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Going Fishing!

Directions:

1.) Choose a color.

2.) When it's your turn, select
a problem and regd it aloud.
Write the answep ne o it.
3.) Have anothér play

check using @ _Ulator. If
it's correctffind the maiching
answer o nand @olor .
If it's ing®rrect, your N
over.

4.) Take 1urns as time allows
Only complete problems 4
have not been played. Some
problems may not haye fish.
The player with more ftish
colored in the end wins.
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Snowball Fight!

Directions:

1.) Choose a color.
2.) When it's your turn, select snowball and read its problem aloud. Say the answer.

3.) Have another player check with a calculator. If it's correct, find the matching answer in the sn®w fort @ndl color i 1T 1T's
incorrect, your turn is over.
4.) Take turns as time allows. Only use snowballs that have not been played. The player with more numbers colafed in on the

snow fort wins.
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RoCket Time!

Directions:

1.) Choose a color that's different from the other
player's.

2.) On your turn, multiply a number from the
rocket's wings by & fiamber on the rocket. Show
your work on g araiensheet of paper.

3.) Color thedneicor with the matfching answer. If
your answef has already been colored, your turn

is over.
4.) Playfdor o sel of tiph Wihall the
metedrs have been colored’ 'he player With
more colored meteors wipt
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