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OBJECTIVE:
Students will review coins and their values and create coin combinations
that equal 25 cents.

MATERIALS:
•   Cents, nickels, dimes, quarters (real coins, play money, or paper 

coins copied from the reproducible coin sheets, pages 29-32),
several copies per student

•   Dice (one die per group)
•   Quarter cards (page 20)
•   “Quarter Combos” work page (page 21)
•   Glue or paste
•   Scissors

PREPARATIONS:
•  Copy and cut out quarter cards (eight cards per group, page 20). 
•  Copy “Quarter Combos” work page (page 21), one per student.
•  Assemble one bag of coins per group, using an assortment of coins

(cents, nickels, dimes, and quarters—based on students’ mastery of
coin values, teachers should use their discretion in deciding which
coins and how many of each coin to include in each set).

GROUPING:
•   Small groups (3 or 4)

CLASS TIME:
•   1 class period

CONNECTIONS:
•  Math

TERMS and CONCEPTS:
•   Value
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STEPS:
1. Explain that the class will play a game where they will roll a die and collect 

coins.  Each time a student collects enough coins to make an even trade for a
quarter, he will collect a quarter card.  The object of the game is to collect as
many quarter cards as possible.

2. Review coins and their values, if necessary.

3. With two student volunteers, demonstrate the game “Add it Up” 
(see below).

4. Allow students 15-20 minutes to play the game.

5. After time is called, hand out the “Quarter Combos” work page (page 21) and
several copies of the reproducible coin sheets (pages 29-32).  Students should cut
and paste coins to demonstrate four coin combinations that equal 25 cents.  

How to Play “Add it Up”:
1. Players sit in a circle, with coins spread out in the middle.  

The pile of quarter cards can be placed next to the coins.

2. The first player rolls the die, then takes coins equal to that value 
from the pile (e.g., player rolls a 5 and takes five cents or one nickel).

3. The remaining players take turns in the same fashion, repeating turns 
until someone has 25 cents.

4. Each time a player reaches 25 cents, he should call out “25 cents,” 
then count his money aloud.  The other players should check his 
counting.  He should then take one quarter card from the pile 
(to be colored later).

5. When time is called, the player who has collected the most 
quarter cards wins.

ENRICHMENT/EXTENSIONS:
Increase the difficulty of the game by using two dice, enabling students to achieve a greater 
variety of coin combinations.

Students can play “Add it Up” until they reach 50 cents/75 cents/a dollar.

Students can create and record coin combinations in higher amounts, then challenge others in
school or at home to invent new combinations that are equal in value.

Adding Coin Values
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DIRECTIONS: 
After playing “Add it Up,”cut and paste your coin 
combinations in one of the circles below.  Use the other 
circles to record other ways to make 25¢.

25¢


