How old is Sudoku???

Sudoku is a recent invention and is only about 34 years old.

Sudoku is a Japanese abbreviation for “Suji Wa Dokushin Ni

Kagiru” which translates to the digits must remain single.
If you haven’t played before, here is an easy one to start.

Every row and every column must have each number only
once.

Bvery group of 4 boxes inside the square with thicker lines
must also have each number only once.
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For example, start with the fws‘t square of 4 boxes that has

only the number “1” and see wﬁere you could put the “2”. It
|s\a!ready a “2” in that

cannot go in the top row because ’theﬁ
row on the top. So the only box a “2” ¢af godivis to t
the “1”. The only box a “4” can go in is directly bove th

because there is a “4” In the bottom right corner. xThat Iea‘_

you putting a “3” above the “1”. Try and finish the p‘UzzEel

4X4 Sudokus are great for those beginners, or students in
grades K-3. The most common Sudokus are the 9X9 boxes.
Try o do 'th@,se on your own!
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8. www.gov.pe.ca/eecd/index.php3?numberli025899
{Mental math documents and curriculum guides)

Great math websites to play at

9eehtepe//www.mheducation.ca/school/learningcentres/c

home!
ourse/\néw php?id=9780070988590 (Grade 7 support

every -

math outcome in each _ggrad,efa-.-l@xiéil"is

1. std.ca/learningcenter/libra;‘y

_E_I curriculum)
on. ca/schooI/Ieamingcentres/c

""Vldeos showing hov
!eveis* even hlgh sch

printable actl\ntles from Sid the Science
Kid) S

6. dvl.ednet.ns. ca/browse/results/‘tamn my%3A135
(See what Mental Math looks like in thevc:_:assroom

7. nlvm.usu.edu/ (National lerary of
Virtual Manipulatives)

(As of April 11™)



Roll A Number -

Directions: 2 - 4 players.
Each player has 6 discs.
Take turns rolling | die.
Place disc on numeral that equals the number of dots on die.
If that square is already covered, skip turn.
First player to cover all 6 squares is winner,
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Materials:

Players:

Rules:

gerv

One game board for two players

20 counters (10 counters of each colour)

Group of two players

Players take furns covering pairs of digits that add to 10
along a "snake” of numbers. Each player has their own set of
coloured counters, When all the digits are covered- the
winner is the one with the longest string of digits covered in
their colour.




Terrific 10 snakel




AMBMARY)
PLAYERS: 2 SKILL STRESSED: —

YOU NEED zll the cards in a deck numbered 1 to 10 (40 cards).
supply of beans

DEAL OUT all the cards.
EACH PLAYER PLACES one card face up on the table at the same time.

PLAYER HOLDING LOW CARD gives the other player one bean for each
number of the difference between the face value of the cards.

IF BOTH CARDS FACE UP are the same, each player turns up the next card.

WINNER is the player with the most beans.

PLAYERS:_2 to 4 SKILL STRESSED: + to 10
YOU NEED all the cards in the deck numbered 1 to 10 (40 cards)
PEAL OUT 4 cards to each player.

THE OBIJECT is 1o make sums of ten with your cards.
For exampie:

KEEP your sums of ten in front of you.

ON YOUR TURN ask another player of your choice for a
card you need (for example: 6). If he has it, he
gives it to you. If he does not have it, he says
“GO FISH." Draw a card from the pile in the center.

THE WINNER is the player with the most sums of ten
when ali the cards are used up.

| NopeG‘O F‘ns\n




This game is a rather quick one that practices counting by tens and ones
from any number. There are some strategies involved that are somewhat
sophigticated. However, knowing those strategies is not required to play the
game. They just increase your chances of winning.

Players: 2
Materials: 10 pennies and 10 dimes for each player

How to Play:  Each player starts with 10 pennies and 10 dimes. Players
take turns contributing one, two or three coins to the "pot”. On placing the
coins in the pot, the player calls out the cumulative total after each coin. The
person who puts in the coin 1o make the pot one dollar is the winner.

The use of a Hundreds Chart will be useful for students,

Variations: a)  You can give parameters such as, start at 17 and the
first person to reach 114 is the winner OR start at $1.23 and the first person to
reach $2.00 is the winner.

b) If you want To reinforce counting backwards by tens and ones, then
rename the game "Getting to Zero Pennies" OR give the paramter of starting at
$2.31 and the first person fo reach $1.73 is the winner.

Thig game was presented by Mary Alteri (Lakeland Central School District,
Shrub Oak, New York, USA) at the NCTM Conference in Montreal on August 13, 2002.



Addition Strategy War

By the end of grade 2, students are expected to have a fast recall of the basic
facts up to 9+9. In order to support this, we teach the students “strategies” to
help them quickly add the numbers. This game is great for helping students
auickly identify and name their strategies.

Number of players: 2 - ,
Materials: a deck of cards with the 10's and face cards removed
Prior knowledge of the strategies is required,

The cards are shuffled and dealf into two piles, one for each player.

Piayers turn over their top cards at the same time. The first player to call out an
appropriate strategy for adding those two cards wins them.

Note: sometimes there can be more than one applicable strategy.

In the event of a tie, players turn over their next cards and play again. The
winner gets all of the cards.

When a player's deck is gone, he/she can shuffle the cards won, turn them face
down, and draw from them.

The game is over when one player has won all of the cards.

§1rategies:

Doubles

1-Aparts (also known as Doubles + 1)

2-Aparts (also know as Doubles + 2 OR Doubile the in-between) -
Make 10 (usually used when one addend is an 8 or a 9, or with facts that = 10)
Count up (should only be used with +1, +2, or occasionally +3)



“Around The World”

This game is great for fast thinking addition and subtraction. In class, students have to
battle against their classmates to answer the addition or subtraction problem the
quickest. The student who answers the problem first moves on to the next student. The
student who can surpass each of their classmates and make it back to their seat has
made it “around the world”.

At home, have your child play against an older sibling or parent/guardian. Keep tally of
who answers each problem the quickest and the first one to 20 points wins.

If there is not someone to battle again, an alternative is to ask your child the problems
and only give them 5 seconds to answer. Keep track of which problems are taking longer
than 5 seconds and continue to focus on them more in depth.

The quicker your child can answer these simple addition and subtraction praoblems, the
more confident they will be with adding and subtracting 2 and 3 digit numbers as well as
multiplication and division.

Addition Problems

1+1 241 3+1 441 541 6+1 7+1 8+1 9+1 10+1
1+2 242 3+2 4+2 542 6+2 7+2  8+2 9+2  10+2
1+3  2+3 3+3 443 5+3 6+3 7+3 8+3 9+3 1043
1+4  2+4 3+4 4+4 5+4 6+4 T7+4 8+4  9+4  10+4
1+5 245 345 445 545 645 7+5 8+5 945 1045
146 246 3+6 4+6 5+6 6+6 T7+6 8+6 946 1046
147  2+7 347 4+7 547 6+7 T7+7 8+7 9+7  10+7
148 2+8 348 448 5+8 6+8 7+8 8+8 9+8 10+8
149 249 349 449 549 6+9 T7+9 8+9 949 1049

Subtraction Problems
-1 21 31 41 51 61 7-1 81 91 10-1
' 2-2 32 42 52 62 72 82 92 102
3-3 43 53 63 73 83 93 103
4-4 54 64 74 84 94 104
55 65 75 85 95 105
6-6 7-6 86 9-6 106
7-7 87 97 107
88 98 10-8
9-9 10-9
10-10



“MICE” (for 2 players)
How to play:

When it's your turn:
1) Roll both dice and say the numbers; for example, 2 & 5.
2) You can choose to

a) add the numbers {2+5=7)

b) multiply them (2x5=10)

¢} find the difference (subtract) the numbers {5-2=3)
3) Say the answer of what you've decided to do with the two numbers and put a
counter on your answer.

For example, Player 1 multiplied 2x5 and put the counter on the answer = 10.
4) The game ends when somebody gets three of their counters in a line, they win.

Rules:
1) If you can’t put your counter anywhere, roll again.
2} If you get a double (two 5’s), you may put your counter on any mouse picture.




Closest to 1000

You need: adeck of playing cards with face cards removed
Paper
Pencil

1. Deal out eight cards to each player

2. Use six cards to make two i3—digiT numbers. Aces are worth 1.

3. Write the two numbers on your paper. Add your numbers
together to get your total.

4, Subtract your total from 1000 to get your score. Example:
542 + 426 = 968. 1000 - 968 = 32. Your score is 32.

5. Put all the cards you used to create your two numbers in the
discard pile. Keep the two you did not use for the next round.

6. Deal out 6 new cards to all players for round two. Repeat steps
2 -b.

7. The lowest score after 5 rounds wins!



How Long? How Many?

You need: A washable marker
A die
"How Long? How Many?" Recording Sheet
A partner

1. Each player uses a different 10x10 recording sheet.

2. On your turn, roll the die twice to find out how many squares to
shade in. The first roll fells you how many squares across to
colour. The second roli tells you how many squares down to colour
to create a rectangle or square.

3. Write a multiplication sentence inside the rectangle you creatfed.

4, The game is over when one or both partners can not place a
rectangle because there is no room on the grid.

5. Write a fraction to show how many of your squares are coloured.
Check your partner's answers.

6. Play again.



rMu.ltr’p!ication Menu

- How Long? How Many? Record Sheet

Covered
Uncovered

Covered
Uncovered




MATHO

Objective
* Multiplying decimal nambers

Number of Players: 2

Starter: the player with the longer last
name

Materials

* 1 game board per player (Line
Master 100)

* 25 markers per player

* paper and pencils

MathQuest 5 Unit 12, pages 290-201

How to Play

* Player 1 chooses any 2 numbers from the Number
List and multiplies them, using paper and pencil. |f
the product appears on the game board, he or she
covers it with a marker.

* Player 2 does the same. Play continues with players
taking turns.

« The first player to cover 5 squares in a row, column,
or diagonal wins.
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Number List

1.2 17.6

0.85 2.49

412 19.2

3.8 0.09
0.102 66.88 15.656 9.482 21.12
16.32 4.944 0.0765 72.512 2.988
72.96 14.96 4.56 337.92 0.3708
3.23 0.342 0.108 79.104 1.584
0.2241 23.04 1.728 47.808 3.502

‘athQues! & File Folder Games Line'MasLer 100

For use with game: Matho, Line Master 12

Copyright © 1990 Addison-Wesley Publishers Limited



Pig o | ‘

Nhy: To davefe_lop computational skills E “
Jo. of l:;layérs: 2 | | ':f

~ Viaterials: 2 number cubes (1 -6) . | | :!
Paper and pencils | o | | MI

'Di.recti-ons: J ﬁg

{ Thegoal is to be the first o reach a total of 100. |

2 On your tu'rn, roll the number cubes as many times as you iike, mentally keeping & |

running total of the sum.

3. \When you descide to stop, record the total for your turr. Add this total fo the total

from previous turns.

4,  The gameis over whena playér reaches a total of 100 or more.

" Caution!!

If you roff a 1, your turn ends and your score for that round is C.

If you roll two 1's, your {urn ends and your fotal score for the 'g-ame so far]

goes back fo Q




Why:
No. of players:

Materials;

Directions:

Cover Up
To practice adding doubles and near doubles
2
Spinner witthh numbers 1 - 9

Gameboard with numbers 2 - 19
Counters

I turn, spin the spihner and cover double the number or doubie the number plus 1.
The first player to cover all his or her numbers wins.

Cover Up

21l s |6l 7|8 | 9|10

11 | 12

13 | 14 | 15 | 16 | 17 | 18 | 19

Cover Up

11 | 12

3 |14 | 15 | 16 | 17 | 18 | 19
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Tip If players feel
. , o " imsecure with the
Obfect: Cover four-in-a-row with “your” markers
facts, you may
allow three in a

Topic: Multiplication Facts

Groups: 2 pair players
row fo win.

Materials for each group
 Four-in-a-Row gameboard, p. 125

e 2 paper clips

¢ markers (different kind for each pair)

Directions

1. The first pair places two paper clips at the bottom of the
gameboard, indicating two factors. The same pair 1 o | 3
multiplies the selected factors and places a marker on the
resulting product.

2. The other pair moves one of the paper clips to a new facter.
Next, this pair multiplies the two factors'and places a
marker on that product. (It is permissible to have two
paper clips on the same factor.) 20 @ o4 | 25y a7

3. Pairs continue alternating turns, moving one paper clip o5 | 30 | 32 | 35 | 36
each time, multiplying the factors, and placing markers on
the product on the gameboard. o 3

4. The winner is the first pair to have four markers in a row ’s
horizontally, vertically, or diagonally.

12 14 15 16 18

,::}--a

Mazking Connections

Promote reflection and make mathematical connections by asking:

¢ What strategies helped you line up your markers in a row?

¢ What.do you notice about the numbers used on the gameboard?
Why do you think this is so? ™

Game

124 Nimble with Numbers



lame

Multiplication Fél_c_t_s - 125
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; Practice ,
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Play this game with a partner.
You will need 1 number cube, 2 game markers, and 24 small counters.

4 6 2 1 3 1
s | 37 | 45 | 63 4% | 5%
1 3
) 17
1 » Decide who will be player A and who will be player B. 5
5 4 | +Putyour markers on Start. 2 3
2 * Take turns to roli the number cube, 1
2 3 Move that number of spaces in either direction. 5 3
1 * Put a counter on your strip on the improper fraction 3
5 3 that names the same amount as the mixed number 2 )
you landed on. If you can’t place a counter on your
1 % strip, the other player takes your turn. 1 g_
* The first player to cover the full strip wins.
/ /
23 23
2 1 1 6 3| S
45 | 63 | 97 | 37 | 4q |STARE

2| 8| 136|919 |9 27| 19| 20|23/
PlayerAi 7 3 2 3 5 4 2 7 8 4 8 7

28 |13 |16| 9 | 19|19 |2 |1]|2|n]1w
PlayerB| 3 3 2 3 5 4 2 7 8 4 8 7




Play with a partner.

You will need one game board and 2 coloured markers.
The object of the game is to circle the factors of a number.
Decide who will be Player A and Player B.

» Player A circles a humber on the game board and scores that number.
Player B uses a different colour to circle all the factors of that number not
already circled. She scores the sum of the numbers she circles.

For example, suppose Player A circles 18.
Player B circles 1,2, 3,6,and 9 (18 is aiready circled)
toscore1 +2+ 3+ 6+ 9= 21points

» Player B circles a new number.
Player A circles all the factors of that number
not already circled. Record the scores.

» Continue playing.
If a player chooses a number with no
factors left to circle, the number is
crossed out. The player loses her or
his turn, and scores no points.

For example,df.pldyer A circled 16,
but1,2,4,and 8 dve already been
circled, he would-lose his turn and
score no points.

> The game continues until all numbers have been circled or crossed out.
The player with the higher score wins.




( Master28 ) The Factor Game Game Board

11213 4|5 6|7 8
9 |10 | 11 | 12| 13 | 14 | 15 | 16
17 | 18 | 19 | 20 | 21 | 22 | 23 | 24
25 | 26 | 27 | 28 | 29 | 30 | 31 | 32
33 | 34 | 35 | 36 37 | 38 | 39 | 40
41 | 42 | 43 | 44 | 45 | 46 | 47 | 48
49 | 50 | 51 | 52 | 53 | 54 | 55 | 56
57 | 58 | 59 | 60 | 61 | 62 | 63 | 64

"
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ne Men's Morris

Ohjective
Using logical thinking

Nu

mber of pliyers: 2

Materials

&

&

game board as shown .
2 sets of O markers, each set a dilferent colour

Ailm

* “To block the other Player’s markers so thal a wove is o pessible o to remiore ]

but 2 of the other plaver’s markers fron e game hoard

How to Play

L

Players decide who plays first
Players lake turns placing a marker

al an angle or an Mierseclion on the gaie
hoard. When player forms a ve

rtical or ovizontal row ar markers, he or s)e
renoves from the game hoard g warker helonging (o the ofler plaver, A
that s in a row of 3 cannot be removed. A marker (hat is rennivedd
in the game.

After all the markers have hee

Barker

noplaced on the e bourd, plavers tulie o
moving their markers along line segments (o, emply nte;

Secllons, s e 1
allowed.

A marker can he moved from a row (o [orm another row il then be returned 1o the
other row on the next furie ach time a plaver forms 4 row, e or
marker belonging to the other player,

The game contipyes il a play
2 markers lart

she removes 4

EF Cannol inove g narke g |

N A N IR cibrfe

151101 used agan
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Fraction War.

Create decks of 52 fraction cards -- a different fraction on every card. Arrange students into
groups of four. Deal the cards, face down, one card at a time until all students have a pile of 13
fraction cards. Students turn over the top cards in their piles in unison. The student with the
largest fraction wins the four cards in play. If a student runs out of cards, s/he is out of the game.
The player with the most cards at the end of the game is the winner. Alternate game: The student
with the smallest fraction wins the cards in play.

Fraction Concentration.

If you teach elementary grade students, print this page, which has on it 24 fraction cards (12
pairs of equivalent fraction cards). Have students cut the cards along the ruled lines to create 24
cards. Turn the cards face down in a grid of 6 cards x 4 cards. Each player takes turns turning
over two cards. If the two cards turned are equivalent fractions, the player who turned them over
keeps them. If the two cards are not equivalent, players try to remember where they saw the
cards. When all cards have been matched, the player with the most cards is declared the winner.
If you teach older students, you might create your own decks of cards with more complex
fractions. Note that there are examples of four equivalent fraction cards on the printable page
provided:

Example:
173 2/6 1/3 3/9

In this case, students might match the 1/3 card with a 2/6 card, a 3/9 card, or the other 1/3 card. If
a student matches the two 1/3 cards, then the 2/6 and 3/9 cards will form the other match.

Slap Fraction.

This game is for two players, Write a wide variety of fractions on at least 50 index cards. Shuffle
the cards and turn the deck upside down. Students take turns flipping over the top card on the
deck. If the card turned over can be reduced (for example, a card that says 4/12 can be reduced to
1/3), the first player to slap the card and tell what it can be reduced to takes the card. If the card
turned over cannot be reduced, the first player to slap the card and say it can’t be reduced" takes
the card. When all the cards are gone, the player with the most cards wins the game.

Largest Fraction.

For this game, students can use a regular deck of playing cards with all the face cards and joker
cards removed. Ace cards = a value of 1." Shuffle the cards. Deal four cards to each player.
Players use the cards they were dealt to make the largest possible fractions.

Example:

Player 1 holds the cards 2, 3, 6, and 8

Player 2 holds the cards 1, 3, 3, and 7*

Player 3 holds the cards 2, 5, 6, and 8

Player 4 holds the cards 1, 2, 7, and 10

Each player makes the largest proper fraction s/he can make:
Player 1: 6/8

Player 2: 3/7*

Player 3: 5/6



Player 4: 7/10

In this example hand, the winner is Player 3 because 5/6 is a larger fraction than all the others.
*Note: Player 2 could make the fraction 3/3, but that is not a proper fraction. A proper fraction
always has a smaller number in the numerator than it has in the denominator.

Award Player 3 a point, place all cards from that round at the bottom of the pile, and play
another round. The player with the most points at the end of the game is the winner. - See more
at:

hitp://www.educationworld.com/a_lesson/dailylp/dailylp/dailylp139.shtml#sthash. UNJ8dY5x.dp
uf



Your Grid
A
5
4 %
-5 :
] i 5
Opponent Grid
AY
5
< P x
-3
. v 5

Put the following ships on your grid by
placing tha appropriate letters horizontally,
vertically ar diagonally.

1 - Alrgrat Sauler

AAJA LA LA

Instructions (2 Players) :

Both players place their ships on the their
grid according to the chart above.
Whoever goes first calls out a position i.e.
2,-5). The other player says either “Hit” or
“Miss” depending upon whether one of
his shipsis in the position called out, The
person calling out should mark a hitor a
miss on the “opponent grid” to keep track
of the shots. The other person should mark
the shot on the “defensive grid”. If the
shotis a “Hit”, the player goes again--
otherwise the other player takes a turn,
Once the opposing player has scored a hit
on ail of the spaces for a particular ship,
you must call out Hit...you sunk my
Cruiser” {or whatever type of ship it was).
Once a player has sunk ail the opponents
ships, he is declared the winner.



