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I |Ex'|

Printables for ”Three in a Line-add&sub within 1000”

KNPIG ID # T 5525.5— PINK
This file contains printables for two students.

For each additional student print 1 game board and student recording sheet.

e Game A — 2 Reusable Game Boards: 1 per student.

-Game A Spinner board with two reusable spinner bases.

e Game B — 2 Reusable Game Boards: 1 per student.
-Game B Spinner board with two reusable spinner bases.

e Game C — 2 Reusable Game Boards: 1 per student.
-Game C Spinner board with two reusable spinner bases.

e Game D — 2 Reusable Game Boards: 1 per student.
-Game D Spinner board with two reusable spinner bases.

e Game E — 2 Reusable Game Boards: 1 per student.
-Game E Spinner board with two reusable spinner bases.

e Game F —2 Reusable Game Boards: 1 per student.
-Game F Spinner board with two reusable spinner bases.

e Game G — 2 Reusable Game Boards: 1 per student.
-Game G Spinner board with two reusable spinner bases.

e Game H — 2 Reusable Game Boards: 1 per student.
-Game H Spinner board with two reusable spinner bases.

e 2 Consumable Student Recording Sheets: 1 Per Student

e 1 Consumable Teacher Recording sheet.

e Mini Ten Frames.
-Empty 10 frames: 1 reusable sheet of 12.

* Spinners may be replaced by customized dice.*

For Teacher Notes see Lesson Plan.



3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em
menm”y and/or with clrowings (such as an Emp’ry Number Line), then e><p|c|in your Thinking to the other

p|o>/er(s). If everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3

in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disogreemenfs by using a base—ten material such as

bundles and sticks, ten frames or bead racks.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em

menm”y and/or with clrowings (such as an Emp’ry Number Line), then e><p|c|in your Thinking to the other

p|o>/er(s). If everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3

in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disogreemenfs by using a base—ten material such as

bundles and sticks, ten frames or bead racks.
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3in aline
GAME A

Game A Game A

Use paper clips or place a transparent overhead

spinner over each circle.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em
menm”y and/or with drawings (such as an Emp’ry Number Line), then e><p|c|in your thinking to the other
p|o>/er(s). Ir everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3
in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disagreements by using a base—ten material such as

bundles and sticks, ten frames or bead racks.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em
menm”y and/or with drawings (such as an Emp’ry Number Line), then e><p|c|in your thinking to the other
p|o>/er(s). Ir everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3
in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disagreements by using a base—ten material such as

bundles and sticks, ten frames or bead racks.
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3inaline /)
GAME B

RYATA
VAV,

Use paper clips or place a transparent overhead

spinner over each circle.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em

menm”y and/or with clrowings (such as an Emp’ry Number Line), then e><p|oin your Thinking to the other

p|0>/er(s). If everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3

in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disogreemer\‘rs by using a base—ten material such as

bundles and sticks, ten frames or bead racks.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em

menm”y and/or with clrowings (such as an Emp’ry Number Line), then e><p|oin your Thinking to the other

p|0>/er(s). If everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3

in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disogreemer\‘rs by using a base—ten material such as

bundles and sticks, ten frames or bead racks.
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GAME C =

AWAVA
S ARNAY.

Use paper clips or place a transparent overhead

spinner over each circle.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em
menm”y and/or with clrowings (such as an Emp’ry Number Line), then e><p|c|in your Thinking to the other
p|o>/er(s). If everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3

in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disogreemer\‘rs by using a base—ten material such as

bundles and sticks, ten frames or bead racks.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em
menm”y and/or with clrowings (such as an Emp’ry Number Line), then e><p|c|in your Thinking to the other
p|o>/er(s). If everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3

in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disogreemer\‘rs by using a base—ten material such as

bundles and sticks, ten frames or bead racks.
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3in aline
GAME D

AAWAVA
VAV

Use paper clips or place a transparent overhead

spinner over each circle.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em

menm”y and/or with clrowings (such as an Emp’ry Number Line), then exp|oin your Thinking to the other

p|o>/er(s). If everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3

in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disogreemer\‘rs by using a base—ten material such as

bundles and sticks, ten frames or bead racks.

303

447

644

648

606

193

3li

298

3li

315

3l

602

443

197

607

649

198

302

197

448

60/

448

302

316

Game E

3inalLine

knp.kentuckymathematics.org

Seco

nd cube or spinner

Y
Y
+8
+8
+9
+9

PINK
KNP # T 5525.5



3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em

menm”y and/or with clrowings (such as an Emp’ry Number Line), then exp|oin your Thinking to the other

p|o>/er(s). If everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3

in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disogreemer\‘rs by using a base—ten material such as

bundles and sticks, ten frames or bead racks.
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3in aline
GAME E

Use paper clips or place a transparent overhead

spinner over each circle.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em
menm”y and/or with drawings (such as an Emp’ry Number Line), then e><p|c|in your thinking to the other
p|o>/er(s). Ir everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3
in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disagreements by using a base—ten material such as

bundles and sticks, ten frames or bead racks.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em
menm”y and/or with drawings (such as an Emp’ry Number Line), then e><p|c|in your thinking to the other
p|o>/er(s). Ir everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3
in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disagreements by using a base—ten material such as

bundles and sticks, ten frames or bead racks.
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3in aline
GAME F

Use paper clips or place a transparent overhead

spinner over each circle.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em
menm”y and/or with drawings (such as an Emp’ry Number Line), then exp|oin your thinking to the other
p|o>/er(s). Ir everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3
in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disagreements by using a base~ten material such as

bundles and sticks, ten frames or bead racks.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em
menm”y and/or with drawings (such as an Emp’ry Number Line), then exp|oin your thinking to the other
p|o>/er(s). Ir everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3
in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disagreements by using a base~ten material such as

bundles and sticks, ten frames or bead racks.
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3in aline
GAME G

Use paper clips or place a transparent overhead

spinner over each circle.

PINK
Knp.kentuckymathematics.org KNP # T 5525.5



3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em
menm”y and/or with drawings (such as an Emp’ry Number Line), then e><p|c|in your thinking to the other
p|o>/er(s). Ir everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3
in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disagreements by using a base~ten material such as

bundles and sticks, ten frames or bead racks.
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3 in a Line

Each student should have his or her own copy of the game board. On your turn, roll the dice, solve the prob|em
menm”y and/or with drawings (such as an Emp’ry Number Line), then e><p|c|in your thinking to the other
p|o>/er(s). Ir everyone agrees with your answer, cover the answer on your game board. The first p|o>/er with 3
in aline (ver’rico”y, horizon’ro”y, or diogono”y) wins. Settle disagreements by using a base~ten material such as

bundles and sticks, ten frames or bead racks.
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3in aline
GAME H

AWAVA
VAV,

Use paper clips or place a transparent overhead

spinner over each circle.
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Recording Sheet

Date: Name:
| used Game (Letter at bottom of game board)
My equation How | solved it
3inaLine PINK
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Recording Sheet

Date: Name:
| used Game (Letter at bottom of game board)
My equation How | solved it
3inaLine PINK
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Game Play Recording Sheet

v’ = played v+ = mastered Optional: record date of play & mastery
Level 5 - Pink
Student Name Game A Game B Game C Game D Game E Game F Game G Game H

Teacher Record Sheet
knp.kentuckymathematics.org Three in a Line Task Group 5525
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