Fact-O

[ Player 1 rolls the three dice. He/she uses the
numbers rolled to create a math problem that has at
least two operations (addition & subtraction,
addition & multiplication, or subtraction &
multiplication).

o Example: Player rollsa 2,a5,and a 6. They
could make an equation like 2x5+6=16 or 5x6-
2=28. Player would mark an X on the answer (16
or 28) on the Fact-O game sheet.

[ If a player has given an incorrect answer, the
opponent must call him/her on it, and the X must be
erased. If the answer is correct, the player loses
his/her turn.

1 When you have your second turn, try o make an
equation with an answer that is next to your other
number. If you can do so, you get a point. If you
can't, then you can try to cover another number, but
no point is given. (If it is impossible to make an
equation to cover a number on your sheet, then the
player marks no X and passes the dice to the next
player.)

() The winner is the person who has the most points
when the time is called.

**REMEMBER—THE PERSON WITH THE MOST X'S
ON THE SQUARES MAY NOTBE THE WINNER
BECAUSE THE WINNER IS DETERMINED BY
POINTS EARNED FOR X'ING THE MOST ADJACENT
SQUARES ON THE GAME SHEET! |
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