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MIDDLE SCHOOL MATH GAME
NAME OF GAME:  Exponent Ball
STANDARD(S):  Number Sense, Computation, 7.2.5, 7.1.4, 8.2.4  Exponential and Standard Notation

DIRECTIONS:

1. The game is similar to U.S. football. The player who goes first puts the ball (counter) on one of the 20-yard lines.  The player’s goal is to reach the goal line, 80 yards away.  A turn consists of 4 chances to advance the counter to the goal line to score.  (see gameboard)

2. The first 3 chances must be runs on the ground.  To run, the player rolls the die twice.  The first roll names the base, the second roll names the exponent.  For example, rolls of 5 and 4 name the number 54 = 625.

3. The player calculates the value of the rolls by using Table 1 on the gameboard page to find how far to move the ball forward (+) or backward (-).

4. If the player does not score in the first 3 chances, he or she may choose to run or kick on the fourth chance.  To kick, the player rolls the die once and multiplies the result by 10.  The result is the distance the ball travels.  (Table 2 on the gameboard page.)

5. If the ball reaches the goal line on a run, the player scores 7 points.  If the ball reaches the goal line on a kick, the player scores 3 points.

6. If the ball does not reach the goal line in 4 chances, the turn ends.  Player 2 starts where Player 1 stopped and moves toward the opposite goal line.

7. If Player 1 scores, the second player puts the ball on the 20-yard line and follows the directions above.  Note:  If a backward move should carry the ball behind the goal line, the ball (counter) is placed on the goal line.

8. Players take turns.  A round consists of 4 turns for each player.  The player with more points at the end of each round wins.  
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Table 1: Runs
Value of Roll | Move Ball Chances of Gaining on the Ground

1 -15yd —15 yards: 1 out of 6 or about 17%

2t06 +10 yd 10 yards or more: 5 out of 6 or about 83%
8 to 81 +20 yd 20 yards or more: 4 out of 6 or about 67%
in the 100s +30 yd 30 yards or more: 13 out of 36 or about 36%
in the 1,000s +40 yd 40 yards or more: 7 out of 36 or about 19%
in the 10,000s +50 yd 50 yards: 1 out of 18 or about 6%

Table 2: Kicks

Value of Roll Move Ball Chances of Kicking
1 +10 yd 10 yards or more: 6 out of 6 or 100%
2 +20 yd 20 yards or more: 5 out of 6 or about 83%
3 +30 yd 30 yards or more: 4 out of 6 or about 67%
4 +40 yd 40 yards or more: 3 out of 6 or about 50%
5 +50 yd 50 yards or more: 2 out of 6 or about 33%
6 +60 yd 60 yards: 1 out of 6 or about 17%





Materials:  Gameboard, 1 die, 1 counter, 


1 calculator





Players:  2
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