TheBig“Z”

Directions:

Each student needs a gameboard, one die and one marker. In turn each player puts a marker on
any number on the board and then rollsadie. A player can move one space in any direction
(vertically, horizontally, or diagonally) to a space that contains the number on the die. Points are
determined by the place value of that number. For example: If aplayer’s marker is on 542 and
he or sherollsa*“6”, the player may moveto 461. The score would be 60 points, since the “6”
isintheten’s place. If the moveisto 625, the scoreis 600 points. Players take turns until each
player hasfiveturns. Studentstotal their scores at the end of the game. High score wins.
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