Math In A Box
Activities from MCTM’s Adventures in Mathematics

Click on the link to your Grade Level:
K-1

Piece It Together
Riding the Bus, Riding the Bus
Together, Riding the Bus with
Teens
Ruler of the Patterns
Number Memory, Order the Deck
Grade 1-2
Cookies in the Cookie Jar
Watermelon Math
Next Door Neighbors
Name that Fraction
Grade 2-3
Hop to It
Doughnut Addition
Feed the kitty
Climb to 1,000, Climb to 0
Grade 3-4
Multiplication Mix-Up
Tic-Tac-Go
Fabulous Fractions, Get In Line,
Fraction Reaction Fraction
Scavenger Hunt
Pizza Supremo
Divide and Conquer
Grade 4-5
Four in Order
Decimal Concentration
Fraction Catch, Decimal Catch
Rectangle Dissections
Grade 5-6
Hit the Target
Prime Time!

The Fractionator
Michigan Match
Grade 6-7
Integer War
See-Fracts
A Garden Made of Blocks
Toto’s Tornado
Grade 7-8
Go, Go, Van Gogh!
Function Rummy
Linear Supremacy
Grade 8 to Alg 1
Name, Rank, and Serial Number
Linear Sovereignty
Guess My Line
Algebra 1
Guess My Function
Is It a Function?
Forklifts & Freight
Go Fish for Functions
Linear Function Rummy, Linear
Function Solitaire
Algebra 2
Count My Beans
Win With M-A-T-H, Polynomial
Pursuit
Function Family Feats
Geometry
Draw It, Act It, Say It
Proof Play Time
Construct Delaware’s Boundary,
Boundary Feud in Michigan
Rectangle Rearrangements

K−1: Piece It Together

Description: This game develops spatial skills and
geometric reasoning. Similar to tangrams, students fit
puzzle pieces into different shapes. Materials are for 8
groups of students.

CCSS-M: K.G.02, K.G.04, K.G.06

K−1: Riding the Bus, Riding the Bus Together, Riding the
Bus with Teens

Description: With two school buses, students can compare
numbers, add numbers, write addition number sentences,
practice counting on, counting by 2s and 5s, and many
other activities with numbers up to 20. Enough materials
for 13 pairs of students.

CCSS-M: K.CC.02, K.CC.03, K.CC.04 abc, K.CC.05,
K.0A.01, K.OA.02, K.OA.04, K.OA.05

K−1: Ruler of the Patterns

Description: This board games requires students to
describe, extend, and create patterns. Patterns can be
numeric, pictorial, or alphabetic. Enough materials for 8
groups of students.

CCSS-M: K.CC.02, K.CC.03, K.CC.04A, K.G.01, K.G.02

K−1: Number Memory, Order the Deck

Description: A variety of matching games and putting cards
in order using number, ten frame, and dot cards.
Encourages counting by 5s and 10s and increases fluency
with ten frames.

CCSS-M: K.CC.03, K.CC.04ab, K.CC.05, K.CC.06,
K.CC.07

Gr. 1 to 2: Watermelon Math
Description: Roll two six-sided dice to make an addition
problem by putting “seeds” on the Watermelon Mat. Solve
at least 5 addition problems.
Or put 20 “seeds” on the Watermelon, roll a die and
remove the number of seeds to make a subtraction
problem. Materials for 30 students.
CCSS-M: N.ME.01.08, N.MR.01.09,
N.MR.01.10N.MR.01.11, N.FL.01.12, N.FL.01.15,
N.FL.01.16
Gr. 1 to 2: Next Door Neighbors

Description: Given a graphic organizer with connections
indicated, the student arranges the numbers from 1 to 7 so
that no two consecutive numbers are connected. Materials
for 16 pairs of students.

CCSS-M: This activity develops the CCSS
Mathematical Practice of problem solving and
reasoning abstractly.

Gr. 1 to 2: Name that Fraction

Description: Given a numerical fraction, circle fraction, or a
set with items shaded, the student must find the matching
fraction on the gameboard. Materials for 15 groups of 2 or
3 students.

CCSS-M: 2.G.3, 3.NF.1. This activity helps students
name and visualize fractions.

Gr. 1 to 2: Cookies in the Cookie Jar

Description: Each player starts with 20 cookies. A roll of a
die determines how many cookies go into the jar. Players
keep rolling the die, and the winner is the first to put all 20
cookies in the cookie jar.

CCSS-M: N.ME.01.01, N.ME.01.02

Gr. 2 to 3: Feed the Kitty

Description: This monopoly-like board game involves
students receiving “pay,” buying things, or paying others.
Each person in the group is assigned a job for which they
are paid with each trip around the board. One person in
the group is the “banker.” 8 gameboards and 8 “cash
boxes” for 8 groups of 2 to 4 students.

CCSS-M: 2.OA.1, 2.NBT.5, 2.MD.7, 2.MD.8

Gr. 2 to 3: Hop To It
Description: Depending on the spin, on their turn students
add or subtract 10, 20, or 30 and move that many spaces.
To complete the turn, the student draws a card with a word
problem to answer correctly in order to move additional
spaces. This game encourages students to count on using
different strategies other than counting by ones. Materials
for 10 groups of students.

CCSS-M: 2.OA.1, 2.OA.2, 2.NBT.2, 2.NBT.5, 2.NBT.6,
2.NBT.8, 2.MD.5, 2.MD.7, 2.MD.8, 2.G.1

Gr. 2 to 3: Doughnut Addition

Description: This card game requires students to decide if
one of the cards (addition problems) in their hand matches
the answers on the “doughnut.” If it does, they can put
that card next to the answer. The first player to go out
wins. Materials for 15 pairs of students. Also includes the
same game for subtraction and addition problems.

CCSS-M: 2.NBT.5, 2.NBT.6, 2.NBT.8

Gr. 2 to 3: Climb to 1,000
Description: Depending on where the die lands on the
gameboard determines what the student adds to their
score. Students keep track of their own total and see who
reaches 1000 first. Also includes Climb Down to 0 that
involves subtraction. Materials for 10 groups of 2 or 3
students.

CCSS-M: 2.OA.2, 2.NBT.2, 2.NBT.5, 2.NBT.6,
2.NBT.7, 2.NBT.8, 2.NBT.9

Gr. 3 to 4: Multiplication Mix Up, Tic-Tac-Go

Description: Both games are strategy games with the
object of getting 5 in a row. Multiplication Mix-Up involves
knowing multiplication facts with factors 2 to 10. Tic-TacGo involves multiplying a 1-digit number by a 2-digit
multiple of 10. Students can also create their own
gameboards. Materials for 16 pairs of students.

CCSS-M: 3.OA.1, 3.OA.5, 3.OA.7
Gr. 3 to 4: Fraction Reaction, Get In Line, Fabulous
Fractions
Description: Fractions are represented as numbers, sets,
shaded rectangles, an array, or shaded parts of a circle.
Fabulous Fractions—Students use the numberline and
search for equivalent fractions to gain familiarity with
fractions. Get In Line—Place your fraction cards on the
number line and be the first to run out of cards. Fraction
Reaction—Be the first to pick up pairs of equivalent
fractions or be the one to lay down the most pairs of
equivalent fractions.

CCSS-M: 3.NF.1, 3.NF.2a, 3.NF.2b, 3.NF.3a,
3.NF.3b, 3.NF.3c, 3.NF.3d, 3.G.2, 4.NF2
Gr. 3 to 4: Pizza Supremo, What About Dessert, Fraction
Scavenger Hunt
Description: Fractions are generated using a pair of dice.
The object of Pizza Supremo and What About Dessert is to
claim more than half of the pizza or candy bar. Both games
can be played in a variety of ways depending on the level of
the students. Knowing equivalent fractions and using good
strategies are developed by these games. Materials for 8
groups of students.
CCSS-M: 3.NF.1, 3.NF.3a, 3.NF.3b, 3.NF.3c, 3.NF.3d,
3.G.2

Gr. 3 to 4: Divide and Conquer

Description: Using their knowledge of factors, students
build “ships” with 3, 4, or 5 markers in a row depending on
what number the spinner lands on. Strategy skills that use
higher order thinking are used to play this game. Two
different gameboards are available. Materials for 8 groups
of 2 to 4 students.

CCSS-M: 3.OA.2, 3.OA.4, 3.OA.6, 3.OA.7

Gr. 4 to 5: Decimal Catch, Fraction Catch

Description: This is a fraction or a decimal ordering game
that requires students to form proper fractions or decimals
out of two number cards and then lay down the
fraction/decimal in order of smallest to largest in order to
“capture” the most cards. Materials for 8 groups of 2 to 4
students.

CCSS-M: N.ME.04.18, N.MR.04.23, N.ME.04.24,
N.ME.04.25, N.MR.04.26, 5.NBT.03 b

Gr. 4 to 5: Rectangle Dissections

Description: Starting with a 2 x 4 rectangle, how many
different geometric shapes can be made by cutting and
taping the pieces together? Students’ spatial reasoning and
visualization skills will be put to the test with this activity.
Materials for a class of 30 students working in pairs.

CCSS-M: G.GS.04.02, G.TR.04.04, G.TR.04.05

Gr. 4 to 5: Decimal Concentration

Description: This memory game requires students to
match equivalent fractions and decimals. This activity helps
students with converting fractions to decimals and
percents. Materials for 10 groups of 2 or 3 students.

CCSS-M: N.MR.04.19

Gr. 4 to 5: Four in Order

Description: With proper and improper fractions, be the
first player to put four fractions in order from smallest to
largest taking turns drawing one card at a time. Materials
for 16 pairs of students.

CCSS-M: N.MR.04.26

Gr. 5 to 6: The Fractionator

Description: Using number cards, students make fraction
equations to use up as many cards as possible. This openended approach gives students a chance to use critical
thinking skills to get points. Materials for 8 groups of 2 to 4
students.

CCSS-M: N.MR.05.01, N.ME.05.10, N.ME.05.11,
N.MR.05.13, N.FL.05.14, N.MR.05.21

Gr. 5 to 6: Hit the Target

Description: Create expressions involving all four
operations to reach a target number. Number cards are
used to generate the target number and the numbers to
use in the expression. Materials for 16 groups of 1 to 3
students.

CCSS-M: N.MR.05.01,N.FL.05.06, N.ME.05.10,
N.MR.05.13, N.FL.05.14,

Gr. 5 to 6: Prime Time
Description: To move from the Start to the Finish of this
gameboard, students need to know how to find the prime
factorization of composite numbers and which numbers
less than 100 are prime. A deck of number cards (0 to 9)
and a die are used to generate two digit numbers.
Materials for 8 groups of 2 to 4 students.
CCSS-M: N.FL.05.06, N.MR.05.07

Gr. 5 to 6: Michigan Match

Coming Soon!

Description: Similar to rummy, students match a word
problem about Michigan with the numerical answer
(fraction or percent) and fraction diagram to make a set.

CCSS-M: N.ME.05.11, N.ME.05.12, N.FL.05.14,
N.FL.05.18, N.MR.05.19, N.FL.05.20, N.MR.05.22,
N.ME.05.23

Gr. 6 to 7: Integer War

Coming Soon!

Description: With black cards representing positive
integers and red cards representing negative integers, play
Integer War with each player turning over two cards and
announcing the product. The player with the highest
product wins the cards. Materials for 16 pairs of students.

CCSS-M: N.FL.06.09, N.FL.07.07

Gr. 6 to 7: A Garden Made of Blocks

Description: What is the pattern in flowers growing by
blocks being added for each figure number? Then predict
how many blocks you need to make any figure number.
What is the relationship between the figure number and
how many blocks you need? Materials for 10 groups of 2 or
3 students.

CCSS-M: A.FO.06.05, A.FO.06.06, A.RP.06.10

Gr. 6 to 7: See-Fracts

Description: Students find equivalent fraction and try to be
the first one to get four in a row. A pair of six-sided dice is
used to generate proper fractions. Materials for 16 groups
of 2 or 3 students.

CCSS-M: N.ME.06.11

Gr. 6 to 7: Toto's Tornado

Coming Soon!

Description: For board game, players move by either
translating, rotating, or reflecting their game piece.
Dorothy must catch the witch, and the witch must land on
all four corners of the gameboard.

CCSS-M: G.TR.06.03, G.TR.06.04

Gr. 7 to 8: Function Rummy

Description: Players try to lay down sets (graph, equation,
table, word problem) of at least three cards that match the
same function. Materials for 8 groups of 2 to 4 students.

CCSS-M: 7.EE.3, 7.NS.1d, 7.NS.2a, 7.NS.2b, 7.NS.2c,
7.RP.1, 7.RP.2a-d

Gr. 7 to 8: Linear Supremacy

Description: Using dice and pennies to generate random
points, players graph the points on the coordinate grid until
there are 8 points on the graph. Then players take turns
stating the equation of line with points scored for the
named line going through one of the points graphed, being
parallel to an existing line, or being perpendicular to an
existing line. Materials for 8 groups of 2 to 4 students.
Rulers or straight edges are not included.

CCSS-M: 7.EE.1, 7.EE.2

Gr. 7 to 8: Go, Go, Van Gogh!

Description: One student draws a card that has a picture
composed of geometric shapes. The student must describe
the picture to their partner using only mathematical
vocabulary for the partner to draw. Materials for 16 pairs
of students including 6” ruler, compass, and protractor.

CCSS-M: 7.G.1, 7.G.2

Gr. 8 to Alg 1: Linear Sovereignty

Description: Similar to Linear Supremacy, except more
points are put on the board, players can steal points, and
the rules are a bit more complex. Coordinates of points are
generated using number cards. Materials for 8 groups of 2
to 4 players.

CCSS-M: 8.EE.6, 8.EE.7, 8.F.2, 8.F.3, 8.F.4, 8.F.5

Gr. 8 to Alg 1: Guess My Line

Description: This 2-person game is a variation of Guess
Who? Where each player asks questions to determine an
opponent's mystery line. It is a fun way to review
properties of lines and their different representations:
algebraic formulas, graphs, numerical tables, and verbal
descriptions. Materials for 16 pairs of students.

CCSS-M: 8.F.1; 8.F.2; 8.F.3; 8.F.4; 8.F.5

Gr. 8 to Alg 1: Name, Rank, and Serial Number and Rack
‘Em Up Game

Coming Soon!

Description: An assortment of rational and irrational
numbers on cards require students to be able to order
them in increasing order (for example, 2−2 , 2√2, 𝜋𝜋, 3√4).
The object is to get rid of your cards. Rack ‘Em Up involves
putting 5 to 10 cards in order.

CCSS-M: 8.NS.1, 8.NS.2, 8.EE.1, 8.EE.2

Algebra 1: Is It a Function?

Description: In groups of 2 to 4 players, students have to
distinguish between relations that are functions and
relations that are not functions. The cards describe
relations in tables, ordered pairs, graphs, and word
problems.

CCSS-M: F-IF.1, F-IF.2, F-LE.2, F-LE.5

Algebra 1: Linear Function Rummy, Linear Function
Solitaire

Description: A rummy game in which students lay down
“sets” of at least three cards that are either equations of
the same linear function or two equations that are the
same function and one that is the inverse of that function.
Materials for 8 groups of 2 to 4 students.

CCSS-M: F-BF.4, A-REI.3

Algebra 1: Go Fish for Functions

Description: There are several ways to play this game that
requires students to match the graph, table, and equation
of functions. Functions on the cards are linear, quadratic,
polynomial, power, exponential, or logarithmic.

CCSS-M: A-SSE.1, A-SSE.2, A-SSE.3abc, F-IF.5

Algebra 1 or 2: Guess My Function

Description: This is a version of “Guess Who?” for
functions. Each student of a pair chooses one of 24
functions (linear, quadratic, polynomial, power,
exponential). Using yes-no questions about the properties
of the function that the partner chose, each student
determines which function on the gameboard is the
“mystery function.” Materials for 16 pairs of students.
CCSS-M: F-IF.7, F-IF.8, A-SSE.1, A-SSE.2, A-SSE.3
Algebra 1: Forklifts & Freight

Coming Soon!

Description: The classic Towers of Hanoi take on a more
contemporary context. Students use tables, graphs and
equations to help find the most efficient way to transfer
containers from one semi to a third semi given that the
forklift cannot handle more than 1000 lbs.
CCSS-M: S-ID.6, F-BF.1, F-LE.1
Mathematical Practices: Look for and make use of
structure. Reason abstractly and quantitatively.
Model with mathematics.

Geometry: Draw It, Act It, Say It

Description: Either divide the class into two teams, or
groups of four become two teams. No matter how you
group your students, they will either sketch, mime, or
describe vocabulary associated with geometry and proofs.
The roll of a die determines if you Draw It, Act It or Say It to
get your teammate to say the term on the card picked.
Materials for 8 groups of 4 students.

CCSS-M: G-CO.1, G-CO.4
Mathematical Practice: Attend to precision.

Geometry: Proof Play Time

Description: Students are required to put in order two
proofs: The measure of an exterior angle of a triangle is the
sum of the opposite interior angles, and the Pythagorean
Theorem. The warm-up to this activity is to put cartoon
frames in order. Then students rearrange the two proofs.
Materials for 15 pairs of students.

CCSS-M: G-CO.10, G-SRT.5

Geometry: Construct Delaware’s Boundary, Boundary
Feud in Michigan!

Description: Students use maps and geometry to draw the
correct boundaries of Delaware and a fictional situation in
Michigan. This activity uses the language of geometry as
used by surveyors for students to interpret. Materials for
16 groups of students.

CCSS-M: G-CO.1, G-CO.12, G-MG.1

Geometry: Rectangle Rearrangements

Coming Soon!

Description: Students deal with dissected rectangles. Then
must use translations, rotations, reflections of the dissected
pieces to form new geometric figures. Students finish by
algebraically finding the area of the new figure. Is it the
same as the original rectangle? This activity is great for
your hands-on learners.

CCSS-M: G-CO.5, G-CO.6, A-SSE.3, A-REI.3
Algebra 2: Win with M-A-T-H, Polynomial Pursuit
Description: “Win with M-A-T-H” involves students being
able to sketch a transformed function correctly to earn a
letter. The first player to spell M-A-T-H wins.
Transformations include: y=k(f(x)), f(x) + k, f(kx), f(x+k).
Materials for 10 groups of 2 to 4 players. Students need
graphing calculators to play. Dry erase markers also
included.
“Polynomial Pursuit” requires students to be able to add,
subtract, multiply, or divide randomly generated
polynomials of degree 3 or lower.
CCSS-M: A-APR.1
Algebra 2: Count My Beans
Description: For the first trial, starting with 30 brown
beans, students add 4 white beans. Then average 4
samples of 10 beans. In a table students record the ratio of
brown beans to total beans in the sample. For each
subsequent trial, 4 more white beans are added. This
process is continued for 20 trials.
From the resulting scatterplot, students determine what
mathematical relationship fits the data. Then students are
asked to write the theoretical equation for the function
that describes how the beans were added. Materials for 10
groups of students.
CCSS-M: A=CED.2, F-BF.1a, S-ID.6a

Algebra 2: Function Family Feats

Description: This is a rummy-type card game where
students lay down sets of cards that belong to the same
function family. The cards are either word problems,
equations, tables, or graphs.

CCSS-M: F-LE.1, F-LE.3, F-IF.4

