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Follow The Trail 

Rationale 

Math Games 

81 

"Follow The Trail" is developed to reinforce the skill 

of two digit column addition with regrouping. Students 

have already been exposed to two digit addition with re­

grouping, place value and to instruction and activities 

using this process. Skill Test 29 may be used to determine 

mastery of this skill. 

Materials 

poster board 22" x 28" 

cards with a two digit column addition problem with re-

grouping on each card 

1 wooden cube numbered from 1 to 6 

4 magic slates 

4 chip markers of different colors--one for each player 

Directions 

1. 2 to 4 players 

2. Each player has a magic slate to work the problems on 

3. Cards are placed face down 

4. A card is drawn and all players work the problem 

5 The players who have the correct answer in turn roll 
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the cube and move the correct number of spaces 

6. The next card is then drawn and the process is 

continued 

7. If a player lands on a space with writing he misses 

a turn 

8. The first player to reach YA-HOO is the winner 
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One Less 
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"One Less'' is developed to reinforce the concept of the 

subtraction process. Students may use this game after 

being introduced to the process of subtracting one from 

a number one to nine. This skill is included in Skill 

Test 32. 

Materials 

poster board 9" x 1 O" 

1 wooden cube numbered from 1 to 6 

36 chips--18 for each set 

Directions 

1. 2 players--each player rolls the wooden cube in turn 

2. A player may cover on~ square, on his roll, that 

represents a number one less than the number rolled. 

3. The first player to complete a straight row wins 
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Subtracto 0-9 
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"Subtracto" is developed to reinforce subtraction facts 

from zero to nine. The subtrahend is one to nine. Students 

have already been exposed to instruction and activities 

using this process. Skill Test 32 may be used to determine 

mastery of this skill. 

Materials 

poster board 1 O½" x 12" 

36 poster· board 1½" squares with numbers that will match 

each process to fill the board 

1 wooden cube numbered from 5 to 10 

1 wooden cube numbered from Oto 5 

Directions 

1. In the beginning this game should be teacher directed 

2. 2 to 6 players 

3. The squares are divided equally among the players 

and placed face up in front of the player 

4. Each player in turn rolls the cubes 

5. All players subtract the smaller from the larger number 

shown on the cubes 
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6. If the player has the correct answer on his square 

he puts it in the teacher's outstretched hand 

7. The teacher puts the answer on the correct square 

on the board 

8. If the player gives the wrong answer he gets that 

square back plus an additional square 

9. The first player to be out of squares is the winner 
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Dinosaur 

Rationale 
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"Dinosaur" is developed to reinforce the subtraction facts 

when the subtrahend is ten to eighteen and the minuend is 

one to nine. Students have already been exposed to in­

struction and activities using this process. Skill Test 

33 may be used to determine mastery of this skill. 

Materials 

poster board 28 11 x 1 O" 

cards with subtraction facts when the subtrahend is 10 to 

18 and the minuend is 1 to 9 

6 chip markers of different colors--one for each player 

Directions 

1. 2 to 6 players--each player puts his marker on a 

volcano 

2. Each player in turn draws a card and gives the answer 

3. If the answer is correct the player moves the number 

of spaces to correspond with the answer 

4. The player moves to the palm tree and back to the 

volcano 

5. The first player to return to his volcano is the winner 
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Subtracto 10-18 
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"Subtracto" is developed to reinforce the subtraction 

facts when the subtrahend is one to eighteen and the min­

uend is one to nine. Students have already been exposed 

to instruction and activities using this process. Skill 

Test 33 may be used to determine mastery of this skill. 

Materials 

poster board 1 O½" x 12" 

36 poster board 1¼" squares with the numbers that will 

match each process to fill the board 

1 wooden cube numbered from 11 to 16 

1 wooden cube numbered from 4 to 9 

Directions 

1. In the beginning this game should be teacher directed 

2. 2 to 6 players 

3. The squares are divided equally among the players 

and placed face up in front of the player 

4. Each player in turn rolls the cubes 

5. All players subtract the smaller from the larger number 

shown on the cubes 
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6. If the player has the correct answer on his square 

he puts it in the teacher's outstretched hand . 

7. The teacher puts the answer in the correct square 

on the board 

8. If the player gives the wrong answer he gets that 

square back plus an additional square 

9. The first player to be out of squares is the winner 
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Boats Go Capsize 
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94 

"Boats Go Capsize" is developed to reinforce the skill of 

two digit subtraction without regrouping. Students have 

already been exposed to instruction and activities using 

this process. Skill Test 34 may be used to determine 

mastery of this skill. 

Materials 

poster board 14" x 22 11 

20 cards with a two digit subtraction without regrouping 

problem on each card 

4 magic slates 

1 wooden cube with numbers from 1 to 6 

4 chip markers of different colors--one for each player 

Directions 

1. 2 to 4 players--markers are put on start 

2. Each player has a magic slate to work the problems on 

3. Cards are placed face down 

4. A card is drawn and all players work the problem 

5. The players who have the correct answer in turn roll 

the cube and move the correct number of spaces 
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6. The next card is then drawn and the process continued 

7. If a player lands on a space with writing he misses 

a turn 

8. The first player to reach a winner's flag is the 

winner 
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Treasure Hunt 
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"Treasure Hunt" is developed to reinforce the skill of 

two digit subtraction with r egrouping . Students have 

already been exposed to place value and instruction and 

activities using this process . Skill Test 35 may be used 

to determine mastery of this skill. 

Materials 

poster board 22" x 28" 

20 cards with a two digit subtraction with regrouping 

problem on each card 

4 magic slates 

1 wooden cube with numbers from 1 to 3 

4 chip markers of different colors--one for each player 

Directions 

1. 2 to 4 players--markers are put on start and each 

player has his own path to follow 

2. Each player has a magic slate to work the problems on 

3. Cards are placed face down 

4. A card is drawn and all players work the problem 

5. The players who have the correct answer in turn roll 



the cube and move the correct number of spaces 
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6. The next card is then drawn and the process continues 

7. If a player lands on a space with writing he misses 

a turn 

8. The first player to reach the tre asure is the winner 
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Rocket The Planets 

Rationale 
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"Rocket The Planets II is developed to reinforce mul tipli­

cation facts when both factors are zero through six. 

Students have already been exposed to instruction and 

activities using this process. Skill Test 38 may be used 

to determine mastery of this skill. 

Materials 

poster board 1 3" x 1 O" 

2 wooden cubes each with numbers from Oto 6 

4 chip markers of different colors--one for each player 

Directions 

1. 2 to 4 players--each player rolls the wooden cubes 

on his turn 

2. The player multiplies the two factors; determined by 

the numbers rolled on the cubes 

3. If the product is found on the first planet of 'Mercury' 

the player may move his marker to that planet 

4. Continue with the same procedure, traveling around the 

planets in their order 

5. The first player to reach 'Pluto' is the winner 
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Producto 
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"Producto" is developed to reinf'orce multiplication facts 

when both factors are four through nine. Students have 

already been exposed to instruction and activities using 

this process. Skill Test 39 may be used to determine 

mastery of this skill. 

Materials 

poster board 1 O½" x 12" 

36 poster board 1¼" squares with numbers that will match 

each process to fill the board 

2 wooden cubes each with numbers from 4 to 9 

Directions 

1. In the beginning this game should be teacher directed 

2. 2 to 6 players 

3. The squares are divided equally among the players 

and placed face up in front of the player 

4. Each player in turn rolls the cubes 

5. All players multiply the two numbers 

6. If the player has the correct answer on his square 

he puts it in the teacher's outstretched hand 
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7. The teacher puts the answer in the correct square 

on the board 

8. If the player gives the wrong answer he gets that 

square back plus an additional square 

9. The first player to be out of squares is the winner 
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Football 

Rationale 

Math Games 
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"Football" is developed to reinforce the multiplication 

skill of two digit by one digit multiplication. Students 

have already mastered the multiplication facts and have 

been exposed to instruction and activities using this 

process. Skill Test 40 may be used to determine mastery 

of this skill. 

Materials 

poster board 22 11 x 28" 

20 cards with a two digit by one digit multiplication 

problem on each card 

2 magic slates 

1 wooden cube numbered from 1 to 6 

16 chip markers--8 of each color 

Directions 

1. 2 to 6 players--players are on two teams 

2. Each team has a magic slate 

3. A marker is put on the football for each team 

4. Cards are placed face down 

5. One team draws a card and works the problem 
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6. If the answer is correct one player rolls the cube 

and moves a marker the correct number of spaces. It 

is then the other team's turn. 

7. When a team's marker gets to the goal it is put in 

the score box and another marker placed on the foot­

ball 

8. The team with the most markers in their score box 

is the winner 
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Lion Hunt 
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"Lion Hunt" is developed to reinforce division skills 

when the divisor is 1 through 5. Students have already 

been exposed to instruction and activities using this 

process . Skill Test 43 may be used to determine mastery 

of this skill. 

Materials 

poster board 15" x 18" 

cards with a division fact, when the divisor is 1 through 

5, on each card 

4 chip markers of different colors--one for each player 

Directions 

1. 2 to 6 players--each player puts his marker on start 

hunting 

2. Each player in turn draws a card and answers the 

problem 

3. If the answer is correct he moves the number of spaces 

of his answer 

4. If he lands on a space marked weeds he looses his turn 

5. The first player to reach the lion is the winner 
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Candy Cane Land 
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"Candy Cane Land" is developed to reinforce division 

skills when the divisor is six through nine. Students 

have already been exposed to instruction and activities 

using this process. Skill Test 44 may be used to determine 

mastery of this skill. 

Materials 

poster board 11" x 14" 

cards each with a division fact when the divisor is 6 

through 9 

4 chip markers of different colors--one for each player 

Directions 

1. 2 to 4 players--each player puts his marker on Go 

2. Each player in turn draws a card and answers the 

problem 

3. If the answer is correct he moves the number of 

spaces of his answer 

4. The first player to reach Stop is the winner 
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Shape Maze 

Rationale 
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"Shape Maze" is developed to reinforce recognition of 

basic geometric shapes: square, triangle, circle and 

rectangle. Students have already been exposed to in­

struction and activities using this process. Skill Test 

45 may be used to determine mastery of this skill. 

Materials 

poster board 14 11 x 12" 

1 wooden cube with a circle on two sides, a triangle on 

two sides and a square on two sides 

2 chip markers of different colors--one for each player 

Directions 

1. 2 players--One player puts his marker on number 1 

and the other player puts his marker on number 2 

2. Each player in turn rolls the cube and moves to the 

adjoining shape to match the cube shape; it is then 

the other player's turn 

3. If there is not an adjoining shape to match the 

cube the player may not move 

4. If the player lands on a shape with writing he gets 

another turn 
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6. Player 2 wins if he can get to the 1 first 
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Math Drag 

Rationale 
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"Math Drag" is developed to reinforce the addition and 

subtraction facts zero through nine. Students have al­

ready been exposed to, and can recognize, the addition 

and subtraction symbols and processes. Skill Test 46 

may be used to determine mastery of this skill. 

Materials 

poster board 22 11 x 28" 

1 wooden cube numbered from 1 to 6 

4 chip markers of different colors--one for each player 

Directions 

1. 2 to 4 players--each player rolls the cube in turn 

and moves the correct number of spaces as shown on 

the cube 

2. The player must correctly complete the sentence on 

the space in order to stay there 

3. If the player cannot complete the sentence he goes 

back to his original space 

4. If a player lands on a GAS space, he draws a card 

and moves the number of spaces indicated 

5. The first player to reach finish is the winner 
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Land Your Plane 
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"Land Your Plane" is developed to reinforce the multi­

plication and division facts. Students have already been 

exposed to, and can recognize, the multiplication and divi­

sion processes. Skill Test 47 may be used to determine 

mastery of this skill. 

Materials 

poster board 22" x 28" 

1 wooden cube numbered from 1 to 3 

4 chip markers of different colors--one for each player 

Directions 

1. 2 to 4 players--each player chooses his path putting 

his chip on the plane 

2. F,a.ch player in turn rolls the cube and moves the 

correct number of spaces as shown on the cube 

3. The player must correctly complete the sentence on 

the space to stay there 

4. If the player cannot complete the sentence he goes 

back to the closest flight adjustment 

5. If a player, on his roll, lands on flight adjustment 

he misses a turn 
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6. The first player to reach his hanger- is the winner 
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Baseball 
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"Baseball" is developed to reinforce the skill of deter­

mining whether to use the addition or subtraction process 

in a word problem and to obtain the correct answer either 

when the word problem is read to the student or when the 

student reads the word problem himself. Students have 

already been exposed to instruction and activities using 

this process. Skill Test 52, 53, 54, 55 and 56 may be 

used to determine mastery of these skills. 

Materials 

poster board 18" x 18" 

40 cards with a word problem on each card 

1 wooden cube with the following on each side 1, 2, 3, 

HR, Strike, Out 

2 sets of chip markers with 4 chips in each set 

Directions 

1. 2 to 12 players with and eqQal number on each of two 

teams; teacher directed when first played 

2. 10 cards are placed face 1own at each base 

3. Player 1 of team A is up to bat; by rolling t he 

wooden cube the play is determined 
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4. The player then moves according to the roll and must 

do the problem asked correctly or it is an out for 

the team 

5. If the player is on first, second, or third it is 

the next player's turn. The cube is rolled and the 

player goes to the base indicated . If the player 

correctly does the problem then all players on base 

advance one base for a 1, two bases for a 2 and three 

bases for a 3 

6. If the player answers incorrectly all players re­

main at their base without advancing 

7. When a team has 3 outs it is the other team's turn 

8. Outs are determined by rolling an out on the cube, 

rolling 3 strikes in a row, or by answering the 

problem incorrectly 

9. Runs are scored by advancing the bases and crossing 

home plate 

10. The team with the most runs at the end of nine 

innings is the winner 
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Compute 
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"Compute" is developed to reinforce the skill of deter­

mining whether to use the multiplication or division pro­

cess in word problems and to obtain the correct answer 

either when the word problem is read to the student or 

when the student reads the word problem himself. Students 

have already been exposed to instruction and activities 

using this process. Skill Test 57, 58, 59, 60 and 61 

may be used to determine mastery of these skills. 

Materials 

poster board 11" x 28" 

24 cards with a multiplication or division word problem 

on each card 

1 wooden cube numbered from 1 to 6 

Directions 

1. 2 to 6 players--each rolling the wooden cube in turn 

2. Cards are placed face down one in each space; extra 

cards are placed on the computer 

3. The player rolls the cube and takes the card from 

the corresponding space 
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4. If the player answers the problem he gets the number 

of points from the space and a new card is placed 

in the space 

5. If he answers incorrectly the card is placed in the 

space and no points are scored 

6. The player with the largest score is the winner 
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Money Match 
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"Money Match" is developed to reinforce the skill of coin 

recognition and value. Students have already been exposed 

to instruction and activities using this skill. Skill 

Test 62 may be used to determine mastery of this skill. 

Materials 

poster board 22" x 28" 

60 cards with coins stamped on cards to match values on 

the board 

coin stamps 

4 chip markers of different colors--one for each player 

1 wooden cube numbered from 1 to 6 

Directions 

1. 2 to 6 players--the cards are divided equally among 

the players 

2. The first player rolls the cube and moves the ap­

propriate number of spaces. To stay on the space he 

must give the bank a card with coins of the same 

value total 

3. In order for the player to take a short cut he must 
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have completed his previous turn on the valu ad­

jacent to the short cut 

4. If a player lands on a space with a picture he does 

not have to give a card to the bank 

5. When all players arrive at the bank the player with 

the largest value of cards left is the winner 
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Million Dollar Maze 
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"Mill ion Dollar Maze" is developed to reinforce the skill 

of coin identification and value. Students have already 

been exposed to instruction and activities using this 

skill. Skill Test 62 may be used to determine mastery 

of this skill. 

Materials 

poster board 22" x 28" 

36 cards marked with coins up to a 25¢ value 

coin stamps 

4 chip markers of different colors--one for each player 

Directions 

1. 2 to 4 players--each player begins at start 

2. In turn each player draws a card and moves the ap­

propriate number of spaces as shown by the value of 

the coins on the card 

3. A player may not cross over a dark line but instead 

must follow the maze 

4. The first player to reach $1,000,000 is the winner 
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How Much Is Your Name Worth? 
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"How Much Is Your Name Worth?" is developed to reinforce 

the skill of additon using money values and symbols. 

Students have already been exposed to instruction and ac­

tivities using this process. Skill Test 63 may be used to 

determ i ne mastery of this skill. 

Materials 

poster board 811 x 12" 

Directions 

1 . 1 player or more 

2. The player takes his name and using each letter and 

the corresponding number value finds the total value 

of his name 

3. The player may wish to also find the value of friends' 

names 

4. If a group of players is working together members may 

find whose name has the largest or smallest value 

5. The game may also be used with spelling words 
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Change Bank 
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"Change Bank" is developed to reinforce the skill of 

subtraction and making change using money values and 

symbols. Students have already been exposed to instruc­

tion and activities using this process. Skill Test 64 

may be used to determine mastery of this skill. 

Materials 

poster board 22 11 X 2 11 

32 cards that match spaces on the board 

30 small yellow chips with 1¢ on each chip 

25 small blue chips with 5¢ on each chip 

20 small green chips with 10¢ on each chip 

15 small red chips with 25¢ on each chip 

10 small white chips with 50¢ on each chip 

2 wooden cubes numbered from 1 to 6 

Directions 

1. 2 to 6 players--each player begins with these chips: 

6-1¢, 5-5¢, 3-10¢, 2-25¢, 1-50¢ 

2. Players begin on start; the first player rolls the 

cubes and moves accordingly 
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3. He may buy the article he lands on and get owner­

ship of the card 

4. The money is paid to the bank 

5. If another player lands on an article already owned 

by a player, he must pay rent to the owner as indi­

cated on the card 

6. Each time the player goes past start he gets 15¢ 

7. The player with the most assets and money wins 
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Ti me Concentration 
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"Time Concentration" is developed to reinforce time re­

cognition skills. Students have already been exposed to 

instruction and activities of reading clocks and times 

for the hour, half hour, quarter hour and five minute 

intervals. Skill Test 65, 66, 67 and 68 may be used to 

determine mastery of this skill. 

Materials 

24 cards--12 with clocks showing the time and 12 with the 

matching time written 

Directions 

1. 2 to 4 players 

2. All cards are placed face down in front of the players 

3. The first player turns over two cards, one at a time 

4. If they match he keeps the cards and counts them as 

one set; he then takes another turn 

5. If the cards do not match he turns them back over 

in the same spot and the play moves to the next player 

6. The player at the end of the game with the most sets 

is the winner 
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Clock Bingo 
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"Clock Bingo" is developed to reinforce time recognition 

skills. Students have already been exposed to instruction 

and activities of reading clocks and times for the hour, 

half hour, quarter hour and five minute intervals. Skill 

Test 65, 66, 67, and 68 may be used to determine mastery 

of this skill. 

Materials 

50 markers 1"x1" 

5 pieces of poster board 511 X p" 
1 poster board master clock 6 II circle with the following 

printed on the back of the clock 

e L 0 C K 

1 : 15 1 : 1 0 , 1: 45 1 : 35 1: 05 

2:25 2:45 2:30 2: 15 2: 10 

3: 10 3: 15 3:20 3:45 3:25 

4 :50 4:35 4 :05 4:30 4: 15 

5:35 5:30 5:55 5:00 5:20 

6:55 6:50 6:40 6:20 6 :30 

7:45 7:55 7:25 7:10 7:35 

8:40 8:00 8:45 8:05 8:50 
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C L 0 C K 

9: 05 9:20 9:00 9:25 9:40 

1 0: 20 1 0: 05 10: 15 1 0: 50 1 0: 55 

11 : 30 11 : 20 11 : 10 11 : 40 11: 00 

12:00 12:25 12: 35 12:55 12:45 

Directions 

1. Teacher directed 

2. 2 to 5 players--each player has his own clock card 

containing the names of times 

3. He initially covers the middle clock space as an 

automatic free 

4. The teacher shows the master clock and sets the time 

according to the times listed on the back. The caller 

then reads off the correct top letter C,L,o,c, or K 

5. Players read the time from the clock and find the 

notation on the card. They cover it with a marker 

6. The first player with five in a row wins 
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"Tic Toe Around The Clock" is developed to reinforce time 

recognition skills. Students have already been exposed 

to instruction and activities of reading clocks and times 

for the hour, half hour, quarter hour and five minute in­

tervals. Skill Test 65, 66, 67 and 68 may be used to 

determine mastery of this skill. 

Materials 

poster board 18" x 18" 

24 cards with times written that correspond to times shown 

on the clocks on the game board 

4 chip markers of different colors--one for each player 

Directions 

1. 2 to 4 players--each player begins by placing his 

marker at 12 o'clock 

2. Cards are placed face down in a pile in the center 

of the game board 

3. Each player in turn picks a card and moves clock­

wise to the clock the card indicates 

4. Each time a player passes 12:00 he scores a point 

5. The player with the most points wins 
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Don't Miss The Train 
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"Don't Miss The Train" is developed to introduce the time 

skill of telling how many hours and minutes until a given 

time as well as setting a clock to a given time . Students 

have already been exposed to instruction in telling time. 

Skill Test 65, 66, 67 and 68 may be used to determine 

mastery of this skill. 

Materials 

poster board 28" x 22" 

4 poster board clocks of different colors 

4 chip markers to match the clock colors 

2 wooden cubes with dots from 1 to 6 

20 bonus cards 

1 5 time cards 

Directions 

1. 2 to 4 players--markers are placed in the station 

2. The cards are shuffled and placed in their proper 

places 

3. The first player turns up the top TIME card and sets 

the master clock at the time indicated on the Time 

card for "time leaves " 
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4. Each player sets his own clock at the time now indi­

cated on the TIME card. When the game pegins, the 

clocks of all the players are set at the same time 

5. The player rolls the cubes, totals his throw of the 

cubes and advances his marker clockwise around the 

track for that many spaces 

6. If the player lands on a space that has special in­

structions he follows the directions that are given 

7. A player is entitled to only the top BONUS card and 

advances his clock as directed, placing the BONUS 

card face down on the bottom of the BONUS stack 

8. A player advances his clock 15 minutes every time 

his marker moves around the entire circle and passes 

the first space 

9. When a player's clock reaches or passes the time 

shown on the master clock, that player wins the game. 

He has caught the train; all others have missed the 

train 
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Through The Year 
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"Through The Year" is developed to reinforce skills of 

using a calendar to determine a month , day, week or date. 

Students have already been exposed to instruction and ac­

tivities using this skill. Skill Test 69 may be used to 

determine mastery of this skill . 

Materials 

poster board 18" x 18" 

36 cards with a calander and question on each card 

4 chip markers of different colors--one for each player 

1 wooden cube numbered from 1 to 6 

Directions 

1. 2 to 4 players--each player places his marker on 

January 

2. Each player in turn draws a card if he can answer 

the question correctly, he rolls the cube and moves 

the correct number of spaces 

3. If he lands on the name of a month he misses a turn 

4. The player to reach December first is the winner 
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Make A Whole 
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"Make A Whole" is developed to reinforce the skill of 

fractions of 1/4, 1/2 and 3/4• Students have already 

been exposed to instruction and activities using this 

skill. Skill Test 70 may be used to determine mastery of 

this skill. 

Materials 

2 pieces of poster board 16" x 16" 

18 pieces of poster board 4" x 4": 2 left whole, 4 cut 

in half diagonally, 4 cut in half, 4 cut in fourths, 

4 cut into fourths diagonally 

50 cards with a written fraction to match a piece on each 

card 

Directions 

1. 2 players--each player has his own game board 

2. The cards are placed face down; each player in turn 

draws a card and chooses the correct piece to match 

the written fraction on the card. He places the 

piece in one of the squares on the board 

3. The player to first complete three squares in a row 

on his board is the winner 


