Cover All
(meaningful counting game)

In this game, children practice subitizing and counting to a set number (5, 10, or
20) by rolling a dot cube and placing counters corresponding to the number shown
on the cube on 5- or 10-frame gameboards. Thinking about how many spaces they
have filled on their boards and how many spaces they have left to fill provides repeated
practice with stable order, one-to-one tagging, and cardinality. Additionally, children gain
practice with subitizing and counting at least three times per turn—-when determining the
quantity shown on the dot cube, selecting the number of counters they need, and physically
placing the counters on their boards.

Goals

e Children practice one-to-one tagging.

e Children count quantities of objects to determine “how many” in a set by making use of the
counting principles.

e Children determine “how many” in the set without counting.
e Children practice cardinality and assign units to quantities.
e Children begin to use 5 and 10 as anchor numbers.

Materials

e Dot cube with a custom quantity (see the “Set-up” section below).
e 5-or 10-frame gameboards (templates provided).
e Counters to fill boards (enough to completely fill a board plus a few more).

Estimated time

e 5to 10 minutes to play the game.

Progress monitoring skills and indicators to watch for

e Recites count sequence in correct order.
e Uses accurate one-to-one tagging.
e Answers “how many” without recounting.

Key instructional practices for meaningful counting

This activity provides opportunities to use the following key instructional practice for
meaningful counting:

e Model counting perceptually subitizable sets (1-3 objects) using slow,
deliberate, one-to-one tagging and statements of cardinality.
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e Observe how children count, ask questions that encourage the use of counting
skills and strategies, and address counting errors with individualized

instruction.

e Ask children to identify the cardinal amount after they count.

Set-up

e Determine how many players will be involved. The game can be played in small groups of
two to four players. Gather one gameboard for each player.

e Group children together who are working on same quantity gameboards. Consult your
progress monitoring data to determine which board(s) you should use with children:

o If children are not yet demonstrating one-to-one tagging up to five, use the 5-frame
board and a dot cube with quantities 1 and 2.

o If children are not yet demonstrating one-to-one tagging up to 10, use the 10-frame
board and a dot cube with quantities 1, 2, and 3.

o If children are demonstrating one-to-one tagging past 10, use two 10-frame boards and
a dot cube with quantities 1, 2, 3, 4, and 5.

Instructions

Step

Suggested teacher language

1. Introduce children to materials. Give
each child a board to explore.

What do you notice about these boards? How many
spaces are there on the board? [If a child is unsure,
guide them in counting the spaces.]

What do you notice about the dot cube? What quantities
does it show?

2. [If the first time playing, explain the
goal of the game and demonstrate a
turn.

We are going to take turns rolling the dot cube [hold up
dot cube] and using the number of dots [point to dots]
to put counters on our gameboards. 'm going to take
one turn, and then you will play on your boards.
[Demonstrate a turn. ]

3. Prompt first child to roll the dot cube.
Ensure that children wait until a child
has completed their turn before taking
the dot cube to roll for their turn.

First, Milo is going to roll the dot cube. Let’s see how
many the dot cube shows.
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Step

Suggested teacher language

4. Support child in counting and naming
the quantity on the dot cube.

How many do you see?

[Sample comments (name and affirm the child’s
strategy):]
o Iseeyou just knew the number without
counting! [if child subitized].
e You counted 1, 2, 3 dots [if child counts out the
dots].

5. Prompt child to select the quantity of
counters they see on the dot cube and
place one counter on each square of
their gameboard.

How many counters will you need for your board?

There were three dots on the dot cube, and you added
two counters to your board.

6. Have the next child complete steps 3-5.

n/a

7. Have children continue to take turns
and fill their boards. Use selective
prompting and questions to gain insight
into their strategies.

How many spaces on your board are filled altogether?
How do you know?

What do you notice about the counters on your board?
Tell me about how you arranged them.

How many spaces are left to fill? How do you know?

Is there a quantity you are hoping you will roll this turn?

8. Continue to play until someone rolls the
exact number they need to completely
fill their gameboard (e.g., for a 10-frame
board, eight spaces are filled and a two
is rolled). If a child rolls a number
higher than the number of squares left
on their board, ask them how many
they see and then confirm that the
number is too many for the number of
squares left on their board. Then move
to the next turn.

How many do you need to roll to win?

That’s it! Polly filled up her entire board and has [5, 10,
20] counters!

OR

You rolled a three and only have two spaces left. That’s
one too many. Let’s cross our fingers for next round!

We really did a lot of counting together. Would anyone
like to play again?

Notes

e If the children need more experience to become familiar with the gameboards, refer to
the supplemental materials for introducing 5- and 10-frames included in module 1.

e It is most efficient when the counters used for the game are identical in shape, color, and
size. This allows children to focus on the changing attribute of quantity.

e The counters should be large enough for small hands, but also leave some white space in
the frame square so the quantity is visually clear and easy for children to distinguish when

considering the total amount.
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e Be intentional about using quantity as an attribute when asking questions and making
comments. For example, “You picked up two counters. There are three spaces left on
your board. There are two dots on the dot cube.”

¢ Ifyouneed to end the game more quickly and efficiently, feel free to let children who
have almost filled their board roll any amount that will cover the remaining spaces and
discard the extra counters.

e As an alternative to rolling a dot cube, children can flip quantity cards to show the
quantity.

Examples of dot cubes

e Use painter’s tape on a carpet or sidewalk chalk outdoors to create a life-size gameboard
and have children fill the board with larger items (or themselves, in a large group),
according to the quantities rolled on the dot cube.
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