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The Dice
Game Book

Have fun while practicing addition and
subtraction!
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Balloons!

Objective: cover three balloons in a row to win.

What you need: 2 dice or more dice, Balloons! Game
board, and counters/markers

How to play:

Decide how many dice you will use to play. The more dice
you use, the more challenging the game!

Each player rolls the dice.
The player adds and subtracts the numbers on the dice in
order to get an answer that matches a balloon on the

game board.

If they player is successful, he or she covers or crosses out
that balloon.

The first player to have 3 balloons in a row covered is the
winner.







Adclition Dice Kol

1) Ro” two dice. 2) Color the first square in the row of the sum.

10

11

12

Name time

. Teacher notes

- *Each player only colors in the squares in the row from the sums they roll. Once a player reaches
. the end of a row, continue play until that sum is rolled again. What does the horizontal bar graph
‘f‘ look like? Which sum was rolled the most? The least? What is the probability of rolling each

| sum? Did the graph come out with the same probability?

To determine probability, students can list the sums and then write the different combinations
that could be rolled to come up with each sum.

L. Daniels, http://foamnumbermath.com
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200 Animal Math Game

e @
cuggestions

TO make Cards last longer, You may wish to laminate Cards.

» You Can play in small groups, large groups, Or use the game as part Of a
math center.

o Practice addition, subtraction, and multipliCation all during onhe lesson.
Every five minhutes, Change the operation used during the game.

Set-Up

o [Make ehough copies of Zoo template for one for each player.

e Cutoutincluded animals. Make copies as nheeded as well if you are
making more thanh one Same.

e (Father two dice per group playing.

e Cutout 200 7Roll Cards and allow for one per person.
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Directions

Objective: To get as mahy ahimals in your Zoo as possible. The person with the
most ahimals in their zoo by the end of the game wins.

1. Get up game.

2. Pass out g Zoo template to each player. Put the animals in the Center of the
table. Each player should also get a dice rol| Card.

3. Choose a player to Start. That player will roll two die. After the pair of dice
is rolled, students will multiply, add, Or subtraCt those two humbers. For
example, if a ¢ and a 6 is rolled and students are practiCing multiplication,
students will multiply those two humbers to get 2¢. Note: if playing using
subtraction players will only use rol| instructions 0-5.

4. Whatever humber the answer ends in, students will follow the 200 Roll Card
instructions. The roll Cards have varying instructions of adding an ahimal to the
Z00, subtracCting an animal, doing nothing, and stealing an animal from another
player.

5. Play will continue until there are fewer anhimals left in the center than
players. Players will count the humber Of animals in their Zoo and determine the
winner.

4 Copyright ©2011 Lesson Lady http://www.teacherspayteachers.com/Store/Lesson-Lady



200 Roll Card

Multiply, add, or subtraCt your dice. If
the answer ends in a...

1 - Gteal an animal from another player
2 - Do nothing

3-Put an animal back in the Center

4 - Add an a anhimal from the Center

5 - Put 2 animals back in the center
6 - Add an anhimal from the center
7 —Add 2 animals from the center

8 — Put ah ahimal bacCk in the Center

9 — Gteal two animals from another player

0 - Do nothing

200 Roll Card

Multiply, add, or subtract your dice. If
the ahswer ends in a...

1 - Gteal ah animal from anhother player
2- Do nhothing

3-Put ah animal back ih the center
4 - Add anh ahimal from the Center

5 —Put 2 ahimals bacCk in the center
6 - Add an animal from the Center
7 - Add 2 ahimals from the center

8 — Put an animal back in the center

9 — Gteal two anhimals from another player

0 - Do hothing
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200 Roll Card

Multiply, add, or subtract your dice. If
the ahswer ends inh a...

1 - Gteal ah animal from another player
2-Do nothing

3 -Put an ahimal bacCk in the Center
4 - Add an animal from the center

5—Put 2 ahimals back in the center
6 - Add an anhimal from the Center
7 - Add 2 ahimals from the center

8 — Put an animal back inh the center

9 - Gteal two ahimals from another player

0 - Do nothing

200 Roll Card

Multiply, add, or subtract your dice. If
the anhswer ends in a...

1 - Gteal ah ahimal from ahother player
2 - Do nothing
3 —Put an animal back in the Center
¢ - Add an anhimal from the Center
5 - Put 2 ahimals back in the center
6 - Add an animal from the center
7 -Add 2 ahimals from the center
8 — Put an animal bacCk in the center
9 — Gteal 2 animals from another player
0 - Do nhothing

http://www.teacherspayteachers.com/Store/Lesson-Lady
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2,00 Anhimals
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Directions

You Will Need:

« 2dice

To Assemble Your Activity:

« To make one game, print 2 copies of the baseballs on cardstock
« Laminate if desired
« Cut out the baseballs

To Play The Gawe:

Provide each player with a set of baseballs. Have the players line up the
baseballs in order in front of them on the table. If playing the game while
working on subtraction, use the numbers 1-11. If playing the game while
working on addition, use the numbers 2-12. Each player takes turns rolling
the dice and either adding or subtracting the numbers. The player then
removes the ball with the answer. For example, if playing the game with
addition and the player rolled a 4 and 5, he/she would remove the ball with
the number 9. If a player rolls a number of a ball that has already been
removed, he/she loses the turn. The first player who has removed all the
baseballs wins the game.










monkey

practice adding, Subtracting and recognizing odd and even numbers

mo+eric1|9: round one example:

5 colored dice player one rols player +wo rols

2 white dice

game board

counters
Ployer +wo roled an 8 which is even, so player one wil move
chead 6 Spaces.
Now i+ iS player +wo's +urn +o rol the white dice, and player one
Wil rol +he colored dice.

rules:

1. Each player rolls a die to see how goes first. Player that rolls the highest number

goes first.

2. Place your counter pieces on start.

3. Both players roll at the same time. For the first round Player One rolls the white
dice and Player Two rolled the colored dice.

4. Player Two adds together the colored dice. Ifitis an EVEN number then Player
One will add his/her dice together and move that many spaces FORWARD on the
game board that many spaces. If the colored dice make an Odd number then
player One will subtract the dice he/she rolled and move BACKWARDS on the
game board that many spaces.

5. Now Player Two will roll the white dice and Player One will roll the colored dice o
see how Player Two will move.

6. Players take turns moving; first one to the end wins.






/\
a Subtraction Dice (one-digit)

Roll the dice. Put the greatest number in the box. Roll the dice
again. Put this number in the circle. Solve the problem.

-0 -0 -0 -0

-0 -0 -0 -0

-0 -0 -0 -0

-0 -0 -0 =0




Rolling to 120!

What you need: a dice, the Rolling to 120!
game board, and a game piece for each player.

How to play:

Each player begins on the square marked,
“Start.”

Players take turns rolling the dice.

First roll: players move the number shown on
the dice.

Following rolls: players roll the dice and add
that number to the number on the square that
they are on. Then they move to the square that
has the sum of those two numbers.

How to win: The first player to make it to 120
wins.
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telp the Mailman!

Help the mailman deliver his letters. You and a parther take turng
rolling two dice. Put & marker on the humber that you roll. The first
person to deliver all of their mail first is the winner!
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Stuck In The Mud

Ages: 5+

Skills: Addition (mental) Addition (scoring)
What You Need: 5 dice, paper and pencil
How to play:

The aim of the game is to achieve the highest score. You can only
score on a roll which does not include the numbers 2 and 5. Any
dice which show a 2 or a 5 become “stuck in the mud”.

Choose a player to start. Roll all 5 dice. If you have rolled any 2s
or 5s, you do not score any points for this throw. If you have not
rolled any 2s or 5s, add up the total of the dice and remember it.

Set aside any 2s and 5s, and throw the remaining dice. Again, if
you have rolled any 2s or 5s you fail to score this turn. Throws
without 2s and 5s are added to your previous total.

Continue in this way until all your dice are “stuck”. Write down your
score, and pass the dice to the next player.

Agree a number of rounds (five works well) and total up the score.
You can use the score charts we have provided.



Two-Dice Sums (Grades 1-8)

Math concepts: Students of all ages can play this
game, as long as they're able to add the numbers
that come up on two dice. While younger children
benefit from the practice of adding, older students
have the opportunity to think about the probability of
the sums from rolling two dice.

The object: to remove all the counters in the fewest
rolls possible.

How to play: Two or more players can play. Each
player needs 11 counters, a game strip that lists the
numbers from 2 to 12 spaced far enough apart so the
counters can fit on top of each number, and a
recording sheet. Here are the rules for playing:

1. Each player arranges 11 counters on the game
strip and records the arrangement.

2. Once the counters are arranged, players take
turns rolling the dice.

3. For each roll, all players can remove one counter if
it is on the sum rolled. Players keep track of the
number of rolls of the dice it takes to clear their game
board.




The Game of Pig (Grades 3-8)

Math concepts: This game for two or more players
and gives children practice with mental addition and
experience with thinking strategically.

The object: to be the first to score 100 points or
more.

How to play: Players take turns rolling two dice and
following these rules:

1. On a turn, a player may roll the dice as many
times as he or she wants, mentally keeping a running
total of the sums that come up. When the player
stops rolling, he or she records the total and adds it
to the scores from previous rounds.

2. But, if a 1 comes up on one of the dice before the
player decides to stop rolling, the player scores 0 for
that round and it's the next player's turn.

3. Even worse, if a 1 comes up on both dice, not only
does the turn end, but the player's entire score
returns to 0.



How 1o Play:

Materials: Three Dice
Recording Sheet

Number of Players: 3 or more

Skill:  Addition or Multiplication

How To Play:

1. Have each player roll one die, the highest number goes first.

2. Each players takes a turn rolling all three dice. After the first throw, the player will remove the die with the
highest number and puts it aside.

Example: Dice 1: 4

Dice 2: 2 The player would take out dice 3 that had a 6.

Dice 3: 6
3. Roll the remaining two dice and again take out the highest number and set aside.
4. Roll the last dice and add up the numbers on all three dice to get the player's score for that round.
5. Record the total of the three dice on the recording sheet.
6. Continue to take turns, each group member going once. The highest score for the round wins!
Students can play for a set number of rounds and add up the combined totals to find an all time champion.
Variations:
** Play with two dice for younger students
** Keep the lowest numbered die instead of the highest.

** Increase the number of dice to _four for more complicated addition skills
**  Use multiplication by taking the sum of the first two dice and multiplying it by the third.

For more eames visit: htto://euided-math.blogsnot.com



3 Dice Addition Version

Player Name:

Dice I | Dice 2 | Dice 3 | Total

Round

Round

Round

Total:

For more eames visit: http://euided-math.blogsnot.com



Player Name:

Multiplication Version

Dice 1

Dice 2

Dice 3

Total

Round

Round

Round

Total:

For more eames visit: httn://euided-math.bloespot.com




Player Name:

4 Dice Addition Version

Dice 1

Dice 2

Dice 3

Dice 4

Total

Round

Round

Round

Total:

For more eames visit: httn://euided-math.bloesnot.com




2 Dice Addition Version

Player Name:

Dice 1 Dice?2 | Total

Round

Round %

Round o

Total:

For more games visit: htip://euided-math.bloesnot.com



Burmp is a fast paced math game for two players. Each pair wil
need three dice and a set of 10 markers of one fype or color. T use
Unifix pop cuUbes, but yellow/red counters and see-through colored
disks work great too. To boost up the holiday fun foctor, let
students play with fwo different holiday candies, like kisses, MaMs or
marshimallows.

AN abbreviated Version of the student directions are on the game

board and a more detailed Version is below. file includes two

Versions, one without a background to be a bit more printer

friendly, but one with a background because it's so darn cute!
Enjoy

How to play: Roll three number cubes and add those numbers.
Cover that space with your marker. If your partner is already
on fthat number, you can bump your partrer's color and take
their space! If you burmp your partner, they fake back their
marker and have a chance to use it again. If you roll a number
that you have dlready covered, you can stack another marker
on top of it Any space with two Mmarkers stacked on top of
each ofher, is locked and that space can't be bumped. The
player to use all of their markers first is the winner
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How to play: Roll three number cubes and add those numbers. Cover that space with your marker.
You can bump your parfner’s color and fake their space! If you cover a space with two markers
stacked on fop of each ofher, you lock that space and it can't be bumped.

The player to use all fen of their markers first is the winner!




Name Date

" Grade +

Age range: 2
Number of players: 2
Learning: Add, subtract, multiply and divide numbers 1to 6 .
You will need (
3 dice B
Some pieces of paper
Instructions "/
- Player 1 throws all three dice in front of Player 2.
- Player 1 then uses the numbers on the dice and the operations +, -, x and +

skills to make any number they wish. Player 1 must record their calculations
secretly on a piece of paper. Player 1 then tells their number to Player 2.
- Player 2 has to work out the correct calculations that Player 1 used to get
their number. Player 2 records their calculations on a piece of paper.
- Both players then compare their calculations.
- How to score:
o If Player 2 has used the same calculations as Player 1 then they score 10
points.
o If Player 2 used the same operations but with the numbers in a
different order, they also score 10 points.
o If Player 2 managed to make the same answer as Player 1 but with
different operations, then they score 5 points.
o If Player 2 got the wrong answer they score nothing.
o If Player 1 got the wrong answer, then Player 2 automatically scores 10
points.
- Now Player 2 rolls the dice and uses the numbers and 4 operations to make
any number they wish, and it is Player 1s turn to guess.
- The winner is the first player to reach 100 points.

£2010-2011 Math Salamanders Ltd.
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Directions: Cutout the game cards on the following page and tuim them upside down by the
game board. You will need one die (dice) and some game pieces to play. Decide who goes
first and play the game. When you land on a “pick card” circle, read the card and record your
points. You will need a score card (scratch piece of paper) to keep track of points. If you roll
a 6, add six points to your score, if you roll a 5- add 5 pints and so forth... Enjoy the game!

The Big Game =Land here and add 7 points!
begins!
You are
aggressive
on defense.
Add s
points!

Penalty!
Lose
a turn!

Shake to
go back

You
Fumbled!
Lose
a turn!

Interception!
Lose
turn!

Congratulations!
You have reached
the end of the Fumble!
game! Now add up Go back
your points! 6!
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Player1  |Player2  [Player3  |Player4

Round 1

Round 2

Round 3

Round 4

Round 5

Round 6

Round 7

Round 8

Round 9

Round 10

Total

Winner

www.ActivityVillage.co.uk - Keeping Kids Busy




Here is a simple 10-round score chart which you

Score Chart - 10 rounds

can use for many dice games. A colour version follows.

é Player 1 | Player 2 | Player 3 | Player 4 @IS Player 1 | Player 2 | Player 3 | Player 4
Round 1 Round 1
Round 2 Round 2
Round 3 Round 3
Round 4 Round 4
Round 5 Round 5
Round 6 Round 6
Round 7 Round 7
Round 8 Round 8
Round 9 Round 9
Round 10 Round 10
Total Total
Winner Winner
é Player 1 | Player 2 | Player 3 | Player 4 é Player 1 | Player 2 | Player 3 | Player 4
Round 1 Round 1
Round 2 Round 2
Round 3 Round 3
Round 4 Round 4
Round 6 Round 6
Round 6 Round 6
Round 7 Round 7
Round 8 Round 8
Round 9 Round 9
Round 10 Round 10
Total Total
Winner Winner
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