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0dd or Even?
Materials

a1 deck of cards, with face cards removed

Instructions
Two partners will be working together, against the deck. Players might
want to keep track of how many times they win and how many times the
deck wins. The object of the game is to remove all the cards from play by
going through the deck only one time.

1. Shuffle the cards, then take the top two cards and place them face

up, side by side and slightly overlapping one another. Set the rest of

the deck face down next to the two cards.
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September: Getting to Know You

2. If the sum of the two face-up cards is an even number, remove them

from play and turn over two more cards from the deck. If the sum
is an odd mumber, take a third card from the deck and place it face
up, slightly overlapping the top card
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3. Ifthe sum of the top two cards is now even, remove them from play.
1 the sum is odd, add another card—once again slightly overlapping
the three cards already face up.
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4. Continue in this fashion, always looking only at the top two cards,
until you have used up all the cards in the deck.

5. Make a note of who won—you or the deck!

Note: This game offers lots of practice in addition. It's also an oppor-
tunity to explore properties of 0dd and even numbers. For example, do
you get an 0dd or an even number when you add two even numbers?
What happens when you add two odd numbers? How about when you
add one odd and one even number? Are you more likely to get cards
whose sums are odd ot even when you play this game? What if the
game were based on picking up odd sums? Would it be harder to win
if you could only pick up odd sums?
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Adding and Subtracting
Materials

u 1 piece of

per
Instructions

1. Gather students in a circle on the rug

2. Ask for a volunteer (or invite a child) to demonstrate the game by
playing it with you. For the demonstration round, explain that in this
game you score points by rolling two dice. You get points by first
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By expressing these ideas verbally, children become comfortabe
Sharing their strategies with one another. If you don't et these sug
gestons, say them yourslf to model what you mean when you sk
someone to tell how he or she got an answer.

4. Continue the demonstration by saying, “Now we have o figue ou
the diffrence between the two numbers. Does anyone have an
idea?” Make sure you call on girls as frequently as boys, and remind
yourselfto call on gl firs a often as you call o boys. Afte you've:
had some volunteers explain how they got the answer
e the chalkboard or overhead to show how the children will wcord
thei scores once the game begins. Your example migh look lke tis

Julie Pietr

Round one: 6 + 5= 11 443=7
6-5=1 4-3=1

Total score: 11 +1=12 7+1=8

5. Explain that a round is finished when both parters have rolled
dice and determined their scores. Do another demonstration of &Y%
discussng strategies for figuring out the score and modeling ¥4t
needs o b recorded. Announce that a complete game requies 8%
rounds, then ask if anyone has questions about how t play:





