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ROCK	‘N	ROLL
LEVEL: Grade 4 - 6

SKILLS: comparing place value, expanding numbers

PLAYERS: 2 – 4 (1 player as referee)

EQUIPMENT: 2 – 6 dice per player (# of dice will determine value of number), recording 
sheet

GOAL: to be the first player to order their dice and to create the greatest number 
possible

GETTING	 STARTED:	 The referee calls players to “Rock and Roll”. All players shake 
their dice and hide the roll with their hands until the referee calls “Reveal”. Players then begin 
arranging their dice to make the greatest number possible. The first player to finish calls out 
“Rock and Roll”. All other players must immediately freeze their work in their current order and 
pull their hands off their dice. The first player verbalizes their number to the other players.
If the first player to finish has correctly ordered and read their number, they earn 5 points. 
Players then get to finish arranging their rolls to create their number. All players compare their 
numbers. The player with the greatest number in the round earns 5 points. It is possible for 
a player to earn 10 points if their dice are arranged first, correctly ordered and the greatest 
number for the round.

Don’t allow students to use AND  when reading their whole 
numbers. AND is for decimals. "six hundred fifty" (650) is a 
different number than "six hundred and fifty" (600.50)

Roll

Read Sixty-five thousand, four hundred twenty-two

Arrange  6 5  4 2 2

EXAMPLE: Playing to ten thousands

VARIATIONS:
1. Students play for the least possible number.
2. Students play on the decimal gameboard.
3. Arrange and write all your numbers in ascending order.
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ROCK	‘N	ROLL

JOURNAL	WORK	AND	EXTENSIONS:
1. Why is it important to see place value represented in many different ways?
2. What is the greatest possible number that can be rolled? The least? How close were you on

any roll to either of these possibilities?
3. What strategy did you use to tell which number was the greatest in the round? Do you use the

same strategy when the numbers were very close?
4. This game is excellent for teaching expanded notation. After each round have players place

their dice on one of the place value charts on page 94 or 95.  This provides the language
for the students. After the dice are placed, have players expand them out as shown in the
picture below. The blank spaces in the charts represent zeros. From this physical expanding
of the number we then have students record on their math journal recording sheet.

5. Pick any two numbers and draw using place value pictures. Show each number decomposed
two ways.

6. Use blank place value chart on page 96 to differentiate your instruction.
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ROCK	‘N	ROLL	GAMEBOARD	I
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ROCK	'N	ROLL	GAMEBOARD	II
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ROCK	‘N	ROLL	RECORDING	SHEET
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WHAT’S	YOUR	NUMBER?

LEVEL: Grades 4 - 6

SKILLS: four to six-digit place value, decimal place value

PLAYERS: 3 or more

EQUIPMENT: cards (Ace=1) - 9, recording sheet

GOAL: to create the greatest possible number

GETTING	STARTED:	Prior to starting the game, decide on the place value of numbers 
to be built and select the appropriate recording sheet. The deck is placed face down. Player 
One draws a card and places it face up. All players must now write this number down on their 
recording sheet. Players may choose any place value position on their board. Players continue 
drawing cards and filling in their boards choosing the best possible place value position for their 
number. A number cannot be erased once filled into the grid. After the numbers are complete, 
players compare their numbers. The player with the greatest number earns ten points. If more 
than one player has the greatest number, they each score ten points. Play to 100 points.
EXAMPLE:

1000 100 10 1's 0.1's 0.01's

7 3

1000 100 10 1's 0.1's 0.01's

7 3

●

●

Player One

Player Two

This continues until the numbers have been completed. Players compare numbers and the 
player with the greatest number scores 10 points. 

Player One turns over a 3 and says, “I am putting 3 in my tenths place. 0.3 is my 
number.” Player Two says, “I will put 3 in my one's spot. My number is 3.”
Player Two turns over the next card, a 7, and says, “I am putting 7 in my 
hundreds spot for 700. My new number is 703." Player One says, “I am putting 7 
in my ten's spot for 70. My new number is 70.3.”
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WHAT’S	YOUR	NUMBER?

JOURNAL	WORK	AND	EXTENSIONS:
1. In their math journals, have students describe what strategies they used to create the greatest

number. Did their partner use the same strategies or were they different? If so how? If they
were to play the game again, what would they do differently to improve their chances of
winning?

2. Beside each chart, have students write the numbers they created in expanded form.
3. Suppose you could rearrange your numbers again after they have all been drawn. What

would you change and why?
4. Decimals are a concept that can be challenging for students to grasp. When comparing

numbers, remind students to look at the whole number first, before the decimal. Then have
them look at the numbers after the decimal (mantissa) and compare them in the same way
starting with the first number (tenths), followed by the rest. If a number has less decimal
places than the other, add zeros on to the end of it to make comparing less complicated.

5. Choose any one of your numbers, break and decompose it as many ways as you can think of.
6. Place three of your numbers on an open number line and space them according to their

relative size.

7. Take your greatest and least number and multiply by the following:
• × .1
• × .01
• × .001

Identify the patterns you discovered in your answers.

1225.61 1416.23 2746.63
⌂ ⌂ ⌂
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WHAT’S	YOUR	NUMBER	RECORDING	SHEET	I

100 000 10 000 1000 100 10 1

100 000 10 000 1000 100 10 1

100 000 10 000 1000 100 10 1

100 000 10 000 1000 100 10 1

100 000 10 000 1000 100 10 1

100 000 10 000 1000 100 10 1
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TO	SUM	IT	UP

LEVEL: Grade 3 and up

SKILLS: adding three-digit numbers

PLAYERS: 2 or more, or teacher vs whole group

EQUIPMENT: cards (Ace=1) - 9, one recording sheet for each player

GOAL: to make the greatest sum

GETTING	STARTED: The deck is placed face down. A card is drawn and is placed face up. 
Each player selects a space on their gameboard and writes the number of this card on it. Eight 
more cards are drawn one at a time and players proceed to fill in their recording sheets. Once 
all spaces are filled in, players complete their addition. The player with the greatest sum is the 
winner of that round and scores one point. In the event of a tie, each player receives one point. 
The winner is the one with the most points after a set number of rounds or a set time limit.

JOURNAL	WORK	AND	EXTENSIONS:
1. As players have more experience with this game, they will develop strategies to maximize

their chances. In their math journals, have students write what strategies they used to create
the greatest sum.

2. After the game has been played, have students look back at their game sheet and rearrange
any of their numbers that did not make the greatest possible sum then write their new equation
beside their original one.

3. Have students take their sums and draw the place value representation:

VARIATION:
1. Vary the number of cards to modify the level of difficulty. It is

easy to have all students play the same game but differentiate 
the recording sheet to present the appropriate challenge.

++

+
2. If you do not want any regrouping work, use cards (Ace=1) - 4 only and start with a

simplified  recording sheet.
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TO	SUM	IT	UP	RECORDING	SHEET	I
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SUPER STAR TRAVELLER

LEVEL: Grade 4 and up

SKILLS: mixed operations, problem solving

PLAYERS: cooperative groups, pairs or solitaire

EQUIPMENT: 49 cards (Ace=1) - (Jack=11, Queen=12) + 1 Joker (wild), 2 dice, recording
sheet

GOAL: to take away all of the cards before getting all five stars colored in

GETTING	STARTED:	
Players build a 7 × 7 grid with cards face up. 

VARIATIONS:
1. Add integer work for those students who are ready.

Red cards are negative values, black cards positive.

Player rolls the dice and adds them together 
for a target. Players may take away any 
combination of cards that equals the roll and 
that appears at the bottom of any column. All 
operations or a combination may be used to 
a maximum of five cards taken away per roll.
In the event that a card or combination cannot 
be found, players color in one star. Play 
continues until all cards are removed or all 
stars are colored in. As players have more 
experience, they will develop more strategies 
to maximize their chances.
Example:

Players may want to use 
multiplication and division to 
help them remove cards. If their 
target number is 6, they can 
calculate (9 × 8) ÷ 12 = 6.

1 1 12
2 2

3
333

3
2

11
Roll 1: dice rolled 2,3  target = 5
Take away 10♥,2♣,5♦,2♠,10♠

Round 3: dice rolled 5,1  target = 6
Take away 9♥,Joker=5,11♦, 6♠, 11♠, 

Round 2: dice rolled 6,2  target = 8
Take away 8♥, 3♠, 8♦, 8♠
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SUPER	STAR	TRAVELLER	RECORDING	SHEET

DICE	ROLLED TARGET MY	MATH	SENTENCE

+ =

+ =

+ =

+ =

+ =

+ =

+ =

+ =

+ =

+ =
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