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Place value Battle Royale!

A class wide game of skill and chance in which you roll a die and write
down the number in order to try to create the largest number.

Setup

e Each student should have the same amount of tickets. Short game
3 tickets, Average game 5 tickets long game 7 tickets.

e Designate an area of the room for people with dice and without
dice to go.

How to Play

Step 1: Have every student find a partner. When they have a partner
have each group get a die (either 6 or 10 sided).

Step 2: Each player rolls the die the lowest person goes first (note this is
the only time a player will roll to indicate order.)

Step 3: Player 1 rolls the die and writes the number into any open space
on their ticket. Once a number has been written in a space it cannot be
changed. Then player two rolls the die and writes the number into any
open space on their ticket. Players alternate rolling the die and writing
in a number till the ticket is full.

Step 4: The two players compare their numbers. The person with the
higher number gets to take the opponents ticket and keeps the die.

Step 5: The players go to the designated dice and no dice spot and play
the next available player. In the opposite spot provided they did not
play that person already this game.

Winning

The winner is the person with the most tickets at the end of the game.
(Blank tickets do not count.
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Line Er wup Forecast

Stk up: Sort out the deck of cards so that each player has a King, Queen, a Jack and a 10.
These will be used to make your prediction. Shuffle the rest of the cards together and place
thew tn the center of the board.

To see who goes fivst each player will draw a card from the top of the deck. The person with the
Lowest card goes first. They will shudffle the deck and thew select thelr first card.

Goal of the gae is to gain the most polnts by predicting if their number will be the highest,
miodle or Lowest number.

Part 1 Foreeast: Each player has A Ring, Queen, Jack and a 10. They will place one of these
cards face dowwn in thelr forecast spot depending on what they hope to do.

*  King- means they think they will get the highest number.

*  Queen- means You think you will get the middle number either middle number will
get You a polnt.

® Jack- means You think You will get the Lowest number.

o Advanced™ 1 you are not playing with the decution rule place the 10s to the side.
10 s the deduction card. This card will take away a polnt. If anyone guessed that
they would get the spot you would get they lose a point. So if someone predicted that
they would get the high spot but the person playing the 10 got the high spot that
means the person making the prediction would Lose a point. However, if no one
predicted the spot that the 10 occupled that means the person who forecast the 10 will
lose a point.

Part 2 game play: starting with the person who drew the lowest card Each player will select a
cavol and place it tn one of the place value spots. Once a card has been played it cannot be
moved. Once all players have selected thelr cavds thew the forecast cards ave flipped over and
the round Ls scored.

Scoring: Bach player will get 1 polnt if they made a corvect prediction. if a 10 has been
played, thew a deduction will be done however a player at no polnt can have a negative point
value. SO If a player has wo points they cannot Lose any points.

ownce scoring has been completed the cards arve shuffled and a new rownd begins with each
player forecasting. A standard game is 10 rounds.
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Place Value Battleship Instructions
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Find a good-fit partner.
Get a game card with the place value you are playing on it.
Think of a number and write it in the space provided.
Take turns asking each other questions. To try find your opponent’s answer.
a. Example:
Do you have 7 tens?
Do you have an 8 in the thousands place?
b. If the guess is correct, it is a "hit!" Circle the number on the grid. If guess is incorrect, make an x
through the number on the grid.
The first player to figure out the opponent's number wins and correctly reads it out loud is the winner!

a. Reading out loud your opponents score is your turn. If a player does not read the number correctly
it becomes the other players turn and they can read out the number or guess another number.

b. A player can not guess a number and read out the opponent’s number on the same turn.
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100 Rolls Rules

What you need:

o | dice
e MO0 rolls score sheet.
e A pencil

The rules are simple.

step : Roll the die 100 times. Each time record your roll in one of the shaded
numbered spots.

Step 2: Add together your rolls. The game sheet is set up so that you add the
first two numbers and get a total then you add that number to the next roll.

Example: |

It you roll at a you would record it in the top spot, then roll the ]
dice again, if it was a 3 you would put that in the next space. If [z

your next roll is a b it would go in the #3 spaot. 3
When you are adding you would first add spaces | and 2 and

get the total of 8. Your next roll was a b so you add that to the 8
8 and get |4, -

See what is the highest number you can get in 100 rolls. B

14

10



100 Rolls

Scoring sheet

43

45

46

47

40

48

4

18 26
19 27
20 28
21 30
22 3
23 32
24 33
25 34

49

42

50

11
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Race to 1000 rules

What you need:

e A Partner
e 4 dice
e A Race to 1000 sheet or 2 pieces of paper

The rules are simple. Roll two dice select one number to go in the tens place value
and one number in the ones pace value. Roll the dice again placing one number in
the tens place value and one number is the ones value. Then add the two numbers
together. Keep rolling the dice, placing one in the tens place value and one in the
ones place value and adding them up. The first person to get to 1000 shouts 1000.
The other player checks over the first person’s math. If they find a mistake before
the first person can roll doubles then the first person has to go back to the spot they
made the mistake. If no mistake is found the first player wins.

Example

® o o ¢ IfIrolled a 4 and a 6 I would put the four
® © in the ones place value and the 6 in the 2

® O @ @) tersplacevalue.

6 4
If my next roll was a 3 and a 5, I would
® (® @ place the 5 in the tens place value and 3 5 3
® ® in the ones place value. Then [ would 1 1 7
® ® @ addthe two numbers together.
1 7
If I then roll a one and a three, I would place the
® 3 in the tens value and the one is the 3 1
P o ones value and would add the numbers 1 4 8 |

® together.

13



RACE TO 1000!

: 12 2 2
3 13 23 3
] 14 % 34
5 15 % E3
6 16 % E3
7 17 27 37
8 18 2 K
9 19 29 39
10 20 30 )
1 21 31 ]

14



ADDITION DICE 6

# 1 2|3 4|5 6
I 2 3 4 5 6 7
2 3 4 5 6 7|8
3 4 5 6 7 8 9
4 5 6 7 8 9 10
5 6 7|8 9 1011
6 7 8 9 10 11 12
Rules:

1. Role both dice. Add the two numbers and colour in the matching square.

If you roll doubles you get to go again.

The first person to get 3 in a row, vertically, horizontally or diagonally wins a round.
Best 2 out of 3 wins.

powN

This game requireg 2 six sided dice.

* 10 12|11 9 8 7
5 4 | 7 6 5 10
S 2 7,9 3|6
6 | 5 3 8 10 4
79 5 6 4 7
$ 6 9 7 6 8

+

* 10 12/ 11| 9 |8 7
5 4 |7 6 |5 10
S 2,7 9 3 6
6 5| 3 8 10 4
7 9 5 6 4 | 7
$ 6 9 7 6 8

15




Addition Dice game (12 sided dice)

5/ 6|7 8| 9 | 710 | 17| 12 IheRules

1. Role both dice.

2. Add the two numbers

matching square.

you get to go again.

2 lines of 4 in a row,

diagonally wins a round.

gided dice.

# 1 |2 | 3| 4

7 2 | 3 ¥ | 5 6|7 8|9 10 171 12|13

2 3 ¥ 5 6| 7|8 | 9 10 17 12 | 13 | 1¥ | together and colour in the
3 ¥ | &5 6 | 7 8|9 101712 |13 1% |15

4 S5 | 6|7 8|9 10|11 12|13 | 1¥ | 15 | 16 | 3 Ifyourolldoubles

S 6| 7|8 |9 (710171 12|13 | 1# |15 |16 | 17

6 | 7| 8|9 10 171|712 |13 1% |15 16 | 17 | 18 | ¢ Thefirstpersonto get
7 8 | 9 (10 |17 12|13 1% 15| 16 | 17 | 18 | 19 | vertically, horizontally or
8 9 (710 |17 |12 |13 |71% |15 |16 | 17 | 18 | 19 | 20

9 (70 |17 |12 |13 (1% |15 | 1 |17 | 18 | 19 | 20 | 27 | This game requites 2 - 12
0 (717 |12 (13 |1% (15 |16 (17 |18 | 19 | 20 | 271 | 22

17 |12 |13 (1% |15 16 (17 |18 (19 | 20 | 21 | 22 | 23
12 (13 (1% |15 |16 |17 |18 |19 (20| 27 | 22 | 23 | 2%
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The Number Pyramid Contest (4 spots)

Roll a die 5 times. Pick your best 4 rolls. Then fill bottom 4
squares on pyramid using those 4 rolls. Using the rules of a
Math pyramid, the bottom 2 squares add up to the square
above. Try to get the highest number at the top as you can.

Rolls

The Number Pyramid Contest (4 spots)

Roll a die 5 times. Pick your best 4 rolls. Then fill bottom 4
squares on pyramid using those 4 rolls. Using the rules of a
Math pyramid, the bottom 2 squares add up to the square
above. Try to get the highest number at the top as you can.

Rolls

17



The Number Pyramid Contest (5 spots)

Roll a die 6 times. Pick your best 5 rolls. Then fill bottom 5
squares on pyramid using those 5 rolls. Using the rules of a
Math pyramid, the bottom 2 squares add up to the square
above. Try to get the highest number at the top as you can.

Rolls

The Number Pyramid Contest (5 spots)

Roll a die 6 times. Pick your best 5 rolls. Then fill bottom 5
squares on pyramid using those 5 rolls. Using the rules of a
Math pyramid, the bottom 2 squares add up to the square
above. Try to get the highest number at the top as you can.

Rolls

18




The Number Pyramid Contest (6 spots)

Roll a die 7 times. Pick your best 6 rolls. Then fill bottom 6
squares on pyramid using those 6 rolls. Using the rules of a
Math pyramid, the bottom 2 squares add up to the square
above. Try to get the highest number at the top as you can.

Rolls

The Number Pyramid Contest (6 spots)

Roll a die 7 times. Pick your best 6 rolls. Then fill bottom 6
squares on pyramid using those 6 rolls. Using the rules of a
Math pyramid, the bottom 2 squares add up to the square
above. Try to get the highest number at the top as you can.

W

Rolls

19




The Number Pyramid Contest (7 spots)

Roll a die 8 times. Pick your best 7 rolls. Then fill bottom 7
squares on pyramid using those 7 rolls. Using the rules of a
Math pyramid, the bottom 2 squares add up to the square
above. Try to get the highest number at the top as you can.

Rolls

The Number Pyramid Contest (7 spots)

Roll a die 8 times. Pick your best 7 rolls. Then fill bottom 7
squares on pyramid using those 7 rolls. Using the rules of a
Math pyramid, the bottom 2 squares add up to the square
above. Try to get the highest number at the top as you can.

Rolls

20




The Number Pyramid Contest (8 spots) The Number Pyramid Contest (8 spots)
Roll a die 9 times. Pick your best 8 rolls. Then fill bottom 8 squares Roll a die 9 times. Pick your best 8 rolls. Then fill bottom 8 squares
on pyramid using those 7 rolls. Using the rules of a Math pyramid, on pyramid using those 7 rolls. Using the rules of a Math pyramid,
the bottom 2 squares add up to the square above. Try to get the the bottom 2 squares add up to the square above. Try to get the
highest number at the top as you can. highest number at the top as you can.
Rolls Rolls
1 2 3 4 5 6 7 ] 9 1 2 3 4 5 6 7 8 9




The Number Pyramid contest

Roll a die 10 times. Pick your best 9 rolls. Then fill bottom 9 squares on pyramid using those 9
rolls. Using the rules of a Math pyramid, the bottom 2 squares add up to the square above. Try to
get the highest number at the top as you can.

Rolls

1 2 3 4 5 6 1 8 9 10

22



30’s

What you need:

e 6 dices e 2 pads or pieces of e 2 pencils
paper

The objective

The object of the game is to take away all of your opponents points before they can eliminate all of your
points. You do this by adding up all 6 of the dice to 30 or higher.

Starting the game

Each player starts with 30 points written on a T chart. Each player rolls one die, the player which rolls the
highest number is the one who gets to go first.

Each turn
At the start of each turn the object is to get 30 or higher.

Start the turn by rolling all 6 dice.

Roll 1 Keep Keep
o o o o
o & o o
o & o o

Select the dice you would want to keep and place them to the side. In this case you would want to keep the
two sixes and roll the rest of the dice again. Each time you roll the dice you need to keep at least 1 of the
die. Before rolling the remaining dice the player needs to state how much the kept dice add up to. So in
this example it would be 12.

Roll 2

Keep Kept Kept

e e £ 832

Select the dice you would want to keep, state home much they add up to and roll the remaining dice.

Keep Kept Kept
e & o o
e & o o
® & o o

23



When all the dice are totalled one of three things can happen.

Scenario 1

If the person has ran out of turns and they are still under 30 they will minus however many they are under

30 from their own score.

Example

PY Player 1

Player 2

This hand adds up to 28 so Player one would minus 2 points from their own

30

28

30

score.

Scenario 2

If they get exactly 30. Nothing happens with the score it simply becomes the next players turn.

Example

Player 1 | Player 2
30 30
Scenario 3
If the player get over 30 as shown below then they will get a chance to roll the Total Trylzf to
dice again to minus points from the other persons score. The player who got 31 Onef
over 30 will get to roll all 6 dice again. This time they are looking to get as
o o . 32 Twos
many of a specific dice as possible. If the player gets 32 that would mean they
are trying to get as many twos all twos. The number the person would be going 33 Threes
for is on the chart beside. Just like with the first part of the turn they must keep | 34 Fours
one die each time they roll. They keep rolling till they do not get one of that die | 3> Fives
or till they run out of dice. Then they minus one point from the opponents score | 36 sixes
for ever die they rolled of the number. So if they rolled 3 twos before not
rolling any other two they would minus three points from their opponents score.
Example
Player 1 | Player 2
NP i
27
If this person rolled 3 twos they would minus three from their opponents

school.

One final rule once a player is below 10 they may choose to instead of minusing points from their
opponent’s score they have the choice of adding those points to their own score. So if I am below ten and I
get 33 and roll 4 threes I can either minus 4 from my opponents score or add 4 to my own score.

24




Line Br up High Low

Least Greatest

Line Er up High Low

TH

To start each person draws a domino, the person with the lowest number
(both sides combined) gets to go first.

Each player takes turns drawing a dominion placing it on the game board. All
pieces must be fully into the game space (you cannot have a piece hanging
over the edge.)

When the game boards are full each player subtracts the lowest from the
greatest. The person with the greatest number in between their numbers wins
the round and gets a point for that round.

Repeat the process for 9 rounds

Least Greatest
TH H T 0] Th H T 0]
1. To start each person draws a domino, the person with the lowest number

(both sides combined) gets to go first.

Round 1 Round 2 Round =
Round 4 Round 5 Round &
Round 7 Round € Round 9

2. Each player takes turns drawing a dominion placing it on the game board. All
pieces must be fully into the game space (you cannot have a piece hanging
over the edge.)

3. When the game boards are full each player subtracts the lowest from the
greatest. The person with the greatest number in between their numbers wins
the round and gets a point for that round.

4. Repeat the process for 9 rounds
Rouwnd 1 Round 2 Round =
Round 4 Round 5 Round &
Round 7 Round € Round 9

25




Race to the bottom

What you need:

o |dice
e A0 rolls score sheet.
e A pencil

The rules are simple.

Step I: Roll the die 100 times. Each time record your roll in one of the shaded
numbered spots.

Step 2: Subtract your rolls from 300 and see if you can get all the way to
ZErD.

Example:
It you roll at a you would record it in the top spot, then roll the 300
dice again, if it was a d you would put that in the next space. [
When you are Subtraction you would take your first roll which 3
was a from 300 which equals 285. Next you would subtract
your #Z roll from 285 which is 232. 295
See how quickly you can get to zero (if you can at all) 2
J
292

26



300

Race to the Bottom

Scoring sheet

2

43

45

46

47

17 25
18 26
19 27
20 28
21 30
22 3
23 32
24 33

40

48

4

49

21




50

5

59

67

52

68

76

53

69

m

93

70

78

94

55

il

79

95

56

2

80

96

57

73

91

97

58

74

82

98

75

83

99

100
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W Regroup Ro nd w
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Whatgou need
9- rﬂtlndre&s base 10 blocks i 10 sided die
19~-ten base 10 blocks i Kegroup round up game board.
19 ones base 10 blocks A score sheet.

5ct up
First each Plager needs to roll the die, the person with the lowest number will getto setup the game
board and the person with the highes’c roll will getto take the first turn.

To set up the board first roll the die and then select the amount of hundreds blocks, next roll the dice
again and take that amount of tens blocks and Fina”g roll the die one more time and take that amount

of ones blocks. T his will be your starting number.
Taking turns

The person rolls the die and then subtract the number the Plager rolled from the total !33 seParating
that amount of ones blocks. Regrouping the pieces if necessary. Make sure to take the points for
regrouping, | hen it is the next persons turn.

Regrouping is done by placing the picce you would like to regroup in the place value spot and
exchanging it for the appropriate amount of the next place value down. T his exchange is confirmed
correct by the person to the Players left.

Points
lgyou regroup from the tens to ones you getone Point

]{:gou regroup from the hundreds to the tens, then from the tens to the ones you get 3 Points‘

Finishing the game
T here are multiP]e ways to finish the game. One of the Fo“owing needs to be selected !33 either the
teacher or the Participants.

- Flay to zero -

' F]ay to a certain number of Points, 20,30, 50, 100. '

' ' ‘ F!ag a certain amount of time or rounds. ' ' ‘

29



MULTIPLYING DICE 6

10 152025 30
12 18 |24 30 36

# 1 2|3 4|5 6
I I 2 3 4 5 6
2 2 4|6 | 8 1012
3 3 6 9 12 15 18
4 4 | 8 12 16 20 24
5 5

6 6

Rules:

1. Role both dice. Multiply the two numbers and colour in the matching square.

If you roll doubles you get to go again.

The first person to get 3 in a row, vertically, horizontally or diagonally wins a round.
Best 2 out of 3 wins.

powN

This game requireg 2 six sided dice.
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12
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15
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36
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Multiplying Dice Game

# |1 | 2| 3| % 6 7 | 8| 9 10 1n 12
7 1 2 | 3 6 | 7, 8| 9 10 | 11| 12
2 2 | ¥4 6 8 10 12 14 16| 18 20 | 22 24
3 3 | 6 |9 12|15 |18 | 21 2% 27 | 30 33 | 36
24 4 | 8 12 16 20 |2% 28 32 36 | 40 44 48
S | 5 10|15 |20 25 30 35 40| 45 | 50 55 | 60
6 | 6 (71218 2% 30 36 |42 48 5% | 60 66 | 72
7 | 7 |14 | 27 |28 35 | ¥#2 49 56 63 | 70 | 77 | 8%
8 8 16 2% |32 |30 48|56 6% | 72 | 80 88 96
9 9 18 |27 306 ¥5 54 63 72| 871 | 90 | 99 (108
70 | 70 |20 | 30 #0 50 60 |70 80| 90 700 170 120
17 | 17 22|33 ¥4 | 55|66 | 77 88 99 1710 127 (132
12 12 2% | 36 |48 6O | 72 8% 96 (108 120 132 1344

Multiplying Dice Game

The Rules- (6 sided
dice)

1. Role all four dice. Add
together the dice that
match in colour.

2. Multiply the two
numbers and colour in
the matching square.

3. Ifyouroll doubles
you get to go again.

4. Ifyourole all 4 the
same number you get to
colour in any square you
choose.

5. The first person to get
2 lines of 4 in a row,
vertically, horizontally or
diagonally wins a round.

This game requires 4 dice. 2
of one colour and 2 of
another colour.

31



Multiplying Dice game (12 sided dice)

# |1 | 2| 3| % 6 7 | 8| 9 10 1n 12
7 1|2 | 3 | %4 6 | 7, 8| 9 10 | 11| 12
2 2 | ¥4 6 8 10 12 14 16| 18 20 | 22 24
3 3 | 6 |9 12|15 |18 | 21 2% 27 | 30 33 | 36
24 4 | 8 12 16 20 |2% 28 32 36 | 40 44 48
S | 5 10|15 |20 25 30 35 40| 45 | 50 55 | 60
6 | 6 (71218 2% 30 36 |42 48 5% | 60 66 | 72
7 | 7 |14 | 27 |28 35 | ¥#2 49 56 63 | 70 | 77 | 8%
8 8 16 2% |32 |30 48|56 6% | 72 | 80 88 96
9 9 18 |27 306 ¥5 54 63 72| 871 | 90 | 99 (108
70 | 70 |20 | 30 #0 50 60 |70 80| 90 700 170 120
17 | 17 22|33 ¥4 | 55|66 | 77 88 99 1710 127 (132
12 12 2% | 36 |48 6O | 72 8% 96 (108 120 132 1344

The Rules

1. Role both dice.
Multiply the two numbers
and colour in the
matching square.

2. Multiply the two
numbers and colour in
the matching square.

3. Ifyouroll doubles
you get to go again.

4. The first person to get
2 lines of 4 in a row,
vertically, horizontally or
diagonally wins a round.

This game requireg 2 — 12
sided dice.

32



Double Dice Dilemama Round 1
Roll Polnts Total Polnts
DPouble Dlee Dilemama Round 2

_|_

X

+

Roll

Polints

Total Polnts
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Double Dlee Dilemama

Round 1

_|_

X

+

Roll

Polnts

Total Polnts

Pouble Dlee Dilemama

Round 2

_|_

X

+

Roll

Polnts

Total Polnts

34




dhydh
NN

==
—
Oo—=
(=
=
=
(3
3
(S
-

ADA

DOADADE

W W W LD W W
B OA D A

B PAD ALED

NNV

dhydh




Fraction Fillup O AP HFE

« Materials: A game sheet, 2 dice, Z Purpose: is to claim more shapes
different colour pencil crayans. than your opponent.

How to play the game:

Starting: Each player rolls the Z dice the one with the larger fraction gets to go first.

Game play: A player rolls the two dice together. The lower numbers becomes the numerator the
higher number becomes the denominator. Then the player may colour in that exact fraction of spaces
on the board.

Hint: You may use equivalent fractions however a fraction can not be split between two denominators.

4 2 1 1
For example a 4 and a b can be cors but you can not colour in | 3 and 25

Unce a player has colored in more than half the shape. The shape is claimed as their own.
Winning: The game ends when there are no more shapes to claim.
|t the two players have the same amount of shaped the person with the one whole shape wins.

36
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