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Math Dots Bingo

Object of the Game

Be the first player to claim three spaces in a row, column, or on the diagonal to win the game.

x X
R XXX X

X X

Three ways to win!

Materials

e 1setof Dot Pattern Cards (2 cards
each of the dot patterns for 1-6)
Print the cards, make your own, or use
adie dotted 1-6.

e 2 Dot Pattern Bingo boards
(1 for each player)
Print the Bingo boards or make
your own.

e 18 game markers (9 for each player)
You can use dried beans, buttons,
coins, paper scraps, small toys such as
building blocks, etc.).

e Pencil, pen, crayon, or marker

Skills

This game helps us practice
e Identifying numbers 1-6
e Matching groups of dots to the correct number
e Recognizing dot patterns without counting

e Counting carefully when needed
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How to Play
1. Getready to play:

»  Print or draw Bingo boards. If making your own boards, draw a 3-by-3 grid and write
numbers from 1 to 6 in random order in the boxes. You will need to repeat three
numbers.

»  Ifusing Dot Pattern Cards, mix up the cards and place them facedown in a stack.
» Decide who will go first.

2. Player 1 turns over a Dot Pattern Card or rolls the die. Then the player identifies the
number of dots and looks for a space to claim on their Bingo board. If the player finds a
number match, they cover the space with a game marker.

3. Player 2 takes a turn drawing a card or rolling the die, identifying the number of dots, and
covering the matching number on their Bingo board.

4. Players continue turning over dot cards or rolling the die to claim spots on their Bingo
boards.

» Each player can claim only one space per turn.

» Sometimes it’s not possible to claim a space, so players will need to wait for their next
turn.

5. The first player to claim three spaces in a row, column, or diagonal calls, “Bingo!” and wins!

6. Have fun!

Tips for Families

Before the game:

e Ask your child to name the numbers. Not sure? Let’s count the dots to check.

1 2 3 4 5 6

e If not using the printed Bingo boards, help your child set up their Bingo board. You might
write the numbers for your child, and then have your child trace over your writing with a
marker or crayon.
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During the game:

e Seeif your child can recognize the number of dots shown on the card without counting. If
they need to count, that’s okay.

e Askyour child to read the number on the board before covering it up.

e Talk about strategy. Ask: What number do you hope to get on your next turn?
What would it look like?

After the game:
e Count how many numbers were covered and how many were not covered.

e Have your child read the numbers as each one is uncovered.

Change It Up

Making even small changes to a game can invite new ways of thinking about the math. Try making
one of the changes below.

e After claiming a spot, have the player hop or do another action as many times as the
number claimed.

e Allow players to claim more than one space per turn, when possible.

e Use adie, spinner, or cards with the numbers 1-6, and have players match the numbers to
the numbers on their Bingo board.

e Play with 3 or more players. You'll need to print or make additional Bingo boards.



DOT PATTERN CARDS
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Shapes & Numbers Tic-Tac-Toe

Object of the Game

Be the first player to claim three spaces in a row, column, or on the diagonal to win the game.

x X
R XXX X

X X

Three ways to win!

Materials

e Shapes & Numbers Tic-Tac-Toe Board Shapes & Numbers
Tic-Tac-Toe Board

e Paperto create ashared tic-tac-toe record sheet

e 2 different color pens, pencils, crayons, or markers ‘

3
Skills 4 | A| s
I

This game helps us practice:

e |dentifying and naming shapes and numbers

e Finding shapes and numbers in our environment

How to Play

1. Draw alarge tic-tac-toe grid on a sheet of paper.
2. Decide which player will be Xs and which will be Os.

3. Players take turns choosing a space on the Tic-Tac-Toe Board, locating that number or
shape in their home, and recording X or O on the corresponding space on the record sheet.

»  When you select a space with a shape in it, do the following:
o Say the name of the shape out loud.
= Show how many sides the shape has with your fingers.

o Tell where you find the shape in your home.
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»  When you select a space with a number in it, do the following:
o Show the number with your fingers.
o Count the objects or count from 1 up to the number.
a  Tell where you found the number (or the number of objects) in your home.
4. The first player to claim 3 spaces in a row, column, or on the diagonal wins the game.

5. Have fun!

Tips for Families

Before the game:

e Ask your child to name the shapes and numbers on the Tic-Tac-Toe Board. Not sure? Say
the names together.

During the game:

e Ask your child to help you follow the directions in step 3 when you’re claiming a space.
After the game:

e Count how many spaces were claimed and how many were left.

e Count how many spaces have Xs and how many spaces have Os.

Change It Up

Making even small changes to a game can invite new ways of thinking about the math. Try making
one of the changes below.

e Limit your search to one room of your home, such as the kitchen or your child’s bedroom.

e Play Shapes & Numbers Tic-Tac-Toe by looking for the shapes in children’s books or family-
friendly magazines.

e Invite your child to help create a new Tic-Tac-Toe Board. What would they like to put in
each space? Write their ideas or have them draw pictures in each space.



Shapes & Numbers
Tic-Tac-Toe Board

3 | I
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Which Numeral Will Win? 0-5

Object of the Game

Pull a number from the cup, then trace or write the number on the record sheet to fill up 2 or more
rows. Which numeral will win?

Materials

Skills

A Which Numeral Will Win? 0-5
Record Sheet

If you don’t have a copy of the record
sheet or can’t print a copy right now,
you can make your own.

A cup and six small pieces of paper
Cut six small pieces of papers and
write one number (0-5) on each piece
of paper as shown. Place these ina
cup. For each turn, pull a slip of paper
from the cup.

Pencil, marker, or colored pencil

This game helps us practice:

Reading and writing numerals from 0-5

Collecting data

How to Play

1.

Pull a piece of paper from the cup. Trace or write the number in the correct row on the
Which Numeral Will Win? 0-5 Record Sheet.

Working from the left to right, continue to pull slips of paper and trace or write the number
until two or three rows are filled.

»  Some children like to make a smiley face or star by the first number that fills its row to
indicate the “winner”

»  Some children like to keep going until all of the rows are filled.

» If you pull a number that has already been filled, you can take another turn or make a



3.
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tally mark next to that number to show each additional time you get the number.

Invite your child to share the results while working. See the Tips for Families for suggested
qguestions.

4. Have fun!

Tips for Families

Before the game:

Ask your child to name the numbers on the O-5 record sheet. Not sure of one or two? This
game will provide good practice.

If your child is still learning to write their numbers and you are making your own record
sheet, consider writing the numbers lightly with a pencil and having your child trace over
your numbers with a marker or colored pencil. The printable record sheets have traceable
numbers.

During the game:

Ask questions:

»  How many 5s (Os, 1s, 2s, 3s, 4s) do you have so far?

»  Which number is winning or has the most?

»  How many more 5s (0s, 1s, 2s, 3s, 4s) do you need to fill the row?
»  Which number do you predict will be first? Second? Third?

»  Which number do you hope to get next? Why?

Remind your child to work from the left side of the paper to the right so it’s easier to
compare the quantities.

»  Some children may skip around anyway, tracing the numerals at random. These
children are still identifying, matching, and writing numerals, so don't worry too much.

After the game:

Ask questions:

»  Which number filled its row first? Which number filled its row second?
» Do you think the same number will always win? Why or why not?

»  Which number do you like to write the most? Why?

»  Which number do you think you need to practice writing? Why?
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Change It Up

Making even small changes to a game can invite new ways of thinking about the math. Try making
one of the changes below.

e Play with a partner. In this version each player needs a record sheet. Players take turns
pulling numbers from the cup and writing or tracing the numbers on their record sheet.
The first player to fill three rows wins!

e Play cooperatively with a partner and use one record sheet. In this version, players take
turns pulling numbers from the cup and writing the numbers on the same record sheet.

They work cooperatively to fill three rows.

e Ifyour child is tracing numbers, make your own record sheet and have your child write the
numbers for each turn.



Which Numeral Will Win? 0-5 Record Sheet

.......
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Which Teddy Bear Will Win?

Object of the Game

The teddy bears are having a coin toss race.

Blue Bear likes the heads side best. Red Bear likes
the tails side the best. Can you help the bears with
their race? Toss a coin and mark the column. The
teddy bear that fills its column to the top first, wins!

Materials

e 1 Which Teddy Bear Will Win? Record Sheet
Print the record sheet or make your own.

e Apenny or other coin to toss

e Crayons, markers, or colored pencils

Skills

This game helps us practice
e Countingfrom 1to 10
e Comparing quantities (Which is more?)
e Collectingdata

e Usingordinal numbers (1, 2"9)

How to Play
1. Getready to play:

Blue Beoal

»  Print or draw a Which Teddy Bear Will Win? Record Sheet.

» Indicate which column is for Red Bear and which column is for Blue Bear. Players can
color the bears at the bottom of the sheet, 1 red and 1 blue.

2. Toss the coin and make an X in the correct column of the record sheet to show which color

teddy bear won the toss.
»  Blue Bear wins if the coin lands heads up.

»  Red Bear wins if the coin lands tails up.

» It's okay if your child wants to color in the box or use marks other than Xs to show their

results (for example, hearts, spirals, circles).
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Tails! The red bear
is ahead!

3. Working from the bottom to the top of the graph, continue to
toss the coin and mark the winner of the toss.

4. Theteddy bear that fills its column to the top first, wins!

5. Have fun!

Tips for Families

Before the game:

e Read or tell your child this story:

The teddy bears were watching Papa Bear toss something small up in
the air, look at it, and toss it again. “What are you doing, Papa?” asked
the teddy bears.

“I'm tossing a penny and seeing if it lands heads or tails?”
“Heads or tails? That's silly!” said Blue Bear.

“Pennies don’t have heads and tails!” said Red Bear.

“Oh, but they do,” said Papa Bear. “They're not like the heads and tails
we have. Let me show you.”

Papa Bear pulled some coins out of his pocket and showed the teddy
bears the 2 sides of the coins. Blue Bear liked the heads side of the coins
best. Blue Bear liked looking at the different faces. “Maybe my face will
be on a coin someday,” thought Blue Bear. Red Bear liked the tails side
of the coins best. Red Bear thought it was very funny that one side was
called tails. “It doesn’t look like a tail!” laughed Red Beatr.

o
X
X
>

“Can we toss a coin?” asked the teddy bears.

“Sure!” said Papa Bear, and he handed them a penny.

The teddy bears took turns tossing the penny up in the air. If the penny

landed with the heads side up, Blue Bear would call, “Heads!” If the penny landed with the tails
side up, Red Bear would call, “Tails!”

Pretty soon Papa Bear asked, “Who’s winning? Heads or tails?”

Then Papa Bear told the teddy bears how he used to play a racing game when he was a little
teddy bear. He would make a race track with 2 long columns. Then he would toss a coin. If the
coin landed tails up, he would make an X in the tails column. If the coin landed heads up, he would
make an X in the heads column. The first to the top of the column was the winner. Papa Bear
asked the teddy bears if they wanted to play. They shouted, “Yes!” Do you want to learn Papa
Bear’s game?
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e Look at some real coins together or use these pictures.

This is the heads side of these coins. This is the tails side of these coins.

e Practice tossing a coin. Ask: Did it land on heads or tails?

»  If your child isn't making sense of heads and
tails, mark each side of the coin with a piece
of tape, coloring the tails side red and the
heads side blue. The colors indicate which
bear won the toss.

During the game:
e Ask questions:
»  How many Xs does Red Bear have so far? What about Blue Bear?
»  Which bear is ahead? How do you know?
»  How many more does (name the bear) need to catch up?
»  Which bear do you think will fill its column first? Which bear will be second? Why?

e Oncethefirst 5 boxes in a column are filled, encourage your child to count on from 5
(5....6,7,8). The heavy line across the graph makes it easy to tell when there are 5 or more
Xs in a column. If you’ve made your own record sheet, emphasize the midpoint in some
way. If your child chooses to count from 1, this is fine. Counting on from a number is a
developmental skill that will come with time.

After the game:
e Ask questions:
»  Which bear came in first? Which bear came in second?

» Do you think the same bear will always win? Why or why not?



WHICH TEDDY BEARWILLWIN? | FAMILY GAME

Change It Up

Making even small changes to a game can invite new ways of thinking
about the math. Try making one of the changes below.

Play with a partner. In this version, one player is Blue Bear and

the other player is Red Bear. Players take turns tossing the coin.

If the coin lands heads up, Blue Bear’s player makes an X in Blue Bear’s column. If the coin
lands tails up, Red Bear’s player makes an X in Red Bear’s column. The first player to fill

their column to the top wins.

Play using coins to fill the column. You will need 20 real or S
pretend pennies or other coins. Players take turns tossing %

coins. If the coin lands heads up, the coin goes into a space | o
in Blue Bear’s column. If the coin lands tails up, the coin % Led
goes into a space in Red Bear’s column. The first column 7

that fills to the top wins. With this version, you can use the
record sheet again and again. If 20 coins aren’t available, @
you can cut some coins out of paper or use some other k3
marker such as dried beans, buttons, or pieces of cereal.
Make sure you have 1 real coin for tossing.

‘ Blue Beac

Try making up your own game. Would you like to have a frog race? What about butterflies
racing ladybugs? Use your imagination!



Which Teddy Bear Will Win?
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Butterfly Number Search

Object of the Game

Imagine you're a butterfly moving from number to number on each bush. Try to be the first
butterfly to visit all four bushes in order.

Materials

e A Butterfly Number Search Game Board
If you don’t have a copy of the game board
or can't print a copy right now, you can
make your own. Find directions for making
your own game board at the end of this
document.

e Adotteddie (1-6)

e 2 game markers in different colors
or types (erasers, coins, small pieces
of paper)

Gameboard A

e

Printable Game Board

Skills

This game helps us practice:
e Reading numerals 1-6
e Matching dots on die to a numeral

e Sequencingorder
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How to Play
1. Getready to play:

» Make sure both game pieces are off the board.
»  Decide who will go first.

2. Player 1rolls the die and looks to see if the matching numeral is on the first bush. If it is,
they get to move their marker to the bush and set it on top of the numeral. If it isn’t, they
wait for the next turn to try again.

3. Players take turns rolling and moving their game pieces from bush to bush until they’ve
reached the fourth bush.

»  Two players can place their marker on the same numeral on a given bush.
4. Seethe Tips for Families for suggested questions to ask during the game.

5. Have fun!

Tips for Families

Before the game:

e Ask your child to point out and name the numbers they see on the game board. Not sure of
one or two? This game will provide good practice.

e Point out the path from one bush to the next so that players know the direction to move
their game markers.

As you play:
e Ask questions:
»  What number did you roll?

»  What numbers are on the first (second/third/fourth) bush? Do you see your number in
that bush?

»  Which number do you hope to get next? Why?

Change It Up

Making even small changes to a game can invite new ways of thinking about the math. Try making
one of the changes below.

e |f you need more practice with matching dot patterns to dot patterns, use Game Board A.

e [fyou're ready for more of a challenge, use Game Board C and 2 dotted dice instead of
just one.



Game Board A

S

Game Board B
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Game Board C
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Directions for making your own record sheet

e Fold a piece of blank paper in half lengthwise
and widthwise to make 4 boxes.

e Each box will be one “butterfly bush.”’

e Write 4 numerals from the set 1-6 in each box.
Write the numerals in random order, making
sure that each numeral is in at least 2 boxes.

e Label the boxes 1st, 2nd, 3rd, and 4th.

e Draw arrows to show the path from 1 box to
another.
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