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Overview
This two-player game emphasizes number sense, 
computation, and problem solving. Players take 
turns rolling a die and multiplying the number 
rolled by ten or multiples of ten. The goal is to 
be the player with a total sum of numbers exactly 
or closest to the target of 300 after five rolls. Al-
though multiplication is the focus, computational 
practice using addition and subtraction also oc-
curs. Number sense comes into play as students 
navigate the game and make choices about what 
numbers to use to reach the target number.

Materials
• die (labeled 1–6), 1 per pair of students
• Target 300 (A Multiplication Game) Recording

Sheet (REPRODUCIBLE 46), 1 per student
• Target 300 (A Multiplication Game) Game

Directions (REPRODUCIBLE G-30), 1 per pair
of students

Related Games
Game 16: Hit the Target (Mental Multiplication)
Game 25: Pathways (the variation Times Ten)

Key Questions
• How do you decide if a roll will

be the value of one or ten?
• What strategies do you use

when playing this game?

Recommended Grades  3–5

Time Instruction: 45–60 minutes
Independent Play: 20–30 minutes

TEACHING TIPS
Don’t Have Enough Dice?
If you do not have enough dice 
for one die per pair of students, 
use spinners sectioned 1–6.

Quiet Dice
Rolling dice can create lots of noise. 
To lessen the noise, use foam dice 
or pad students’ workspaces with 
foam or fabric placemats.

Adapted from Lessons for Extending Multiplication: Grades 4–5 by Maryann Wickett and Marilyn Burns (Heinemann, 2001, 92).

 Game 30

Target 300 (A Multiplication Game)
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Teaching Directions

Part I: The Connection
Relate the game to students’ ongoing work.
Connect this game to previous discoveries about 
the base ten number system and the powers of 
ten. Engage students by writing a basic multi-
plication fact such as 3 × 1 = 3, then write the  
related multiple-of-ten fact: 3 × 10 = 30. Show a 
few more basic facts and related multiple-of-ten 
facts. Solicit some from students.

Part II: The Teaching
Introduce and model the game to students.

1. Explain to students that they will be playing
the game Target 300 (A Multiplication Game)
with a partner. The objective of the game is to
have a sum of numbers as close to 300 as pos-
sible after five rounds of play.

2. Replicate the chart on the Target 300 (A Multi-
plication Game) Recording Sheet (REPRODUCIBLE

46), making it large enough for the class to see.
Let students know each of them will have their 
own recording sheet when they play the game.

From Math Games for Independent Practice: Games to Support Math Workshops and More, Grades K–5 by Jamee Petersen. © 2013 by Scholastic Inc. Permission granted to
photocopy for nonprofit use in a classroom or similar place dedicated to face-to-face educational purposes. Downloadable at www.mathsolutions.com/mathgamesreproducibles.

TARGET 300 (A MULTIPLICATION GAME)

RECORDING SHEET
Reproducible 46

Copy this recording sheet as needed to play the game, one sheet for each player for one game (five rounds).

ROUND PLAYER 1

Name ____________________

PLAYER 2

Name ____________________

1

2

3

4

5

TOTAL

Player 1 

______ is ______ away from 300.

Player 2

______ is ______ away from 300.

Multiplier Options

3 10

3 20

3 30

3 40

3 50

3. Explain that players take turns rolling a die.
On his or her turn, the player must decide
whether the number rolled is multiplied by

TEACHING TIP
Creating Your Own Recording Sheet
For this game, students may use the 
recording sheet available as REPRODUCIBLE 
46 or they may create their own. This can be 
done easily by folding a piece of notebook 
paper in half lengthwise to make a T-chart:

PLAYER 1 PLAYER 2

LEARNING TARGETS
Grade 3:
• I fluently add within 1,000 using

algorithms based on place value.

• I can multiply one-digit whole numbers
by multiples of ten in the range of 10–90.

Grade 4:
• I can fluently add and subtract

multidigit whole numbers using
the standard algorithm.

• I can multiply up to a four-digit whole
number by a one-digit whole number.

Grade 5:
• I can fluently multiply multidigit whole

numbers using the standard algorithm.
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10, 20, 30, 40, or 50. The number rolled is the 
multiplicand. Students determine the multi-
plier. List the multiplier options where every-
one can see them:

Multiplier Options

3 10

3 20

3 30

3 40

3 50

4. Every player then records the equation and
the product in the column on his or her chart.
Stress that after an equation and a product are
recorded, they may not be changed!

5. Emphasize the goal of the game is to be the
closest to 300 after five rolls. After five rolls,
players will add all their products to get a to-
tal sum. The player with the total sum exactly
or closest to 300 is the winner. Provide stu-
dents with an example, such as the following:
If Player 1 has a total sum of 280 and Player
2 has a total sum of 310, Player 2 wins even
though she went beyond the target number of
300, because she is closer to 300 than Player 1.

6. Play a round collectively as a class. Roll the
die. Record the number rolled and think
aloud—for example, “I rolled a two. The two
becomes my multiplicand. If I multiply the
two by ten I will have a total of twenty. I would
still be two hundred eighty away from three
hundred, and only four more rolls seems like
too small of a product. What if I tried fifty, the
largest number, as my multiplier? If I multiply
two times fifty, that would be one hundred.
One hundred is one-third of the way to three
hundred; that seems like too large of a prod-
uct for one round.”

7. Ask students to turn to a partner and discuss
their thinking about the question, “What
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number would you choose as the multiplier? 
Ten, twenty, thirty, forty, or fifty?”

8. Give students a few minutes to share their
thinking, then bring students back together
as a class and have a few students share their
ideas and reasoning with the whole class.

9. Determine a sensible multiplier, such as
twenty or thirty and record the equation—for
example, 2 × 20 = 40—in Player 1’s column.

10. Repeat Steps 6–9 as needed until you feel stu-
dents have a grasp of the procedures.

Part III: Active Engagement
Engage students to ensure they understand  
how to play the game.
11. Now give students an opportunity to explore

the game further. Continue playing rounds,
only this time tell students that they are, col-
lectively, Player 2.

12. Ask one student to roll the die and share
the number aloud. As before, have students
discuss with each other what the multiplier
should be.

13. Record the equation and the product that
the students decide on in Player 2’s column.
Record another equation and product for
Player 1.

14. Roll the die again. Continue having students
discuss what the multiplier should be, and
decide on an equation and product. Model
your thinking as needed. For example, if the
number 3 is rolled and you decide to multiply
by forty, think aloud:
“Three times forty is the same as forty plus
forty plus forty. Three time forty . . . hmmm.
Well, three time four is twelve. I can add a
zero to my partial product of twelve because
of the power of ten. Three times forty must be
one hundred twenty. That makes sense.”

A CHILD’S MIND
Getting to 300 Fast!
Often, students want to multiply a roll of 
six times fifty to get to 300 quickly. Remind 
students they must play all five rounds (five 
rolls), then calculate the total sum of their 
products to determine who is closest to 300.
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15. Be intentional in showing students how to 
keep a running sum of their products. The 
following is an example of what the chart 
might look like after five rounds of play: 

TEACHING TIP
Over and Under 300
When modeling the game, try to create 
a situation in which one player goes over 
300 and the other goes under 300. In 
Figure 30.1, in the last round for Player 
1, the teacher could have chosen to 
multiply two by twenty for a grand total 
of 290, which is still ten away from 300, 
but he wanted students to see how 300 
is the target number. You can be over 
and still win the game. The goal is to get 
exactly or closest to the target of 300.

From Math Games for Independent Practice: Games to Support Math Workshops and More, Grades K–5 by Jamee Petersen. © 2013 by Scholastic Inc. Permission granted to
photocopy for nonprofit use in a classroom or similar place dedicated to face-to-face educational purposes. Downloadable at www.mathsolutions.com/mathgamesreproducibles.

TARGET 300 (A MULTIPLICATION GAME)

RECORDING SHEET
Reproducible 46

Copy this recording sheet as needed to play the game, one sheet for each player for one game (five rounds).

ROUND PLAYER 1 PLAYER 2

1 2 x 20 = 40 6 x 10 = 60

2 4 x 10 = 40     40 + 40 = 80 3 x 20 = 60     60 + 60 = 120

3 1 × 50 = 50      80 + 50 = 130 5 × 10 = 50      120 + 50 = 170

4 3 × 40 = 120   130 + 120 = 250 1 × 50 = 50      170 + 50 = 220

5 2 × 30 = 60     250 + 60 = 310 6 × 10 = 60     220 + 60 = 280

TOTAL 310 280

Player 1 
310 is 10 away from 300.

Player 2 
280 is 20 away from 300.

Figure 30.1  Sample completed student chart.

16. After you’ve played five rounds (five rolls)
with students, have them calculate the sum of
their products. Who is the winner—Player 1
(the teacher) or Player 2 (the students)?

Part IV: The Link
Students play the game independently.
17. Set up students for independent practice with

the game. Each pair of students should have a
die and one recording sheet (REPRODUCIBLE 46)
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per player. Also, distribute the game direc-
tions (REPRODUCIBLE G-30) as needed.

18. Instruct students to determine who is Player
1 and who is Player 2. Player 1 rolls the die
and decides a multiplier. Both players record
the equation in Player 1’s column on their re-
cording sheets.

19. Next, Player 2 rolls the die, determines the
multiplier, and both players record this equa-
tion in Player 2’s column on their recording
sheets. Remind students that the objective is
to get exactly or the closest to 300 after five
rounds of play.

20. After five rolls, students add their products
and record the total sum. They then complete
the statement at the bottom of the chart to
determine the winner—the player closest to
300.

21. Monitor students. Look for those who are
comfortable and moving fluently toward 300.
Note those students who are hesitant. Try to
gauge whether this is a result of strategizing
or skill. This knowledge will help determine
how to differentiate your instruction for your
students. Some students may need more chal-
lenge, others more practice, and still others
may need guided practice.

22. Give students time to play one game.

TEACHING TIP
Supporting Students
Try to avoid the use of calculators during 
this game. To make the computation 
accessible for struggling students, provide 
a hundreds chart (REPRODUCIBLE A) or 
scratch paper to do repeated addition.

TEACHING TIP
Providing Choice in Student Pairs
For this game, allow students to choose 
their partners or use a random strategy 
(such as pulling sticks with student names 
on them). Regardless of the pairings, 
students of differing abilities will be able 
to access the mathematics required to 
play the game because students will use 
both estimation and computation skills. 
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MATH WORKSHOP AND  
SUMMARIZING THE EXPERIENCE
Teach this game at the beginning of the week 
to the whole class, then make it a fundamental 
part of your math workshop (for more on math 
workshops, see Chapter 5 in From Reading to 
Math by Maggie Siena). Build in time to observe 
students playing the game, noting student’s 
individual skill level and computational fluency. 
After students have had the opportunity to play 
several games, bring them together as a class 
and ask, “What is one strategy you used when 
playing this game?” Record students’ strategies 
on a piece of chart paper titled, “Target 300 
Strategies.” Encourage students to add their 
strategies as they develop more expertise in 
playing Target 300 (A Multiplication Game). Ask 
students, “What mathematic skills were used 
in playing the game Target 300?” Students will 
likely say multiplication, addition, subtraction 
(when determining how far away from 300), 
basic facts, and powers of ten. Have students 
turn in their recording sheets. This provides both 
a record of time on task and of the mathematics 
involved in the game. By reviewing students’ 
individual work, you can diagnose problems 
with computation—both multiplication and 
addition—and logical reasoning.

DIFFERENTIATING YOUR  
INSTRUCTION
There are several ways to modify the  
game according to the levels and needs  
of your students.

Target 200
Change the target number to 200. This 
version of the game leads to more practice 
with multiplying by ten. 

Target 500
Change the target number to 500. 
Increasing the target number leads to 
more practice with larger multiples of ten, 
because the target number of 500 still 
needs to be reached in five rounds. 

Target 3,000
Students could even practice multiplying 
by one hundred and multiples of one 
hundred by changing the game to Target 
3,000.
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GAME DIRECTIONS

From Math Games for Number and Operations and Algebraic Thinking by Jamee Petersen. Portsmouth, NH. © 2013 by Heinemann. May be photocopied for classroom use.

Game 30: Target 300 
(A Multiplication Game)

Objective
Players take turns rolling a die and multiplying 
the number rolled by ten or multiples of ten 
through fifty. The goal is to be the player with a 
total sum of exactly or closest to 300 after five 
rolls.

Materials
• die (labeled 1–6), 1 per pair of players
• Target 300 (A Multiplication Game)

Recording Sheets (REPRODUCIBLE 46),

1 per player

Players
2

Reproducible G-30

Directions
1. Decide who is Player 1 and who is Player 2.
2. Player 1 rolls the die and decides whether

to multiply the number rolled by 10, 20, 30,
40, or 50.

3. Both players record the multiplication
sentence in the column Player 1 on their
recording sheets. For example, if Player 1
rolls a 4 and decides to multiply it by 20, 
both players record:

From Math Games for Independent Practice: Games to Support Math Workshops and More, Grades K–5 by Jamee Petersen. © 2013 by Scholastic Inc. Permission granted to
photocopy for nonprofit use in a classroom or similar place dedicated to face-to-face educational purposes. Downloadable at www.mathsolutions.com/mathgamesreproducibles.

TARGET 300 (A MULTIPLICATION GAME)

RECORDING SHEET
Reproducible 46

Copy this recording sheet as needed to play the game, one sheet for each player for one game (five rounds).

ROUND PLAYER 1

Name ____________________

PLAYER 2

Name ____________________

1

2

3

4

5

TOTAL

Player 1 

______ is ______ away from 300.

Player 2

______ is ______ away from 300.

Multiplier Options

3 10

3 20

3 30

3 40

3 50

4 x 20 = 80

4. Player 2 repeats Steps 2 and 3, and both 
players record the mathematics in the col-
umn Player 2 on their recording sheets.

5. After each player has had five turns, both
players add the products for all five rounds. 
The winner is the player closest to 300. 
Note that the total sum may go over 300.
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TARGET 300 (A MULTIPLICATION GAME)  
RECORDING SHEET

Reproducible 46

Copy this recording sheet as needed to play the game, one sheet for each player for one game (five rounds).

ROUND PLAYER 1

Name __________________

PLAYER 2

Name __________________

1

2

3

4

5

TOTAL

Player 1

 is  away from 300.

Multiplier Options

3 10

3 20

3 30

3 40

3 50

Player 2

 is  away from 300.
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