
Board Games for Early Mathematics: Place Value
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Think about place value
Make huge numbers
Which is more? 2-digit numbers
Which is more? 3-digit numbers
Which is less? 2-digit numbers
Which is less? 3-digit numbers
How many tens, how many ones
Find the ones place
Find the tens place
Find the ones or tens place
Identify odd and even 2-digit numbers
Find the value of digits in the ones place
Find the value of digits in the tens place
Find the value of digits in the hundreds place
Find the value of digits in different places, 2-digit 
numbers
Find the value of digits in different places, 3-digit 
numbers
Ones place, tens place, hundreds place
Use addition to think about place value
One thousands place, ten thousands place, hundred 
thousands place
Name numbers to the hundred thousands place

This packet includes these place value games and activities:

Step by step learning resources for individuals or pairs to use with a helper.

Start at the beginning, and stick to the order given. Skipping is OK if a learner can use the concepts to solve problems.
For tips, background info, and an assessment to show if a different section would help, visit ReckonMath.com.



Think about place value
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es An adult helper can walk 

learners through this discussion 

activity, or learners who are 

comfortable reading can work 

on their own or with a partner. 

Make sure learners have an 

opportunity to talk about the 

material before moving on, 

preferably with an adult helper 

present to facilitate discussion. 

Learners who aren't used to 

talking about a text with a 

partner can use this method: 

Put a check mark next to any 

line that makes sense right 

away. Now look at one of the 

other lines. Talk about the line 

with each other. Can the two of 

you figure out why it makes 

sense? If you can, put a check 

mark by it. If you can’t, move on 

to another line. Keep doing this 

until you have tried to figure out 

every line. If any lines still don’t 

have a check mark, ask 

someone else to help you 

understand why those lines 

make sense.

Moving things into groups of ten helps you see how many.

Person A says “Here are 31 dots.”

Person B says “Here are 31 dots.”

If you had only ten seconds to choose, who would you believe, 
 Person A or Person B?
Person B is easier to believe, because Person B organized the dots
 using place value: 31 is the same as 3 tens plus 1 one.
Using place value to organize numbers makes keeping track of
 large numbers much easier.
By the way, Person A was not telling the truth! Count and see.



Make huge numbers
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P) This group activity is a fun way to start 

thinking about place value with numerals. 

Learners will need a helper. Materials: 

Seven ten-sided dice. How to play: One 

learner rolls all seven dice at the same 

time. Another learner moves one die to 

the arrow. The helper says the number 

on the die (for example: “9”). Another 

learner moves another die to the right of 

the first one, and the helper says the 

new number (for example: “93” if the 

new die is showing a 3). Learners 

continue adding one die at a time, 

always on the right, and the helper 

continues telling the learners the name 

of the new number. Learners may enjoy 

volunteering their guesses for the names. 

Example of what a helper might say: 

“Nine”,

“Ninety-three”,

“Nine hundred thirty-six”,

“Nine thousand, three hundred 

sixty-two”,

“Ninety-three thousand, six hundred 

twenty-seven”,

“Nine hundred thirty-six thousand, two 

hundred seventy-eight”,

“Nine million, three hundred sixty-two 

thousand, seven hundred eighty-five.”

How much the dice mean depends on where they are.



Which is more? 2-digit numbers
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Materials: Four ten-sided dice, and multiple counters. How to play: Each player puts a counter on that player’s 

START. On each turn, both players roll two dice each. For each player: Arrange your two dice to make a 2-digit 

number, and say the number. Example: If you roll a 2 and a 5, you could put the 2 on the left and the 5 on the right 

and say “Twenty-five.” Or, you could put the 5 on the left and the 2 on the right and say “Fifty-two.” Whose number 

is larger? That player moves forward one. If both numbers are the same, roll again. The first player to land on 

END wins.

I rolled a _____ and a _____. I will make the number _____.

Player 1

START

Player 2

START

Player 1

END

Player 2

END



Which is more? 3-digit numbers
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Materials: Six ten-sided dice, and multiple counters. How to play: Each player puts a counter on that player’s 

START. On each turn, both players roll three dice each. For each player: Arrange your three dice to make a 3-digit 

number, and say the number. Example: If you roll a 7, a 4 and a 6, you could put the 7 on the left, the 4 in the 

middle, and the 6 on the right, and say “Seven hundred forty-six.” Or, you could put the 4 on the left, the 6 in the 

middle, and the 7 on the right, and say “Four hundred sixty-seven.” Whose number is larger? That player moves 

forward one. If both numbers are the same, roll again. The first player to land on END wins.

I rolled a _____, a _____, and a _____. I will make the number _____.

Player 1

START

Player 2

START

Player 1

END

Player 2

END



Which is less? 2-digit numbers
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Materials: Four ten-sided dice, and multiple counters. How to play:  Each player puts a counter on that player’s 

START. On each turn, both players roll two dice each. For each player: Arrange your two dice to make a 2-digit 

number, and say the number. If you roll a zero, you can put it on the left to make the first digit be zero. Did you 

know that the number 05 is the same as the number 5? It’s true. Example: If you roll a 2 and a 5, you could put 

the 2 on the left and the 5 on the right and say “Twenty-five.” Or, you could put the 5 on the left and the 2 on the 

right and say “Fifty-two.” Whose number is smaller? That player moves forward one. If both numbers are the 

same, roll again. The first player to land on END wins.

I rolled a _____ and a _____. I will make the number _____.

Player 1

START

Player 2

START

Player 1

END

Player 2

END



Which is less? 3-digit numbers
CC

SS
.M

AT
H

.C
O

N
TE

N
T.

2.
N

BT
.A

.1

Re
ck

on
M

at
h.

co
m

 B
oa

rd
 G

am
es

 fo
r 

Ea
rly

 M
at

he
m

at
ic

s 
©

 2
02

0 
by

 K
at

hl
ee

n 
H

an
se

n 
Th

is 
wo

rk 
is 

lic
en

se
d u

nd
er 

the
 Cr

ea
tiv

e C
om

mo
ns

 At
tri

bu
tio

n 4
.0 

Int
ern

ati
on

al 
Lic

en
se

. To
 vi

ew
 a 

co
py

 of
 th

is 
lic

en
se

,
vis

it h
ttp

://c
rea

tiv
ec

om
mo

ns
.or

g/l
ice

ns
es

/by
/4.

0/ 
or 

se
nd

 a 
let

ter
 to

 Cr
ea

tiv
e C

om
mo

ns
, P

O B
ox

 18
66

, M
ou

nta
in 

Vie
w,

 CA
 94

04
2, 

US
A.

Sk
ill

 B
ui

ld
er

s:
 W

hi
ch

 is
 m

or
e?

 a
nd

 W
hi

ch
 is

 le
ss

? 
ga

m
es

 (
N

P)
, W

hi
ch

 is
 m

or
e,

3-
di

gi
t 

nu
m

be
rs

 (
PV

),
 W

hi
ch

 is
 le

ss
, 2

-d
ig

it 
nu

m
be

rs
 (

PV
),

 M
ak

e 
3-

di
gi

t 
nu

m
be

rs
 (

N
P)

Materials: Six ten-sided dice, and multiple counters. How to play: Each player puts a counter on that player’s 

START. On each turn, both players roll three dice each. For each player: Arrange your three dice to make a 3-digit 

number, and say the number. If you roll a zero, you can put it on the left to make the first digit be zero. Did you 

know that the number 051 is the same as the number 51? It’s true. Example: If you roll a 7, a 4 and a 6, you

could put the 7 on the left, the 4 in the middle, and the 6 on the right, and say “Seven hundred forty-six.” Or, you 

could put the 4 on the left, the 6 in the middle, and the 7 on the right, and say “Four hundred sixty-seven.”

Whose number is smaller? That player moves forward one. If both numbers are the same, roll again. The first 

player to land on END wins.

I rolled a _____, a _____, and a _____. I will make the number _____.

Player 1

START

Player 2

START

Player 1

END

Player 2

END



How many tens, how many ones
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learners through this discussion 

activity, or learners who are 

comfortable reading can work 

on their own or with a partner. 

Make sure learners have an 

opportunity to talk about the 

material before moving on, 

preferably with an adult helper 

present to facilitate discussion. 

Learners who aren't used to 

talking about a text with a 

partner can use this method: 

Put a check mark next to any 

line that makes sense right 

away. Now look at one of the 

other lines. Talk about the line 

with each other. Can the two of 

you figure out why it makes 

sense? If you can, put a check 

mark by it. If you can’t, move on 

to another line. Keep doing this 

until you have tried to figure out 

every line. If any lines still don’t 

have a check mark, ask 

someone else to help you 

understand why those lines 

make sense.

The digits show how many tens and how many ones.

Person B says “Here are 31 dots.”

The number 31 means 3 tens and 1 one.

The place in the number 31 where the digit 1 is
 is called the ones place.
It is not called the ones place because the digit there is 1.
It is called the ones place because when a digit is is there,
 it means how many ones.

The place to the left of the ones place, where the 3 is,
 is called the tens place, because when a digit is there,
 it means how many tens.



Find the ones place
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The number 31 means 3 tens 

and 1 one. The place in the 

number 31 where the digit 1 is 

is called the ones place. It is not 

called the ones place because 

the digit there is 1. It is called 

the ones place because when a 

digit is is there, it means how 

many ones. The place to the left 

of the ones place, where the 3 

is, is called the tens place, 

because when a digit is there, it 

means how many tens. 

Materials: A ten-sided die, and 

counters in two colors. How to 

play: On your turn, roll the die. 

Find the number with the digit 

you rolled in the ones place and 

put a counter on that number. 

Example: If you roll a 2, find 

the number with a 2 in the ones 

place. It is a 32, so put your 

counter on the 32. If the other 

player’s counter is already there, 

you can bump it off. When all 

the spaces are filled, 

whoever has more counters 

on the board wins.the board 

wins.
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Find the tens place
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The number 31 means 3 tens 

and 1 one. The place in the 

number 31 where the digit 1 is 

is called the ones place. It is not 

called the ones place because 

the digit there is 1. It is called 

the ones place because when a 

digit is is there, it means how 

many ones. The place to the left 

of the ones place, where the 3 

is, is called the tens place, 

because when a digit is there, it 

means how many tens. 

Materials: A ten-sided die, and 

counters in two colors. How to 

play: On your turn, roll the die. 

Find the number with the digit 

you rolled in the tens place and 

put a counter on that number. 

Example: If you roll a 3, find 

the number with a 3 in the tens 

place. It is a 32, so put your 

counter on the 32. If the other 

player’s counter is already there, 

you can bump it off. When all 

the spaces are filled, 

whoever has more counters 

on the board wins.

I rolled _____. It is in the tens place in the number _____.
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Find the ones or tens place
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Materials: One ten-sided die, 

and counters in two colors. 

How to play: Decide which 

player will take the ones place, 

and which player will take the 

tens place. Players take turns. 

On your turn, if you are the 

ones place player, roll the die 

and find a number on the board 

with your digit in the ones place. 

If you are the tens place player, 

roll the die and find a number 

on the board with your digit in 

the tens place. Example: If you 

roll a 4, and you are the ones 

place player, you could cover the 

number 14. Or, if you roll a 4 

and you are the tens place 

player, you could cover the 

number 41. The first player to 

get four in a row wins. When 

you finish the game, play again. 

This time, whoever took the 

ones place the first time takes 

the tens place, and whoever 

took the tens place the first time 

takes the ones place.

I rolled _____. It is in the number _____.
It is in the [ones / tens] place.

38

27

17

48

47

23

73

74

96 13

51

05 39

60

24

46

830721

72 295992

76 35

90

8261

0289 45

8550

64

10

58

63 9836089411



Identify odd and even 2-digit numbers
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Any number is even if the digit 

in the ones place is even. Any 

number is odd if the digit in the 

ones place is odd. Note: Zero is 

even. Materials: Two ten-sided 

dice and two counters. How to 

play: Each player puts a 

counter on START. On your turn, 

roll the dice. If you roll a zero, it 

means zero. Arrange the dice to 

make a 2-digit number. If the 

number is odd, move your 

counter to the next “odd” circle. 

If it is even, move your counter 

to the next “even” circle. 

Example: If you roll a 3 and a 

4, you could make 34 and move 

to the next “even” circle, or you 

could make 43 and move to the 

next “odd” circle. The first 

player to land on either END 

circle wins.

START

_____ is the number. It is [even / odd].

odd

odd
odd

odd
odd

odd

odd
even

odd

even
odd

even

even
even

even
even

even

END
END



Find the value of digits in the ones place
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In this game, you practice using 

the word “value”. The value of a 

digit is how much it is worth in 

the number it is in. When a digit 

is in the ones place, it is worth 

that many ones. So the value of 

a 3 in the ones place is 3, the 

value of a 7 in the ones place is 

7, and so on. Materials: Two 

ten-sided dice, and counters in 

two colors. How to play: On 

your turn, roll both dice. Arrange 

them to make a 2-digit number 

and say the number. Now, say 

the value of the digit in the ones 

place. Cover the value. If the 

answer is not available, it is the 

other player’s turn. Example: If 

the dice are showing 26, the 

digit 6 has the value of six, so 

you say “26, the value of the 6 

is 6”, and cover a 6. The first 

player to get five in a row 

wins. If the board fills and no 

one has five in a row, the player 

with more counters wins.

FREE
SPACE

I rolled _____. It is in the number _____. Its value is _____.

0

0

4

6

6

9

1

1

3

7

2

3

1

8

4

5

7

7

9

8

3

2

5

4



Find the value of digits in the tens place
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In this game, you practice using 

the word “value”. The value of a 

digit is how much it is worth in 

the number it is in. When a digit 

is in the tens place, it is worth 

that many tens. So the value of 

a 3 in the tens place is 30, the 

value of a 7 in the tens place is 

70, and so on. Materials: Two 

ten-sided dice, and counters in 

two colors. How to play: On 

your turn, roll both dice. Arrange 

them to make a 2-digit number 

and say the number. Now, say 

the value of the digit in the tens 

place. Cover the value. If the 

answer is not available, it is the 

other player’s turn. Example: If 

the dice are showing 26, the 

digit 2 has the value of twenty, 

so you say “26, the value of the 

2 is 20”, and cover a 20. The 

first player to get five in a 

row wins. If the board fills and 

no one has five in a row, the 

player with more counters wins.

FREE
SPACE

I rolled _____. It is in the number _____. Its value is _____.

0

0

40

60

60

90

10

10

30

70

20

30

10

80

40

50

70

70

90

80

30

20

50

40



Find the value of digits in the hundreds place
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In this game, you practice using 

the word “value”. The value of a 

digit is how much it is worth in 

the number it is in. When a digit 

is in the hundreds place, it is 

worth that many hundreds. So 

the value of a 3 in the hundreds 

place is 300, the value of a 7 in 

the hundreds place is 700, and 

so on. Materials: Three 

ten-sided dice, and counters in 

two colors. How to play: On 

your turn, roll the dice. Arrange 

them to make a 3-digit number 

and say the number. Now, say 

the value of the digit in the 

hundreds place. Cover the value. 

If the answer is not available, it 

is the other player’s turn. 

Example: If the dice are 

showing 263, the digit 2 has the 

value of two hundred, so you 

say “263, the value of the 2 is 

200”, and cover a 200. The first 

player to get five in a row 

wins. If the board fills and no 

one has five in a row, the player 

with more counters wins.

FREE
SPACE

I rolled _____. It is in the number _____. Its value is _____.

500

100

0

900

600

500

400

300

600

800

300

400

700

200

200

100

300

0

500

600

700

900

800

400



Find the value of digits in different places, 2-digit numbers
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of digits in the ones and tens 

places. Materials: One 

ten-sided die, and counters in 

two colors. How to play: On 

your turn, roll the die. If you roll 

a zero, it means zero. Choose a 

space where one of the digits is 

what you rolled. Say the 

number’s name, and then say 

the value of your digit in that 

number. Example: If you roll a 

5, you can choose the space 

with 51 in it. Say “51, the value 

of the 5 is 50.” Then, place a 

counter on that space. The first 

player to get four in a row 

wins.

I rolled _____. It is in the number _____. Its value is _____.

98

82

85

39

74

59

83

34

61 49

67

70 19

32

28

41

76327

51 921045

80 58

17

9765

7553 0

7124

62

16

31

9 482693456



Find the value of digits in different places, 3-digit numbers
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of digits in the ones, tens, and 

hundreds places. Materials: 

One ten-sided die, and counters 

in two colors. How to play: On 

your turn, roll the die. If you roll 

a zero, it means zero. Choose a 

space where one of the digits is 

what you rolled. Say the 

number’s name, and then say 

the value of your digit in that 

number. Example: If you roll a 

5, you can choose the space 

with 357 in it. Say “357, the 

value of the 5 is 50.” Then, 

place a counter on that space. 

The first player to get four in 

a row wins.

I rolled _____. It is in the number _____. Its value is _____.

106

401

86

920

642

19

259

79

974 258

385

350 142

316

230

731

573294681

5001 25000839

165 438

476

194586

904832 756

870395

97

800

279

746 3549216385416



Ones place, tens place, hundreds place

hundreds    tens    ones
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When you are saying what digits 

are in what places, it is a good 

habit to start with the ones 

place. This means starting at the 

right and moving left. That is 

the opposite of how we read 

words in English, but it is the 

best way to say the places in 

numbers. You say ones, tens, 

hundreds, starting from the 

right. Materials: A deck of ten 

frame cards, and counters in 

two colors. How to play: On 

your turn, draw a card and find 

that square. Now, look at the 

number and say what digit is in 

each place. Example: If you 

draw a 4, the number is 368, so 

say “8 is in the ones place, 6 is 

in the tens place, 3 is in the 

hundreds place.” Place a counter 

in the square next to the 

number. If your opponent’s 

counter is there, you can bump 

it out and put your counter 

there. When all the squares 

have a counter, the player 

with more counters wins.

Draw 1

Draw 2

Draw 3

Draw 4

Draw 5

809

471

562

368

123

Draw 6

Draw 7

Draw 8

Draw 9

Draw 10

057

57

24

8

6

_____ is in the ones place,
_____ is in the tens place,
_____ is in the hundreds place.



Use addition to think about place value
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12 is the same as 2 + 10. You 

can see this because the 

number 12 has a 2 in the ones 

place and a 1 in the tens place. 

The 2 is the 2 in 2 + 10. The 1 

is the 10 in 2 + 10. Materials: 

A ten-sided die and two 

counters. How to play: Each 

player puts a counter on START. 

On your turn, roll the die. If you 

roll a zero, it means ten. On the 

lookup table below, look for the 

number you rolled, and find the 

number to its right. Now jump 

to the next space where the 

numbers in the space add up to 

that number. Example: If you 

roll a 6, the number is 186, so 

jump to the next space that has 

a 6, an 80, and a 100 (in any 

order). The first player to 

land on END wins.

1 or 2

3 or 4

5 or 6

7 or 8

9 or 10

12
16
28

186
439

My number is _____.
This space has numbers adding up to my number.

START

END
any number

9
30

400

2
10

6
80

100

10
6

6
10

400
30

9

10
2

100
80

6

20
8

8
20

100
80

6

400
30

9

9
30

400

2
10

20
8

6
10

8
20

10
6

10
2

6
80

100

400
30

9

8
20



One thousands place, ten thousands place, hundred thousands place

hundred thousands    ten thousands    one thousands
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digits are in what places in a 

number. Remember to start at 

the ones place, which is on the 

right, and then go left. 

Materials: A deck of ten frame 

cards, and counters in two 

colors. How to play: On your 

turn, draw a card and find that 

square. Now, look at the 

number and say what digit is in 

each place. Example: If you 

draw a 3, the number is 

924,716, so say “6 is in the ones 

place, 1 is in the tens place, 7 is 

in the hundreds place, 4 is in 

the one thousands place, 1 is in 

the ten thousands place, 7 is in 

the hundred thousands place.” 

Place a counter in the square 

next to the number. If your 

opponent’s counter is there, you 

can bump it out and put your 

counter there. When all the 

squares have a counter, the 

player with more counters 

wins.

Draw 1

Draw 2

Draw 3

Draw 4

Draw 5

618,407

618,000

924,716

924,000

473,000

Draw 6

Draw 7

Draw 8

Draw 9

Draw 10

85,796

85,000

16,730

4,321

4,000

_____ is in the one thousands place,
_____ is in the ten thousands place,
_____ is in the hundred thousands place.



Name numbers to the hundred thousands place
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of numbers. When you are 

saying the names of numbers, 

unlike when you are saying the 

places, you start on the left. 

Example: If the number is 

382,761 you start with the 3 and 

say “Three hundred eighty-two 

thousand, seven hundred 

sixty-one.” Materials: A deck of 

ten frame cards, and counters in 

two colors. How to play: On 

your turn, draw a card and find 

that square. Now, look at that 

number. Say the number’s 

name. Place a counter in the 

square next to the number. If 

your opponent’s counter is 

there, you can bump it out and 

put your counter there. When 

all the squares have a 

counter, the player with 

more counters wins.

Draw 1

Draw 2

Draw 3

Draw 4

Draw 5

382,761

534,268

751,809

368,254

264,297

Draw 6

Draw 7

Draw 8

Draw 9

Draw 10

89,130

16,325

95,746

74,329

2,683

I can say the names of very big numbers.


