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Thank you for your purchasel By purchasing this resource, you
are agreeing That The contfents are the property of Michele
Staley and licensed To you only for classroom / personal use as
a single user. [ retain the copyright, and reserve al rignts to this
product. Please remember To leave feedback so you wil earn
TpT Credits, which may be applied 1o your future purchases.

Yyou may

0 Use free and purchased
Ifems £or your own
classroom students, or
YOur own personal use.

Q Reference this product in
blog posts, at seminars,
professional development,
workshops, or other such
venues, ONLY i both crediT
S given To myself as the
author, and alink back o
my ToT storeis includedin
The presentation.

O Purchaselicenses at a
great discount for other
Teachers 1o use this
resource.

- Towmay neb:

Qa Clam This work as your
own, dlfer The files in any
way, Or remove copyright
/ watermarks.

Q Sel the Files or combine
them info another unit For
sale / free.

O Post this document for
sale / free elsewhere on
the infernet (this includes
Google Doc links on blogs,
or Outschool).

Q MokKing copies of
purchased itfems 1o share
wiTth others is strictly
Forbidden andis
violation of The TOU / law.
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HOW TO PLAY!
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MATERYALSE

=One game mat for partners
-One Die

PURECTIOLS:

Use one die and I0 connecting cubes per player and
corresponding humber with one of their cubes. If a
player rolls a number already covered by their opponent,
they “bump” that player’s cube off that spot. Once a
partner has two cubes on one humber, that nhumber has
been “captured” and cannot be bumped off. When all the
humbers are covered, the partner with the most
captured numbers is the winner.
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DIRECTIONS: ROLL ONE
DIE AND COVER THE NUMBER.
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UHBER

MATERYALSE

-One game mat for partners
-Two Dice (Numbers to 12)

PURECTIOLS:

Use two die and I0 connecting cubes per player. and
corresponding humber with one of their cubes. If a
player rolls a nhumber already covered by their opponent,
they “bump” that player’s cube off that spot. Once a
partner has two cubes on one humber, that nhumber has
been “captured” and cannot be bumped off. When all the
humbers are covered, the partner with the most
captured numbers is the winner.
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DIRECTIONS: ROLL TWO
DICE AND COVER THE NUMBER
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MATERYALSE

=Onhe game mat for partners
-Two Dice

PURECTIOLS:

Use two dice and ten connecting cubes per player.
Players take turns rolling the dice and covering the sum
with one of their cubes. If a player rolls a nhumber
already covered by their opponent, they “bump” that
player’s cube off that spot. Once a partner has two
cubes on one humber, that humber has been “captured”
and cannot be bumped off. The partner with the most
captured numbers is the winner when all the humbers
are covered.
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DIRECTIONS: ROLL TWO
DICE AND COVER THE SUM.
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HOW TO PLAY!

BUMP

® 7, ADDITION

MATERYALSE

=Onhe game mat for partners
-Three Dice

PURECTIOLS:

Use three dice and ten connecting cubes per player.
Players take turns rolling the dice and covering the sum
with one of their cubes. If a player rolls a humber
already covered by their opponent, they “bump” that
player’s cube off that spot. Once a partner has two
cubes on one humber, that humber has been “captured”
and cannot be bumped off. The partner with the most
captured numbers is the winner when all the humbers
are covered.
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DIRECTIONS: ROLL THREE
DICE AND COVER THE SUM.
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