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Foreword

Contents

Students are more engaged when they are having fun, and the collection 
of activities will improve student understanding and strengthen skills 
through lively, collaborative and interactive games.

Games assist students with computational fl uency and greater 
conceptual understanding as each in-depth unit includes warm-up 
activities, one or more games, ideas for differentiation and develops 
mathematical capabilities.
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What’s the difference?

Fluently add and subtract multi-digit whole numbers.

Mathematical understanding and skills
Fluently add and subtract multi-digit whole 
numbers using the standard algorithm. 

Maths vocabulary
• algorithm

Materials
For each pair of students: 

• Game rules and spinner (page 49) for 
each pair of students

• A deck (four sets) of 0-9 digit cards for 
each pair of students

• Each player makes a double place-
value mat. (Tip: Cut A4 paper lengthwise 
in half to create two mats. Fold mats in 
half widthwise, then into thirds, to make 6 
columns. Use 5 of the columns.) 

Example of a double place-value mat:

Ten thousands Thousands Hundreds Tens Ones

8888888

9 2 1 1

99 8 7 2
5

Largest

difference

Largest
sum

Smallest
sum

Smallest

difference

8
Ten thousands

Game 3
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More support

• Start with a place-value mat 
that only goes to hundreds or 
thousands.

• Draw one more card than the 
number of place values on the 
mat.

Challenges 

• Create 6-digit numbers.

• Draw one more card than the number of 
place values on the mat.

Advanced challenge

• Create decimal numbers including tenths and hundredths. Whole numbers could 
be written in black and decimals in red.

Explaining the game
Number of players: 2

Object: Create the sum or difference that best matches the target. The player with the 
answer closest to the target wins the round.

 1. Spin to determine the target of the game.

 2. Take turns to draw and place fi ve cards, one card at a time, to develop the fi rst 5-digit 
number. 

  • Place each card in a different place value position.

  • Once a card is placed, it cannot be moved. 

 3. Take turns to draw a sixth card. It may be used to replace one of the cards already 
played, or it may be discarded. 

 4. Repeat steps 2 and 3 to develop the second 5-digit number.

 5. Finally, both players perform the operation according to the spinner target. When 
subtracting, subtract the smaller number from the larger number. 

  • Clearly record your work. Use standard algorithms.

  • The player with the answer closest to the target wins the round.

What’s the difference?

Ten thousands Thousands Hundreds Tens Ones

Differentiation

Game 3
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Ask the class Mathematical capabilities

When the target is to form the largest sum, what is a 
general strategy for placing the digit cards?

[Repeat for each of the four targets.]

Make sense of problems and persevere in solving 
them.

Reason abstractly and quantitatively.

If you create two 5-digit numbers by using each of the 
0–9 number cards only once, and do not use zero in the 
ten thousands place:

• What is the largest possible sum? 

• What is the smallest possible sum? 

Explain how you know. 

Use mathematical terms.

Make sense of problems and persevere in solving 
them.

Reason abstractly and quantitatively.

Understanding, fl uency and reasoning.

Note: After a student shares an idea, ask the class if they 
agree or disagree. Why? Why not?

Construct viable arguments and critique the 
reasoning of others.

What’s the difference?

Deepening the understanding

73
1

3x 17

Game 3
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