AS1-d Place Value Games
Materials Needed:
· Base 10 blocks
· Mat 7 – Place Value Mat in sheet protector
· 2 dice (different colors preferred)
· dry erase marker

Before Playing
The first time you play this game, make sure children are familiar with the materials.  They should know that

· the centimeter cubes are called “ones”

· the rods are called “tens”

· the flats are called “hundreds”

· ten ones is equal to one ten (build it and say it)

· ten tens is equal to one hundred (build it and say it)

· whenever we have ten or more of something, we make a trade

· how to build, draw, and write numbers on the mat (see Topic AS1b)

If a student is still learning how to make trades, an adult should watch and check each move.  Once a student is able to make trades accurately, it is still helpful to play the games to reinforce the idea of 10.  At that point, student pairs can play together and check each other’s work at the end of each turn.
Playing the “Building Tens” Game

Each player has a place value mat in sheet protector and dry erase marker.  If players have two different colored dice, assign one color to represent “tens” and the other to represent “ones.”  Players take turns rolling the dice and placing pieces on their mat as described below.
First Turn: 

Roll the two dice.  (suppose student rolls a 4 and a 2)
How many tens?  (4)  How many ones?  (2)  How much is that?  (42)

Show 42 on the mat.  Student should build, draw, write, and say the number.

Remaining players take their first turns.
All Other Turns:
Roll the dice. 

How many tens?  Add the tens to your mat and fix your picture.  
How many ones?  Add the ones to your mat and fix your picture.  
Look at your ones column.  How many ones do you have?  Is it ten or more?
If “yes,” say, We can’t have ten or more in the ones column.  Make a trade with your manipulatives and change your picture so it matches.

If “no,” go the tens column.
Look at your tens column.  Is it ten or more? 
If “yes,” say, Make a trade and change your picture so it matches.  
If “no,” go to the hundreds column.

Look at your hundreds column.  Is it ten or more?

If “yes,” say, Make a trade and change your picture so it matches.

If “no,” move on to writing the number.
Let’s find the new total.  Erase the number at the top of the page.  Look at your picture.  

Any thousands?  If so, write it.

How many hundreds?  Write it.  

How many tens?  Write it.  

How many ones?  Write it.
How many all together?  (Student reads the number)
Continue playing the game until someone reaches 1000 or set a specific time limit.  If students are checking each other’s work, consider allowing the player who finds an error to add 10 ones to their mat.  They should be sure to fix their number and picture.
Note that students should not write leading zeros (i.e., 0023), but they will write zeros that are place value holders (i.e., 203).  Discuss this if necessary.
Playing the “Breaking Down Tens” Game

Each player has a place value mat in sheet protector and dry erase marker.  Each player starts by building, drawing, and writing 50 on their mat using 5 tens and 0 ones.  

On each turn, player rolls the die once and removes that many ones, making trades as needed.  Change the picture and the number to match the pieces.  Player’s work should be checked by an adult or other player.  The first player to reach zero wins.
For a shorter game, each player starts with ten, twenty, or thirty manipulatives on their mat. For a bigger challenge, ask players to start with one or two hundred (two dice may be used, one for tens and one for ones). 
Scoring suggestion:  To encourage players to check each other’s work, consider allowing a player who finds an error to give 5 of their ones to the player who made the error.  Both players should fix their picture and number.
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