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Just Roll the Dice!  –  2-8
Objective:  To practice strategy, honesty, fairness, 

and honorable sporting behavior. Derived from the 

rock, paper, and scissors games of Head Honcho I 

and II, Just Roll the Dice is also a fast-paced and 

exciting game, reinforcing math competency, strat-

egy, luck, and honesty, but ultimately perseverance 

to become an elite Roll the Dice Champion.

Equipment:  (Needs are based on a class of 60 

students)

 � Hula-hoops (25-35 hoops; see diagram). Carpet 

squares or large poly spots can be substituted 

for hula-hoops). 

 � Two buckets of jumbo craft  sticks or tongue de-

pressor sticks (200± sticks per bucket; any item 

that can easily be carried or worn can be used).

 � A bucket of wristbands or anything that can 

be worn (50-75; wristbands work well because 

players put them on their bodies instead of car-

rying them in their hands.

 � A bucket of nylon juggling scarves or anything 

that can be worn (25-50; scarves work well be-

cause they too can be worn on diff erent body 

parts instead of carrying them in their hands.

Optional: placing fl oor tape on the ground inside 

each hula-hoop will help eliminate confusion if any 

hoop is accidentally moved.

Procedure:  Before students arrive, set up all four 

levels with hoops and two dice inside each hoop. 

Put one die inside the Bonus Hoop. Note: hoops can 

be added or removed from the rows inside each level 

to accommodate larger or smaller classes. Add more 

hoops to certain rows, especially if the rows become 

too congested. Place one bucket of sticks at the end 

of Level 1, the bucket of wristbands at the end of 

Level 2, the bucket of scarves at the end of Level 

3, and the other bucket of sticks behind the Bonus 

Hoop (see diagram for setup). Th e object of the 

game is to travel through each level and try to earn 

as many points as possible within the allotted time. 

To Begin: All players start in the fi rst row of 

Level 1 and they advance up one row by facing off  

against their opponent. Note: students not in one of 

the fi rst seven hoops at the start of the game will im-

mediately enter the game once players begin advanc-

ing from the fi rst row. 

A face off  in Level 1 occurs when two oppo-

nents meet at a hoop, each picking up a die and roll-

ing the die inside the hoop to determine who has 

the highest number (See Figure 1). For example, 

Player A rolls a 3 and Player B rolls a 5. Player A will 

move back one row for having the lowest number 

and Player B will advance up one row for having the 

highest number. Note: players must perform a re-roll 

of the dice if they roll the same numbers in Level 1. 

All players will continue this process through each 

row and will earn one stick (1 point each) from the 

bucket upon winning a face off  in the last row of 

Level 1. All players will advance to Level 2 upon 

winning at the last hoop in Level 1 (see arrow on 

diagram). 

A face off  in Level 2 occurs when two oppo-

nents meet at a hoop, each picking up a die and 

rolling the die inside the hoop to determine if their 

combined roll adds up to make an odd or even 

number. If the combined numbers add up to cre-

ate an even number then both players advance up 

one row. If the combined numbers add up to create 

an odd number then both players go back one row. 

For example, Player C rolls a 4 and Player D rolls a 

5. Players C and D will move back one row because 

4 + 5 = the odd number of 9. All players will con-

tinue this process through each row and will earn 

one wristband (5 points each) from the bucket upon 

rolling numbers that add up to an even number in 

the last row of Level 2 (See Figure 2). All players will 

advance to Level 3 upon winning at the last hoop in 
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Level 2 (see arrow on diagram).

A face off  in Level 3 occurs when two oppo-

nents meet at a hoop, each picking up a die and roll-

ing the die inside the hoop to determine who has the 

highest number. Th e player who rolled the highest 

number will create and verbalize a subtraction math 

sentence with both numbers rolled to determine the 

number of exercises the losing player must perform. 

Th e player who rolled the lowest number must per-

form the number of push ups (based on the answer 

to the problem) before going back one row (See Fig-

ure 3). For example, Player E rolls a 6 and Player F 

rolls a 3. Player E states “6 – 3 = 3” before advancing 

up one row. Player F performs three push ups out to 

the side before moving back one row. Note: players 

must perform a re-roll of the dice if they roll the same 

numbers in Level 3. All players will continue this 

process through each row and will earn one scarf 

(10 points each) from the bucket upon rolling the 

highest number in the last row of Level 2. All play-

ers will advance to Level 4 upon winning a face off  

in the last row in Level 3 (see arrow on diagram). 

Note: push ups can be substituted with any exercise.

Level 4 is the Bonus Hoop. Th e Bonus Hoop is 

designed for one player at a time. Th ere is no face off  

at the Bonus Hoop. Each player to reach the Bonus 

Hoop is allowed one roll to determine the number 

of sticks that can be taken out of the bucket before 

returning to Level 1 to start over from the begin-

ning (See Figure 4). For example, Player G rolls a 

5 and immediately gets 5 sticks out of the bucket 

before going to Level 1.

Note: as players collect items they must determine 

the best way to hold/carry items in order to avoid los-

ing them. At the end of each round or at the end of 

class the teacher will perform a 10-second count-

down and instruct players to get into personal space 

to add up their point values. Th e player(s) with the 

highest point value (not most items collected) is de-

clared the Roll the Dice Champion(s). Th e players 

with 1-10 points earn the “Super Level” category; 

11-30 points earn the “Awesome Level” category; 

and 31-50 points earn the “Ridiculously Awesome 

Level” category. Note: modify the point system as 

deemed necessary or stop the game and total scores if 

there is no more of a particular item before starting 

a new game. 

Rules and Safety:
1. Players must clearly drop their die ONE

time and may not touch or alter the num-

ber in anyway once it is rolled. Th e roll still 

counts if if goes out of the hoop.

2. A face off  in Level 1 occurs when two oppo-

nents meet at a hoop, each picking up a die 

and rolling the die inside the hoop to de-

termine who has the highest number. Th e 

player with the lowest number will move 

back one row and the player with the high-

 Figure 2: Level 2 Face off for wristbands Figure 1: Face off
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est number will advance up one row. Note: 

if any player is waiting within the same row, 

but in diff erent hoops than another player, 

then those players may quickly leave their 

hoop to join at the same hoop so play can 

quickly resume.

3. In Level 2, if the combined numbers add up 

to create an even number then both players 

advance up one row. If the combined num-

bers add up to create an odd number then 

both players go back one row. 

4. In Level 3, the player who rolled the highest 

number will create and verbalize a subtrac-

tion math sentence with both numbers rolled 

to determine the number of exercises the 

losing player must perform. Th e player who 

rolled the lowest number must perform the 

number of push ups (based on the answer to 

the problem) before going back one row. 

5. Each player to reach the Level 4 Bonus Hoop 

is allowed one roll to determine the number 

of sticks that can be taken out of the bucket 

before returning to Level 1 to start over from 

the beginning.

6. Any player losing in the fi rst row of Levels 

2 and 3 must go back to the last row of the 

previous Level. For example, a player losing 

in the fi rst row of Level 3 must go back to 

the last row of Level 2. Note: a player losing 

in the fi rst row of Level 1 may not go back to 

the Bonus Hoop Level 4.

Players may have to wait a few seconds some-

times when advancing or going backward because 

the hoops may already be occupied. In this case 

simply, have the players wait until the round is fi n-

ished before they enter the hoop. Th e teacher should 

stop the game and point out players who are dem-

onstrating honesty and integrity. Note: players oft en 

forget to go back a hoop when they lose because when 

they lose someone is usually ready to face off  again in 

the hoop they are currently occupying and they forget 

they have to go back one hoop.

Variations: 

1. Add more rows within each level to increase 

the diffi  culty and length of the game.

2. Eliminate one to two rows from each level. Th is 

works best for smaller classes. Add more hoops 

to rows if particular areas are too congested.

 Figure 4: Earning number rolled at 

Bonus Hoop

 Figure 3: Doing push ups before 

going back
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Diagram 6: Just Roll the Dice

Level 1

Level 2

Level 3 Bonus Hoop

3. Create new ways players must roll the dice 

to win or eliminate the dice and incorporate 

new ways to face off  against a partner such 

as playing rock, paper, and scissors.

4. Follow the Level 3 rules at Level 1 by hav-

ing students perform exercises (based on the 

diff erence of the numbers rolled) before go-

ing back a row. Instruct all winners at each 

row to perform one push up, squat, sit up, 

etc., before advancing.


