Year 4, Unit I, Week 2, Lesson 2

Extension
Name: Date:
Roundmg race You will need:
Round decimals with one decimal place * 2 x 0-9 dice

to the nearest whole number

Play this game with a partner.

Take turns to:
e roll both dice and make a number to one decimal place.
e round your decimal to the nearest whole number, this is your score for
that roll.

Add your scores as you go along — a running total.

Rules:
The digits 4 and 8 are unlucky numbers on the dice:
e if you roll either a 4 or an 8 you miss your turn
e if you roll a 4 and an 8 all your previous scores go back to 0!

The winner is the player with the larger score after ten goes each.

Scores
Player 1: Player 2:
Decimal Decimal Running Decimal Decimal Running

number rounded total number rounded total
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