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FROGGY LEAP

NUMBER LINE GAME

Directions & Recording
aente X Sheels for 7Versions!
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You need: Narme:

*I Wumber Line
*| frog per player
*Fly game piecet Ledap on Froggy!

. *lsix-sided die Follow the directions for your game o record your work
Fecording Sheel

|. Put your frog on O. . =
2. Roll the dice and count on.
3. Record on your sheet. ‘ =
4 Take turns with a pariner.
SKeep }ukingilulrgs until you get + =
o 0.

6. When you get to 10, take afly
for your lily pad and start again

How many
flies can you
get for your

froggy?

add

¢ Addition & Subtraction o 20



FROGGY LEAP

NUMBER LINE GAME

MNarme: MName:
Leap On Froggy! Leap BACK Froggy!
Slarlal 3. Counlon 2 Counl on | more Slarl al 3. Couwnl back 2
Circle the number you landed on Circle the number you landed on
o l l L | l l | ] l l | i i i I | i i i I i
ol L I D L I B “ ——TT T T T T T TTTr
0o 1 2 3 4y 5 & 7 8 19 10 0 1 2 3 U 5 & 7 8 9 10
Wrile an equalion lo malch Write an equation to match.
+ + = - -
Slarlal 5. Counl on 3. Counl on 2 more Start at 5. Count back 3
Circle the number you landed on Circle the number you landed on
_ | L L L 1 L l | | l l i i | | i I I l | l L
ol I . L D O L L B B e “—tTTTTTTTT1T
0 1 2 3 4 5 6 7 8 9 10 0o 1 2 3 4 5 6 7 8 9 10
Write an equation to match Write an equation o match
+ + = - =
Start gt &. Count on | Count aon 2 more Slarl al 7. Counl back 2
Circle the number you landed on Circle the number you londed on
@l | | | | L | I | L | 1 i 1 l 1 1 1 1 1 | 1
Y [ R R R N R R R B R b2 B B B e S S R S e —
o1 2 3 4 5 6 7 8 9 10 01 2 3 4 5 6 7 8 9 10
Write an equation to maich Write an equation to malch.
4+ + = . =
3 Addends to 10 Subtrachion to 10 with equation




FROGGY LEAP

NUMBER LINE GAME

Teaching Notes

To Prep this game:
Print enough frog pieces for each player o have one. | like
to laminate them and attach them o a stick or a clothespin
o move
Print and laminate the fly pieces. | like o have a good
slack, so | prinl one page worlh for each slabion lam
prepping. You can use the hly pads § you like for the
children o put their flies on.

Choose the version of the game and the number line thal
works best for your sludents. The [irst sechion (pages 3-16)
are addition. Pages 17-15 are subtraction practice. Pages
26-27 are fact family practice. The game pieces follow on
pages 28-29

When teaching counting on, | like to use dice with 1,2 or 3 on
lhem since these are lhe mos! efficien! numbers lo use
when counbing on. Tou can glso use regular & sided dice
however. fou'll see the specific recommendation listed on
each game page. | have left the recording sheels more
gejrrllleruc soyou're able to add allernate direchions if you'd
rather.

When you model the achiviby, remind sludenls of whal you'd
like them to record and when it 1s most efficient lo record
For example, | remind students to record the number they
are on E‘ﬁDE‘E rolling to count on. When they roll, | have
them record the olher addend, and afler they counl on
with their counter, o write the sumf difference

Tou will find there are recording sheets and one
independent prachice page for each of the addibion and
subtrachion skills

Versions offered.
*Addition to 10 {ne equation)
*Sublraclion lo 10 (no equalion)
*Addiben to 10 with equabion
*Subtrachion to 10 with equation
*Addition to 20 with equation
*Subkraction within 20 with equalion

Teaching Notes




nes

®

table Number L

ieces & Pri

Game P

LL]
=
O
TR -
8 p
e £ 3
R b
LL]
0
—
>
c

Q
!
L
-
e
O
®,
2
™




	Slide 6
	Slide 7
	Slide 8
	Slide 9
	Slide 10

