
FROM HERE TO THERE 
 

These games are rather quick ones that provide practice in counting by various units.   
There are some strategies involved that become rather sophisticated but knowing the 
strategies is not required to play the games.  Strategy just enhances the chance of a win. 
 
They are all two-player games. 
 
Game One:  Getting to 100. 
Each player starts with ten dimes and ten pennies. 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 s/he places. The person who puts in the coin to make the 
total value of the pot exactly one dollar is the winner.  (Each player must place at least one 
penny in the pot during the course of the game—which keeps it from being just a game of 
dimes and counting by tens.) 
 
Variations on this game:   

• Play on a one-hundred chart that is big enough to place the coins right on the chart.  
Both players are placing their coins on the same chart. 

• Play on a one-hundred chart by crossing out the numbers that are called.  Each 
player uses a different color crayon and are crossing out the numbers are the same 
chart. 

• With only plain or lined paper, write the numbers underneath each other in a list, 
each player using a different color, playing on the same list--again writing one, two 
or three numbers. 

 
Each of the games above practices counting by tens and ones, which is a valuable skill for 
all elementary students.  The younger ones need to have reinforced the idea that when 
adding tens, the number in the ones place does not change.  Although we may think this is 
obvious, to many of our students it is not and is worth discussion. 
 
Game Two:  Getting to 1,000. 
This game is played without coins.  Students play as in the third variation of game one, 
placing numbers on a list in two different colors.  Players may choose to add one, two or 
three numbers, using ones, tens and hundreds.  The player who is able to place exactly 
1,000 on the list is the winner. 
 
Variations on this game: 

• Start at a number greater than one and have the target number be greater than 
1,000. 

• Make the counting units 25, 50 and 100. 
• Play with decimals rather than whole numbers (tenths, hundredths). 
• Play with fractions (quarters and halves). 

 
 
All of these games are variations on a game where the units are all the same.  The 
first one I saw was played with twelve toothpicks.  Players on alternate turns were 
able to pick up one or two toothpicks on a turn.  The person to pick up the last 
toothpick was the winner (or the loser).  Playing this simpler game can help us 
develop generalized winning strategies for all such games. 
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1 2 3 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 65 66 67 68 69 70 
71 72 73 74 75 76 77 78 79 80 
81 82 83 84 85 86 87 88 89 90 
91 92 93 94 95 96 97 98 99 100 
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The Solution Game 
 
Purpose:  Mental math practice, use of properties of operations to solve problems. 
 
Materials:  One deck of regular playing cards with picture cards removed. 
 
Set-up:   

• The cards are placed in a stack at the center of the table (face-down). 
 

• Five cards are removed from the stack, one at a time, and placed in a row 
face- up. 

 
• A sixth card is removed from the stack and placed face up below the row of 

five.  This card is called the “solution card.”   
 
Object of the Game:  Find a path to the solution card using as many cards in the 
row as possible with any arithmetic operations.  (Each card may be used only 
once.) 
 
Play:  The first person to see a possible path to solution says, “SOLUTION!” and 
tells the rest of the group what his/her path is.  If he or she is correct, he/she wins 
the cards used for the path to solution AND the solution card itself.  Replace all 
cards that have been taken (won) by new cards from the center stack.  Play 
continues in this fashion until no cards are left. 
 
The player with the most cards at then end of the game is the winner.   
 
Variations:   

• Use all the cards from ace through 6 and only half the cards from 7-10.  This 
makes the game a little easier. 

• Require a minimum number of cards used for solution.  Only solutions using 
at least three (or four, or five) cards is accepted. 

• Create a deck of cards as follows.  Make 3 cards for each of the numbers 
from 1 through 8; 2 cards for each of the numbers  

• from 9 through17; and one card for each of the numbers from 18 through 25.   
(This last variation is based on a card game called KRYPTO.  For decks 
already printed like this, buy the KRYPTO deck from a company called, “Making 
People Happy” at makingpeoplehappy.com.  There is also a fraction 
supplement to the regular deck.  ) 
 
The variations allow for differentiation.  Small groups can be playing different 
versions at the same time.  
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Cooperation 
 

Materials:  Index cards for each student.  Each index card shows a number from 1 to 9.  The cards are 
then punched and “strung” so students can hang them around their necks.   
 
Object:  The object of the game is to have students join with other students to form expressions equal to 
a given target number within a given time. 
 
Scoring:  At the end of each round, each student in a given expression scores the number of points 
equal to the number of people in the expression.   
 
Sample Game:  Leader passes out a number card to each student.  The number card is hung around the 
neck so that each student can see each other student’s number. 
Round One: 
The leader announces a time limit; for example, two minutes, and a target number; for example, 12. 
 
Students then move around looking for other students with whom they can join to complete an expression 
(using addition, subtraction, multiplication, and/or division) whose value is 12.   
 
Below are examples of the numbers in an expression and how each team created the expression. 
 
2           3         4        2               because 2 X 3 + 4 + 2 = 12 
 
9           3           1          1         4                    because (9/3) X 1 X 1 X 4 =12 
 
6  5 3 9  2  6 because (6 X 5) divided by 3 - 9 X 2 X 6 = 12 
 
The number of points for each student in the first expression is 4 because there are four students 
representing the expression.  Therefore, the number of points for each student in the second expression 
is 5, and the score in the third expression is 6. 
 
Each student keeps track of his/her own points. The leader begins round two.  Game continues for the 
time allotted.  Students with the most points are the winners.  There are usually lots of winners! 
 
Suggestions: 

x When played early in the year, it becomes clear who the leaders are.  It is probably a good idea 
to give the most valuable number (1) to the least popular child.  Then all of the “expressions” will 
want him/her! 

x The game changes as the students progress in their understanding of the properties of numbers, 
so it is best played at several different times during the year. 

x If students are getting too hung up on addition and subtraction only, try offering bonus points for 
each multiplication and/or division in an expression. 

x It is important to have each student participate in the saying of how his/her number belongs in the 
expression, rather than have one student do it all. 

x Some students use their arms to create parenthesis around certain sections of the expressions.  Other 
students stand on tables (use your judgment) with other students under the tables to express division! 

x It might be interesting to make one or two of the index cards “wild cards.” 
 

 
 
This game was first taught to me by my dear friend, the late Ginger Silverman.  I do not know its origin.   
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Originally from Open Court Real Math --either just like this or very similar.  
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A Fraction/Decimal Variation of the Roll a Problem Game 

 

This game is played on a hand made grid indicating the addition of 
two fractions, as shown below.  It is played with two number cubes.  
One of the cubes (know as the low cube) is numbered from 0 to 5.  
The other (the high cube) is numbered from 5 to 10.  In this game if a 
10 is rolled, it is “wild” and each player may use it as any digit from 0 
through 9. 

 
 
 

  +  

 

 

 

Each player has his or her own grid.  A number cube is rolled.  The 
sequence of rolls for this game is High, Low, High, Low.  All players use 
the number that is rolled to fill in a space on the grid indicating a 
numerator or a denominator for either fraction.  Once a number is 
placed it cannot be moved.  All players must place the number after 
each roll before the next number is rolled.  When four numbers have 
been rolled, the grid will be complete and each player evaluates the 
resulting sum of the two fractions.  The player with the sum closest to 
one is the winner. 
 
NB:  Any player who places a zero in the denominator will automatically 
lose. 
 
Another variation would be to add a fraction and a decimal. 
 

 .__ __ + 
 

Variations: 

The person with the greatest, least or closest to some chosen sum is the winner. 
Change the operation to subtraction or multiplication. 
Change the sequence of the cubes rolled. 
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Addenda&and&Citations&
!
The!hundred!chart!stickers!are!available!from!Graphpatch.com.!
!
If!you!go!to!the!website,!you!can!download!an!order!form—they!do!not!take!orders!
directly!from!the!internet.!
!
Although!they!show!only!various!options!of!graph!grids!(which!may!also!interest!
you),!they!do&not&show!“hundred!chart.”!!Just!write!“hundred!chart”!on!the!order!
form!where!it!asks!what!style!you!want.!!You!can!order!them!in!packages!of!30!or!on!
a!roll!of!500.!Or!you!can!mix!and!match!packages!of!graph!grids!and!hundreds!
charts.!!The!minimum!order!is!$25,!which!is!the!cost!of!one!roll!of!500.!!!
!
!
Number!cubes!with!0M5!and!5M10!are!very!expensive.!!It!is!much!less!expensive!to!
buy!blank!wooden!cubes!and!label!them!yourself.!!Or!you!can!divide!a!deck!of!cards!
into!two!piles—high!and!low.!!If!you!want!a!zero,!use!a!picture!card.!!Putting!5s!in!
both!piles!makes!it!a!little!more!interesting.!
!
!
!
The!small!blank!flashcards!are!from!“Pacon.”!!If!you!Google!that!name!you!will!find!
several!sources!at!various!prices.!
!
!
The!information!for!the!premade!deck!of!cards!for!the!highest!difficulty!level!of!the!
Solution!Game!(which!is!“Krypto”)!is!on!the!sheet!that!has!the!instructions!for!all!
levels!of!the!Solution!Game.!!On!the!website!for!Krypto!you!can!also!find!out!if!the!
set!of!5!numbers!can!be!manipulated!to!result!in!the!solution!number.!!You!can!also!
choose!whether!or!not!you!want!to!know!what!the!solution!is,!or!just!if!it!is!possible.!
Making!People!Happy!is!really!the!name!of!the!company!!!http://mphgames.com/!
!
!
Sources!for!Counting!Games!Used:!
“Balloon!Ride,”!Family!Math,!Jean!Stenmark,!Virginia!Thompson!and!Ruth!Cossey,!
Lawrence!Hall!of!Science!(EQUALS!SERIES)!
“Get!to!a!dollar!with!dimes!and!pennies”,!Real!Math,!(Open!Court)!SRA!Wright!
Group.!
Race!to!100,!TriMathlon,!J.!Sally!and!P.!Sally,!CRC!Press,!2003.!
!


