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HOW TO PLAY THE GAME

Developing number sense

Using patierns and relationships to analyze
mcihemgaiical situgtions

Devaloping mental computation skills
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Number of Players Materials ,

i pldyer chips or markers (one color for
2-¢ digvars each player)

whiole 2igss Spinner with numbers 0-9 (p. 9C;

Hundred Chart

The goal of the game is to be the first plaver to have 5 counters in a row. either horizontally.
verticaliv. or diagonallv. Each plaver is given a copy of the Hundred Chart to use as 4 game
board. Each plaver spins the number spinner twice. Keeping track of the numbers selected.
Thew the plaver must perform a mathematical operation using the two numbers to create a
new number that he or she covers with a chip. For example. if the spinner lands on 3and S,
these two numbers could be combined in the following wavs to make the following numbers:

3 tens and 8 ones = 38

-8 tens and 3 ones = §3

82+4%3 =11

&-3=5
The plaver covers one of al] the possible numbers that were created op the game board. The
first plaver with 5 markers in a row in any direction is the winner

QUESTIONS TO EXPLORE

€ What strategies did you use while playing the game?

VARIATIONS AND EXTENSIONS

1. To make the g&me go more quickly, have players cover al] possible number
combinations in one tumn.
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