
MATH NIGHT 
Second Grade and Third Grade 



FLUENCY BROCHURE 



ALL ABOUT LEARNZILLION 

¢ Learnzillion is a website that provides videos to 
help you understand how your child is learning 
math 

¢ Here is an example of a Learnzillion video: 
¢ https://learnzillion.com/lessons/1517-divide-

using-a-sharing-model 



MATH ACTIVITIES  

¢ Second Grade- Games with dice 
�  Dice Race 
�  Biggest or Smallest 
�  Pig 
�  Probability 



DICE RACE 

¢  2 or more players, 2 dice, score card 
¢ Players take turns rolling the dice and adding 

them together.  The first person to get a total of 
100 points wins. 

¢ This game can be played using subtraction by 
starting with 100 points.  The first person to get 
to 0 would win. 



BIGGEST OR SMALLEST 

¢  2 or more players, 1 die, place value grids 
¢ Player 1 rolls the die, and records the number 

anywhere in their place value grid.  Player 2 rolls 
the die, and records the number anywhere in 
their place value grid.  Repeat until all place 
values are filled.  Say the number you have 
created.  The person with the biggest number 
wins.   

Thousands Hundreds Tens Ones 



PIG 

¢  2 or more players, 2 dice, score card 
¢ Player 1 rolls the dice, and adds them together.  

They may roll again, and add that score to the 
previous score.  They may roll as many times as 
they want.  When they stop, that is their score for 
the round.  However, if they roll a 1 before they 
decide to stop, then they get a 0 for that round.  If 
they roll a double 1, their total score goes back to 
0.  The first person to reach 100 wins. 



PROBABILITY 

¢  2 dice, 11 counters, number line from 2-12 
¢ The player arranges the counters on the numbers 

on the number line however they want (one on 
each number, all on 5, most on 7, etc.).  Players 
take turns rolling the dice.  Each player removes 
a counter if it is on the sum rolled.  The first 
person to remove all of their counters wins. 

2 3 4 5 6 7 8 9 10 11 12 



MATH ACTIVITIES 

¢ Third Grade- Games with a deck of cards 
�  Multiplication War 
�  On Target 
�  Salute 
�  Pyramid  



MULTIPLICATION WAR – TWO VERSIONS 

¢  2 players, deck of cards 
¢ Version 1:  Each player places a card face up.  

Multiply them.  The first person to say the 
correct answer keeps the cards. 

¢ Version 2:  Each player turns over two cards, and 
multiplies their own.   The person with the 
highest product keeps all four of the cards. 



ON TARGET 

¢  2 or more players, deck of cards, piece of paper. 
¢ Choose a target number from 0-100 
¢ Each person gets 4 cards.  They may use those 

cards and any mathematical operation they want 
to create a problem.  Write out and solve the 
equation.  Whoever is closest to the target wins. 
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SALUTE 

¢ Three players, deck of cards. 
¢ Deal the cards evenly to the three 

players.  Player 1 and 2 sit facing each 
other.  When player 3 says “salute,” 
players 1 and 2 each place a card on 
their forehead, so that they can only 
see the other player’s card.  Player 3 
announces the sum (if playing using 
addition) or product (if playing using 
multiplication) of the cards.  The first 
person to correctly guess their card 
gets to keep both cards.  Take turns 
being the person who says “salute.” 



PYRAMID 

¢  1 player, deck of cards. 
¢  Lay the cards out in a pyramid of face up cards until there 

are six cards at the bottom of the pyramid.  Only cards 
that are fully uncovered can be used. Pick up and discard 
cards with number combinations that equal ten.  You may 
do this using only addition, or include subtraction and 
multiplication as well.  If no combination of cards equals 
10, turn over 3 cards from the top of the rest of the deck.  
You win when all the cards in the pyramid have been 
used. 


