L!!J Ezra Learning Math Fun - Grades 1-3

Race to 100

Two to four players. Each player puts a marker on 1. Take turns: spin, then
move your marker that many squares along the chart.

* The first marker to land on 100 exactly wins.

- If a spin would take you past 100, stay where you are.

« If you spin -3 on square 1, stay on 1 (you cannot go below 1).

« Say each number out loud as you move: counting on is the lesson.
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The spinner is on page 2. You need a pencil and a paper clip.
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The Spinner and the Game Record

Put the tip of a pencil through a paper clip at the center and flick the clip.
Read the number it stops on.

Game record: write each turn

Turn Iwas on I spun Now | am on
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