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LET’S NOODLE...
VISUAL NOTETAKING IDEAS

DICE CARDS
GOAL TAKE TURNS
RULE TWIST PLAYERS
BONEYARD MATH TALK
MATH THINKING OTHER...
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HORSE RACE

Each player takes 18 dice of own color.
Each player rolls two dice and adds.

Player with the greatest sum places them into their side of the tray, least sum places in lid.
Player with the most dice on their side of the tray at the end of the game wins.

PLAYER PLAYER
ONE TWO

WARP 18

» Explore Associative Property of Addition.

» Each player takes 18 dice of their own color.

» Each player rolls 3 dice and adds.

» Player with the greatest sum places them into their side of the tray, least sum places in lid.
» Players need to verbalize how they calculated sums.

» Player with the most dice in their side of the tray at the end of the game wins.

©Box Cars and One-Eyed Jacks



Slam Dunk 36/ 72

PLAYER PLAYER
ONE TWO

Each player takes 18 dice of own color.

For 36 SLAM DUNK: Each player rolls 2 dice and multiplies them for a product.

For 72 SLAM DUNK: Each player rolls 3 dice, adds 2 of the dice for a sum and
multiplies that sum by the third die for a product.

Player with the greatest product, places their dice into the black tray. Player with least
product place their dice are into the clear lid.

Player with the most dice in their side of the black tray at the end of all the rounds, wins.

©Box Cars and One-Eyed Jacks



PRIMARY SUPER MUSH

Object of the Game: Get all the dice into the tray with no dice leftover.

Preparation: Partners "Super Mush" the dice for about 10-15 seconds, thoroughly mixing them.
Next, partners choose a "Target Number" (randomly / by rolling a die / flipping over a card).

How to Play: Partners work together and use 2, 3, 4 or 5 dice to create a math sentence that
equals the target number. They put the dice into the tray. Partners again use between 2 to 5
dice to create another math sentence that equals the target number and place those dice into the
tray as well. Partners continue to select dice to make math sentences until all the dice are in the

tray or until they can't make a math sentence that equals the target.
©Box Cars and One-Eyed Jacks 9



MIXED OPERATION SUPER MUSH

©Box Cars and One-Eyed Jacks
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DOUBLES /DOUBLES + 1 COMBINATIONS

DOUBLES
- 2 = g
1 + | 4
= 4 = 10
2 + 2 5
. . = 6 = 12
3 + 3 6
EVEN
DOUBLES +1
= 3 = q
1 + 2 4
- = 5 = ]
2 + 3 5
[ ] [ ] - 7

©Box Cars and One-Eyed Jacks
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DOUBLES + 1 HUNT

LEVEL-: Grade 1 - 2

CKILL: identifying doubles + 1 for addition fact fluency to 1

CET UP: vertical or horizontal, 1 die in each slot, 1 shaker per student,
doubles reproducible sheet for reference

PLAYERS: 2 (cooperative pair)

GOAL: to identify and call out double + 1 facts to

GETTING STARTED:

Introduce doubles + 1 facts/pattern to your students and have them draw or identify the
following rolls:

o=3 L4 ..=q
-+ 2 4 + 5
. 0=5 e o oo="
2 + 3 5 + 6
° oo=7
=
O

All doubles + 1 add to make an ODD SUM. The paﬁ’rern for our doubles + 1 combination is:
“Any numbers rolled in order, or that sit side by side, or touch on a humber line, are doubles
+ | combinations.” Have students work on doubling the least humber, then adding | more to

find their answer:
Double + 1 combination
@ + @ “lcansay.fs’+3=6+lmom=7”Oo

Practice for all the above patterns.
©Box Cars and One-Eyed Jacks 12



ADDITION SHAKE UP RECORDING SHEET

MY SHAKE SumM COMMUTATIVE MY SHAKE SuM COMMUTATIVE
+ = = + + = = +
+ = - + + - - +
+ = - + + - - +
+ = - + + - - +
+ = = + + = = +
+ = = + + = = +
+ = = + + = = +
MY SHAKE SumM COMMUTATIVE MY SHAKE SumM COMMUTATIVE
+ = = + + = = +
+ = - + + - - +
+ = - + + - - +
+ = - + + - - +
+ = = + + = = +
+ = = + + = = +
+ = = + + = = +

©Box Cars and One-Eyed Jacks
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THREE SHAKER ADDITION / THREE SHAKER "TENS"
RECORDING SHEET

What | Saw How | Grouped SuMm
= + + -
= + ¢ =
= + £ =
= + . =
= + £ =
= + ¢ =
= + ¢ =

What | Saw How [ Grouped Sum
= + + =
= + +_=_
= + +_=_
= + =
= + £ =
= + £ =
= + ¢ =

What | Saw How | Grouped Sum
= + + _
= + . =
= + . =
= + & =
= + +_=
= + . =
= + . =
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MULTIPLYING SHAKERS RECORDING SHEET

MY SHAKE COMMUTATIVE FACT

X = = X =
X = = X =
X = = X =

X = = X =
X = = X =
MY SHAKE COMMUTATIVE FACT
X = = X =
X = = X =
X = = X =
X = = X =

X = = X

X = = X

©Box Cars and One-Eyed Jacks



THREE SHAKER MULTIPLICATION RECORDING SHEET

What | Saw How [ Grouped PRODUCT
= X X =
= X X =
= X X =
= X X =
= X X =
= X X =
= X X -
What | Saw How [ Grouped PRODUCT
= X X =
= X X =
= X X =
= X X =
= X X =
= X X =
= X X -
What | Saw How | Grouped PRODUCT
= X X =
= X X =
= X X =
= X X =
= X X =
= X X =
= X X -

©Box Cars and One-Eyed Jacks



SEVEN UP - ADD UP RECORDING SHEET

Shake # My 7 numbers My Sum
O How | grouped my addends Strategy | used
>
3>
[ ] ) [ ]
(] ) °
Shake # My 7 numbers My Sum
O How | grouped my addends Strategy | used
>
3>
[ ] ) [ ]
(] ) °
Shake # My 7 numbers My Sum
O How [ grouped my addends Strategy | used
>
3o
(] ) [ ]
[ ] ) [ ]
Shake # My 7 numbers My Sum
O How | grouped my addends Strategy | used
>
>
[ ] ) [ ]
[} ) °

©Box Cars and One-Eyed Jacks 17



SUM FRACTION ACTION

contributed by Nancy Paulson

LEVEL: Grade 5-8

SKILL: adding proper, improper and mixed fractions

SET UP: ‘ horizontal, 1 die in each slot (preferably 2 different colors of
dice), Z shakers per team

PLAYERS: 4 (2 vs 2)

GOAL: to have the greatest sum of seven fractions

GETTING STARTED:

To begin, warm up and review the simpler fraction games on pages 46 to 48. Nancy
loves to have her students pick their favorite baseball team and play nine INNINGS or rounds
of this game.

Each team shakes their two containers until ig called.

The containers are then lined up horizontally to create seven fractions. Some fractions may
be proper, mixed or equal to one. Teams must add their seven fractions and calculate their
sum. The team with the greatest sum scores the point.

TEACHING TIP: Have students analyze the types of fractions rolled and look for compatible
"friendly” fractions before doing their addition.

EXAMPLE:
Team One: numerator | = 2 & b 32 ] 2
denominator § & 2 & e 3 = 5
= oe | s e o L
= T ey T+ os5esblo
Team Two: numerator | 2 6 o 6 |

32
deviominator 3 =2 2 | i ] &
. + é, + 5 +6 + ' i}

N
o ~ Team Two's sum
= 3 4 20 + Y = @ is greater. They

score this inning!

i
r
3

(v

Teams shake new fractions for the second inning and calculate their hew SUMS,
The team with the most points after nine innings is the winner.

SR CerssapadCPrReER wed darks 18



SUM FRACTION ACTION RECORDING SHEET

humerator
SHAKE 1 :
denominator
humerator
SHAKE 2 :
denominator
humerator
SHAKE 3 )
denominator
humerator
SHAKE 4 )
denominator
humerator
SHAKE 5 )
denominator
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=9

3x3

=4

2x2

Square Facts

7x7=49

6x6=36

S5x5=25

4x4=16

=100

10x10

9x9=81

8x8=64

=144

12x12

=121

11x11

20

©Box Cars and One-Eyed Jacks



NUMBER FACE OFF

LEVEL: Pre-Kindergarten - Grade 1

SKILLS: count using one-to-one correspondence, identify objects in a group as > < or = to

PLAYERS: 2 1vs1

EQUIPMENT: deck of cards (Ace=1)-5 to start or (Ace=1)-10, (remove Jokers, Jacks, Queens

and Kings)

GOAL.: to have the greatest number and to collect the most cards by the end of the

game

GETTING STARTED:

Players divide cards evenly between themselves. Each player turns
over one card, counts and says the number out loud. The player
with the greater number wins both cards. In the event of a tie, where
each player has the same number, players declare a “Face Off”.

Each player deals out three cards upside down and turns over one
new card.

“TIE-BREAK”

The new cards are compared for greatest.

The greater number collects all the cards.

Player Two would say “6 is greater than 4”

and put all ten cards into their points pile.

Play continues for a set period of time. The player
with the most cards is the winner.

| syoel
| poLo-ou0
pUe

cars
nd
eyed
cks
e 2
s*g’
roel
19-2uo
e

] Koq

sxeos xoq |)¥°q
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and 4
one-eyed
Jacks’ /
Rl AN

0

f'. = - o

é % e .8 ¢
m B 2ok
o = ® 2280

MATH TALK

Make sure students are using correct math vocabulary as they play, for example “6 is a
greater number than 4”. As they mature they can verbalize part-whole relationships such
as “6 is greater than 4 ... by 2”.

VARIATION:

1. Play for least number as the winner of the cards, verbalizing “4 is less than 6” before putting

cards into the point pile.

©Box Cars and One-Eyed Jacks
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LEVEL.:
SKILLS:

PLAYERS:
EQUIPMENT:
GOAL:

ADDITION FACE OFF

Grade 1

solve and add within 10, understand addition as putting together and

adding to, fact families

2

cards (Ace=1)-5

to have the greatest sum of two cards

GETTING STARTED: Players divide cards evenly between themselves. Each player turns
over two cards and adds them together. The greatest sum gets all of the cards. In the event of a tie
(ie. each player has the same sum), FACE OFF is declared. Each player deals out three more cards
face down and then turns over two more cards. These two cards are added together. The greatest
sum wins all of the cards. Play continues until one player has collected all of the cards.

EXAMPLE:

PLAYER ONE
2 v ) ET

PLAYER TwO

‘v @
*

4+1=5

oy

Students who are having difficulty adding the numbers can use

the strategy of using the symbols on the cards (ie. hearts, spades,
diamonds or clubs) to count on from the higher numbered card. For
example, if a 4 of hearts and 2 of diamonds are turned over, students
start at 4, saying “4” and then touch the symbols on the second card

FACE OFF IS
DECLARED

counting on “5”, “6”.

VARIATIONS:

PLAYER ONE
™ 3 S )
'
R

‘a s s
;**?\ *z,
4+2=6

PLAYER TwO

“TIE BREAK”
e s [ oo
Fy
5+2=7

Player 2 collects all of the cards.

1. Increase the value of cards used : (Ace=1) - 6 for addition to 12 ; (Ace=1) - 9 for addition to 18.

2. Divide cards evenly between two players. Each player turns over two cards, creates a two-digit
number and verbalizes the number. Players each turn over a third card and add it to their two-
digit number. The player with the greater number wins all the cards.

©Box Cars and One-Eyed Jacks
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LEVEL.:
SKILLS:

PLAYERS:
EQUIPMENT:
GOAL:

ADDITION FACE OFF

Grade 1

solve and add within 10, understand addition as putting together and

adding to, fact families

2

cards (Ace=1)-5

to have the greatest sum of two cards

GETTING STARTED: Players divide cards evenly between themselves. Each player turns
over two cards and adds them together. The greatest sum gets all of the cards. In the event of a tie
(ie. each player has the same sum), FACE OFF is declared. Each player deals out three more cards
face down and then turns over two more cards. These two cards are added together. The greatest
sum wins all of the cards. Play continues until one player has collected all of the cards.

EXAMPLE:

PLAYER ONE
2 v ) ET

PLAYER TwO

‘v @
*

4+1=5

oy

Students who are having difficulty adding the numbers can use

the strategy of using the symbols on the cards (ie. hearts, spades,
diamonds or clubs) to count on from the higher numbered card. For
example, if a 4 of hearts and 2 of diamonds are turned over, students
start at 4, saying “4” and then touch the symbols on the second card

FACE OFF IS
DECLARED

counting on “5”, “6”.

VARIATIONS:

PLAYER ONE
™ 3 S )
'
R

‘a s s
;**?\ *z,
4+2=6

PLAYER TwO

“TIE BREAK”
e s [ oo
Fy
5+2=7

Player 2 collects all of the cards.

1. Increase the value of cards used : (Ace=1) - 6 for addition to 12 ; (Ace=1) - 9 for addition to 18.

2. Divide cards evenly between two players. Each player turns over two cards, creates a two-digit
number and verbalizes the number. Players each turn over a third card and add it to their two-
digit number. The player with the greater number wins all the cards.

©Box Cars and One-Eyed Jacks
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SALUTE

LEVEL.: Grade1-2
SKILLS: missing addend, problem solving (for missing factor)
PLAYERS: 3 cooperative - 1 general/referee, 2 players

EQUIPMENT: cards (Ace=1) - 12 (Jack =11, Queen=12, King=0)

GOAL: to identify the missing addend (card) on your head

GETTING STARTED: One player is designated as the "General" and will be providing the
SALUTE signal and calling the sums for players. The other two players divide the cards and place
them face down. The General calls "SALUTE!" and both players take a card from the top of the
deck and, without looking at it, place it on top of their heads so that the other player can see it. The
general must add the two cards and call the sum out loud.

EXAMPLE: 3 ‘e 8
¢ o
Players "Salute" - both players draw a card and ¢ ¢ vy,
place on their heads. The General says "Your
sum equals 10, what's on your head?"
The players then use the sum and the number
on the card they can see on the other player's
head to try and figure out their own card.
PLAYER ONE PLAYER Two

Player One "The sumis 10, I see 4. 10 -4 =6, | think 6 is on my head."

O Player Two "The sum is 10. | see 6. | am going to count on from 6...7-8-9-10.
| had to count on 4 more, | must have a4. 6 +4 = 10.

Players should let the group know the strategy they used to figure out the number on their head.

The General calls "Salute" again, and without looking, both players draw a new card and place them
on their heads. The General says the sum out loud and players again try to figure out their card
value. Have players change roles so that each will have a chance to be the General.

JOURNAL WORK AND EXTENSIONS:

1. After practicing several rounds have students complete the Salute Recording Sheet (see page
68).

2. Have students describe three strategies they could use to figure out their number. They can write
or illustrate their answers.

3. Use the skills checklist found on page 69 to help you assess student's understanding.

©Box Cars and One-Eyed Jacks 24



MULTIPLICATION FACE OFF

LEVEL.: Grade 3 and up

SKILLS: multiplication facts to 81
PLAYERS: 2

EQUIPMENT: cards (Ace=1) - 9, multiplication table
GOAL:

to have the greatest product and collect the most cards

GETTING STARTED: Players divide cards evenly between themselves. Both players turn
over two cards and multiply them together. The player with the greatest product collects all four
cards. In the event of a tie, each player deals three more cards face down and then turns over
two more cards and multiplies them together. The player with the greatest product collects all
the cards. Play continues until one player has collected all of the cards.

EXAMPLE:
 J
PLAYER ONE v
'Y
2x6=12 |\ FACE OFF IS
DECLARED
‘v 9| [ 4
PLAYER TwoO s
o6 | T,
4x3=12
VARIATION:

PLAYER ONE PLAYER TwO
29 ‘v @ ‘v 9| &
v 9
o, 606,

box cars
and
e-eyed
jacks’
box cars
and
e-eyed
facks’

£ 3, g3
3384 838

%
384
“%’2

and
one-eyed
Jacks'

box cars

O A e T

. ¢ "Tie BREak"” ® v

vV (¢ ¢ v . o .
6x5=30 3x3=9

"Thirty is a greater product than nine."
Player One collects all of the cards.

1. To increase the level of difficulty, use cards (Ace=1) - (Jack=11), (Queen=12)

2. Use (King=0) to introduce [] x 0 = 0 math facts.

©Box Cars and One-Eyed Jacks 25



SALUTE ADVANCED

LEVEL.: Grade 3 and up
SKILLS: missing factor, problem solving
PLAYERS: 3 cooperative - 1 general/referee, 2 players

cards (Ace=1) - 10 ; multiplication table (see page 49)
VariaTion: (Jack=11, Queen=12)

GOAL: to identify the missing factor (card) on your head

GETTING STARTED: One player is designated as the "General" and will provide the
SALUTE signal and call the probucT for players. The other two players divide the cards and
place them face down. The General calls "SALUTE!" and both players take a card from the top
of the deck and, without looking at it, place it on top of their heads so that the other player can
see it. The general must multiply the two cards and call the product out loud.

EXAMPLE:

EQUIPMENT:

‘e o ‘e ¢

. ‘:‘ Players "Salute" - both players draw a card and

- place on their heads. The General says "Your
product equals 40, what's on your head?" The
players then use the pPrRobucT and the number
on the card they can see on the other player's
head to try and figure out their own card.

Player One "l know the productis 40. | see 8. 40 + 8 = 5, My card/factor
must be a 5."

Player Two "l know the product is 40. | see 5. 5 x ? = 40. | know my 5
times table. 5 x 8 = 40. My card/factor must be 8.

Players should let the group know the strategy they used to figure out the number on their head.

The General calls "Salute" again, and without looking, both players draw a new card and place
them on their heads. The General says the product out loud and players again try to figure out
their card value. Have players change roles so that each will have a chance to be the General.

VARIATION:
1. Include (Jack=11) and (Queen=12) for a greater challenge.

JOURNAL WORK & EXTENSIONS:

1. After practicing several rounds have students complete the Salute Recording Sheet (see
page 56).
2. Have students describe and illustrate three strategies they could use to figure out their number.

©Box Cars and One-Eyed Jacks 26



PATTERN PUT AWAY

LEVEL: 3-8

SKILLS: developing and describing patterns, pre-algebra, operations
PLAYERS: 2 (cooperative team)

EQUIPMENT: 36 dice, tray, recording sheet

GOAL: to create mathematical patterns using all 36 dice

GETTING STARTED:

In this activity, students will work in pairs to fill up their trays with patterns. Students can set their dice
to any number and use any combination of number and color to create their patterns. As students
discuss and plan their patterns they can slot their dice into the slots of the tray to begin arranging their
ideas. This activity generates a lot of opportunity for discussion, planning, and playing with patterns.

The following is an example and description of a primary pattern. The initial description is fairly basic,
but as the student analyzed it more deeply, they noticed that by creating a diagonal pattern, they
created others. In discussion, it was noted:

“l see 1 through 6 on all 4 sides, flipped and reversed”
“l can add diagonally like 1+1+1+1+1+1= 6
2+2+2+2+2=10
3+3+3+3=12"
This led to an exploration of multiples and introducing multiplication: 6 x 1, 5x 2, 4 x 3.

This sample is from a 7 year old, beginning of grade 2.

©Box Cars and One-Eyed Jacks 27



PATTERN PUT AWAY
RECORDING SHEET

Partners Names:

The name for our pattern is:

The way we would describe our pattern is:

We think our pattern is interesting because:

©Box Cars and One-Eyed Jacks



MYSTERY ROLL

LEAST | BETWEEN | GREATEST | RANGE ANALYZE

10

++—+—+—+++ -+ -+t

0O | 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 3 24 25 26 27 28 29 30

You will need to play either 50 or 100 rounds. Play in groups of 3. Every round record L, B and G
plus figure out the RANGE between G and L. Use a calculator if you wish. When you are playing you
should use your highlight pen to mark any unusual rolls - for example, tie rolls, sequences,unusual
winning rolls, etc. Circle the points you score.

OBox-Cars-and-One-Eved-Jacks
1=4 afS iG-ohRe-=yea
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@___ DOUBLE DICE DILEMMA

PLAYERS: 2,1vs1o0r4,2vs?2
CONCEPTS: addition, subtraction, addition with regrouping, probability, problem solving
EQUIPMENT: 1 x double regular die per player, recording sheet

GOAL: to have the greatest accumulated sum after 5 rolls

GETTING STARTED:

Player One rolls the double die and must now decide to either add or subtract the numbers and record their
answer as points toward their accumulated total sum for the round. For the game, players will have to select

2 rolls for the and 2 rolls for the [=]. They also have a FRee roll and may use either [+] or [=].

Players will alternate taking turns throughout the game. The player with the greatest sum after 5 rolls is the
winner.

ExampLE: (Player One only)

Roll 1: |2 | Playercan add5+2=7
5 OR  subtract5-2=3

Player One ADDs and records 5 + 2 = 7, places a counter on the |+ | square and earns 7 points.

+ + FREE 7 POINTS - GOOD START!
Roll 2: |3 | Playercan add3+2=5
2 OR  subtract3 -2 =1

Player One ADDS and records 3 + 2 = 5, places a counter on the |+ | square and earns 5 points.

PLAYER ONE HAS 12 POINTS SO FAR/!
+ | — |+ | — |Free ©
Roll 3: |6 | Player can  add 6 + 1 =7 (using the FREE square)
1 OR subtract6 - 1=5
Player One SUBTRACTS and records 6 — 1 = 5, places a counter on the [~ | square and earns 5 points.
+ —_— + — | FREE
17 POINTS SO FAR!

©Box Cars and One-Eyed Jacks 30



DOUBLE DICE DILEMMA RECORDING SHEET
PRIMARY

ROLL ACC:QI:::._:TED
1
_|_ —_— _|_ —_— FREE >
3
4 —_—
5 O
ROLL ACC:SI::-II.-:TED
1
_|_ —_— _|_ —_— FREE >
3
4 —_—
; O
RO LL ACC:CI;I::.II.-ISATED

_|_ —_— _|_ — FREE >

4

5 @,

©Box Cars and One-Eyed Jacks 31




JUNIOR STAR TRAVELLER

LEVEL: Kindergarten - Grade 1
SKILLS: solve and add within 12
PLAYERS: cooperative groups, pairs or solitaire

EQUIPMENT: cards (Ace=1)-6 (24 cards in all), 2 regular dice; for variation - use cards
(Ace=1) - 9 or 12 sided die

GOAL: to remove all cards before getting 5 strikes

GETTING STARTED:

Players build a 6 x 4 grid with all cards face up. The object of the game is for the pairs or groups to
work together to take away all of the cards before getting the five points of a star colored in.

A player rolls the dice. The player or cooperative group

1 may then take away any card or combination of cards

that equals the roll and that appears at the bottom of any

column. Players on a team work together to find the best

5 2 play. Addition, subtraction or a combination can be used,
but a maximum of only 3 cards can be removed in one turn.
4 3 2| (1] 3] |3
6| |3
SOME SAMPLE PLAY: 3 5 6 6
Roll 1 = 5. Player takes 1 and 4 from bottom. This leaves
5, 2, 4, 2 exposed for the next roll. Another choice could 6 2 5 4
have been: 1, 2 and 2.
In the event that a card or combination of cards cannot be 5 1 4 5
found, players color in one point of their star. Play continues
until all cards are removed or the whole star is colored in. 2 X 2
Remember: cards must be removed from the bottom of the

grid.

MATH TALK

As players gain more experience with this game, they will develop more strategies to
maximize their chances. Begin with number recognition, then move to adding combinations,

and subtracting combinations.

MATH JOURNAL WORK AND EXTENSIONS:

1. Have students glue their star into their math journals. As the game is played corners are colored
in. Have students record the roll and numbers (cards) removed.

2. After the game is over, debrief with the students which numbered cards were the most difficult to
get rid of and why? Repeat this but ask which are the easiest to get rid of and why.

©Box Cars and One-Eyed Jacks
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I’'M A STAR

MY CARDS / NUMBERS

aaaaaaaaaaaaaaaaaaaaaaaa
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SUPER STAR TRAVELLER

LEVEL.: Grade 4 and up
SKILLS: mixed operations, problem solving
PLAYERS: cooperative groups, pairs or solitaire
= - = = + i i i
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: | o o] [ o] [+2] o] [e
. L s 8 + * bl e
Players build a 7 x 7 grid with cards face up. el | o |wwl| o [ [F%] 0 a5
Player rolls the dice and adds them together o | [aeel ca & | | Fe | Jege
for a target. Players may take away any voo L v v voe
. . L Yo, g * % | o LI Y
combination of cards that equals the roll and S - - -
that appears at the bottom of any column. All o o) [0 @) foo o]l [0 of [Fo 0] [Fooe]| [2as
. o . v 54 PO ool | o0 add
operations or a combination may be used to ot soe | | v
. . vol|[s o 0 * LAl (RS e,
a maximum of five cards taken away per roll. - : -
In the event that a card or combination cannot  |44* | | a0 |'4 4] ‘e o] Fyve| v @
: LN L L anall 1* @
be found, players color in one star. Play .;.*.;.Q/ L lww| e v |t6a]aa
continues until all cards are removed or all , , i
stars are colored in. As players have more | T e Ses || ['* ¢ [2a2
, . . . e * v g b4
experience, they will develop more strategies 1] e |, 0l s ol | €%,

to maximize their chances.
EXAMPLE:

RoLL 1: DICE ROLLED 2,3 TARGET =5
Take away 109,24 .5¢ 24,104

LI¥13 =5 EXIO 210 X 2.+ = 5

ROUND 2: DICE ROLLED 6,2 TARGET =8
Take away 8%, 34, 8¢, 84

6l+la|=| 3 (3+8+8)+3=8

ROUND 3: DICE ROLLED 5,1 TARGET =6
Take away 9v,Joker=5,11¢, 64, 114,

sl+[1]-[6c] (W+n+a+5):6-6

VARIATIONS:

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

1. Add integer work for those students who are ready.
Red cards are negative values, black cards positive.
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SUPER STAR TRAVELLER RECORDING SHEET

DICE ROLLED TARGET MY MATH SENTENCE

+ =

W W W W W
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CLOCICKOMINOES

11 12
L
10 2
> 3
s 4
y 4 S
S

» 1 set dominoes per player, upside down and shuffled.

» Player One draws a domino, adds and places in correct place on clock.

» Player Two takes their turn.

» If a player draws a domino that has already been filled in on the clock, they must stack it and their
opponent then plays.

» The player who completes their clockface first is the winner.

» | | Double blank, if drawn, goes in the middle but is not needed to win.
©Box Cars and One-Eyed Jacks 36
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m Visit our website at www.boxcarsandoneeyedjacks.com and Enter Coupon Code B

& BACK23SCHOOL

E To Receive 10% Off Your Next Order!
*May not be combined with any other offers.

. *Does not apply to sale items, the Deluxe Primary/Upper Elementary Kits or Downloads.

*Discount is applied before shipping and handling. Valid until October 31st, 2023

HEHEEEOBG0EGBE

BOX Cars and One_Eyed Jacks OIdeI Form #101, 17920 - 105 Avenue, Edmonton, AB Canada T5S 2H5

TEL: 1-866-342-3386/780-440-6284 FAX:780-440-1619

Date/Convention:

Bi].]. TO: Company Name: Contact Name:

PO# FEI#:  (For USA orders over $500.00)

Address: City: St/Pv:
Zip/Postal: Email: (PRINT CLEARLY)

Phone: Fax:

Ship To: (_ )sAMEASABOVE  Contact Name:

Address: City: St/Pv:

Zip/Postal: Email: (PRINT CLEARLY)

Phone: Fax:

Item Description (including code if known) Qty Price Subtotal

Discount Code BACK23SCHOOL - %

Shipping/Handling Charges (allow 1-2 weeks) Shipping

Orders $0.00 to $60.00 add $14.00

Orders $60.01 to $125.00 add 18% + 6.00 Sub-Total

Orders $125.01 to $300.00 add 15% + 6.00

Orders $300.01 to $649.99 add 13% + 6.00 Tax

Orders over $650.00 add 12% + 6.00 GST# 135980407 (If applicable)

Questions? info@boxcarsandoneeyedjacks.com EIN# 98-1287684 Grand Total
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