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Tic-Tac-Toe === -
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Skill: Place value 0-99

Player's: 2 students 90 | 91 | 92 | 93 | 94 | 95 | 96 | 97 | 98 | 99
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Materials: one 99 chart, two sets of digit cards, paper, pencil, chip/markers
(2 different colors)

Directions: Players select a color chip/marker to use. The goal of the game is for
a player to get three or more of their markers in a row either vertically,
horizontally or diagonally. Player number one begins by selecting two cards to
make a two-digit number and say that number to their partner using the value of
the digits. Ex: 6, 3 and say "six tens and three ones equals sixty three" or
"three tens and six ones equals thirty six". Player number one covers this number
with their marker. Player two then takes a turn, tfurning over two digit cards and
covering the number rolled, remembering to verbalize the tens and ones place
value to the other player. Play continues until one player gets three or more of
their markers in a row. This player scores two points for each marker in a row.

Variations

*If a player rolls double zero they lose a turn.

*Players can also steal an opponent’s space. When a player makes a humber
already occupied by their opponent, they can replace it with their own marker.
For each stolen number, they receive five points.

*Players can play until set time limit is reached or they reach a certain number of
points.
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