouse marker or
_ transparent chip, and the
Double Dice.

Enlarge the game board masters on pages 53 and 54
1419% to an 11” x 17” size. This will facilitate moving

the chip or mouse on the game board.

In the addition version, the objective is to be the first
‘player to race from zero to 100. In the subtraction ver-
sion, the object is to be the first player to race from 100

10 Zero.

Players take turns rolling the Double Dice. The sum of
the two numbers is computed. The player’s mouse is
moved the appropriate number of spaces and the com-
putational problem is written on the right hand column.
Play continues between the players until a mouse reach-

es the cheese.

For the addition version, if a player rolls a sum that

puts the mouse over 100, that sum must be taken away
and the mouse moved backwards. That equation with

subtraction is written down instead of an addition equa-
tion.

For the subtraction version, if a player rolls a sum that
puts the mouse beyond zero, that sum must be added
and the mouse moved backwards. That equation with
addition is written down instead of a subtraction equa-

tion.
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Make 10 Bump

Addition — Roll | and Make [0

a game for 2 players
Need: 1 dice and 8 counters per player — each player uses a different color
To Play: Players take turns to roll the dice then work out how much needs to be added to

this number to make 10. The player then covers this number. For Example: If a player
rolls 4, they would cover 6. If another player has covered that number, they can ‘bump’
that counter off and put one of their own counters on it. If that number is covered by one
of the player’s own counters, they can add another counter on top and then they have
won that space. You can only ‘bump’ when there is only one counter on the number. The
winner of the game is the first player to use all 8 of their counters.

Games 4 Legining wwveleacherspayizachers.com/Siors/gameas-d-learning  @Teresa tvans 2013 ag
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Catch Thing 1 and Thing 2!

them and win! Try to catch them all!

Directions: Taking turns with a partner roll two dice, (or one twice) then add them and
color or cover the space that makes that sum. Surround Thing 1 and Thing 2 to catch
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a spihher. Color or cover the humber needed to
make 20. The first o four in a row wins/
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