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This is an activity to introduce 2nd graders to the concept of multiplication.  They 
should not be expected to know these facts, or to memorize them at this time.   
 
After a few rounds, the student may begin to feel comfortable skip counting with some 
of the problems.  This should be encouraged, but not necessarily expected. 
 
     
!"#$%&"'( !!!
 6 Boats for each pair of  players. 
 Recording sheet for each player. 
 36 bears for each pair of players. 
 2 dice (preferably of different colors). 
 

)&%$*#&+,-(  
 Students play with a partner. 

Players take turns rolling first one die to determine number of boats to be used 
and then 2nd die to determine the number of bears to put in each boat. 

  Example:  1st die is a 4 and 2nd die is a 3. 
   Player takes 4 boats and then puts 3 teddy bears in each boat.  
   Player then counts the number of bears used (12).  
 After each turn player records the information.  
  In the example above the player would write  
    a "4" in the 1st column;  
    a "3" in the 2nd column;  
    and a "12" in the 3rd column.  
 

You may repeat this activity as many times as you wish.  You can also use 
Cheerios, small crackers, marbles, M&M's, Unifix Cubes.  The more practice the 
students have with this type of activity the more comfortable they will be when it 
comes time to memorize these facts. 

 
At the end of the game, the student may use a calculator to total the number of 
bears he/she used throughout the game (i.e. the sum of all the entries in the 3rd 
column). 

 
./$-#&+,-0#+0"-10"-0-#/)$,#02'"3 : 
 1. How many bears do you think you will need altogether on this round? 
 2. Is there another way you could have gotten to use the same number of bears? 
 3.  How many more (less) did your partner get on this turn? 
 4.  How many bears do you think you have used altogether in this game? 

5.  Could you figure this out by skip-counting?  Would you get the same answer 
(as when you counted by ones) ? 



 



 



CIRCLES AND STARS  

 MULT.  CIRCLE AND STARS(adapted from Marilyn Burns Lessons for Introducing Multiplication)                                      
Doris H. Gluck            Rev 11/09 

 

OBJECTIVE:  This activity gives students a visual understanding 

of multiplication and an opportunity to practice multiplication 

facts. 
 
MATERIALS: 

 1 die. 
 1 small booklet (with 8 sides) for each player. 
 Pencil or marker for each player. 
 
ACTIVITY: 
 ! 2 or more players. 
 ! One player rolls the die and makes that number of circles on the first 

page of the booklet. The player then rolls the die again.  That is the 
number of stars he/she should put in each circle.  

  Example:  
   Johnny rolls a 4.  He makes 4 circles on his paper. 
   Johnny then rolls a 2.     
   He puts 2 stars in each circle (for a total of 8 stars).  
 ! The player then counts the number of stars drawn and writes: 
   _____ groups of ____ = _____ 
             and 
   _____ x _____ = _____. 

 
The first number should always be the number of circles, the 
second the number of stars in each the circle and the last 
number should be the product (answer).  
  Example:   In the example above, Johnny would 
have written: 

    4 groups of 2 = 8 
     and 
    4 x 2 = 8. 
 ! The partner then takes his/her turn. 
 ! They then compare products and the player with the higher number 

gets to draw a smiley face on that page. 
 ! They proceed until they finish the book (8 turns each). 
 ! When they are done they should total up all the products (using a 

calculator) to find who won the round. 
 
EXTENSIONS 
 Play game without making the circles and stars and simply writing the 
multiplication equation. 
 Use 3 dice.  Roll one die for the number of circles, roll next two dice and 
add and use the sum for the number of starts in each circle. 
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BREAK 100 

   

NUMBER OF PLAYERS:  
  2 
 
MATERIALS NEEDED:  
  1 Game Board for 2 players  
  2 dice  
  markers  
  calculator  
 
DIRECTIONS FOR PLAY:  
 The object of the game is to cover as much of the 10 x 10 grid as you can.  

Players take turns  rolling both dice and making a ÔsingleÕ multiplication array on the 
grid which represents that roll.  

Ex:  The player rolls a 4 and a 6.  He/she draws a 4 x 6 (or 6 x 4) rectangle 
somewhere on the 10x10 grid and writes '24' in the middle of it.  

When a pla yer can not place the array in the grid without overlapping another, 
he/she is finished with the game.  

That player then figures out how many squares were covered, how many were 
uncovered and records those results.  

   (The sum of those 2 numbers should be 100!) 
  Calculators should be used for this part of the game.  
 The other player can continue until he/she can not go anymore either.  
 
VARIATIONS:  
 Player writes the entire multiplication sentence inside each array.  
 The game ends when one player can not go  anymore.  
 The number of squares covered and uncovered are figured out without a calculator.  
  (Either mentally or using paper and pencil.)  
 
 
QUESTIONS FOR DISCUSSION DURING THE GAME:  
 1. If you roll ___ x ____  could you fit it in?  
 2.  What is the area of a _____ x ____ array?  
 3.  How did you figure that out?  
 4.  If you have covered ______ squares, about how many are left uncovered?  
 5.  How did you figure that out?  
 6.  If you rolled 6 x 6 on your first round, where would you place it?  Why?  
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MATH MATCH 

A STRATEGY GAME USING MULTIPLICATION FACTS 

  
Materials: 
 1 Gameboard  
 2 paper clips 
 Colored markers or chips for each player.   
 Calculator for each player or team 
 
Directions: 
1.  2 players or teams, fairly comfortable with multiplication facts. 
!   The object of this game is to capture 4 squares in a row (horizontally, 

vertically or diagonally), or a square of 4 squares. 
!   The first player places a paper clip on one of the 9 digits at the bottom of 

the board. 
!   The second player places the other paper clip on any of the 9 digits at the 

bottom of the board. (They may both be on the same number.)  
!   He/she then covers the square containing that product. 
!   The players take turns moving only one paper clip and covering the 

product. 
!   Play continue until one player (or team) wins. 
 
Observations to be made for assessment purposes while students are playing: 
 1. Does the student have any strategy or is he/she simply choosing multiplication 
  facts that are easy for him. 
 2. Can the student predict what his opponent will do in the next move. 

3. If the student can predict what his/her opponent will want to do, is he/she able 
to block the move? 

 4. Does the student know the multiplication facts? 
5. Does the student know how to effectively use the calculator to help him/her get 

useful products?  (i.e., skip counting, division, multiplication) 
 
Questions to ask before students begin play: 
 1. How many squares are on the playing board? 
 2. Which numbers are missing on the board--give an example of one? 
 3. Why do you think that number is missing? 

ex.  13-It is not on the board because it is a prime number and has no 
factors less than 10. 

  
Questions to ask as students play: 
 1. Why did you choose to move the paper clip there? 
  (Often students choose the facts they know instead of looking for winning strategies.) 

 2.  What do you want to prevent your opponent from being able to do? 
      How might you do that?  



MATH MATCH 
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CONTIG 

 

Grade Level: 3-6 
 
Materials:  
 1 Gameboard  
 3 dice  
 Colored markers or chips for each player.    
 Calculator for each player or team  
 Paper for keeping score  
 
Directions:  
 2 players or teams, fairly comfortable with computation . 

The object of this game is to have the highest score when time is called or the  
 game is completed.  

 Players score by being able to cross off a number adjacent (contiguous)  
  to a number which has already been crossed off.  
   This number can be horizont ally connected, vertically connected or on 
    the diagonal.  
 Players receive a score equal to the number they crossed off.  
 Play begins with the "5" or "4" being crossed off.  

Example.  If the 5 is crossed off, the next player must be able to get a 4,6,12, 13 or 14 in order 
to score.  

 Players roll 1 die a to determine who goes first (highest usually goes first).  
 Players take turns rolling 3 dice and using any operations (adding, subtracting, 

 multiplying or dividing) and all 3 dice  to make a number.  That n umber is 
then  crossed off.  

 If that number is adjacent to a number previously crossed off, the player gets that 
   number as his score.  
 If he/she can not make a number to score then the player can cross off any number 
   he/she can make.  
 Example:  
  Supp ose the 5,11,12,20 and 21 have previously been crossed off.  
  The player then rolls "5", "5" and "3".  
  He/ she could play "22" by saying "5 x 5 =25; 25 -3 = 22"  
  Or the player could have said "5 - 3 = 2 and 2 x 5 = 10" and then played 10.   
  Obviously 22  is the better number to play.  
 
 

The player could also say Ò5 x 5 x 3 = 75".  Then 75 would be crossed off, but that 
player would get no score since the 75 does not touch any other square which has 
been crossed off.  

 Play continues until time runs out or a predetermined score has been achieved  
 (i.e. 100).  
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Observations to be made for assessment purposes while students are playing: 
 1. Which operations does the student use most frequently?  

2. Does t he student use a calculator to try harder combinations, or does he/she 
 stick to only the facts remembered?  

 3. If the students are working in teams, do they help each other; does one student 
  stand out as a leader?  
 4. Does the student know the facts?  

5. Does the student know how to effectively use the calculator to help him/her 
 get useful solutions?  (i.e., skip counting, division, multiplication, 
subtracting and then multiplying)  

 
Questions to ask before students begin play: 
 1. How many squares are o n the playing board?  
 2. Which numbers are missing on the board --give an example of one?  
 3. Why do you think that number is missing?  
  ex.  43--There is no way to get 43 with 3 dice. 
 4.  What is the highest number on the board?  Why do you think it is th ere? 
  (216 = 6 x 6 x 6)  
 
Questions to ask as students play: 
 1. Can you get a higher number if you use ....?  

 2. What other numbers could you have gotten?  
 3. What do you need to get a higher total score than your opponent?  
 4. What could your opponent h ave done?   
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