
Rolling for Tiles

Object: to capture squares on the game board by modeling expressions that can be added,
subtracted, multiplied, or divided to equal the polynomials on the board
Materials needed: a number cube, a set of algebra tiles, and a game board
Number of players: 2

Teacher Preparation
Print out one game board for each pair of students.

Game Play
• Playing the game

To begin, each player rolls the number cube. The player who rolls the greatest number
goes first. Then the players take turns.

Player 1 rolls the number cube and draws an algebra tile based on the roll:

The algebra tile must be placed on one of the squares of the game board.

A player captures a square by dividing the tiles on the square into two polynomials
that can be added, subtracted, multiplied, or divided to produce the polynomial in
that square.

A turn may consist of
• capturing a square,
• choosing a tile and placing it on the board, or
• choosing a tile and placing it on the board and then capturing a square.
Players alternate until all four squares are captured.

• Winning the game
The winner is the player with the most squares. If each player has two squares, the
winner is the player who captured the last square.
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