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Players race their markers around a circle of
piano stools in a giggle-worthy game that builds
quick and confident finger number recognition.

FINGER NUMBER FUN

THE BIG BOOST |

FINGER NUMBER GAME
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HOW TO PLAY

The Big Boost Finger Number Game | Unit 1

Players
2 players
Materials

e One laminated game board

18 playing cards

Two game markers
e Two dice
Game Objective

Musical Objective: To reinforce recognition of
finger numbers.

Game Objective: To avoid landing on green
piano stools.

Setting It Up

Players should sit beside each other with the
game board placed in front of them and the deck
of cards placed to the side. Each player should
have a die.

Player 1 places their marker on the game circle
marked “1,” and Player 2 places their marker on
the game circle marked “2.”

Playing the Game

1.

On the count of three, one player flips over
the top card of the deck to reveal a marked
finger and a finger number name.

At this point, the game becomes a race. Step
3 is explained for Player 1 only, but will be
performed by both players at the same time.

Player 1 decides if the finger number name
matches the marked finger. If it does, they
attempt to roll a “1” on their die; if not, they
attempt to roll a “2.”

The first player to roll the correct number
wins the round.

The player who loses the round rolls the die
again and moves their game marker
clockwise around the game board according
to the number rolled. If the game marker
lands on a brown piano stool, the player is
safe, and the next round begins with Steps 1
to 5. If the marker lands on a green piano
stool, Game 1 is over, and that player loses.

Play four more games. The player who wins
the most games is the overall winner.
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This page has been left blank for teachers wishing to
apply double-sided printing.





















