RACE TO ONE

BREAK ONE

Race to One

Objectives:


Using the concept of place value to hundredths 

Materials:


Base 10 materials (units, rods, flats)


Dice marked: .01, .03, .05, .07, .1, .15

Directions:

· Object of the game is to be first person to cover their flat.  The flat represents one, the rod represents one-tenth, and the unit is one-hundredth.

· Each player in turn rolls one die.
· The number on the die tells how many spaces can be covered on the flat.
· The first player to cover a flat is the winner.
Variations:

· Use the sum of two dice to determine number of spaces to cover.
Break One:

Same as above, but instead of covering a flat, students begin with a flat on top of a flat.  They roll the die to uncover the spaces.  The first person to uncover their flat wins the game.  

