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Materials 2 monster brackets, number line

Players 4 or more (1 leader, 2 monster movers,
1 or more number guessers)
Skill Comparing numbers

Object of the Game To find the mystery number

Directions
(1) The leader thinks of a mystery number.
(2) The leader calls out 2 numbers.
* One number is smaller than the mystery number.
* The other number is larger than the mystery number.
(3) The monster movers cover these two numbers.
(@) One player guesses a number between the monsters.

(5) The leader tells whether the mystery number is smaller
or larger than the guessed number.

(6) One of the monster movers covers the guessed number.

(7 Players keep guessing until they guess the mystery
number.

The player who guesses the mystery number is the
next leader.
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Penny-Dice
Materials 1 dot die, 20 pennies
Players 2to 4
Skill Counting to 20
Object of the Game To have the most (or the fewest)
pennies |
Directions

(1 Put 20 pennies in the center of the table.
(2) Players take turns.

* When it is your turn, roll the die.

* Take the number of pennies shown on the die.
(3) Play until all of the pennies have been picked up.

* To pick up the last pennies, the number shown by the
die must match the number of pennies sfill in the center.

(4) Compare your groups of pennies.

O) Flip a penny to find out who wins.
* If you flip HEADS, the player with the most pennies wins.
e If you flip TAILS, the player with the fewest pennies wins.

Other Ways to Play
* Use 1 die and 30 pennies.

* Use 2 dice and 40O pennies.
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Materials 1dof die
1 Bunny Hop number line
| bunny marker for each player
Players 2
Skill Counting
Object of the Game To get to the carrot and back

to the bunny hole first

Directions

(D Both players start at the hole.

@ Take turns.

(3) When it is your turn, roll the die.

Move your bunny that number of hops.

* First hop toward the carrot.
You must roll the exact number to land on the carrot.

* Then hop back to the hole.
You must roll the exact number to land on the hole.

(5) Whoever hops the bunny back to the hole first wins.
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ToP-’t NAME DATE
Materials 2 sets of number cards 0-15
Players 2 or more
Skill Comparing numbers

Object of the Game To collect more cards

Directions

(1) Shuffle the cards. Put them facedown in a deck.

(2) Each player turns over a card and says the number.
) The player with the larger number takes both cards.
() If two cards show the same number, pick new cards.

The player with the larger number takes all the cards
for that round.

(5) The game is over when dll cards have been played.

(6) The player with more cards wins.

Other Ways to Play
* Use dominoes or 2 sets of number cards 0-22.
e Use the <, >, and = cards.

1. After each player turns over a card, put the <, >,
or = card between the cards and read the number
sentence out loud.

2. Follow the same rules as regular Top-It.
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Rock, Paper,
Scissors

Materials Math Masters, page Gl

Players 2

Skill Recording data with tally marks

Object of the Game To win the most rounds

Directions:

(1) Make rock, paper, or scissors behind your back.

2

rock  paper scissors

(2) Count to three with your partner.
Then show your hand.

(3) Use the rules to find the winner.
(@) Put a tally mark in the chart to show the winner.
(5) Repeat 20 fimes.

Rules:
* Scissors beat paper because scissors cut paper.
* Paper beats rock because paper wraps around rock.
* Rock beats scissors because rock makes scissors dull.

* If both players choose the same, it is a tie.
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DATE

Materials

Players
Skill

.

| dot die

1 Bunny Hop number line

I bunny marker for each player
2

Counting

Object of the Game To get fo the carrot and back

to the bunny hole first

Directions

(D) Both players start at the hole.

(2 Toke turns.

(3) Wheniit is your turn, roll the die.

(4) Move your bunny that number of hops.

* First hop toward the carrot.
You must roll the exact number to land on the carrot.

* Then hop back to the hole.
You must roll the exact number to land on the hole.

(5) Whoever hops the bunny back fo the hole first wins.
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DATE

Materials

Players
Skill

a doft die

a marker for each player
Math Masters, page Glé6

2

Count on the number grid

Object of the Game To be the first player to reach 50

Directions
Take turns.

(1) Put your marker on 0.

(2) Roll the die.

Look in the table to see how many spaces to move.

(3) The first player to reach or pass 50 wins.

Roll

Spaces

1

3 up

2 back

5 up

6 back

8 up

oo EWw N

10 up
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Rolling for 50
Gameboard
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and 1 dot die)
Players 2
Skill Finding sums of 1-digit numbers
Object of the Game To fill one column

L

Materials 2 dice (1 labeled with the numbers 3-8

Directions
(1) Work with a partner. Take turps.

(2) Roll both dice and find the sum.

(3) Shade the first empty box above the sum
in the table below.

(@) Play until one column is filled to the top.

13

4
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Ten-Frame Top-It |

DATE

Materials Jen-Frame Top-It Cards (Math Masters,
pages GI9-G21)
Players 2
Skill Comparing numbers represented
on ten frames
Object of the Game To collect more cards

Directions

@ Shuffle the cards.
Put them facedown in a deck.

(2) Each player turns over a card and says the number
on the ten frame.

(3 The player with the larger number takes both cards.
play g

(@) If two cards show the same number, pick new cards.

The player with the larger number takes all the cards
for that round.

(5) The game is over when all the cards have been
turned over.

(6) The player with more cards wins.
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Ten-Frame Top-It

Cards 1-6
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Ten-Frame Top-It

Cards 7-12
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Ten-Frame Top-It

Cards 13-18
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High Roller

Materials 2 dice
High Roller Record Sheet
(Math Masters, page G27)
Players 2
Skill Adding numbers
Object of the Game To have the larger sum

\_

Directions

(1) Take turns. Roll both dice.

(2) Record your first roll in the first two squares.

(3) Cross out the smaller number.

(8) Roll the die that shows the smaller number again.
(5) Record your second roll in the third square.

(6) Record the sum of the two dice on the line.

(@) The player with the larger sum wins the round.

Play 5 rounds. The player who wins the most rounds
is the winner.

High Roller Rerollthisdie High Roller Secondroll

G26
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Player 1
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Subtraction .
Bingo

Materials number cards 0-10 (4 of each),
Subtraction Bingo Game Mats (Math
Masters, pages G24 and G25), counters

Players 2

Skill Subtraction Facts 0-10

Object of the Game To get four in a row

Directions

(1) Shuffle the cards. Place the deck number-side down
on the table.

(2) Take turns. When it is your turn:

* Flip over two cards and subtract.
Call out the difference.

* Your partner checks your answer,

* You and your partner each put a counter
on one space on your game mat containing
the difference.

(3) Continue playing until one player covers 4 spaces in
a row. That player calls out “Bingo!” and is the winner.

G23
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Bingo Mat A
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Domino Top-It

Materials 1 set of dominoes, Domino Top-It Record
Sheet (Math Masters, page G29)

Players 2

Skill Finding and comparing sums

Object of the Game To collect more dominoes

Directions
(1) Place all of the dominoes facedown.

(2) Each player turns over a domino.
Each player says the total number of dofs.

(3) The player with the larger total takes both dominoes.
If the totals are the same, each player turns over
another domino.

The player with the larger total takes all the dominoes
from that round.

(@) The game is over when all of the dominoes have been
turned over.

(5) The player with more dominoes wins.

G28
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Domino Top-It ron
Record Sheet

Draw dofts in the dominoes for each furn.
Write the totals below the dominoes.
Circle the winning domino.

G29
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Roll and Record _

Doubles

Materials Roll and Record Doubles Record Sheet
(Math Masters, page G31), 1 dot die
Players 2
Skill Finding addition doubles
Object of the Game To fill one column

Directions
(1) Work with a partner.
(2) Roll the die.

Use that number to make a double.

(3) Shade the first empty box above the sum for the double.

@ Take turns until one column is filled.

Another Way to Play

Use number cards 0-10.

G30
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Roll and Record
Doubles Record Sheet
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Fishing for 10

Materials U sets of number cards (0-10), Fishing for 10
Record Sheet (Math Masters, page G33)
Players 2-4
Skill Practicing combinations of 10
Object of the Game To collect as many combinations
of 10 as you can

e

Directions

(1) Shuffle the cards and put them number-side down in a pile.

(2) Each player takes 5 cards.
* Remove pairs of cards that add to 10 from your hand.
* Place them number-side up on the fable.

(3) Draw cards from the pile so you have 5 cards again.

(@) Take turns. When it is your turn:
* Fish by asking ancther player for a card you need
to make a combination of 10.
* If that player does not have the card you need,
go fish, or draw a card from the pile.
* Place any combinations of 10 in your hand
number-side up on the table.

(5) Make sure everyone’s cards add to 10.

Play until there are no more cards in the pile and
nobody can make another combination of 10.

(@) Record 6 of your combinations of 10 on your
Fishing for 10 Record Sheet.

G32
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Fishing for 10

Record Sheet

Fishing for 10
Record Sheet

Write number sentences to show combinations of 10.

Il

10

10

10
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What’s your way? NAME DATE
Materials 10 coins, number grid
Players 2
Skill Finding 10 more and 10 less than a number

Object of the Game To get more coins

-

Directions
(D Player 1 names a number on the number grid.

(2) Player 2 flips a coin.

.’/.
. 4

i

@

(@) Player 1 asks, “What's your way?” Player 2 explains
how he or she found the answer.

(5 If Player 2 said the correct sum, he or she keeps the coin.
If Player 2 is wrong, he or she puts the coin back in the pile.

(6) Switch roles. The player with more coins wins.

G34
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The D'.g'.t Game NAME g

Materials number cards 0-9 (U of each)
Players 2

Skill Comparing 2-digit numbers
Object of the Game To collect more cards

Directions

(1) Shuffle the cards.
Place them facedown on the table,

(2) Each player turns over 2 cards and makes the larger of

the two possible 2-digit numbers with his or her cards.

(3) Each player says his number and what each digit
represents.

(@ The player with the larger number takes all the cards.
(5) The game ends when no cards are left.

(6) The player with more cards wins.

5 1

53 wins.

Variation: Each player takes 3 number cards and creates the largest
3-digit number possibie. The player with the larger number takes all the cards.

G35
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Penny-Dime A2 [ 24

Exchange

Materials 1dot die, 30 pennies, 5 dimes,
1 sheet of paper labeled “Bank”
Players 2
Skill Exchanging ones for tens
Object of the Game To collect more dimes

Directions

(D) Put the pennies and dimes in the bank.
Take turns.

(@ Roll the die. Take that number of pennies from the bank.

(3) When you have 10 pennies, say, "Exchange!”
Put the 10 pennies back in the bank and take 1 dime.

(@) Keep playing until there are no more dimes in the bank.

(5) The player with more dimes wins.

Another Way to Play

Put more money in the bank and use 2 dice.

G36
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Materials 2 sets of number cards 0-15
Players 2 or more
Skill Comparing numbers

Object of the Game To collect more cards

Directions

(1) Shuffle the cards. Put them facedown in a deck.

(2) Each player turns over a card and says the number.,
(3) The player with the larger number fakes both cards.
(@ If two cards show the same number, pick new cards.

The player with the larger number takes all the cards
for that round.

(5) The game is over when all cards have been played.

(6) The player with more cards wins.

Other Ways to Play
* Use dominoes or 2 sets of number cards 0-22.
e Use the <, >, and = cards.

1. After each player turns over a card, put the <, >,
or = card between the cards and read the number
sentence out loud.

2. Follow the same rules as regular Top-It.

G8
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Materials number cards 0-9 (4 of each),
Addifion Top-It Record Sheet
(Math Masters, page G38)

Players 2toH

Skill Addition facts

Object of the Game To collect the most cards

Directions

(1) Shuffle the cards.

(2) Place them number-side down on the table.

(3) Each player turns over 2 cards and calls out the sum.

(@) Record number sentences for the sums and compare
them with >, <, or = on the record sheet.

The player with the largest sum takes all the cards.
play g

* If the sums are equal, both players turn over 2 more
cards and call out the sum.

* The player with the larger sum then takes all the cards
for that round.

(6) The game ends when no cards are left.

@ The player with the most cards wins.
piay

G37



Addition Top-It e
Record Sheet

Record number sentences for your cards.
Use < and > to show which sum is larger.
If the sums are equal, use =.

<7 >7

Round Player 1 _ Player 2

Samplel] 4+ 6 = /0 < +3=1//

G38
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Before and After | v«
Materials number cards 0-10 (4 of each)
Players 2
Skill Identifying numbers that are 1 less or 1 more

Object of the Game To have fewer cards

Directions
(1 Shuffle the cards. Deal 6 cards to each player.

(2 Place 2 cards number-side up on the table.
Put the rest of the deck number-side down.

(3) Players take turns. When it is your turn:

* Look for a number in your hand that comes 1 before
or | affer one of the numbers on the table.
Put your humber on top of the number on the table.
Play as many cards as you can.
Take cards from the deck so you have 6 cards again.

e If you can't play any cards when your turn begins:
Place 2 cards from the deck number-side up on top of
the 2 cards on the table.

Try to play cards from your hand again.
If you sfill can't play your cards, your turn is over.

(@) The game is over when:

All the cards have been taken from the deck.
No one can play any more cards.

(5 The player holding fewer cards wins.

G39
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Base-10 Exchange |

N 2\
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DATE

s

Materials Tens-and-Ones Mat (Activity Sheet W),
base-10 blocks, 1 dot die
Players 2
Skill Place value: exchanging ones for tens
Object of the Game To get 10 longs

Directions
(1) Take turns roliing the die.

If you roll: then take:

L] @
1 long

|
8 2 longs
"' 3 cubes gas
«: : 4 cubes ssas
_::; 5 cubes sanss
S_i 6 cubes oossss

(2) Put the cubes on your Tens-and-Ones Mat.
When you can, exchange 10 cubes for 1 long.

(3) The first player to get 10 longs wins.

G40
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NAME

Place-Value Mat
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The Difference e -
Game

Materials Y each of number cards 1-10,
HO pennies, Bank

Players 2

Skill Finding differences

Object of the Game To take more pennies

Directions

(1) Shuffle the cards.
Place the deck facedown on the table.
Put HO pennies in the Bank.

(2) Each player draws a number card and takes that
number of pennies from the Bank.

(3) Find out how many more pennies one player has
than the other.

(@ The player with more pennies keeps the extra pennies,
or the difference.

(3) The rest of the pennies go back into the bank.

(6 The game ends when there are not enough pennies
to play another round.

@) The player with more pennies wins.
®
=
@ ——@®
®—® E

2 more pennies
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Tens-and-Ones

Mat

DATE

NAME

Ones 1s
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Animal Weight ‘1‘3
Top-It
[

Materials 2 sets of Animal Cards, base-10 blocks,
number grid

Players 2tol

Skill Adding 2-digit numbers

Object of the Game To collect the most cards

Directions
(1) Play with a partner.

Shutfle and place the cards in o stack, weight-side down.
@ P 9

Both players take two cards from the top of the deck.
(3® Both play P
() Find the total weight of the animals on your two cards.

(5) The player whose animals weigh more all fogether takes
all the cards.

(6) The game is over when all the cards have been used.

(?) The player with more cards wins.

GUH6
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Animal Cards

Orangutan
H8 in.

Activity Sheet 5



Animal Cards

Squirrel
5in.
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Flamingo
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Animal Cards

50 in. 43 in.
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Raccoon
23 in.

Animal Cards

Activity Sheet 8
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Stop and Go NAME DATE

Materials 6 GO Cards (+ 9, + 8, + 7 + 6, + 10, + 20),
6 STOP Cards (— O, — 0, — 10, — 10, — 20, — 20),
Stop and Go Record Sheet
Players 2 (the GO player and the STOP player)
Skill Adding and subtracting 2-digit numbers
Object of the Game To get to 50 (or to stop the other

player from getting to 50)

-

Directions

(1) The GO player puts the GO cards number-side down
and takes 1 GO card.

(2) The GO player adds 20 to the amount on the GO card
and records the sum on the Stop and Go Record Sheet.

The STOP player puts the STOP cards number-side down
player p
and takes 1 STOP card.

(@) The STOP player subtracts the amount on the STOP card
from the sum and records it on the Record Sheet.

(5) The players take turns adding and subtracting.
* If the GO player reaches 50, the GO player wins.

* If the STOP player pushes the GO player back to 0,
the STOP player wins.

* If the players run out of cards before the GO player
reaches 50, the STOP player wins.
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Penny-Dime-

Dollar Exchange

Skill

Materials

Players

1 dollar, 20 dimes, 20 pennies

1 Place-Value Mat with Money per player

(Math Masters, page TA30)

2 dot dice
f sheet of paper labeled “Bank”

2

Making place-value exchanges

Object of the Game To exchange for a dollar

Directions
(D Place all of the money in the bank.

(2) Players take turns. When it is your turn:
* Roll the dice.

¢ Take that number of cents from the bank.
Place the coins on the mat.

* If you have 10 or more pennies in the Pennies column,
exchange 10 pennies for 1 dime.

¢ If you have 10 or more dimes in the Dimes column,
exchange 10 dimes for 1 dollar.

(3 The winner is the first player to make the exchange

for a dollar.
$1.00 $0.10 $0.01 $1.00 $0.10 $0.0t
100¢ 10¢ 1¢ 100¢ 10¢ 1¢
Dollars 100s Fiats | Dimes 10s Longs | Pennies 1s Cubes Dollars 100s Flats } Dimes 10s Longs Pennies 1s Cubes
o 6 ®
®E ® ® ®
® ®
® ® A
¥ I
to bank from bank
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Beat the -
Calculator
Materials Fact Triangles
1 calculator
Players 1 “Caller)” 1 “Calculator” and 1 “Brain”
Skill Mental addition

Object of the Game To add numbers faster than a
player using a calculator

e

Directions
(1) Mix the Fact Triangles. Place them facedown on the table.
(2 The Caller:

* takes a Fact Triangle from the pile.

* covers the sum.

* says the fact without the sum.

For example, “3 + U is equal fo what?”

(3) The Calculator solves the problem with a calculator.
The Brain solves it without a calculator.
The Caller decides who found the sum first.

(@ Play about 10 rounds.
Then trade roles.

Another Way to Play

The Caller covers other numbers on the Fact Triangles.
Players find the covered number. They can subtract to find
the missing addend.

GH9
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Fact Triangles 3
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Materials [ number cards 0-10 (4 of each)
Players 3
Skill Practicing addition and subtraction facts

Object of the Game To solve for the number on
your card.

L

Directions

@ Ore person begins as the Dealer. The Dedaler gives
one card to each of the other two Players.

e Without looking at their cards, the Players hold them
on their foreheads with the number facing out.

€ The Dedler looks at both cards and says the sum of
the two numbers.

O Each Player looks at the other Player’s card. They
use the number they see and the sum said by the
Dedaler to figure out what the number on their card
must be. They say that number out loud.

one hundred sixty-two




© Once both Players have said their numbers, they can
look at their own cards.

@ Rotate roles and repeat the game.

0 Play continues until everyone has been
the Dedler five times, or until the entire deck of
cards has been used.

The players use the number they see and the sum fo try
to figure out what their own number is.

one hundred sixty-three |
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Number Cards 0-15
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Shaker Addition

Top-it

Materials Two dot dice or two 10-sided dice; counters
Players 2to 5
Skill Fact review and practice

Object of the Game To collect the most counters

Directions

(1) Make a pile of counters.

(2) Take turns shaking and rolling the dice.
* Add the numbers.
* Say the sum aloud.

* If you say the wrong answer, you cannot win
the round.

(3) The player with the highest correct sum takes a counter
from the pile.

If there is a tie, the tied players each take a counter.

(® Play as long as you have fime.
Record 5 rounds of play.
Circle the winning fact in each round.

(5) The player with the most counters when the game
is over wins.

G50
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234
Attribute Train

Materials Atfribute blocks
Players 2
Skill Comparing atfributes
Object of the Game To continue the train until all
blocks are played

Directions
(D Pick any block to start the train.

(2 Your partner picks a block that is different in only one way.
The difference can be in the shape, size, thickness, or color.

(3) You pick the next block that is different in only one way.
(@) Keep taking turns.
(5) The game ends when all the blocks have been played.

4 4

Each block is different in only one way.

Other Ways to Play
* Pick blocks that change in all but one attribute.

* Follow a pattern for every round. Change color, size,
shape, and then thickness.

G52
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Tric-Trac

Materials (2 six-sided dice

[ 122 pennies

L] 1 Tric-Trac Game Mat for each player
Players 2
Skill Addition facts 0-10

Object of the Game To have the lower sum.

Directions

@ Cover the empty circles on your game mat
with pennies.

9 Take turns. When it is your turn:
* Roll the dice. Find the total number of dots.
This is your sum.

* Move 1 of your pennies and cover your sum on
your game mat.
OR

* Move 2 or more of your pennies and cover any
numbers that can be added together to equal
your sum.

| one hundred sixty-eight




United States Mintimage

e Play continues unfil no more numbers can be
covered on your game mat. Your partner may
continue playing, even after you are finished.

O The game is over when neither player can cover
any more numbers on his or her game mat.

0 Find the sum of your uncovered numbers.
The player with the lower sum wins.

Set-up Tric-Trac Game Mat

Tric-Trac

OO@E®WEHODOE®W

one hundred sixty-nine
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T'me Matc,, NAME DATE

Materials Time Match Cards
Players 2 or more
Skill Telling time
Object of the Game To match as many cards as

you can

 S—

Directions

(1) Mix the cards, and place them facedown on the table.
Take turns.

(2) Flip over 2 cards.

(3) If the cards match, keep them and take another turn.
If the cards do not match, flip them back over.

(4) When dll the cards have been matched, the player with
the most matches wins.
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Time Match
cards {continued)
3 oclock 5 oclock It o'’clock
70clock | bocock i 12 oclock
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Time Match
cards (continued)

DATE

NAME
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Half-past
11 o’clock

Half-past
4 o’clock

-
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Materials None
Players 2 to 4
Skill Describing and identifying shapes

Object of the Game To correctly guess the shape

Directions

O Play with a partner or in a small group.
Take turns being the Spy.

(2) When you are the Spy:
4 Py

* Look for a shape in the room.
Don't tell anyone the name of the shape you spy.

* Say, T spy with my little eye a shape with. ..
Then give clues that describe your shape.
Be sure to use defining attributes.

(3) Other players guess which shape was spied.
@ Play again with another player as the Spy.

I spy with my little eye a
shape with 4 sides that are all the
same length,

G58
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Make My Design Nawe
Materials Pattern blocks, folder
Players 2
Skill Create composite shapes

Object of the Game To create the same shape as
your partner

Directions

(1 Player 1 chooses 6 blocks.
Player 2 chooses the same 6 blocks.

(2 Players sit face-to-face with a folder between them.
They stand the folder to hide the designs.

(3 Player 1 creates a shape with the blocks.

@ Using only words, Player 1 tells Player 2 how to “Make
My Design.” Player 2 can ask questions.

Om use.

(3) Players remove the folder and look at the two designs.
Players discuss how closely the designs match.

n is graned to reproduce for classro
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COmPosing New Shapes Lesson 8-5
from Pattern Blocks 2

(3) Make a shape from three fat rhombuses and 1 hexagon.

(4) Make ashape from two trapezoids and two triangles.

238  two hundred thirty-eight

Capyright @ McGraw-Hill Education, Permission is granted 1o reproduce fer classroom use.



M use.

ticn. Permission is gran

Cepyright @ McGraw-Hill Educai

N 2\

. A4 [34
Before and After | w-
| Materials number cards 0-10 (4 of each)
Players 2
Skill Identifying numbers that are 1 less or 1 more
Object of the Game To have fewer cards

Directions
(D Shuffle the cards. Deal 6 cards to each player.

(@ Place 2 cards number-side up on the table.
Put the rest of the deck number-side down.

©) Players take turns. When it is your turn:

* Look for a number in your hand that comes 1 before
or | affer one of the numbers on the table.
Put your number on top of the number on the table.
Play as many cards as you can.
Take cards from the deck so you have 6 cards again.

* If you can't play any cards when your turn begins:
Place 2 cards from the deck number-side up on top of
the 2 cards on the table.

Try fo play cards from your hand again.
If you still can't play your cards, your turn is over.

@ The game is over when:

All the cards have been taken from the deck.
No one can play any more cards.

(5 The player holding fewer cards wins.

G39



Number Cards 0-15
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Activity Sheet 1
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Top-it (with School Store Cards)

Materials (] School Store Top-If Cards
(] number grid
Players 2
Skills Add and compare sums of 2-digit numbers
Object of To collect more cards
the Game
Directions

1.

2

Cut out the School Store Top-/t Cards.

Shuffle the cards. Put them facedown in a deck.

Each player turns over two cards and adds the prices on each card.
The player with the higher total cost takes all the cards.

The game is over when all cards have been played.

The player with more cards wins.



SChool Store Lesson 9-8
Top-It Cards
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