
 

   

Decimal Numbers – Grade 4 to Grade 6 1 © Queen's Printer for Ontario, 2006 

Comparison Activities 
 

Greater or Smaller 
 

Materials 

• paper and pencil for each student 

• coin for each pair of students 
 

Activity 

Have students play this game with a partner. Each player records a decimal number between 0 
and 3 on a piece of paper. The size of the number should reflect grade-level expectations – tenths 
for Grade 4, hundredths for Grade 5, and thousandths for Grade 6.  

Players flip a coin. If the coin lands heads up, the player who recorded the larger decimal number 
receives a point. If the coin lands tails up, the player with the smaller decimal receives a point. 
Students can use concrete materials (e.g., fraction models, base-ten blocks, 10x10 grids) to help 
them compare the decimal numbers. 

The first player to receive 10 points wins the game. 

 
 

Aiming for the Target  
 

Materials 

• two regular dice per pair of students 

• paper and pencil for each student 
 

Activity 

Have students play this game with a partner. To begin, one of the players rolls the dice, one at a 
time, to create a target number. For example, if the player rolls a 4 and then a 3, the target 
number is 4.3. 

Next, each player takes a turn creating a decimal number by rolling two dice and recording the 
number on a sheet of paper. The goal of the activity is to create a decimal number closest to the 
target number. For example, if the target number is 4.3 and a player rolls a 4 and a 6, the player 
should decide to create 4.6 rather than 6.4. 

After both players have recorded their numbers, they determine which player created the decimal 
number closest to the target number. Students may use concrete materials (e.g., fraction models, 
base-ten blocks, 10x10 grids) to help them compare the decimal numbers. 

The player with the number closest to the target number scores a point. The first player to 
accumulate 10 points wins the game. 

Extension 

This game could work with hundredths or thousandths by using three or four dice per pair of 
students. 
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Comparison Activities 
 

Comparing Comparisons (Grades 5 and 6) 
 

Materials 

• paper and pencil for each student 

• regular die – 1 per pair of students 
 

Activity 

Have students play the game with a partner. For each round, players record the following diagram 
on their papers: 

____  •  ____  ____    <    ____  •  ____  ____ 

Players take turns rolling a die and announcing the number. Each time, players record the 
number in one of the spaces on their paper. Once a number is recorded, it cannot be erased and 
moved to another space. 

After all the spaces have been filled, players examine each other’s work to determine whether the 
number sentence is true (i.e., the first decimal number is less than the second). Students can use 
concrete materials (e.g., fraction models, base-ten blocks, 10x10 grids) to help them compare the 
decimal numbers. Players score a point if the number sentence they created is true. 

Players continue to play more rounds. The first player to score 10 points wins. 
 
Game variations 

Use > instead of <, or let players decide which symbol they wish to use before they begin to roll 
the die. 

Use a ten-sided die. 

In Grade 6, include spaces for thousandths. 


