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Components of Number Sense 

• An awareness of the relationship between number and quantity 
• An understanding of number symbols, vocabulary, and meaning 
• The ability to engage in systematic counting, including notions of cardinality and ordinality 
• An awareness of magnitude and comparisons between different magnitudes 
• An understanding of different representations of number 
• Competence with simple mathematical operations 
• An awareness of number patterns including recognizing missing numbers 

Counting Collections 

Students work in pairs or small groups to count sets of small objects (like cubes, flat sided marbles, gems, beads, craft 
sticks, elastic bands, erasers, etc.). They place groups of objects in a container (plastic cup, bowl, nacho tray) in subsets 
(2s, 5s, 10s) to make the count easier. Students can show/tell the teacher how they counted or record their count in 
writing using a recording sheet. As the teacher walks around, he/she can ask guiding questions and take notes using an 
anecdotal record sheet. 

Guiding or Assessment Questions to Ask as Students Count 
• Are students able to keep track of what is being counted? “How do you know which objects you’ve counted?” 
• How are students keeping track? “How do you know which ones you’ve counted and which ones you haven’t 

counted?”   
• Are students working together? “It looks like the two of you are using different strategies. Do you have a plan 

for how you will add your totals together? 
• Are students beginning to group objects? If so, how? Do they combine groups to make larger groups? “Why did 

you decide to put these into ___ (cups of 5, 10, 50) 
• Can students count by 1s? 10s? 10s and 1s? “How many cups did it take to get to 150? If you made another set 

of 10 cups how many would you have?” 
• What strategies are students using to count by sets? “What made this collection tricky to count?” 

During the debrief, the teacher can have groups of students share strategies based on the mathematical or social goals 
that the teacher intended to highlight. These might include strategies for keeping track of how many we counted, 
strategies for grouping, strategies for counting sets of objects, compromising about a strategy, recording the count on 
paper, and so on. 

Resources for Counting Collections https://tedd.org/mathematics/ 

A Few Tips for Math Centers and Games 
• Math is not about worksheets and memorizing.  
• Small groups allow almost any activity to be a more meaningful learning experience for children than a whole-group 

version of the same activity. To keep children’s interest, choose activities that are open, rich, and worthwhile. 
• Choose activities that children can do (mostly) independently—like those in today’s session.  
• Keep groups small so that children do not have to wait long for a turn. 
• Introduce the game/activity to the whole group. Play first with one partner. Everyone watches. Then that person 

picks a friend and plays the game while you play with a new partner. Everyone watches. Finally, the four original 
players choose a partner and play.  

http://www.carriecutler.com/
mailto:carriecutler@hotmail.com
https://tedd.org/mathematics/


• Make yourself one of the math centers, when possible. Encourage self-regulation in the rest of the classroom. 
Practice routines and expectations so that interruptions are kept to a minimum. 

   

  How to Free Yourself Up to Be One of the Math Centers 
1. Get all children engaged in centers. 
2. Set up supplies for your game or activity. 
3. Let children know you are available to play with them. 
4. Rotate children through your center and call for new participants. 
5. End your center about 5 minutes before centers time is through.  
6. Encourage independent problem solving by establishing routines for getting help when stuck. 
 

Addition Centers Your Students Will Love  
after Substantial Experience with the Concept of Addition Using Hand-on Materials 

 
War and Double War with Ten Frames 
Materials: 2 or 3 sets of ten-frame cards 
Instructions: For War: players turn over one ten-frame card. The winner has the higher card and gets to keep both cards. 
For Double War: players turn over two ten-frame cards. The winner is the one with the larger total number. Children can 
use many different number relationships to determine the winner without actually finding the total number of dots. 
 
Ten Frame Teens War Game 
Materials: ten frame flashcards with many copies of the filled frames (10 dots) 
Instructions: Play with 2 or more players. Give each player a full stack of filled frames (10 dots) and some other ten 
frames. Place 10-stack and other ten frame stacks both facing down on the table. Each player flips over two cards at a 
time—one filled frame (10 dots) and one other flashcard (could be 0-10). This helps the student think of the teens as “10 
and some more.” Whoever has the highest total of dots on their ten frames is the winner and gets to take the cards that 
were in play. 
 
Snappo Sums of Ten Game 
Materials: playing cards with face cards removed 
Instructions: Each player gets seven cards. The rest of the cards are the fishing pond. Players look in their hand for two 
cards with a sum of 10. If they find a set, they lay it aside. Take turns asking other players for the card needed to 
complete a sum of 10. For example, if you have a 5 in your hand, ask another player for a 5. If they don’t have a 5, you 
“Go Fish” by picking up a card from the fishing pond. The winner is the player with the most sets of cards that sum to 10 
when all the cards have been used. 

The Sum What Dice Game  
Materials: Two dice, beans or other markers, pencil and paper 
Instructions: Work in a small group of 2-4. Each person writes the numbers 1 through 9 on their sheet of paper like this: 
 

1 2 3 4 5 6 7 8 9 
 
1. Take turns rolling two dice. On each turn, the player who rolled may cover either the sum rolled on the dice or any 

two numbers that are still uncovered and that add to the sum rolled. 
2. For example, if a sum 9 is rolled first, the player may cover: 9, or 1 and 8, or 2 and 7, or 3 and 6, or 4 and 5. 
3. Later in the game if the sum of 9 is rolled again and the 5 is already covered, then the player cannot use the 4 and 5 

combination and must play one of the other open possibilities. 
4. When a player cannot play, he or she is out and has a score of the sum of the uncovered numbers. 
5. Play continues for everybody else until everyone is out. 
6. The last person to go out will not necessarily win; the person with the lowest score wins. 
 

https://www.youtube.com/watch?v=Uro_BU1N3is&t=2s
https://youtu.be/sYFhWYMfuc4
https://youtu.be/18k4YLOz7GQ


Cross Out Singles 
Materials: one die, game board (shown below) 
Instructions:  
1. Each player uses his/her own game board. 
2. A player rolls the die. 
3. Every player writes the number in any square they want on their game board. Once a number is recorded, 

it cannot be changed.  
4. Take turns rolling the die and filling in the game board until players have filled all nine squares. 
5. Players then find the sums of the rows, columns, and diagonal, and record them in the respective circles. 
6. Players examine their sums. Any sum that appears in only one circle must be crossed out. 
7. The total of the sums that are not crossed out is the player’s score for that round. The player with the 

highest total wins. 
Round One 

   

   

   

 

 

 

Round Two 
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Double It 
Materials: Numbers Cards (1 through 10), Double It Game Board 
Instructions: 
1. Work with a partner but use your own game board.  
2. Take turns picking a card from the pile. Double the number on the card place and ‘X’ in the appropriate column. Foe example, if you draw a card 
with a 5 on it, double 5 is 10. Put an X at the bottom of the 10 column. 
4. The first person to fill a column all the way to the top is the winner.  
5. What do you notice about the board? Play again with a new board. 
 

Double It Game Board 
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Roll and Total 
Materials: game board shown below, tradition die, die labeled with digits 3-8 
Instructions: 

1. Use your own game board shown below.  
2. Working with a partner or alone, roll the tradition die and the die with digits 3-8.  
3. Count on from the die showing the digits, using the pips on the traditional die as needed to find the sum.  
4. Record the sum with an X in the appropriate column. 
5. Play until one column is filled completely. Then start over with a new board. 

Round One 
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Round Two 
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Domino Parking Lot 
Materials: work mat with section for each focus number (ie. 0-16), download from https://www.carriecutler.com/for-
parents 
Instructions: Place dominoes face down on table. Students take turns drawing a domino, adding the number of dots on 
both sides of the domino and placing it in the correct “parking spot” on the mat. For example, if the domino has three 
dots and five dots, the domino is placed on the EIGHT parking spot. If a domino is already placed on the EIGHT parking 
spot, the new domino is stacked on top of it. Each person takes ten turns. At the end of ten turns, the person with the 
tallest stack on any parking spot is the winner. 
 
Addition Top-It 
Materials: A set of number cards with four cards each of the numbers 0-10 
Instructions: 
1. A player shuffles the cards and places the deck number-side down on the playing surface. 
2. Each player turns over two cards and calls out their sum. 
3. The player with the highest sum wins the round and takes all four cards. 
4. In the case of a tie, each player turns over two more cards and calls out their sum. The player with the highest sum 
then takes all the cards from both plays. 
5. Play ends when not enough cards are left for each player to have another turn. The player with the most cards wins. 
 
Subtraction Top-It 
Materials: A set of number cards with four cards each of the numbers 0-10 
Instructions: 
1. A player shuffles the cards and places the deck number-side down on the playing surface. 
2. Each player turns over two cards and calls out their difference. 
3. The player with the highest difference wins the round and takes all four cards. 
4. In the case of a tie, each player turns over two more cards and calls out their difference. The player with the highest 
difference then takes all the cards from both plays. 
5. Play ends when not enough cards are left for each player to have another turn. The player with the most cards wins. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Many of these teaching ideas can be found in Math-Positive Mindsets: Growing a Child’s Mind without 
Losing Yours (Cutler, 2020). The easy-to-follow Q&A format tackles more than 100 of the most perplexing 
questions about helping children with math from preschool to fifth grade. For parents and teachers. 

Carrie’s YouTube Channel. Search for Carrie Cutler and subscribe for updates. 
 
 

https://youtu.be/dfVI5Fj0HKs
https://www.carriecutler.com/for-parents
https://www.carriecutler.com/for-parents
https://www.amazon.com/Math-Positive-Mindsets-Growing-Childs-without/dp/1935099841/ref=cm_cr_arp_d_product_top?ie=UTF8
https://www.amazon.com/Math-Positive-Mindsets-Growing-Childs-without/dp/1935099841/ref=cm_cr_arp_d_product_top?ie=UTF8
https://www.youtube.com/channel/UC_jdt7liCrGwCOkTM1Lowwg

