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Once you have completed either 50 or 100 rolls 
answer the following questions. 

Work Together! 

1. What is the average range of the rolls?

2. What percentage of the time does a tie roll happen?

3. What percentage of the time did you score a point?  If you kept track of all winners,
what percentage of the time did all 3 players score a point?

4. Describe your most unusual round.  Try to interpret the probability of that event
happening.  Remember 1/30 chance of rolling any number.

5. Write one question for the rest of the group to use with their data.
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You will need to play either 50 or 100 rounds. Play in groups of 3.  Every round record  L, B and G 
plus figure out the RANGE between G and L.  Use a calculator if you wish.  When you are playing 
you should use your highlight pen to mark any unusual rolls - for example, tie rolls, sequences, 
unusual winning rolls, etc.  Circle the points you score. 

MYSTERY ROLL (5- Player)
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BETWEENERS & CUBIC MYSTERY 
 RECORDING SHEET



PLAYER ROLL NUMBER

PLAYER ROLL NUMBER PLAYER ROLL NUMBER

PLAYER ROLL NUMBER

PLAYER ROLL NUMBER

PLAYER ROLL NUMBER PLAYER ROLL NUMBER

PLAYER ROLL NUMBER

Jaxon

Tenshima

Raymond

6, 5, 3 3 5/6

4, 6, 3 4 3/6

2, 3, 3 3 2/3 lowest
no win

highest
no win

between
wins

Follow Up Activity:  Have students space their answers 
proportionally on an "open" number line and justify their 
placement to the other players.
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SIXTY SOMETHING



Order of operations, probability

2 to 4

Two thirty-sided (1-30) dice, paper and pencil

SKILLS: 

PLAYERS: 

EQUIPMENT: 

GETTING STARTED: Player One rolls the dice and may choose to add,
subtract, multiply or divide the numbers rolled. The
goal is to reach the total of 60 in three rolls. A player
may choose to ‘freeze’ after the first or second roll,
record their number and their play is over. Players
continue to take turns and the player closest to 60 for
each round earns 1 point. If a player reaches 60
exactly, they earn 2 extra bonus points. The first
player to score 20 points is the winner.

EXAMPLE: Player One:

First Roll: and 

Player One chooses to multiply the numbers for a total
of 24 (4 x 6).

Second Roll: and 

Player One chooses to add the numbers for a total of
30 (28 + 2). Player One now adds the first and second
rolls to equal 54 (30 + 24).

Player One says ‘freeze’ with 54 and chooses not to
take a third roll.

Player Two:

First Roll: and 

Player Two chooses to add the numbers for a total of
38 (17 + 21).

Second Roll: and 

Player Two chooses to divide the numbers for a total
of 5. Player Two now adds the previous total of 38 to 5
for a total of 43 (38 + 5).
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Third Roll: and 1
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Player Two chooses to multiply the numbers for a total
of 17 (17 x 1). Player Two now adds the previous total
of 43 to 17 for a perfect total of 60 (43 + 17). Player
Two earns 1 point for that round plus 2 extra bonus
points for reaching 60 exactly.
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FRACTION FREEZE 
LEVEL: 
SKILLS: 
PLAYERS: 
EQUIPMENT: 

GETTING STARTED: 

EXAMPLE: 

Grade 4 and up 

Adding fractions 

2 

Two 12-sided dice, paper, pencil, fraction pieces 
(optional) 

The goal of the game is to create the fraction closest 
to one-whole, after three possible turns. Player one 
begins by rolling both dice, naming and recording their 
fraction in proper form and deciding whether to freeze 
or roll again on a future turn. 

Player two now rolls and does the same. If one player 
chooses to freeze they do not roll again and the other 
player may continue on for a possible additional two 
rolls (their fractions are added together as rolls 
accumulate). Once all rolls have been taken or both 
players have chosen to freeze, both players compare 
their fractions or sum of fractions to one another. The 
player with the fraction closest to one-whole without 
going over earns 1 point for the round. If any or both 
players create a fraction of EXACTLY one-whole, then 
2 points are earned. 
Player One: Roll = 6 and 11 6/11 "six-elevenths". 
Player one chooses not to freeze and will take an 
additional turn. 
Player Two: Roll = 1 and 5 1/5 "one-fifth". Player 
two chooses not to freeze and will take an additional 
turn. 
Player One: Roll = 2 and 11 2/11 "two-elevenths". 
Player one adds their two fractions together and 
verbalizes their sum. 6/11 + 2/11 = 8/11 and player 
one chooses to freeze. 
Player Two: Roll = 4 and 10 4/10 "four-tenths". 
Player two adds 1 /5 + 4/10 = 6/10 and chooses to roll 
one more time. Player two takes their third and final 
turn and rolls one and two and verbalizes "one-half". 
Player two adds 6/1 O + 1 /2 = 6/10 + 5/10 = 11 /10 or 1 
1/10. Player two's fraction is greater than one whole. 
Player one earns 1 point for the round for being 
closest to one whole without going over. 

VARIATION: Players can choose to record their rolls 
but not verbalize. Player may choose to secretly roll 
their fractions, record them and play as previously 
directed. A third player is involved as the judge for 
each round and players compare their fractions at the 
end of the play for comparison. The player with the 
fraction closest to one-whole is the winner. 

8

©Box Cars and One-Eyed Jacks



Box Cars and One-Eyed Jacks Order Form

K E E P I T R O L L I N G 2 6

#101, 17920 - 105 Avenue, Edmonton, AB Canada T5S 2H5
TEL:  1-866-342-3386 / 780-440-6284    FAX: 780-440-1619

GST# 135980407
EIN# 98-1287684

Item Description (including code if known) Qty Price Subtotal

Shipping/Handling Charges (allow 1-2 weeks)
Orders $0.00 to $60.00 add $14.00
Orders $60.01 to $125.00 add 18% + 6.00
Orders $125.01 to $300.00 add 15% + 6.00
Orders $300.01 to $649.99 add 13% + 6.00
Orders over $650.00 add 12% + 6.00
Questions? info@boxcarsandoneeyedjacks.com

Shipping

Sub-Total

Tax

Grand Total

Discount Code KEEPITROLLING26 10%

Bill To:

Ship To:

P.O.#

Visit our website at www.boxcarsandoneeyedjacks.com and Enter Coupon Code

To Receive 10% Off Your Next Order!

(        ) SAME AS ABOVE

Contact Name:

FEI#:

Address: City:

Email: (PRINT CLEARLY) 

Phone: Fax:

St/Pv:

Zip/Postal:

(Pay this amount)

(If applicable)

(For USA orders over $500.00)

Contact Name:

Address: City:

Email: (PRINT CLEARLY) 

Phone: Fax:

St/Pv:

Zip/Postal:

*May not be combined with any other offers.
*Does not apply to sale items, the Deluxe Primary/Upper Elementary Kits or Downloads.
*Discount is applied before shipping and handling. Valid until March 31st, 2026

Company Name:

Date/Convention:

http://www.boxcarsandoneeyedjacks.com



