
Rsnql sgd B`rskd!
Target age group: grades 1-3

Number of players:  2-8   

Math skills:  Finding the difference between two numbers, ýnding coordinates on a grid, ýnding number 
combinations that make the numbers 10-15, mental math word problems.

Time required:  Allow about 30 minutes

 In this game, players are all on the same team.  They are soldiers in an army that is trying to 
storm the enemyôs castle.  Soldiers are advanced from all four points of the compass.  As soon as all the 
soldiers have entered the castle, the enemy is ofýcially defeated and plundering can begin (wouldnôt you 
know it-- the enemy has been storing up candy!).

 This game can accommodate up to 8 players by forming two-player teams.  If you have 2 to 4 
players, just play in singles.  If you have more than 4 players, use your discretion to form teams or to 
leave individuals as single players.  You can adapt this game to suit the needs of your group.  You may 
want to assign team members who can help each other.  You can have both single players and teams 
playing alongside each other in the same game.  The distribution of the players is extremely þexible.  

You will need:

 ǒ Scissors (and possibly an X-acto knife (if you have one) for cutting drawbridge)
 ǒ Tape and glue (either white glue or glue stick)
 ǒ Copies of the pattern pages printed onto white card stock
 ǒ Candies or some other small treats to put inside the castle (loot to plunder!)
 ǒ Two dice (or you can put together the paper ones provided here)
 ǒ Two decks of cards (one will be sufýcient if you only have two players) 
 ǒ Pennies (about 20 per player/team)
 
Set up:
 Cut out the four ýelds and the four bridges.  Tape the ends of the bridges under the top of the 
ýelds right where it says, ñAnd now you must cross the moat!ò  
 Cut out the paper soldiers and fold them so they stand upright.
 Cut out the castle parts and tape together.  There are different possibilities for how to conýgure 
your castle.  You can use these ideas or adapt your own.  (Some players may point out that castles didnôt 
have multiple drawbridges.  Tell them that this is a math game, not a history lesson.  Let that historical 
accuracy go, and have fun!)

 Take all the face cards and aces out of the deck.  Split the remaining cards in half, so that 
each player, or team, has half a deck.  Shufþe the cards well and place face down in a stack.

You may want to 
consider playing on 
the þoor.   Youôll have 
plenty of space for 
moving around.



  
Set up, conôt:
 Give each player, or team, a supply of about 20 pennies.  These will represent the rocks (or ýre-
brands or dead horses or whatever) that the castle catapults out onto the ýeld.
 Either assemble the dice given, or acquire two dice from somewhere around your house.  If you 
are using your own dice, pencil in letters A through F on one die.
 Place a small stash of candy (or cereal bits, or whatever you want to supply as loot) inside the 
castle.  The loot will be divided evenly at the end of the game, so make sure the number of loot pieces 
will divide evenly between the number of players you have!
 Cut apart the word problem cards and place in a pile face down.  The adult will be in charge 
of these cards, so they donôt need to be in reach of the players.  (However, because they are used to 
launch the enemyôs catapult, you could choose to put them inside the castle?)

How to play:

 There are two phases in this game.  In the ýrst phase, the players move their soldiers across the 
ýeld.  In the second phase, the soldiers must cross the bridge over the moat.
 
 First phase:  Players put their soldier tokens on the start space on their ýeld.  (A team of two 
players will share a token.)  They draw the two top cards from their deck (single players draw two cards, 
double players each draw one card) and they must ýnd the difference between those two numbers.  The 
difference is the number of spaces they can move on the ýeld.  
 After everyone has moved their soldiers, itôs the enemyôs turn to try to stop them from advancing.  
The enemy will catapult rocks (or ýre brands or whatever you want them to catapult) from the castle.  
The pennies will represent these rocks and the adult will play the part of the enemy.  The adult rolls the 
dice and then calls out the letter and number combination, such as E5 or B3.  This is where the rock will 
land on the ýeld.  Each player (or team) will take a penny and place it on the space that was called out.  
 If a soldier gets hit, he must save his life by answering a math question.  If he gets it right, he 
stays on that square.  If he gets it wrong, he must go back ýve spaces.  The math questions have two 
levels available.  Itôs up to the adult to choose the correct level to quiz the player that got hit.  (NOTE: If 
you run out of one or both types of problems (unlikely to happen in one game) just re-use the problems, 
inserting different numbers for calculation.)

 Second phase:  The soldiers must cross the bridge over the moat.  Players will again use their 
cards for this phase.   All players put their soldiers on the 10.  Then they deal out ýve cards in front of 
them, face up.  The players must ýgure out a way to make 10 using those ýve numbers.  The easiest 
way to do this is ýnd some numbers that add up to 10. (They do not have to use all the cards.)  If they 
players are at a more advanced level of math, they are allowed to use other operations as well. If there 
is no combination available with those ýve cards, players return them to the bottom of the pile and draw 
ýve new cards.  As soon as they ýnd a combination that makes 10, they advance their soldier to the 
11.  They deal ýve more cards face up in front of them and try to ýnd a combination that makes 11.  This 
continues until all players have reached 15.  It is up to the adult whether to allow players to work at their 
own pace or to keep everyone at the same number.

 When all soldiers have arrived at 15, the drawbridges may be lowered and the soldiers may enter 
the castle.  They may divide the loot evenly amongst them.
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