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Investigating/Comparing Numbers 

2 or more players 

Need: Number line 

 Two markers for number line (pennies will do) 

1. Player 1 thinks of a mystery number and then calls out two numbers such that the 

mystery number is somewhere between two numbers.   

2. Player 2 tries to guess the mystery number. 

3. Player 1 responds to the guess by saying the mystery number is either  smaller than 

(or less than) or bigger than (or more than or greater than) my number.   

4. Then, Player 1 will move the bracket according to their response. 

5. Player 2 will continue to guess as Player 1 responds.  Eventually, the mystery number 

will be “squeezed” between the two markers. 

2 

players 

Need: Number Cards to 20  

(# cards from a playing deck or homemade cards from 1-25 will work.) 

 

1.  Each player takes a card from the top of the pile, turns it over, and says the number 

on the card. 

2. The player who has the larger number takes both cards. 

3. The game is over when all of the cards have been taken.  The player with more cards 

wins. 

 

Variation: Add wild cards to the deck.  A player who draws a wild card may choose any 

number.  The player must write the number on scratch paper so that the other players can 

see it. 
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2 or more 

players 

Need: Number Cards to 20 (or higher) 

1. Shuffle the cards. 

2. Deal 6 cards to each player.  

3. Put 2 cards number-side up on the table. 

4. Put the rest of the cards number-side down in a pile. 

5. Take turns.  When it is your turn: 

 Look for any number in your hand that comes just before or just after one 

of the faceup numbers.  Put it on top of the number.  Play as many cards as 

you can. 

 Take as many cards as you need from the deck so that you have 6 cards 

again. 

 If you can’t play any cards when it is your turn, take 2 cards from the deck.  

Place them number-side up on top of the 2 cards on the table.  Try to play 

cards from your hand again.  If you still can’t play, your turn is over. 

6. The game is over when 

 All cards have been taken from the deck. 

 No one can play any more cards. 

7. The player holding fewer cards wins. 

2 

players 

Need: Number Cards 0-9 (4 cards of each number) 

1. The deck is shuffled and placed number-side down between the partners 

2. Each player draws 2 cards from the deck and uses them to make the larger 2-digit 

number. 

3. The player with the larger number takes all 4 cards. 
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4. The game is over when all of the cards have been used. 

5. The player with more cards wins. 
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Counting 

2 or more players

Need: at least 20 pennies and 1 die 

1. Place the pennies in a pile for your “bank” 

2. Players take turns rolling the die and picking up as many pennies as indicated on the 

die until all of the pennies have been picked up. 

3. The player with more pennies wins the game. 

 

2 or more 

players 

To practice using and counting tally marks try some of the following activities: 

1. Out of the child’s view, drop coins in a container as the other player makes tally 

marks.  Then count the coins together.  Players earn points by correctly marking 

the tally marks. 

2. Roll a dice and make tally marks next to the number that appears on a separate 

sheet of paper.   

3. Use tallies to record the results of the winner while playing rock, paper, scissors.  

2 or more players 

Need: 100’s chart, small marker for each player, and 1 die 

1. Put your marker on 0. 

2. Roll the die and move that number of spaces. 

3. The first player to reach 100 wins. 

Variation:  Make certain numbers worth different amounts. For example, if you roll a 4 you 

have to go back 4 spaces or roll and 6 and move up 10.  
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Addition 

2 

players 

Need: pennies  (Suggested amounts 5-20) 

1. Take out (10) pennies. 

2. Ask your child to grab a handful of pennies with one hand and to pick up the rest 

with the other hand. 

3. Have your child identify the number of pennies in each hand as you record the 

addition sentence on a piece of paper 

2 

players 

Need: One plate or bowl and a specified number of pennies (Try beginning with 10. ) 

1.  Players take turns. Player A turns the plate upside down, hides some of the pennies 

under the plate, and places the rest of the pennies on top of the plate. 

2. Player B counts the pennies on top of the plate and guesses how many are hidden 

underneath.  If the guess is correct, Player B gets a point. 

3. Players trade roles and keep a tally of their points.  The player who has more points 

at the end of 5 rounds wins. 

2 

players 

Need: 2 dice and sheet of paper 

1. Players take turns. The first player rolls 2 dice and records the roll in the first two 

squares.  He or she keeps the die with the larger number (the Higher Roller) and 

crosses out the smaller number on the recording sheet. 
2. The first player rolls the other smaller die again and records the roll.  He or she 

counts on from the number rolled on the first die to get the sum of the two dice. 



3. The first player records the sum on the line. The second player repeats this 

process 

4. Keep score for each round at the top of the page with tally marks. 

2 or more 

players 

Need: double 9 dominoes 

1. A player places all dominoes face down on the table. 

2. Each player turns over a domino and finds the total number of dots. 

3. The player with the larger total takes both dominoes.  In case of a tie, each player 

turns over another facedown domino, and the player with the larger total takes all 

of the face up dominoes. 

4. Play continues until all of the dominoes have been played.  The player with more 

dominoes wins. 

vs 

winner 

2 or more 

players 

Need: four 6-sided dice or two polyhedral dice marked 0-9 

 20 pennies 

1. For each round, players take turns shaking and rolling the dice, adding the numbers 

using any method (except a calculator), and stating the sum. 

2. Saying the wrong number disqualifies a player for that round.  This encourages 

children to check every sum, not just their own.  A disqualified player may still 

check others’ responses. 
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3. The player with the highest sum for each round takes a penny from the pile.  If 

there are ties, the tied players each take a penny. 

4. The player with the most pennies or counters at the end of a given time wins. 

      ~Winner~ 

2 

players 

Need: Number cards 0-9 (4 of each number)  

~A deck of cards will work great for this game. 

1. Shuffle the deck and place it number-side down. 

2. Each player turns over 2 cards and calls out the sum of the numbers.  

3. The player with the largest sum wins the round and takes all of the cards. 

4. In case of a tie for the largest sum, each tied player turns over 2 more cards and 

calls out the sum of the numbers.  The player with the largest sum takes all of the 

cards from both plays. 

5. The game ends when not enough cards are left for each player to have another 

turn. 

6. The player with the most cards wins. 

 

~Winner~ 

2 players 

Need: calculator, addition flash cards are optional, and pennies or paper to keep score 

1. Decide which player is the calculator and which player is the brain. 

2. Draw an addition fact card 

3. Race to see if the brain or calculator tells the sum first. 
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4. The winner of each round takes a penny from the bank.  

5. The game is over when all the pennies are gone.   

6. The player with the most money wins. 
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      Subtraction 

2 

players 

Need 40 pennies, number cards 1-10 (Need 4 of each number) 

1.  Place 40 pennies in the middle  

2. Mix deck of 1-10 number cards  and put the cards number-side down in a deck. 

3. In each round, each player takes 1 card from the bank as the number shown on the 

card. 

4. Both players then find out how many more pennies one player has than the other. 

5. The player with more pennies keeps the extra pennies. The rest go back to the 

bank. 

6. The game is over when there are not enough pennies left in the bank to play 

another round. 

7. The player with more pennies wins the game. 

 

2 

players 

The object of the game is to be the first player to reach exactly 0 by subtracting 1,2, or 3 

from a given number. 

1. Choose a starting number. 

2. Take turns subtracting 1,2, or 3 from the number 

3. Player to reach 0 first wins. 



 

Counting Money 

              2 or more 

players 

Need: coins child is familiar with 

1. Partners put 20 pennies and 10 nickels in a pile.  This is the bank. 

2. Players take turns rolling a die and collecting the number of pennies shown on the 

die from the bank. 

3. Whenever players have at least 5 pennies, they say, “Exchange!” and trade 5 

pennies for a nickel from the bank. 

4. The game ends when there are no more nickels in the bank.  The player who has 

more nickels wins.  If the players have the same number of nickels, the player with 

more pennies wins. 

Variation: Have children play with a larger bank and two dice. 

**Variation 2: Add dimes (3-12), quarters (6-9), and dollars (8-7)  to the bank as they 

are introduced in class.     Exchange 

= 

2 or more players 

Need: flashcards with coin combinations  

(You could make these cards by writing coin combinations on index cards.) 

1. Place cards with coins that child is familiar with facedown in a stack. 

2. Each player draws a card and counts the coins shown on the card.  The player with 

the larger amount takes both cards. 
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3. In case of a tie, each player takes one more card.  The player with the larger 

amount takes all of the cards. 

4. The game ends when all of the cards in the stack have been played.  The winner is 

the player with more cards. 

Math Websites 

Stop the Clock at the Hour:  http://www.oswego.org/ocsd-

web/games/StopTheClock/sthecR.html 

Stop the Clock at the ½ Hour: 

http://www.oswego.org/ocsd-web/games/StopTheClock/sthec1.html 

Telling Time Board Game  

http://www.harcourtschool.com/activity/willy/willy.html 

http://www.arcademicskillbuilders.com/     (Click on the addition/subtraction tab.) 

@ 

www.primarygames.com/math 
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OR visit  http://hawthorn.salem111.com/ for more links. 
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HHuunnddrreeddss  CChhaarrtt  
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