
Halves and Half Nots
Math Concepts: Addition - 1-12, halving, doubling, odd, even
Materials: One or two dice
Players: 2

Set up: Two players agree on a target number, say 20, set their running total to 0, and choose who will go first.

Play: A turn starts by generating a number using one die or the sum of two dice. If the number is odd, the

player must double it. If the number is even, the player may take half of it as many times as is desired as long as

the numbers being halved are even. The player then adds that final result to the running total as long as that

does not put the total over the target - if the final result cannot be used, the turn is skipped.

Goal: The player who brings the total exactly to the target number wins.

– DISCUSSION AND TIPS –

If you can’t reach the target number in your turn, what are some strategies for how many times you take half of

your number (when there is a choice).

– VARIATIONS –

Allow the player to leave the initial number unchanged.

Allow halving at most once.

You can practice subtracting by starting at the target number and subtracting your way down to 0.

Change the type of dice you use, or use numbered playing cards, to change the numbers being created.
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