
When Learning Is Fun, Everybody Wins

What’s Inside?
The Games Kit contains all the materials 
needed to play 54 games, including:

Game Boards
Game Instruction Cards
Manipulatives 
Black Line Masters

A key component to nurturing a lifelong love of math is helping 
students apply the concepts they are learning in the classroom to 
real-world situations. The Arrive Math Core Booster Games Kit o�ers 
engaging, out-of-the-box games that align with kindergarten through 
eighth-grade content standards. These board games provide 
hands-on, collaborative game play, ongoing fluency practice, 
and opportunities for mathematical discourse.

GAME  SAMPLE

CARDS

Discover how board games can enhance the learning experience! 
Unfold this flyer for a game sample you can use in your classroom.



Game Instructions: A-Mazing Place Value

Directions

Program Materials

Objective

Place the Creature Cavern Game Cards and the number cards in separate piles, 
down in the middle of the group. Place the pawns at the start of the maze. 

As a group, pick six cards from the deck and arrange them to create the greatest 
number possible. Each player writes this target number on their paper. 

Return the number cards and shu�e the deck. 

Each of you picks a creature card, which represents your creature for the start 
of the game.  Place the card face up in front of you. 

In turn, roll the two number cubes to move anywhere around the maze. 
If you land on or pass your creature, you collect the card and hold it in your hand. 
Then, pick a new creature card. 
Your turn is over if you land on a lantern or a question mark.  If you try to move 
past a lantern or a question mark, you stop progressing and become frozen.  

To unfreeze, first say if you will make a number greater than, less than, or equal to 
the target number. Then pick six cards and create your number. Write it on your paper. 

If the other players confirm the number you wrote is correct, roll the number 
cubes and move on the maze. 
If you are incorrect or cannot make your number, your turn is over. 

When time is up or when all creature cards have been collected, the player with 
the most creature cards wins. If there is a tie, the player with most creature cards 
that are di�erent wins. 
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2.
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4.
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Be the player to collect the most Creature Cavern Game Cards by comparing multi-digit numbers.

Game Card Set
To build a complete deck of game cards for your classroom, 
please make three photocopies of both the Creature Cavern 
cards and the number cards found on the next page. 

For the Teacher: A-Mazing Place Value
Math Focus
Players will compare two multi-digit numbers. 

Set-Up
Before the game begins, separate the creature cards from the 
Creature Cavern Game Cards deck. Make a face down pile of 
the creature cards. Make a face down deck of number cards. Tips

Encourage players to consider the strategy of the possibilities of 
creating a number greater than or less than the target number. 

Encourage players to consider the implications of a Beginning 
Number that is 987,654. 

Encourage players to consider the possibility of creating a 
number equal to the Beginning Number. 

Variations
Variation 1: The Beginning Number can be any possible number. 
This will a�ect possible strategies. 

Variation 2: Using >, =, and < symbols, players record and read 
aloud the comparisons of their number to the target number.

Creature Cavern Game 
Board (1 per 4 players) 

Creature Cavern Game 
Cards (1 set per 4 players)

Number cards, 0–9 
(1 set per group) 

Number cube 1–6 
(2 per group) 

Pawns (1 per player) 

Paper (1 sheet per player) 

Pencils (1 per player) 



Make 3 copies of this page to create a full game card set. 
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Learn how the Arrive Math Core Booster o�ers universal 
intervention for all at arrivemath.com.
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