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Race to 100

Materials: Z dice, hundreds chart, moving
chip (1 per partner, Z different colors)

pirections:

1) Place d hundreds chart between you
and your partner.

2) Roll 2 dice and add the numbers
together. Start at 1 and move your
marking chip the amount of sum of the
two dice.

3) Oneach turn, roll the dice and add to
the number you were on during the
previous turn.

4) The first person fo land on or pass
100 wins!

Challenge Option: A partner must land on
EXACTLY 100 to win.
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5 Ih 4 Row

Materials: digit cards, hundreds
chart, crayons (1 color per partner)

pirections:

1) Place da hundreds chart between
you dnd your pdrtner.

2) Flip up 2 digit cards and multiply
the number together.

3) With your crayon, color in the
product of your two digit cards.

4) The first person to color in 5
squdres in da row (horizontal,
vertical, or diagonal) wins.
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The Round-up

Materials: digit cards, hundreds
chart, moving chips (several per
partner, 1 color per partner)

pirections:

1) Place a hundreds chart between
you and your pdrtner.

2) Flip up two digit cards. Multiply
the numbers together. Round
the product to the nearest tens

3) Mark the number you rounded
the product to with your colored
chip.

4) The person with the most
numbers marked wins.
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what’s the picture?

Materials. clue cards, hundreds chart,

crayon or marker

Pirections:

1) Get a hundreds chart.

2) Pick a clue card and read the
starting humber. Place your
finger on that number. Move
one box in the direction that the
arrows on the card show.

3) Color in the number that you
landed on.

4) When you have completed all
of the clue cards, you will have
formed a picture on your
hundreds chart.
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Note: You will heed tTo create these “clue cards®
daccording fo the picture You want Your students to
create.




Puzzie Mmatch-up

Note: To create “Puzzie Match Up,” cut apart a hundreds
chart and white-out some of the numbers on each piece
(Nou can dlso use a blank hundreds chart and write ih the
humbers You want on each piece.

Materials: hundreds chart

puzzle pieces, pencil

pirections:

1) Gather dll of the puzzle pieces.

2) Look at each puzzle piece and
write in the missing numbers in
the piece. Then place dll of the

puzzle pieces together to
create a hundreds chart.
3) The completed chart should

have 10 rows dnd 10 columns.

ex.
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10

use these digit cards fo play “The Rouhd-up® dnd “5 in g Row.”
Mdke severdl copies of the cards dnd laminate for durdbility.
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