


Catch Those Frogs!
Objective: Students will count up and back by ones on the hundred grid.
Directions for Teachers: Print both pages on cardstock. Cut out the directions below to put on
your storage container. Use a paper fastener and a paper clip to assemble the spinner. Players
will need 20 pennies to share. Each player also needs a game token.

Catch Those Frogs!

This is a game for 2 players. You will need

20 pennies to share. Each player needs a

different game token. Put your token

anywhere on the hundred grid.

The first player spins the frog spinner and

moves his token up or back.

If he lands on a frog, he gets a penny.

Then it's the other player's turn to spin. -1
If a spin takes you to the edge of the

hundred chart, move as far as you can and

start your next turn from there.

If you land on a space where the other

player is, you take 2 penniesl! +3
The game ends when a

player gets 10 pennies.
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Catch Those Frogs!

Objective: Students will count up and back by ones and by tens on the hundred grid.
Directions for Teachers: Print both pages on cardstock. Cut out the directions below to put on
your storage container. Use a paper fastener and a paper clip to assemble the spinner. Players
will need 20 pennies o share. Each player also needs a game token.

Catch Those Frogs!
This is a game for 2 players. You will need
20 pennies to share. Each player needs a + 10

different game token. Put your token
anywhere on the hundred grid.

The first player spins the frog spinner and
moves his token up or back.

If he lands on a frog, he gets a penny.
Then it's the other player’'s turn to spin.
If a spin takes you to the edge of the
hundred chart, move as far as you can and

start your next turn from there.
If you land on a space where the other
player is, you take 2 pennies!

The game ends when a _10
player gets 10 pennies.
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Date
Finish the Froggy Chart!
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Date
Finish the Froggy Chart!
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