Target 100

Overview

This is a game designed to develop students’ awareness of decimal place value and
estimation skills when multiplying with decimals. Students enjoy it because they can
normally see improvement after a few rounds, but it also allows more advanced students
to be challenged further by varying the initial input number.

This activity should follow activities such as ‘Exploring the Second Decimal Place’, which
explore the meaning of decimal place value. It also compliments othei{decimal estimation

activities such as 'Sorting Decimals: a near thing’ and ‘Is th sonable?’, a
the more complex estimation game ‘Decimal Dilemma’.

Skills and Knowledge Q\ and M S
®= Decimal place value alculators (’ r Sgd ir)

=  Estimation of decimal =  Photocopy K t: Target
calculations 100 (1 pegfst t)

®"  Multiplication of decimals

= Use of a calculator A

Suggested Proced

Hand out p the"Activity Sheet ach student.

irs ready to pI sure each pair has a calculator between

Introducin e game

Explain:

. This% n'\timatidn game.

" You@hayi a challenge the first time, but don’t worry, most people get better
a ne Owo tries.
= h

e sample game on your sheet.
ill go through this together.

Sample play

=  As you can see the ‘Target’ or aim of the game is to get to 100 in the smallest
number of guesses

®=  One of you (person A) will choose a starting number (in the sample game it is 23)
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= The other person (B) has to estimate what to multiply it by to get
to 100 and to do it without making too many guesses.

" |n the sample game B has chosen 6.

= Person A does the multiplication 23 x 6 on the calculator. The
answer is 138 which B writes into the table.

= [tis too large, so B tries a smaller number, 4.
" But4x23=92, too small!

= On the fourth try person B has to find something between 4 and
5 so it must be a decimal number.

®m  She tries 4.5, then 4.4 then 4.3 until she realises that it needs to be between 4.3
and 4.4.
= The only way to get this is to use the second decimal place

"  Finally 23 x 4.35 gives her 100.05 which is close enough (as long as the whole
number in the result is 100 you can ignore the decimal part).

= Person B took 7 guesses.

Explain that the players now swap roles — the second o) lies a starting
and the first person does the guessing. They are ¢ tifigpto gel¥100.something’
the lowest number of guesses.

Playing the Game
L 2

Get the pairs to play against each taking turns to select a i umber. The
reason for asking the seco er rform the calcul is eep both
players involved in, and watch ults of each guess.
piay the game again segerai®dessions later to remind
rom it.

S ing very quick with their estimations, it is
ing more difficult starting numbers for them. For
juite close to 100, such as 95, 98 will be greater

Numbers just ove will al timulate students who are progressing well. [See also
the variations below:

¢
Possible variatiox e game
can

made even more challenging for some students by:

ifying a target number other than 100, for example a lower number.

tead of using the starting number for each guess, the answer to the first
calCulation becomes the starting number for the next guess. For example, in the
sample play, the answer 138 becomes the starting number for the second guess, so
the player now has to find a number to multiply 138 by to get to 100. This does
change the nature of the game considerably and should only be done with advanced
students.
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Target 100 Activity Sheet

©Sample

Sfarh'ng
Number

23 6 138

_1% of guesses:

© Rovnd 3

%‘;‘;2‘9 X quess | Answer
o
Total No. of guesses: Total no. of quessess
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