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Activity 1: Close to Zero (deck of cards)

Addition & Subtraction

Shuffle a deck of cards and place them face down in a stack. Take 6
cards each from the top of the stack and use them fo create a
subtraction problem with fwe 3-digit numbers. Arrange your cards to
make a difference as close to zero as possible. Record and solve your subtraction
problem. Use a calculator To check each other's work. The player with the difference
closest to zero scores one point. The player with the most points after five rounds
wins tThe game.

Activity 2: Money Trade In (Versions 1, 2, 3) (counters, spinner)

Player 1 spins the money spinner, they will then use their counters to cover that cein
amount. Player 2 spins and on their board they will use their counters to cover the coin
amount that they rolled. This play will continue for each player. As each player spins,
they will continue to add on to their total, trading up small coin amounts for larger
coins. Ex: When a player has 5 pennies and 1 nickel covered up, they can trade their .
counters up for a dime. All trade-ins should happen on their turn. The goal of the game
is to be the first player to trade up to $5.

Each player starts with one counter on the $5 bill. Player 1 spins the money spinner,
they will then subtract that amount from their $5. This will require trading in their $5
for smalfer bills and coins. Piayer 2 spins and will also subfract the amount from their
$5. As each player spins, they will continue to subtract from their total, each time
counting down. The goal of the game is fo-be the first player to spend all their money
down to zero.

Each player will cover $2 and 50¢ on their boards. This can be created by any
combination of ceins and bills that the player decides. Player 1 spins The money spinner
and The operation spinner, The operation spinner determines if the player will add or
subtract the money amount that they spun. This play will continue for each player. As
each player spins, they will continue to add on or subtract from their total, trading up
to larger coins or trading down to smaller coins of equal value. Ex: When a player has 5
pennies and 1 nickel covered up, they can trade their counters up for a dime. All trade-
ins should happen on their turn. The goal of the game is to be the first player fo reach

$5.

Activity 3: Decimal Golf (Dice)

Players will take turns rolling the double die and using the two numbers to create a
decimal number., Ex: rolled a 2 and a 5 could create .25, .52, 2.5, 5.2. The number
created should be as close to par as possible for that particular round. Players will
record their turns on their recording sheet. After each player goes in a round, they
determine who was closest to par. The player who was closest will circle their turn for
that round. If there is a tie, both players circle their turn. Play continues until each
has shot all nine holes. The winner is the player at the end who has the most circled
turns. Students can use any manipulatives needed to help with the computation in this
game. The focus should remain on comparing decimal numbers rather than adding and
subtracting. Players can use a calculator to verify their reasoning about who was
closest each time.




Close to Zero

Materials: Deck of cards

¢ Shuffle a deck of cards and place them face down in a stack.

e Take 6 cards each from the top of the stack and use them to
create a subtraction problem with two 3-digit humbers.

e Arrange your cards fo make a difference as close to zero as
possible.

¢ Record and solve your subtraction problem.

» The player with the difference closest to zero scores one
point,

o The player with the mast points after five

¢ rounds wins the game.



Money Trade In

Materials: counters, spinner
Version 1

Player 1 spins the money spinner, they will then use their counters fo cover that
coin amount.

Player 2 spins and use their counters to.cover the coin amount that fhey rolled.
Play continues for each player.

As each player spins, continue to add on to your total, trading up-small coin
amounts for larger coins. Ex: When a player has 5 pennies and 1 nickel covered
up, they can trade their counters up for a dime. All rade-ins should happen on
their turn.

The goal of the game is to be the first player to trade up to $5.

Version 2

Each player starts with one counter on the $5 bill,

Player 1 spins the money spinner, and subtracts that amount from the $5. This
will require trading in their $5 for smaller bills and coins.

Player 2 spins and also subtracts the amount from their $5. Aseach player
spins, they will continue to subtract from their fotal, each time counting down.
The goal of the game is to be the first piayer to spend all their money down fo
zero.

Version 3

Each player will cover $2 and 50¢ on their boards. This can be created by any
combination of coins and bills that the player decides.

Player 1 spins the money spinner and the operation spinner. The operation
spinner determines if the player will add or subtract the money amount that
they spun.

Play wili continue for each player. As each player spins, They will continue to add
on or subtract from their fotal, trading up to larger coins or trading down to
smaller coins of equal value. Ex: When a player has 5 pennies and 1 nickel
covered up, they can trade their counters up for a dime. All trade-ins should
happen on their turn, |

The goal of the game is to be the first player to reach $5.
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Decimal Golf

Materials: Dice

. Players will take turns rolling the double die and using the ftwo
humbers to create a decimal number. Ex: rolleda2 and a5
could create .25, 52, 2.5, 5.2. The number created should be
as close to par as possible for that particular round.

- Players wili record their turns on their recording sheef.

. After-each player goes in a round, they determine who was
closest to par.
The player who was closest will circle their turn for that round.

. If there is a tie, both players circle their turn.

. Play continues until each has shot all nine holes.

- The winner is the player at the_end who has the most circled
turns.




Hole Number 1 2 3 4 5 & 7 8 9
Par 1025110 |015] 05 | 064 35 | 058 1.3 | 022

Player Cme: :. -, :

Player Two:

Hole Number 1 z2 3 4 5 6 7 8 G
Par 025 | 1.0 {015 05 | 044 35 {058 | 1.3 | 0.22]

Flayer One:

Player Two:

Hole Number 1 Z 3 4 5 6 7 8 G
Par P25 1 10 |05 08 {064 35 058 1.3 | 0.22

Player One:

Player Two:

Hole Number 1 2 3 4 5 & 7 8 9
Par lo2s| 10 ]015] 05 {064| 35 | 0581 1.3 | 022

Player One:

Player Two:




Fractions

Activity 1: Equivalence Go Fish (Fraction cards)

» Deal five cards to each player. The rest of the cards are put in the middle as the draw pile. If any
player has any matches, they are-able to put them down. Players will Take turns asking one another
for an equivalent match for a fraction they have in their-hand. If a match is given, they are able to
put it down and ask for another. If no match is given, the player must "Go Fish" from the draw pile.
Play continues until the “pond” is depleted. The player with the most equivalent matches wins!

Activity 2: Cover Up & Uncover (Strips of a whole, halves, fourths, eighths, sixteenths, Spinner)

« Cover: Take turns spinning the fraction spinner. On your turn, the fraction that comes up on the
spinner tells what size piece fo place on the whole strip. Check with your partner to be sure he or she
agrees with what you did. After finishing your turn, say "Done” and pass the die to your partner. The
first-player to cover his or her whole strip exactly wins. If you need only a small piece, % or /1 for
example, and you spin % or % you can'f play. You must spina fraction smaller than or exactly what you
need.

s Uncover: Each player covers his or her whole strip with The-+wo $ pieces. Take turns spinning the
fraction spinner. On your turn, take one of the three options: Remove a piece (only if you have a piece
the size indicated by the fraction on the spinner), Exchange any of the pieces on your whole strip for
equivalent pieces, Do nothing. Check with your partner to be sure he or she agrees with what you did.
After finishing your turn, say "Done” and pass the spinner to your partner. The first player who
removes all pieces from the whole strip wins. Note: You may not remove a piece and exchange on the
same turn; you can only do one or the other. Note: You have to go out exactly. This means that if
you have only one piece left and roll a fraction that is larger, you may not remove the piece.

Activity 3: Closest to 0, %. 1 (fraction cards, spinner)

» Cards are evenly distributed between Two players. Each player turns over their fop card and the
spinner is spun. Whichever player’s card matches the spinner gets fo keep the 2 fraction cards. The
player with the most cards after every card has been played wins. In order o prove which card is
more or less, players must go through the following steps:

1. Players must first discuss which fraction they think matches the spinner (why and how they
know) {abstract)

2. Players must identify where each card would be on the number line by placing a chip.
(representation) :

3. Players verify their answer by modeling through fraction bars, circles, etc... {concrete)




Activity 4: Build a Fraction Wall (fraction word and numeral cards)

Work with a partner. Place the cards face down in two stacks. One stack should have numerals and
the other stack fraction words. Take turns to turn over two cards (one from each stack) and write
your initials in a matching fraction on your Fraction Wall. For example, if you turn over 2 thirds you
could write your initials in 2 thirds or in 4 sixths because they are equivalent, If you use an
equivalent fraction use the math talk sentence to explain your thinking. If your turn over a card
marked 'Free Choice Denominator’ you may choose any denominator that you need. If you do not have
the fraction on your board miss a turn. The winner is the person with the greatest number of wholes
when there are no cards left in the stacks. Use fraction tiles to justify and check equivalencies.

Activity 5: Fraction Tracks (fraction cards, chips/counters)

The object of the game is to capture chips by landing exactly on 1 on any track. When a player lands
on 1, the player wins the chip. Start the game by placing one chip on each-irack, either at the

-beginning cf each track or at randomly selected points for fractions less than 1. Players take furns

choosing a card from the deck. The fraction on the card is the total move a player must make using
one or more chips. It does not indicate points to fand on. Move a chip or chips to total the amount
shown on the card. The play can move on one track or on several tracks, but the total must equal the
fraction onthe card. If this cennot be done, the player must pass. A play may not “wrap around” and
keep going on the same track within a turn. When a player lands on 1, the player wins that chip.
When a chip is won, place a new chip at O on the same track so the next player has access to a chip on
every track.

Activity 6t Snag a Spoon (plastic spoons, fraction/decimal cards)

In the middle of the table, place one less spoon than the number of players. For example, if there
are 5 players, use 4 spoons. Deal 4 cards to each piayer and explain the rules. The object is to get "4
equivalents of a kind”, for example .30, 30/100, 3/10, 6/20. The dealer will begin by taking the top
card from the deck. She will look at it and decide if she wants to keep it or pass it. If she keeps it,
she must discard one of her cards and pass it face-down to the next player. If she doesn't want if,
she simply passes the card face-down to the next player. Play continues in a circle until one player
gets "4 equivalents of a kind". That player grabs a spoon - trying to do so secretly. As soon as
another player notices someone has grabbed a spoon, he should grab one, tool Suddenly, everyone will
be grabbing for a spoon! The player who does not get a spoon is out. Remove one and continue playing
until there are no spoons left ~ whoever gets the last one is the champion!




Equivalence Go Fish

Materials: Fraction Cards

o Deal five cards to each player.

¢ The rest of the cards are put in the middle as the araw pile.

e If any player has any matches, put them down.

¢ Players will take turns asking one another for an equivalent match for
a fraction they have in their hand.

e If amatch is given, they are able to put it down and ask for another.

e If no match is given, the player must "Go Fish” from the draw pile.

 Play continues until the "pond” is depleted.

o The player with the most equivalent matches wins!
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Cover Up & Uncover

Materials: Strips of a whole, halves, fourths, eighths, sixteenths, Spinner

Cover:

« Take turns spinning the fraction spinner.

¢ Onyour turn, the fraction that comes up on the spinner tells what size piece to
place on the whole strip.

« Check with your partner to be sure he or she agrees with what you did.

« After finishing your turn, say "Done" and pass the die to your partner.

« The first player to cover his or her whole strip exactly wins.

« If you need only a small piece, % or /1 for example, and you spin % or % you
can't play.

« You must spin a fraction smaller than or exactly what you need.

Uncover:

« Each player covers his or her whole strip with the two % pieces.

» Take turns spinning the fraction spinner.

« Qnvyour turn, take one of the three options: Remove.a piece (enly if you have a
piece the size indicated by the fraction on the spinner), Exchange any of the
pieces on your whole strip for equivalent pieces, or Do nothing.

« Check with your partner to be sure he or she agrees with what you did.

« After finishing your turn, say "Done" and pass the spinner to your partner.

« The first player who removes ail pieces from the whole strip wins:

+ You may not remove a piece and exchange on the same turn; you can only do one
or the other.

« You have to go out exactly. This means that if you have only one piece left and
roll a fraction that is larger, you may not remove the piece.
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Print and cut out 2 sets of numeralfword fraction cards

- o




Free choice

Free choice

denominator! | denominator! halves
thirds fourths | fifths
sixths tenths halves
thirds fourths sixths




Fraction Track Activity

You need:

Fraction Cards
Fraction Track Gamebocard
20 beans fcounters

Play with 1 or 2 players or with 2 pairs.

Playingto 1

1. Use only the cards that are equal to 1 whole or less than 1. Mix:the cards,
and place the deck of cards facedown.

2. Use the Completed Fraction Track Game thatgoes-to 1,

3. Place seven chips on thegameboard, one on each track, at zero.

4, Players take turns drawing the top card and moving a bean {or beans) to
total the amount on the card.

5. The goal is to move beans so they land on exactly the number 1. When
you land on 1 you win the bean. When a bean is won, place a new chip at
0 on the same track so that the next player has a chip on every track for
that player’s turn.

6. If you cannot move the total amount of your Fraction Card you iose that

turn.



Completed Fraction Track Gemeboard, Part 1
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Fraction Cards..
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Fraction Tr ﬁﬁg Gameboard, Part 2
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Snag a Spoon

Materials: plastic spoons, fraction/decimal cards

e Inthe middle of the table, place one less spoon than the number of players. For example, if
there are 5 players, use 4 spoons. :
« Deal 4 cards to each player.
« The object is to get "4 equivalents of a kind", for example .30, 30/100, 3/10, 6/20.
« The dealer will begin by taking the top card from the deck.
« Player one will look at it and decide if he/she wants to keep it or pass it.
o If the player keeps it, she/he must discard one of his/her cards and pass it face-down to
the next player.
s If she/he doesn't want it, she/he simply passes the card face-down to the next player.
« Play continues in a circle until one player gets "4 equivalents of a kind".
« That player grabs a spoon - trying to do so secretly.
« As soon as another player netices someone has grabbed a spoon, he/she should grab one, Too!
« Suddenly, everyone will be grabbing for a spoon!
« The player who does not get a spoon is out.
« Remove one and continue playing until there are no spoons left - whoever gets the last one is
the champion!
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Activity 1: Surrounding Digits (counters, dice)

Place Value

Each player places his/her counter on one square of the game
board. Player one rolls the die. Player one may now move his/her
counter to any square with a number with a digit the same as the
die. The poinis earned are determined by the value of the digit. Player two
continues by following the same directions. Compare scores after round one.
Who is winning? By how much? Each round is played following the rules above.
Starting with round two, compute the subtotal after each round. The player
with The most points at the end of 10 rounds is the winner.

Activity 2: Target 300 and Target 15,287 (dice)

Each student needs a recording sheet.

Target 300 has the students try to get to 300 in 6 rolls without going over.
Target 15, 287 needs to be up on the board (15,287). The aim is to be on target
or as close as possibie by adding all the numbers that have been rolled at the
end of 10 rolls of the die. Each student takes turns rolling the die. On his/her
roll, the student chooses which number to write. For example, if he/she rolis a
5, the student elects to write B, 50, 500, or 5000. Then, it is the next student's
turn. Players will keep documenting their rolls from each turn on their
recording sheet. If a zero is rolied, the student loses his/her turn. After ten-
rolls the player closest to 15, 287 without going over, wins!

Change the Target and try again.

Activity 3: Guess Which Decimal (counters)

Each player will secretly select one decimal number on their game board and
write this number on a sticky note. Players will fake turns asking yes or no
questions to one another in attempt fo narrow down the choices for the correct
decimal guess. Players will cover the numbers on the board that do not match
their partner's secret number. When a player believes they have determined
their partner's number, they may guess it on their furn. The first person to
guess correctly wins.

Activity 4: Deci-Mill Dunk (dice, counters)
« Take turns rolling the dice. Choose either space on the grid named.by the digits

on the die. Example: (4,5) or (5,4). Find a humber less than the number on the

grid in the space you rolled. Place your marker there. If there is no open space

with a number less than your roli, you lose a turn. Continue faking turns until one

player has four in a row in any direction. If all spaces are filled with no color in
a row of four, the player with the most markers on the board is the winner. |



916

) | 762

913

218

2624 |

380

401

727

348

940

2835

428

629

/783

504

1299

851

167

640

317

2516

970

481

635

1838

592

758

839

1691

327

2304

912

706




Players: 2

Materials: 2 counters, one 10 sided die, one game board

Directions:

Each player places his/her counter on.one square of the game
board.

Player one rolls the die. Player one may now move his/her counter
to any square with a number with a digit the same as the die. The
points earned are determined by the value of the digit.

Player two continues by following the same directions.

Compare scores after round one. Who is winning? By how much?
Each round is played following the rrules above,

Starting with round two, compute the subtotal after each round.

The player with the most points at the end of 10 rounds is the
winner.



Target 300

You need:
1 die
2 players

Directions

The object of the game is to be the player whose total is closest to 300 after six
rolls of the die.The total can be exactly 300, less than 300, or greater than 300:

Each player must use all six turns.

1. Each player draws a two-column chartas a
score sheet as shown, one coiumn for each
player.

2. Player 1 rolls the die and decides whether to
multiply the number rolled by 10, 20, 30, 40,
or 50, keeping in mind that each player will
have six turns to reach the targeted amount
of 300.

3. Bothplayers write the muitiplication
sentence representing the first-player’s
choice and product, For example, Piayer 1
rolls a 2 and chooses to multiply it by 20.
Both players write the multiplication number
model:2 X 20.= 40.

4, Player 1 hands the die to Player 2. Player 2
follows the same steps as Player 1.

5. At the end of each turn, the player adds her
new amount to the previous score to keep a
running total.

Player 1 Player 2
Player 1 Player 2
2xX20=40

6. At the end of six turns, players compare scores to see whose score is closest to
300. Each player records the following prompts under his or her chart:

won.

was points away from 300.
was points away from 300.




Target 15 287

Roll # Value chosen Running Total
1
2
3
4
5
6
7
9
10

Total after 10 rolls:-

Target 15 287

Roll # Value chosen Running Total
1
2
3
4
5
6
7
8
9
10

Total after 10 rolls:




Guess Which Decimal - Game Board A
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Guess Which Decimal - Game Board B
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0.18




Building Fluersy: comparing decimals

Materials: a pair of dice, 20 different color game markers per player {colar tijes}

Number of P!aye;s: 2-4

Directions:

1. Take turns ralling the dice.
2. Choose sither space on the grid named by the digits on the die
Example: {4,5) or {5,4),

Deci-Mill Dunk

3.Find & number less than the number on the grid in the space you rolled. Place your marker thera,
4.Ifthere is no open space with a number less than your roll, you lose a turn,
5. Continue taking turns until one player has four in a rew in any direction. If all spaces are filled with no celor in a row of

four, the player with the most markers on the boerd is the winner.

Variation/Extension: Students can create their own gmaeboard. Have students expiain how they know which decimal is bigger.
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