
 
 

   
 

  
 

 
 

   
 

    
          
      

 
   

    
         

               
       

      
         
           

    
    

       
     

 
 
 
 

Fun with the Hundreds Chart
 

Materials: 
Hundreds chart 
101-200 chart 
Blank hundreds chart 
Spinner 1-6 
Spinner 1-9 
Paper clip and pencil 

How to Play: 
The following are a few different games that can be played 
with the above materials. 

Game 1: Race to 100 
Player one spins the spinner labeled 1-6 twice and 
decides how they want to use the numbers. For example 
if they spun 2 and 6 they can decide to start at 26 or 62. 
When player one spins again they add the number to their 
previous position. Players want to reach 100 within four 
turns with the option of skipping one turn. Players take 
turns and see who is the closest to 100 without going over. 

Variation: Race to 200 
Players use the 101-200 game board and the spinner 
labeled 1-9 as they race to 200. 



    
     

        
        

 
 

     
      

     
       

       
      

          
   

      
      

 
 

      
       

      
      

       
   

 
  

     
        

          
        

      

Variation: Race to 0 
Players can use the hundreds board or the 101-200 
hundreds board to race to 0, beginning at 100 or 200.  
This time players will subtract each time they spin. 

Game 2: Don’t Get Lost 
Players take turns giving each other directions and guiding 
the movements on a blank hundreds chart. 
Example: Player one is giving the directions while player 
two is charting the movements on a blank hundreds chart. 
Player 1 asks player 2 to find the square for 12. Next, 
player 1 directs player 2 to move down one square, and 
right 4 squares. Player 2 is then asked to determine which 
number they are at now? (26) 
Player 2 tracks on the blank chart following the 
instructions and together they decide if they agree on the 
final number. 

Game 3: Too High, too Low 
Player one chooses a number on one of the charts and 
writes it down without showing player two. Player two 
guesses a number and player one indicates if it’s too high 
or too low. Play continues until the player locates the 
mystery number. 

Game 4: Frog Hopper 
Player one chooses a target number on the hundreds or 
101-200 chart. Player two needs to make hops of one, ten 
or one hundred to the target number. Count the hops and 
record it next to the equation. 
For example: Target number is 62. 



    
          

      
 

1+1+10+10+10+10+10+10=62 which is 7 hops. 
Check to determine if there is a way to reach the target 
number with fewer hops. Players switch roles and play 
again. 












