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Xtreme Math Games 
Taking Math to the eXtreme!! 

 

Xtreme Math Games (XMG™) are exciting, educational 
math games for students of many levels.  When you walk into 
a classroom full of students who are engrossed in an Xtreme 
Math Game, the atmosphere is much like seeing the sports 
fan at home with the remote control. Students are not to be 
distracted by anything, even recess!  Students take the game 
home for homework where parents can join in the fun and 
excitement of learning and practicing facts. 

Xtreme Math Games (XMGames™) can be played with 
virtually any mathematical concept. The games allow the 
teacher to easily differentiate learning within the classroom.  
All students are actively engaged in the game, practicing their 
basic facts and sharpening their mental math skills.  In 
addition, management strategies contained in this Playbook 
provide suggestions for the teacher to give students the 
opportunity to work at their own instructional level.   

I use various games across the curriculum in my 
classroom.    The use of games as a teaching strategy meets 
the needs of my students and is significant to their 
understanding and retention of the mathematical concepts.  
Using games as a teaching strategy satisfies conditions for 
learning which are identified by research.   William Glasser, a 
well-known observer of how students learn, states: We learn 
10% of what we read; 20% of what we hear; 30% of what 
we see, 50% of what we see and hear; 70% of what is 
discussed with others; 80% of what is experienced 
personally; and 95% of what we teach others.  In my 
opinion, effective mathematics instruction is remiss if it does 
not include the use of games as a teaching strategy.  

It is important to use XMGames as a teaching strategy 
and to include all students in the class in the fun of learning 
through the use of games. It is not meant to be a play-when-
you-finish-your-work game.  When students play XMG, they 
are motivated to discover the strategy for winning the game, 
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thereby discovering the mathematical concept.  They are 
further motivated to discuss their game playing strategies 
with other students because they want to win the round and 
move on to the next round in the game.   

One rule that I have when my class plays games is 
that students are not allowed to ask me to arbitrate questions 
on the mathematics of the game until all students in the 
group have the same question.  When students finally reach 
this point I am presented with an attentive group of students 
who really want to understand the concept and to know how 
to perform the mathematics.  They want to determine which 
team gets the point and continue with the game.  Students 
want to do more Math!  There are many instances, 
however, when students don’t end up asking me for help 
because they have taught each other the concepts. They 
have moved into Glasser’s 95% retention level of 
understanding.  Further, students reach this level of learning 
when they take the game home, as weekly homework, and 
teach it to their parents.  

A multiple intelligence survey of struggling students in 
my math classes reveals their strengths and weaknesses for 
learning.  Not surprisingly, these students are weak in the 
Logic-Mathematical and Verbal-Linguistic intelligence.  
However, as a group, they do show strong Kinesthetic and 
Intrapersonal intelligence.  Knowing this about my students, I 
can tap into their strengths through the use of games as a 
teaching strategy.  Students are actively engaged in the 
mathematics using manipulatives and discussing the concepts 
with other students. Using games as a teaching strategy 
allows me to build on the strengths that these students 
possess.   

XMGames can be played in a variety of ways.  The XMG Playbook 
outlines variations of XMG™ Plays which emphasize the use of Mental 
Math strategies and the practice of concepts which often require 
students to use pencil and paper. The plays have been divided into 
multiple levels of difficulty because many of the games can be made 
more difficult, or easier, simply by changing the particular multi-sided 
dice used in the game.  The Play Codes, at the beginning of the XMG™ 
Plays section will help you choose which game is right for your class. 
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XMG SCOUTING REPORTS 
And Post-Assessments 

 
In the Appendix you will find XMG Scouting Reports 

for the various forms of play.  Take about 5 minutes to 
administer the XMG Scouting Report the day before you plan 
to play in order to determine the ability levels of your 
students.  Don’t assume that your students’ ability levels are 
the same for each mathematical concept.   Regroup students 
each time you change the concept when you are using XMG. 

The XMG Scouting Report becomes a great 
assessment tool after playing the game.  Record the initial 
XMG Scouting Report scores in your grade book and give the 
same sheet as an assessment at the end of the week.  You 
will be able to measure the growth of your students. 

 
XMGAMES – LCV 

A  Less Competitive Version 
 
 The original intent of the Xtreme Math Game was for 
the game to be played by teams with similar mathematical 
ability, racing to solve the mathematics problems.  I feel it is 
the best way to get the most out of the game.  There are 
times, however, when players with differing mathematical 
abilities play XMG together, or when it is better to take the 
speed component out of the game.  It is also appropriate to 
reduce unnecessary stress in the classroom.  
 The key to success with XMGames-LCV is to have an 
accurate Official. Sometimes the Official needs to have a tool, 
such as a calculator or a basic-facts sheet for reference. You 
may find that you want to add a timer, say of one minute, in 
order to keep the game moving. 
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Using an Area Model for the 

Distributive Property with Multiplication 
The area model is a great tool for multiplication of double digits.   
Later it is very useful for estimating, for multiplying fractions, and 
for multiplying binomials.  It gives the student a “picture” in their 
mind of what the problem looks like.  We understand what we can 
picture in our minds. 

Concept: 
Double Digit 

Multiplication 
 

Calculation dice 
• two 0-9 sided dice 
• two decade dice 
 

a 7 and an 8 and 
a 40 and a 50 are rolled 

Official says the problem is  
47 58×  

Students multiply, 
Then sum all the answers 

x 40 + 7 2000 
350 
320 

 +_  56 
2726 

50 2000 350 

+8 320 56 
Remember that the goal is for students to practice the 
distributive property and to look at problems in a different way.  
They will see the value of looking at a problem in this way with 
more difficult concepts.  
• Thinking about a multiplication problem using the area 

model will help students estimate better when solving 
division with double digit divisors.  

 
For example, try this problem:  58 220  

The goal is to get the student to distribute the problem in their 
mind.  After practicing the area model in a game form, students 
are able to picture this model in their minds.     
 
Say students want to estimate that 58 goes into 220 four times.   
The student will think “Well, 58 is 50 + 8.  4 times 50 is 200, 
and 4 times 8 is 32… added together that is 232… So, 4 times is 
too much for this problem…. Now, I need to try 58 
into 220 three times...”   Soon students will be 
multiplying these double digits without pencil and 
paper. 
The area model also helps students estimate 
reasonable solutions when problem-solving with many 
concepts. 

x 4 

50 200 
8 32 
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Using an Area Model with the 

Distributive Property and Multiplying Fractions 

Concept: 
Multiplication of 

Fractions 
 
Calculation dice 
• two 0-9 sided dice 
• two fraction dice 
 

a 3 and a 6 
 

and 
 

a 
1
2

and a 
1
3

 are rolled 

Official says the problem is  
1 13 6
3 2
×  

Students multiply 
Then sum all the answers 

x 3 
1
3

  18   
   2 

   1
1
2

 

     
1
6

 

+_____ 

  19
2
3

 

6 18 2 

1
2

 1
1
2

 
1
6

 

   
      

This method helps students to make reasonable estimates 
for solving this kind of problem.  It is another way for 
students to see the meaning of this problem.  The question:  

How much is  
13
3

 groups of
16
2

?   

Once students have this conceptual understanding, then 
they can be shown the algorithm for solving these 
problems. 
 
It is helpful to remind students that when multiplying 
fractions they should be thinking “How much is 6 groups of 

3, or 6 groups of
1
3

. 
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Using an Area Model with multiplication of 

binomials  

After students have practiced with double digit multiplication 
and the area model, it is easy for them to see how to multiply 
binomials. 

 
 

Concept: 
Multiplication 
Of binomials 

 
 

Calculation dice 
• two 0-9 sided dice 

 
a 6 and an 5 are rolled 

Referee says the problem is   
( ) )(6 5a a+ +  

Students multiply like using a 
multiplication square  

Then sum all the answers 

x a + 6 

 
 

a 2a  6a 

+5 5a 30 

Students combine 
like terms to form 
the equation: 

 
2 11 30a a+ +  

      
 

The XMG Algebra Supplement has even more 
advanced ways in which to use this area model for 

multiplying trinomials and factoring quadratic 
equations.  

 

Look for the XMG Algebra Supplement at 
www.XtremeMath.com 
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Prime Factorization and Factoring 
Using the “Ladder” Method 

(This method has been compiled and extended by me in this 
playbook, although I’m not sure who originated it.) 

 
  

I first came across this method for prime factoring a 
number at the great website PurpleMath.com, although it was 
called “Upside Down Division.”  When I speak around the 
country I ask participants if they have seen this method.  
There is usually one person in the group who has seen it, or 
was taught the method when they were young.  It has been 
my observation that most of those whom were educated with 
this method were from a country other than the United 
States, such as Italy, Mexico, and Spain. I call it the Ladder 
method. 

As I began sharing the “Ladder” method with other 
teachers around the country it evolved into a great tool for 
prime-factoring, as well as an organizational strategy for 
simplifying fractions, adding/subtracting fractions, and for 
factoring polynomials in algebra.  I have used this method 
with students as low as 4th grade.  Actually, I try to share 
this method with my 4th Grade, 5th Grade, and 6th Grade 
teacher friends so that they might use this method with their 
students.  It has been especially successful for ELL Learners! 
 
There are several levels to the Ladder.  
• First, post a list of all the prime numbers less than 20 in 

your classroom 
• Students will begin factoring using the lowest prime 

number (2), then work their way through the next primes 
until they reach a prime number at the bottom of the 
Ladder. There should be all prime #’s around the outside 
of the Ladder. 
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    Factoring with the Ladder 
Factoring of one number: 
 

Roll is a 20 and a 4, so the number to factor is 24 
 

2 24 
• Student asks:  will 2 go into 24?.... Yes. 
• How many times? (12) 

 
• Will 2 go into 12?..... Yes. 
• How many groups of 2? (6) 

 
• Will 2 go into 6?.... Yes 
• How many twos are in 6?  (3) 

 
      So, the Prime Factorization is: 
        2 2 2 3× × ×       or     32 3×  
 

Notice how nicely and neatly the factors are 
lined up.   It is more organized than the usual 
factor tree method. 

2 12 

2 6 

 3 

  
 
 

Another Example: 
Roll is a 50 and a 2, so the number to factor is 52. 

 

2 52 
• Student asks:  will 2 go into 52?.... Yes. 
• How many times? (26) 

 
• Will 2 go into 26?.... Yes. 
• How many times? (13) 

 
• Will 2 go into 13?....  No. 
• Will 3 go into 13?....  No. 
• Recognize that 13 is prime so it cannot be 

factored any more 
 

      So, the Prime Factorization is: 
 

     2 2 13× ×          or         22 13×  
 

2 26 

 13 
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Factoring a numerator and a denominator for 
simplifying fractions (finding the GCF and LCM) 

      

In this version, students will roll the dice twice to generate 
two numbers.  The lesser number will be the numerator and 
the greater number representing the denominator. 

Simplify Fractions with the “Ladder Reproducible” 

Grade Levels: 4-6 

Equipment: • One Decade die (00-90) 
• One 10-sided die (0-9) 

The numbers rolled were a 20 and a 4 on the first roll.  A 30 
and a 6 are rolled on the second roll.   

The Official determines that the fraction to simplify is:  
24
36

  

• Students make a “double Ladder” in order to factor 
out the common factor. 

• First Label the numerator and the denominator. 
 

 

 

Student Asks:   
• Will 2 go into 24 and 36?..... Yes. 
• How many times for each?    

 
 

• Will 2 go into 12 and 18?.... Yes. 
• How many times for each?  

 

• Will 2 go into 12 and 18?…. No. 
• Will 3 go into 12 and 18?…. Yes. 
• How many times for each?  3 

2 
N 

 

24 
D 

 

36 

2 12 18 

3 6 9 

 2/ 3 
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This is just one more Organizational Strategy 
available to students for simplifying fractions.  
It can also help students find LCM when adding and 
subtracting fractions. Further, from the ladder you can find 
the Greatest Common Factor GCF and the Least Common 
Multiple  LCM: 
 
GCF is 2 2 3× ×  = 12   
 (Notice how these factors run along 
the side of the ladder and when 
multiplied, the result is the greatest 
common factor.) 
 

LCM  is 2 2 3 2 3× × × ×  = 72  
 (Notice how these factors form the 
shape of an “L” (for Ladder or LCM) 
and when multiplied, the result is the 
Least Common Multiple.) 

2 
N 

 

24 
D 

 

36 

2 12 18 

3 6 9 

 2 3 
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Addition-Rookie #1 

XMG Scouting Report: XMG-Addition A 

Mathematical Concept: Adding Facts to 18 

Grade Levels: 3 – 5 

Equipment: Calculation Dice: 

XMG Recording Sheet; 
Specific Sport Pieces and the 
Outcome Die/dice. 

• two 10-sided dice 

Putting it into Motion: 

Roll the two blue 10-sided dice.  Call out the sum of the 
numbers shown on the dice.  The first team to call out or to 
record sum wins the Calculation roll. 

Nancy McGuire-Paulson 
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Subtraction-Veteran # 1 

XMG Scouting Report: XMG-Subtraction B 

Mathematical Concept: Subtraction with zeros in the 
subtrahend 

Grade Levels: 3 - 8 

Equipment: Calculation Dice: 

XMG Recording Sheet; 
Specific Sport Pieces and the 
Outcome Die/dice. 

   one 30-sided die 
   one blue 10-sided die (0-9) 

Putting it into Motion: 

Roll 30-sided and blue 10-sided dice.  Arrange the dice so 
that the 30-sided die is the tens and/or hundreds place and 
the 10-sided die (0-9) is the ones place.  This is to determine 
the minuend. Subtract from a constant minuend such as 
1000. Record the difference. The first team to record the 
correct difference wins the Calculation roll. 

Example: 

A 28 and 7 are rolled The subtrahend is 287 

Minuend  1000 
Subtrahend - 287 

Difference   713 

 
 

 
 

VARIATION: 
Set up the problem to subtract from 10,000 and roll two 30-
sided dice to generate the subtrahend. 
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Multiplication-Veteran #1 

XMG Scouting Report: XMG-Multiplication A 

Mathematical Concept: Multiplication facts to 144 

Grade Levels: 3-8 

Equipment: Calculation Dice: 

XMG Recording Sheet; 
Specific Sport Pieces; and 
Outcome Die/dice. 

• two 12-sided dice 

Putting it into Motion: 

Roll the two 12-sided dice.  Call out the product of the 
numbers shown on the dice.  The team who gets the correct 
product first wins the Calculation roll.  
 

Keep the decimal constant and roll the 12-sided die to 
determine the other factor. Call out the product.  The team 
who gets the correct product first wins the Calculation roll. 
 

Example:     0.5 is the constant factor 

Roll # 1 Roll a 6 0.5 x 6 = .3 
Roll # 2 Roll a 10 0.5 x 10 = 5 
Roll # 3 Roll a 7 0.5 x 7 = 3.5 
Roll # 4 Roll a 12 0.5 x 12 = 6 
Note:  Practice any facts, such as .25 or 
.75.  Make the multiplying more difficult by 
using a 30-sided die for the second factor. 
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Multiplication-MVP #2 

XMG Scouting Report: XMG-Multiplication C 

Mathematical Concept: Multiplication of two common 
decimals 

Grade Levels: 5-10 

Equipment: Calculation Dice: 

XMG Recording Sheet; 
Specific Sport Pieces; and 
Outcome Die/dice. 

• one 12-sided dice 
• one 20-sided dice 

Putting it into Motion: 

Let the 20-sided die and the 12-sided die both equal a 
decimal.  Roll the 12-sided and the 20-sided die. Record the 
product of the numbers shown on the dice.  The team that 
records the correct product first wins the Calculation roll. 

 

Example:   

 20-sided 
die 

12-sided 
die Equation 

Roll # 1 18 3 0.18 x 0.3  =  .054 
Roll # 2 8 6 0.8  x 0.6   =   0.48 
Roll # 3 15 9 0.15 x 0.9  =  0.135 
Roll # 4 20 2 0.20 x 0.2  =  .04 
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Division-Rookie #2 

XMG Scouting Report: XMG-Division A 

Mathematical Concept: Division with remainders 

Grade Levels: 4 – 8 

Equipment: Calculation Dice: 

XMG Recording Sheet; 
Specific Sport Pieces; and 
Outcome Die/dice. 

• one 30-sided die 
• one 10-sided die (0-9) 

Putting it into Motion: 

Let the largest number rolled be the dividend, and the 
smallest number be the divisor. Call out the quotient.  The 
team who gets the correct quotient first wins the Calculation 
roll. 
 

Example:  Equation 

Roll # 1 25 and 5 25 5 9÷ =  

Roll # 2 27 and 3 27 3 9÷ =  

Roll # 3 19 and 4 19 4 4÷ =  r3 

Roll # 4 30 and 10 30 10 3÷ =  

In this variation, if a zero is rolled on the 10-sided 
die (0-9), it equals a 10 
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Fractions-Veteran #2 

XMG Scouting Report: XMG-Fractions B 

Mathematical Concept: 
Recognizing, naming, and 
simplifying fractions greater 
than 1 

Grade Levels: 4 – 8 

Equipment: Calculation Dice: 

XMG Recording Sheet; 
Specific Sport Pieces; and 
Outcome Die/dice. 

   One 12-sided dice 
   One blue 10-sided die (0-9) 

Putting it into Motion: 

Roll the blue 10-sided die (0-9) and the 12-sided die.  The 
10-sided die (0-9) represents the numerator and the 12-
sided die represents the denominator. Call out the fraction in 
its simplest form.  The team who gets the correct fraction 
first wins the Calculation roll. 
 

Example:    
10-sided 
die (0-9) 

12-sided 
die 

 Students call 
out 

8 3 
8
3

 “two and two 
thirds” 

4 4 
4
4

 “one” 
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Fractions-MVP #3 

XMG Scouting Report: XMG-Fractions G 

Mathematical Concept: 
Adding, subtracting, multiplying, 
dividing and simplifying simple 
fractions 

Grade Levels: 5 - 10 

Equipment: Calculation Dice: 

XMG Recording Sheet; 
Specific Sport Pieces; and 
Outcome Die/dice. 

• Two fraction Dice 
• One 4-Function die 

/ / /+ − ÷ ×  

Putting it into Motion: 

Roll the fraction dice and the operation die.   Beginning with 
the larger fraction in a linear equation, students complete 
the equation shown by the operation die.   Record the 
fraction in its simplest form on the XMG Recording Sheet.  
The team who records the correct fraction first wins the 
Calculation roll. 

Example:             1/3 and 1/8 are rolled.   
Operation Die Indicates: 

• Addition:   
1 1 11
3 8 24
+ =  

 

• Subtraction:   
1 1 5
3 8 24
− =  

 

• Multiplication:  
1 1 1
3 8 24
× =  

 

• Division:              
1 1 8
3 8 3
÷ =  
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Integers-Veteran #1 

XMG Scouting Report: XMG-Integers C 

Mathematical Concept: Adding and subtracting of 
integers 

Grade Levels: 5 – 9 

Equipment: Calculation Dice: 

XMG Recording Sheet; 
Specific Sport Pieces; and 
Outcome Die/dice. 

• One 20-sided die 
• One 30-sided die 
• 2-function (+/-) operation 

die 

Putting it into Motion: 

Let the 20-sided die represent a negative number.  Let the 
30-sided die represent a positive number.  The operation die 
will determine the operation.   
 

Roll the 20-sided, the 30-sided die, and the operation die.  
The 30-sided die represents the first integer in the equation. 
The 20-sided die represents the second integer in the 
equation.   Record the correct answer on the XMG Recording 
Sheet.  The team who gets the correct solution first wins the 
Calculation roll. 

Example:    
30-sided 

die 
20-Sided 

die 
operation 

die 
Equation 

14 (-16) (+) 14 + (-16) = (-2) 

24 (-8) (-) 24 - (-8) = 32 
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Algebra-Veteran #1 

XMG Scouting Report: XMG-Algebra B 

Mathematical Concept: Substitution for variables and 
evaluating expressions 

Grade Levels: 5 – 8 

Equipment: Calculation Dice: 

XMG Recording Sheet; 
Specific Sport Pieces; and 
Outcome Die/dice. 

• One 20-sided die 
• One 12-sided die 

Putting it into Motion: 

Roll the 20-sided and 12-sided dice.  Let the 20-sided die 
equal the variable of y.   The 12-sided die represents x.  The 
operation will be addition. Students substitute the variables 
and evaluate the expression and record the answer on the 
XMG Recording Sheet. The team who records the correct 
solution first wins the Calculation roll. 

Example:   
 

Use any constant expression: 
2x  +  y    or   3x  +  y 

12-sided 
die = x 

20-sided 
die = y 

Expression: 
2x  +  y  

8 15 
(2 x 8) + 15 

16+15 
31 

3 4 
(2 x 3) + 4 

6+4 
10 

If an amount less than the constant addend is 
rolled, then x will represent a negative number. 
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Geometry-Veteran #2 

XMG Scouting Report: XMG-Geometry B 

Mathematical Concept: Calculating angles in triangles 

Grade Levels: 5 - 9 

Equipment: Calculation Dice: 

XMG Recording Sheet; 
Specific Sport Pieces; and 
Outcome Die/dice. 

• One 10-sided die (0-9) 
• One decade die 

Putting it into Motion: 

Roll the decade die and the 10-sided die.  Let the decade die 
represent the angle A and the 10-sided die (0-9) angle B.     
Students calculate the value of angle a.  It is recorded on the 
XMG Recording Sheet.  The first team to record the correct 
solution wins the Calculation roll. 

Example: 

10-sided die Decade die 
 

Together the angles equal 
76 degrees. 
 
Since the total degrees of a 
triangle are 180 degrees 
 
180 - 76 = 104  
Angle C = 104 degrees 

6 70 

If a (00) is rolled it 
represents the value of 100 

 
The XMG Algebra Supplement has even more 

advanced ways to play XMGames with  
Geometry concepts. 

Look for the XMG Algebra Supplement at 
www.XtremeMath.com
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 5 403
 

 5 302
 

 2 103
 

 9 504
 

 6 207
 

 7 308
 

 8 406
 

 6 307
 

 3 203
 

 3 206
 

 4 303
 

 9 808
 

 6 307
 

 2 605
 

 3 104
 

 6 507
 

 7 507
 

 6 502
 

 9 204
 

 6 502
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32
12

=
 

7
14

=
 

40
4
=

 

14
8
=

 

15
3
=

 

29
4
=

 

75
75

=
 

18
6
=

 

23
6
=

 

56
7
=

 

7
3
=

 

66
6
=

 

72
18

=
 

8
3
=

 

39
9
=
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4 35x
x
+ =
=  

x
x
+2=23

=  

x
x
+8= 87

=  

x
x
+5= 99

=  

x
x
+3=10

=  

x
x
+1= 87

=  

x
x
+4= 9

=  

x
x
+5= 91

=  

x
x
+7=78

=  

x
x
+9=18

=  

x
x
+7=24

=  

x
x
+3= 45

=  

x
x
+5= 47

=  

x
x
+9=53

=  

x
x
+7=37

=  
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     8         
+(-6) 

     6 
+ (-8) 

     5 
+(-6) 

     7 
+(-7) 

     2 
+(-6) 

   16 
+(-1) 

   18 
+(-8) 

   13 
+(-9) 

     1 
+(-8) 

    12 
+(-6) 

     4 
+(-4) 

     4 
+(-7) 

   14 
+(-3) 

     2 
+(-3) 

     6 
+(-4) 

     7 
+(-3) 

     5 
+(-5) 

   10 
+(-8) 

     5 
+(-5) 

     3 
+(-6) 
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Figures are not drawn to scale. 

    a                b 
 
  
  c              d 
 

40A
C

∠ =

∠ =
 

     a               b 
 
  
  c                d 
 

30A
C

∠ =

∠ =
 

     a             b 
  
  
  c               d 
 

50A
C

∠ =

∠ =
 

   a                b 
 
  
 c             d 
 

15A
C

∠ =

∠ =
 

     a               b 
 
  
  c                d 
 

20A
C

∠ =

∠ =
 

     a              b 
  
  
  c               d 
 

10A
C

∠ =

∠ =
 

   a               b 
 
  
 c             d 
 

45A
C

∠ =

∠ =
 

   a               b 
 
  
 c                d 
 

62A
C

∠ =

∠ =
 

   a                b 
 
  
  c               d 
 

34A
C

∠ =

∠ =
 

  a               b 
 
 
c               d 
 

45A
C

∠ =

∠ =
 

     a               b 
 
  
   c               d 
 

82A
C

∠ =

∠ =
 

 

     a               b 
 
  
   c              d 
 

60A
C

∠ =

∠ =
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WAYS TO PLAY ARE LIMITED ONLY BY ONE’S IMAGINATION 
 

FINDING LCM AND GCF WITH 
THE LADDER
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4 OPERATIONS WITH 
DECIMALS 

Nancy McGuire-Paulson 
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DIVIDING FRACTIONS 
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AREA OF A TRAPEZOID 
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ADDING INTEGERS 
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MULTIPLYING INTEGERS

Nancy McGuire-Paulson 
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PERCENT MARK-UP OR 

DISCOUNT
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MULTIPLYING DOUBLE-DIGITS 

WITH AN AREA MODEL 

Nancy McGuire-Paulson 
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MULTIPLYING BINOMIALS WITH 
AN AREA MODEL 
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ABSOLUTE VALUE INEQUALITIES 
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UNIT COST USING T-TABLES 
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SURFACE AREA AND VOLUME

 

 

Ask About: Professional Development Opportunities 
 
What	   are	   your	   Professional	   Development	   needs?	   Have	   a	  
consultant	  bring	  these	  wonderful	  games	  to	  your	  school.	  Tailor	  a	  
visit	   to	   have	   teacher/district	   training,	   work	   with	   students,	  
conduct	   a	   family	  math	   night,	   or	   aid	   in	   setting	   up	   an	   XMGames	  
After-‐School	   Tournament.	   Possible	   funding	   sources	   are	   Title	   I;	  
21st	   Century	   Grant;	   Pro-‐D	   days;	   GATE;	   ELD;	   Parent	  
Organizations;	   or	   a	   combination	   of	   these	   programs.	   Book	   in	  
advance	  as	  dates	  fill	  up	  quickly!	  
	  
Contact:	  	  Nancy@ExtremeMathGames.com	  for	  more	  
information	  on	  Professional	  Development	  opportunities.	  
 
 
 
 

 
 
 

 
 

 
 

 
 
 
 
 
 
 
 

 
 

 
 

 
 
Visit:    
XtremeMath.com   or Contact 
Rick@extrememathgames.com for more information. 

XMGames 
Multi-Sport 

Packs 

Mini 
For 7-18  
Students 

Class 
Up to 36  
Students 

1 Sport  (Kit 
Prices) 

Playbook, Dice  
& Gameboard 

$59.00 $94.00 

2 Sports 
(A Kit and 1 
Supplement) 

$91.00 $142.00 

3 Sports 
(A Kit and 2 

Supplements) 
$123.00 $190.00 

4 Sports 
(A Kit and 3 

Supplements) 
$155.00 $238.00 

Xtreme Math Games are so Cool!  
 I want every sport!! 


