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r this
2 dice (or 3 if you want to practice 3
addend addition)

If you want the game to go a

2 crayons \ :
P»r?cﬂ S Iittle faster you can add the
Gam; board following rules
Diastiane Once a player chooses a piece,
they can only use that circle

Students take turns rolling 2 (or 3) dice
Whoever has the higher sum will write
the equation in the space on their side of
the game board and color it in. Students
continue rolling, adding, and coloring until
someone reaches the finish space!

until they cannot find another
addend to color. Then, they
can go to another circle

In this modification, the first
player to color an entire circle
would win
» If both players roll the same sum, wouid wi
they can both write their equation and
color in a spot.

spnnIN' AROUND

ADDITION

|
j

20r3 dce(depéndmg on game dif ficulty

Spinners dif feren can pick their own
or you can 0ssign) wanted)
Paperclip 2 different color crayons (one per partner)
Game board Game board

Students will spin their s r with a poperclip and move

that many spaces around the game board. Student

This is a simple game that has students
rolling and adding. Students will roll 2 (or 3)
dice and find the sum. Once they find the
sum on the game board, they color in that

space with their color crayon. Both students

take turns rolling, adding, and coloring until all

the circles are filled in. If a sum is no longer

ovailable on the board, that student's turnis

skipped. The player who colored in the most
circles wins the gome!

hey continue spinning and playing,

will
from their lost colored spot
~ skip any spots already colored in

When students reach the center of the game board they
ing back to the start and going
d using the uncolored

continue playing by
around the gome b
students work

Oy (G
&/
() X8

spoces on

r this game you will nee:
1 die (depending on game dif ficulty wanted)
pencil

Gome board

Directions:

The first rollis the starting box at the bottom of
the block fower. (If I roll o 5 first, I put that
number in the beginning spot and add on from

there). After each player establishes their
starting point, players will take turns rolling and
adding on for five turns. Every time they find
their new sum, they write it in the box above the
last. Whoever has the biggest number at the end
wins that round!

Students play 3 rounds and see who won the
most rounds!

is skipped




Penci
Die
2 croyons or cubes

Game board

Directions
Students can choose any game board to play
on They will spin the spinner with the pencil
and paperclip. Then, they will roll the die and
subtract that number from the spinner
number. And find the difference. Students will
either color in that dif ference or place a cube
there

The goalis to get 5in a row across, up and
down, or diagonally to win.

SU BTR ACTIO N
= | P
re BALLOON

2 croyons
2 cubes or gome pieces
Game board and balloon printable

FILL The

2 dif ferent color crayons or colored pencils
1 or 2 dice (depending on board)

Gome boards

Directions.
[for the 10 game board]
Students roll the die and subtract that number
from 10. When they find the difference, they
will fill in one of the matching spaces with their
colored pencil

Directions:

Students roll the die and move that many
s on the gome board. They must solve
that subtraction problem and find the
difference on the balloon Th Il color n
that circle with their crayon Students
continue going around and around the game
board until the balloonis filled up and all
circles are colored in

Students continue rolling and subtracting until

all the s s are filled in. Whoever filled in the
most spaces wins!

If a student finds a difference but there are
no more spaces, their turn is skipped

If o student lands on a difference and there
aren't any more of those circles to color in
their turn s skipped!

The 20 board uses 2 dice and students must
find the sum of the 2 dice to subtract from
Whoever colored in the most circles, wins! 20

sMALLesT WINS

+ ame Nou \

Game board
1 de
pencil
chart (if needed)

ections:
Both students start at 50,

On their turn, they will roll a die and subtract
that number from 50. They will write the
difference in the box below 50. They will roll
again ond subtract that number from the
last dif ference and record below.

Students continue rolling and subtracting until
they reach the bottom box. Whoever has the
lowest number wins.

ence is already

red in on your gome

board, your turn is skipped

Students play best of 3 rounds!



Pencil
a e Paperclip
1. or 2 dice depending on the Cubes or counters
game board
2 crayons Directions:
Directions:

Students will each toke 10
turns spinning the spinner and
circling the number it landed
on.

Students roll a die or dice and
color in a number on the
board that matches the

number show on the dice

Students continue playing until
all boxes are colored in

Whoever has the most boxes

colored in, wins!

At the end, students will go
line by line and collect that
amount of cubes in a pile. They
will count how many cubes
they collected. Whoever has

NUMBER
B_eal:nOdR_E AFTER ONe oNe

MORE LESS

e vi Al nee:

ENS

1 die
pencil
2 cubes (one for each player)

2 crayons (1 for each player)
1,2, or 3 dice depending on gome
board
Gomne board

Directions:

Students will roll the die and move
that many spaces from their
starting arrow. Students will

complete the missing number and

place the cube on their spot as a

place keeper until their next turn

Directions
therr die ond they
color a number on
that is one MORE or one
thon the rolled number.

continue rolling and

0 number more or

Students

con choose
th

Findin

the grid to color until all sp
are colored in.
Students take turns going around
and around the board (skipping
alreody filled in circles) until the
whole board is completed

IF a number is rolled and there

ailoble to color in
that student's turn is skipped

Students can also play with 2 or 3
dice

ce+ +0 TEN

Pencil

Paper clip
Spinner
Game boords

2 crayons (one per student)

Directions:
Students each get their own
spinner o
will toke

oord. Students

S spinning and

identifying the number shown on
the 10 frames. They wi
that number in on their to

olor

over until one pl
Students contnue spinning and

students r

coloring until someone completes
their tower first.

If one of their numbers is
eody colored in, their turm is
skipped!

L



2 dice

game board
2 crayons

Students roll 2 die and find the
If the sum i the student
il find the 4:00 in the grid and
color it in. Students take
rolling and coloring until ol
are colored in.

spaces

If you spin a time and cannot find
on open space, your turn is skipped!

This game can also be ployed 5-n—
a-row style and the fi
get 5in a row,

player to

ins!

NOTE:
This game only covers time to the
hour!

r this aame il nee:
1de
Game board
Crayons or cubes

Small game pieces

that many
They will read tha

they find the ma
either cover it with their color block
or color it with their color crayon.

ing time they wil

Student: ntnue going around
the clock ui I g clocks
Nhoever
a spot is

unavailoble, their turn is skipped.

NOTE
This game s to the hour and % hour

comMpPLeTe

e CLOCK

PLAYER 1

oll the die ond move thot 18007 300 | 600 | 900

on the gome board They

-
230 13801 £30

ce ond there
o Fill in, their

T'his game Focuses on time fo the hour ~

and half -

For this gome you will neec
1 die
Game board
crayons
pencil

Directions
Students wil the die ond find
the matching column. They will
read the analog clock and write
that digital time underneath T

clocks until the whole boord is
colored in

I you roll a number ond that
column is full, your turn is skipped!

NOTE
Game board A - fime fo the hour and half
Game board B — time to the quorter

1die
Gome board
2 Small gome pieces

pencil

Students will roll the
that many spaces on the game
board. They will read the digitol
time ond draw that time on on

k in their column.

vill continue rolling and

a student |
are no more on

3
a

@
X

fill in, their turn is sk

NOTE
This game focuses on time to the
hour and half

Ear this game you will need:
Paper clip
Pencil

Crayons or cubes
Game boord

Students

find the hour and the minute. They
will find the matching cl

grid and ¢ color it in or cover it
with their color cube

The goal is fo be the first player to
row! If you spin & number

sn't there, your turn is skipped!

get4in

that

Game board A - time to the hour & half
Game board B - 15 and 45 minutes
included



sPIN & COLOR

place value spinners
game board
2 crayons

Directions:
Make sure the spinner matches
the board
Students spin and color the
matching number on the board
When all places are filled in,
students will see who colored in
the most spots
* This game can also be played os
5-in-a-row and whoever get 5 in
a row first, winss

If you spin a number and cannot
find an open space, your turn is
skipped!

COEEECT

and move that many
ome boord. Students will
When botn
ents count up

Students
spaces on the

players finish the g
how many cubes

e in 10 ones for o ten
y count their totols.

+PLEASE NOIF this game is o simnpler

version of Roll and laoke. Roll and loke (later

in thes urst higher numbers ond also
has students subtracting

BEST oF TEN!

e

tens and ones dice frame '

2 dice
Recording sheet

Directions:
Students simply take one die
at a time, roll, and place it on
the frame. The first rollis
always the 10s place and the ||
second roll is the 1s place

Students roll ten times and

see who got the higher L 7
number the most times. \

That person wins!

MOST

=21 OF

TEN,

A 0.,

Wing/

hod
mbr,

moLL & TAKE

Game board
2 counters (one for each player)
Bose 10 blocks or cubes

Direchons:
Students roll a die and move that
many spaces on the game board
will collect that many cubes
dents play there are
game spots with fun direction
tinue until one player
Then, they count the
ey have left and ho
has the most!

While taking cubes, students must

exchange ten ol

aying with ¢

stack 10 cubes when

When it says “GIVE® the students
are giving that many cubes to their
opponent

Pencil
Paperclip
Cubes or base 10 blocks

5/5/5/5)55

Directions:

Students will each take 10
turns spinning the spinner and
circling the number it landed
on

At the end, students will go
line by line and collect that
amount of cubes in a pile
They will stack cubes in groups
of 10 (or trade single cubes
for a base 10 stack). Whoever
has the most cubes wins!

o
0
10

For this g
Cubes of dif ferent colors
spinners
Pencil
Paper clip

Students will fake turns spinning
the tens and ones spinners to
determine their number. They will
then find where their number is
on the grid and cover a square
with a cube of their color.
Students toke turns and try to be
the first player to fill an entire
row with their color!

#Students could also just color
the squares instead of using
cubess



=—oLL & COVER

Dice sh

Gome boord

1 die 1 die FRACTION
Gome board one for eg THISI
or each player ncil and crayon

(each player has their own color lw §

directions
roll a die and move that

Students w

many sp

They will n space they landed

on and find that shape in the grid

With their pencil they wil first d

the shape and then

corr roction with a crayon.
2 2, they wil

Students will work together in this
gome to sha

with the ¢

one of their opponent’s
s from the board. If they roll
o b their turnis skipped

rrect fraction If

student lands on a shape and th

are no more left, their turn is
skipped

SHAPES

ts play until all shapes are

nd look for a
on the boord that hos one

t their own rob:

pinner. Students wil
inning the spinner
with a pencil and paperclip.

side than thot
olor that pie
€ board In.

one L

number. They wi

the gan

For instance, if T rol
cover o shape with

shape with 5 sides! Studen

>y will land on a shape name or
aract

those shape

stic ond find one of

on their robot sheet

toc tudents \ ntinue to continue rolling ond covering until all
spin and color until one student the spaces are filled in Whoever has

colors the whole robot H the most colored in, wins!

There is also a skip turn portion on
the spinner to moke the game a
little more interesting!

If there is not a space to color, your

skipped

one MORE one LES

turmn is

Gome boord
1 die
2 crayons (one for each ployer)

side than thot
olor that piece
the game boord in

number. They will

r o shape with

hape with 5 sides

olling ond cov
the spaces a

the most colored in, wins!

filled in. Whoever has

If there is not a space to color, your
turm ed

T usually hov

on the foble for t




2oL LTT! crarH 1T

1die
pencil
Crayons (optional)

B E——

TALLY o ~
Direcfions LLY CHag. h
Students toke turns roling one die

twenty fimes.

GRAPH,

Each time they roll they will fill in
the tally chart

the | work together
the bar graph
how many time
number

At the end they will answer the
questions

For this game you will need
1die
Colored pencil

2oL L & COMPARE

Students take turns rolling the die

Whatever number they land on they

go to the first ovoilable box n thot

columin ond circle the object that is

longer inreal life.

ontinue roling ond

comporing lengths until all the boxes

are complete

If o student rolls o number and

there ore no more boxe:
their turn is skipped

+ s T always have theseitems out
and available for my students to
seel We willof tenidentify each item
before we plays

SPIN N' GRAPH!

For this game you will need
spinner
Pencil
Paperclip
Crayons (optional)

Directions
Students toke turns spinning
with a pencil and paper clip
twenty times.

Each time they spin, they will
color in part of the bar graph

When all twenty rolis are
complete, they will work
together fo use the graph fo
answer the questions

Eor this game you vl
spinner

CH ROUNE

Y ONLY use that

number they wil

ond

en
their cube
they are. They wil comy

longer using <

ded on in the spmner.

Students will
coloring until

DATA &
MEASUREMENT
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OLLECT THE

r S O
Spinner Sheet
Pencil
Paper clip
Piggy Banks & play coins

s
tudents will fake turns spinning
the spinner 5 times, Each time
they spin, they will collect the

coin(s) they londed on and put it

in their piggy bank.

At the end of 5 spins, students
count up and record in the chart
who has collected the most
money. That student wins!

tudents can play up to 10
rounds on their recording sheet:

RoLL a DOLLA

e all ne
Gome board
e pieces

Students

many spaces. Every time a student

lands on a space, they will toke that
coin and add it to their pile

Students will need to keep 1

how much money they are
throughout the gam ouse the
first player to reach $100 wins!

If o student reaches the end spoce
without either of them coll

they go back to start ond keep rolling!

You could d e
easeer by only h
comnpare

Gome boord A - some coins
Garne board B - mix

oins

RO\ & . i
COMPARE

PLAGR) | PAKR

., » '@

© |
T
2

2
3
"
s |Gif
e
7
8

For this game you will need
Spmner Sheet

Pencil

Paper ¢!

Cubes or crayons

Directions:
Students will toke turns spinning the
spnner and finding the match in the
arid

Students con either color the boxes
with their croyon or cover them
with a cube unfil oll boxes are
covered. At the end, the student
ered boxes wmns!
student lands on a space and
there is no matching box, their furn
is skipped!

There are numerous ways the coins
will be shown so it helps students
identify coins in many ways!

ROLL &COUNT

Students will roll a die and find that
column. Students look ot the
coins in the first empty box, count
how much money 1s there ond
record it nside the box

Students will continue rolling and
counting and work together to
comple he entire page

If either student rolls a number
ond there are no more availoble
boxes - their turn is skipped!

Boord A - some coins
Boord B ~ mixed coins

For this game you will need? dice

Gome boards

Directions:

Students will take turns roliing 2
dice and finding the surn They will
find that number on their half of
the boord and find out how much

more money they need to make one
dollor.

Students go back and forth until one
player complet:
that player wins! If o student
number that is no longer

their turn is skipped

their side first ~

able,

You can have dents complete
the boxes by drawing the coins they
would need to make $1 or just
writing the total amount:

75¢ or

Make ADOLLAR (B O wY

PLAYER | PLAYER 2
»
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spin & COLLECT

Pencll
Paperclip
Cubes or counters

Directions:
Students will each toke 10
turns spinning the spinner and
circling the number it landed
on.

At the end, students will go
line by line and collect that
amount of cubes in a pile. They
will count how many cubes
they collected. Whoever hos
the most is the winner!
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