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opecific maferidls are on each direction page. Al
of these activities require dice and / or a student
made spinner.

DiIiC€: Create dice with various numbers 0-9 on
them in addition To Traditional dice number [-6. This
way, students can make numbers with O, /, 8, and
in Them.

SPINNEr: Studenfs can make their own spinners
using a paperclip and pencil. Place the pencil and
paperclip in The cenfer of the circle and spinl

All of These activities can be used at ANY FMNEe

Of the yYyear. he BUMP game is seasondl, but
includes pages for each season.

Also, here is alink To The Classroom Spinner that
you see in many of the phofos.
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https://amzn.to/2OcDNQw
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10 & 100 More & Fewer

Materials
» Three Dice numbered -6 or three dice with various single-digit
numbers (0-9)

Directions
Roll The dice, creatfe a three-digit
numMber, and wrife down the
hundreds, tens, and ones
3 5 |

Spin the spinner.
Add or subfract 10 or 100
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How Far to the Next
Friendly Number?

Materials
+ [wo dice numbered -6 and 0O, /, 8,9, 5, & 6

» Different colored connecting cubes for each player

Directions
Roll The dice and creatfe a fwo-digit number.

How far away is your number
from the next friendly How 4 o the next riendly numper?
number? Cover that amount.

: : , ML+ % =gsp 0w A
ComT Nnue playing. 1f a number #ﬁ.“ DREDTT et
s diready covered and you - i e oD

*own i1, lock it by aftaching
anofher cube fo the first. 1f
the ofher player *owns if" you
can BUMP them of fl

Continue playing until all the
numbers are locked. The
player with the most covered
numbers wing!
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Hou f0r 1o the next {riendy, nuLer?

| Roll the dice. create a two- or three-digit number. Write it down.
2. Determine how far you need o go fo get to the next friendly number (10 or 100).
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Number Line Jumps: Addition

Materials
» [wo or three dice numbered -6 and 0, /, 8,9, 5, & 6
+ or dice numbered |-6.

Directions
Roll The dice and creatfe a fwo-digit number.
Write the number on the first ine. Make jumps
of 10 or 100 and record the jumps on each space

. Name:
N urnbtr Lme (}umps" +|00 L Rol the dice and create a two-digit number. Record that

number on the first space of the number line.

@ 2. Make jumps of 10 or 100 and record the jumps.
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Number Line Jumps: Subtraction

Materials
« Two dice numbered -6 and O, /, 8,9, 5, & 6

+ Or two dice numbered -6

Directions
Roll the dice and create a two-digit number.
Place a 9in the hundreds place.

Write The number on The last line.
Make jumps of |00 and record the jumps on each space

Number Line JUMps: -100 e

. Roll the dice and create g two-di
; 4 -digit number. Place a Gin th
hundreds place. Rec v F
e “ng ecord that number on the last space of the
2. Make jumps of 100 and record the jumps.
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Find a Pattern

Materials
» [hree dice with various numbers 0-9

Directions
Roll the dice and creafe a three-digit number. Wrife The number in
the gray box in The middle.

Add and suptract [0. Write The numbers in The boxes on either
side.

. ) 1A
gray pox inthe micce.

[[ umber in the ;
. | o \write the numoer \rx' ; yhoeh o
Fmd a Pa Crn | LRala three-digit rurzll";;,‘:“ 1lhe s s o e

2. Add and subt ract 10.
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when adding or subfracting fe
... Bonus: Highlight the number & place that changes.

n, what place changes?
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