Addition Top-It
Needed:

One deck of cards with the jokers, jacks, queens, and kings
taken out, two players.

To play:
•

•

•
•
•

This game is very similar to the card game known as "war," but we call
it "Top-It." To begin play, divide the cards equally between two
players.
Each player turns over two cards. Each player then adds the two
cards together and tells their opponent the sum, checking each other
for accuracy.
The player with the highest sum gets all four cards!
REPEAT!
If the sums are equal, then each player lays three cards face down on
the pile. Then they turn over two new cards, add the numbers, and
announce the sum. The player with the highest sum wins all the cards
in that pile. That’s a lot of cards!

To modify this game:
•
•

Turn over 3 or 4 cards for each player on each turn to increase the
addition challenge.
Play subtraction Top-It. Instead of adding the numbers, subtract the
smaller number from the larger one to figure out the difference. The
player with the larger difference gets the cards.

For more advanced:
•

Use multiplication! Take out the larger cards as needed for your
particular student.

Counting On Game
This game helps children to count through two and three digit numbers.
First graders often can get stuck when transitioning between tens (for
example, 39, 40) and hundreds (199,200). This game can also help for those
who need handwriting practice.
Needed:

Two dice, lined paper, a pencil.

To Play:
•

•

•

Designate one die for the one's place and one die for the ten's place.
Roll the dice to get a starting number. If the "ten's die" rolls a 6 and
the "one's die" rolls a 3, then your starting number would be 63.
All players write the starting number at the beginning of a line on
their paper. Then, they each write the next nine numbers, separating
them with commas. For example, if you start with "63," on your paper
you would have "63, 64, 65, 66, 67, 68, 69, 70, 71, 72."
The players then check to see if they got the same thing. If they did,
they roll again!

To modify this game, you could:
•
•

•

add a die for the hundred's place and practice with numbers above 99.
instead of counting on by ones, you could count on by tens. If you
have an even number in the one's place, you could count on by two's.
If you have a five in the one's place, you could count on by fives.
for any of the above variations, you can count backwards for an extra
challenge

MAKE 10!
Needed:

A deck of playing cards with the tens and face cards taken out,
two players.

To play:
•
•

•

One is the dealer. Kids love to take turns dealing!
Deal the cards into three rows of three.
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The tutor and child take turns naming two cards that make 10. “Eight
and two make ten.” The child removes the cards that make 10 and the
dealer replaces them. Take turns making 10. The game proceeds until
the entire deck is used up. If the cards do not come out evenly, a card
is missing or someone has made a mistake.

To modify this game:
•

You can have more advanced play by adding the 10s back into the deck,
and the student can practice combinations of 11. If the Jacks are
added back in, they can do combinations of 12 and so on.

Making the Greatest and Least Number
Needed:

Three dice, paper, and pencil.

To play:
•
•

•

•

Roll three dice to get three digits. (example: 3,6,1)
On your paper, write the greatest (biggest) number you can using
those three digits. Next to that number, write the least (smallest)
number you can write with those three digits. (example: 631 , 136)
Check your partner's paper to see if you got the same answer. If you
didn't, explain why you made the numbers you did. See if what you did
made sense. Fix the numbers if they don't make sense.
REPEAT!

To modify this game:
•
•

If this game is too hard at first, play with just two dice.
If this game is too easy, play with four dice. For first graders, just
reading four digit numbers can be a challenge. Make sure to talk
about the “thousands” place as you check each other’s answers.

