
 

Fluency Expectations Grades K-6 
 
Fluency means quickly and accurately. Memorization is NOT the focus. 
Knowing various mental math strategies is key. Efficient strategies may vary 
from child to child. 
 
Kindergarten - Fluently add and subtract within 5. 
 

1st Grade - Add and subtract within 20, demonstrating fluency for addition 
and subtraction within 10. 
 

2nd Grade – Fluently add and subtract within 20 using mental strategies. By 
the end of grade 2, know all sums of two single-digit numbers. 

AND 
Fluently add and subtract within 100 using strategies based on place value, 
properties, and/or the relationship between addition and subtraction. 
 

3rd Grade – Fluently multiply and divide within 100. Know all products of two 
single-digit numbers. 

AND 
Fluently add and subtract within 1,000 using strategies based on place value, 
properties, and/or the relationship between addition and subtraction. 
 

4th Grade – Fluently add and subtract multi-digit whole number using the 
standard algorithm.* 
 

5th Grade – Fluently multiply multi-digit whole numbers using the standard 
algorithm.* 
 

6th Grade – Fluently divide multi-digit whole numbers using the standard 
algorithm.*                                            AND 
Fluently add, subtract, multiply, and divide multi-digit decimals using the 
standard algorithm for each.* 
 

*The standard algorithm refers to the traditional method for each operation (i.e. 
lining up by place value, “carrying” and “borrowing”). Please note the standard 
algorithm is not used until 4th grade! 

 
 
 
 

 

 
 

DICE GAMES 
Grades K-5 

  



GREEDY PIG 
(addition practice for grades 1+) 

 
Players: groups of 2 or more 
 
Materials: one regular die, pencil & paper to keep score 
 
How to Play:  
The goal of the game is to score the most points possible.  Points are scored 
by rolling a single die.  Each time the die is rolled, you must add the number 
on the die to the sum of your previous rolls.  (This game provides students 
an awesome opportunity to practice their mental math skills.)  A player can 
roll the die as many times as they wish.  However, if a 1 is rolled, the 
player's score goes to zero.  If this happens, you become known as a 
“greedy pig.”  Whenever you are happy with your score, you may choose to 
stop. 
 
Example: Player 1 starts and rolls a 2. She can roll again and try to add more 
points to her score, but risks losing the points from this round if she rolls a 1. 
Player 1 rolls again and gets a 5. Now she has 7 points total for this round. 
Again, player 1 can choose to keep rolling and add more points or choose to 
stop, record her score, and pass the die to the next player. 
 
 

 
 
 
 
 
 
 
 
 
 
 
 

For a similar, but more challenging version of this game, see Game of Frog. 
 
 

GAMES TO PURCHASE 
 

 
Yahtzee (ages 8+) 
Classic dice game 

 
Kismet (ages 8+) 
It’s like Yahtzee, but with a twist with 
the addition of tri-colored dice! 

 
Farkle (ages 8+) 
It's the classic dice-rolling, risk-taking 
game! 
Roll the dice and try for higher score 
combinations, but be careful--if you 
Farkle, those points are gone! 
Play it risky or play it safe, but play it 
smart and collect those points! 

 
Phase 10 (ages 7+) 
From the makers of UNO A fun and 
exciting dice game with a challenging 
and exciting twist. Object of the game is 
to be the first player to complete 10 
phase sequences. 

 



GOING TO BOSTON 
Primary to Intermediate game of addition or multiplication 

 
Players: groups of 2-4 
 
Materials: three dice, pencil & paper to keep score 
 
How to Play:  
Each player in turn rolls all three of the dice. After the first throw, remove 
the die with the highest number and put it aside. Roll the two remaining 
dice and again put the highest number aside. Roll the last die and add up 
the numbers on all three dice to get the player’s score for that round. 
Record the score on a pad of paper.  
 
Continue taking turns moving clockwise around the table until all players 
have had a turn. The highest score for the round wins. Play a number of 
rounds and either add up a combined score at the end or tally winning 
rounds to come up with a game champion.  
 
 
Variations of Going to Boston:    

 Play with two dice for younger children to learn addition skills.   

 Keep the lowest numbered die rather than highest for a slightly easier 
game that teaches addition skills.    

 Increase the number of dice in the game to 4+ to learn more complicated 
addition skills.    

 Practice multiplication by taking the sum of the first two dice and 
multiplying it by the third 
 

 
 
 
 
 
 
 
 
 

EVENS AND ODDS MAZE 
Primary to Intermediate 

 
Players: group of 2 
 
Materials: one regular die, pencil & paper for gameboard, token to mark 
each player’s spot and move through the gameboard 
 
How to Play:  
Draw the gameboard on a piece of paper (similar to a tic-tac-toe board).  
 
 
 
 
 
 
 
 
 
 
 
 
Place the counters at the START square. Player 1 rolls the die.  
 
If you get an EVEN number, move your counter one square upwards. 

If you get an ODD number, move your counter one square left. 

If your counter moves off any side of the board, you lose! 

If your counter reaches the finish square, you win! 

 

Play the game several times and see if you can win. 

 

Extension: Play the game on a 4x4 or 5x5 gameboard. 

 
 
 
 
 



GAME OF FROG 
Intermediate game of addition and multiplication 

 
Players: groups of 2 or more 
 
Materials: two regular dice, pencil & paper to keep score 
 
How to Play:  
Similar to Greedy Pig, except this game involves two dice and both addition 
and multiplication. There are 4 rolls in each round. You can choose to use all 
4 rolls or stop at any time during the 4 rolls.  
 

POINTS 
If the dice are… 
   DIFFERENT – add the numbers 
   THE SAME – multiply the numbers 
 
BUT, if you roll a 1 on either die, you score zero for that round. If both dice 
land on a 1 (known as snake eyes), your cumulative score goes down to zero! 

 
 
Player 1 begins by rolling both dice. Following the point rules above, player 
1 may choose to continue rolling and try to accumulate more points while 
running the risk of rolling a 1 and losing the points. At any time during the 4 
rolls, player 1 may choose to stop rolling and record the points before 
risking rolling a 1.  
 
The rest of the players continue in the same manner. Winner is the player 
who has the most points after 5 rounds.  
 
(Players may choose to keep a scorecard similar to the one on the right.) 
 
 
 
 
 
 
 
 

Game of Frog scorecard sample 
 

 
 
 


