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Overall Purpose:  
The overall purpose of this resource is to engage your students as they learn to add and 

subtract decimals. Students have been stranded on a deserted island because of a hurricane. 

Luckily, they do have a laptop computer with a handy internet connection from a coconut 

tree. Students will work with each other to “purchase” items to help them remain on the 

deserted island or leave the island. The goal is for students to spend as close to the $1,000 that 

grandma gave them. 
 

Materials Included:  
 Decimal Survivor Teacher Tips (2-pages) 

 Decimal Survivor Introduction (1-page) 

 Decimal Survivor Spreadsheet (1-page) 

 Decimal Survivor Scoring Rubric (2-pages) 

 Credit Card Template (1-page; 6 total)  

 Survival Certificate (1-page; 4 total) 
 

 

 

 

 

 

 

 

 

Teacher Tips:  
This resource is intended to help your students get excited about adding and subtracting 

decimals. The following “Teacher Tips” are only suggested ideas. Please feel free to use this 

resource to fit your students. 

 Read Thru- Read thru the Teacher Tips and look over all other documents included so you 

have a good understanding of what your students will be doing. Print off any needed 

documents. 

 Introduction- To introduce the activity, ask your students what they would do if they were 

all of the sudden stranded on an island. Ask them what would be some things that they 

would miss. Ask them to share some things that they may like. If it fits your class, find some 

sort of movie from the internet about an island. You could even try to find the theme song 

for “Gilligan’s Island”. Whatever you decide to do, get your students excited about what 

they are about to do.  

 Share the Task- Take a few minutes to share with your students what they will be doing. 

Pass out the “Survivor Decimal Introduction” handout to your students. Read over the 

scenario and the process that students will take. 

 Internet Sites- Students will need access to the internet. You can provide students with the 

sites you want to limit them from using or you can open it up to your students to choose. 
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Teacher Tips:  
 Decide Partners- It’s up to you if you want students to work together in partners or 

individually. Three students in a group is probably the limit. 

 Credit Cards- The purpose of the credit cards is to increase student engagement. 

Students should follow the directions on the “Credit Card” handout. Obviously, students 

will not be “purchasing” anything. What they will be doing is using the internet to find 

items to help them survive on the island or leave the island. 

 Work Time- Depending on your class, students may need about 2-3 class periods for this 

activity. Remind students to keep track of the items they want to purchase on the 

“Survivor Decimal Spreadsheet”. Students can also write down purchased items on a 

loose-leaf piece of paper and then transfer their final purchases onto the spreadsheet.  

 Adding & Subtracting Decimals- The goal for students is to spend as close to $1,000 as 

possible. Throughout this activity, students will constantly be adding and subtracting 

decimals. It is up to you whether you want them to use a calculator or not. 

 Scoring Rubric- The “Survivor Decimal Scoring Rubric” will help you assess your students. 

Feel free to use it if it fits your needs. The last section of the rubric will have you rate each 

group on how you feel about their survival. You can make this into a fun, engaging 

activity or choose not to fill it out. Students do like it though. 

 Survival Certificates- It’s up to you how or if you want to use the certificates. 

 

Early Finishers:  
You will have some teams/partners finish early. Here are a couple ideas for early finishers. 

 Students can create a slideshow to present to the class. This slideshow would give 

students the opportunity to share how their purchases support their decision to stay or 

leave the island. 

 Encourage students to make a list of as many ways decimals are used in the world today. 

Challenge them to reach 50 ways!  



 

Twenty Comparing 

Decimals Problems! 
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Purpose of Activity:  
The following are some helpful tips to make the “Decimal Games” a 

success in your classroom. The purpose of these activities is for students to 

work together and have fun while learning about decimals. 
 

Documents Included in Bundle: 
 Teacher Tips Handout (3-pages) 

 Decimal Games Student Handout (1-page) 

 Teacher Recording Sheet (1-page) 

 Team Recording Sheet (1-page)  
 Decimal Race Cards (2-pages) 

 Problem Solving Handout & Key (2-pages)  
 Event Certificates (1-page; color) 

 Individual Certificates (3-pages)  

  

  

 

 

 

 

Teacher Preparation:   
 Read thru the entire teacher tips page before making copies.  

 You will want to break up your class into teams of 3-4 students.  

 You will also want to print off a few documents beforehand. Overall, there are 

not a lot of handouts and each team only needs 1-2 each (it’s up to you). 

 Print off one copy of the “Decimal Race” cards. Cards printed off in color 

and on cardstock works best but that is up to you. Once cards are printed 

off, cut them up for use.  

 Print off one copy of the “Student Handout” for each team. This handout 

will help explain the events to the students. You can also go over this with 

a document camera. 

 Print off one copy of the “Problem Solving” handout for each team. 

Teams may need two copies of this. An answer key is provided. 

 Print off one copy of the “Team Recording Sheet” handout for each team. 

This handout is for each team to record their times and scores. This is the 

sheet that they will turn in to you to determine accuracy and which team 

earns a medal. 

 Print off one copy of the “Teacher Recording Sheet” handout for yourself. 

This is where you will write the team names and members. It’s also where 

you will record team points and other notes. 

 Event and individual certificates are provided. If you choose to use them, 

print off copies in color (preferable) and cut them up.  

Decimal Games 
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Teacher Tips: 
 You do not have to do all of the events/activities. You can also think of some of 

your own that may fit with your own class. 

 You will need a stopwatch for the “Decimal Games”. 

 Get your students excited about the challenge by having them watch an 

opening ceremony from one of the Olympics or have them listen to an engaging 

song that you think will get your students motivated. 

 Talk about cooperation and working as a team, not as an individual. 

 Have each team come up with a creative name of the country, state, or city 

they will represent. Then have them design a colorful flag/logo on a regular 

piece of paper. Have them write their names on the front of the paper also. You 

may want to display the “flags” in a convenient place in the room. 

 Teams are rewarded points for a Gold (5), Silver (4), and Bronze (3) based on 

how they perform on each event. Teams can also earn a point for participation. 

The participation point can be based on team cooperation, total team member 

participation, etc. If you choose to use the participation points, even the team 

that earned a gold medal should be able to earn the point.  

 After each event is complete, staple (or tape) the appropriate reward 

certificate to the team’s colorful “flag”. 

 Points can then be added up at the end to determine an overall “winner” (but 

this is optional, too). 

 You can also play the Olympic theme song (or the gold medal winner’s anthem) 

for the event ceremonies. 
 

Event: Airplane Flight 
Event Objective: For this event, teams will make a paper airplane and fly it across the 

classroom, gym, or playground. 

 Discuss sportsmanship. 

 Have teams make a paper airplane. Optional: Teams could decorate it with their 

team name. 

 Decide how many flights will be times per team.  
 Decide on a team to go first and decide when time will begin (leaves hand, on 

word “Go”, etc.) and when time ends (totally stops, hits something, etc.). 

 Have teams add up all of the times for a total time. 

 The top three times will earn gold, silver, and bronze medals. 

 Check the guidelines for penalties. 

 Double-check accuracy and award medals (certificates). 
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Event: Hopping Race 

Event Objective: For this event, teams will choose two participants to hop a 

predetermined distance in the classroom, hallway, or outside.  

 Discuss sportsmanship.  
 Have each team choose two participants. 

 Review with the students what a hop should look like for all participants. 

 Decide on a team to go first.  

 Time each participant and then have each team add up their times to get a 

total. 

 When all teams are finished, add up the times to get a total. 

 The three top fastest times will earn gold, silver, and bronze medals. 

 Check the guidelines for penalties. 

 Double-check accuracy and award medals (certificates). 

 

Event: Decimal Card Race 
Event Objective: For this event, teams will draw eight cards and then will need to put 

them in order from smallest to largest while being timed. 

 Discuss working as a team and sportsmanship. 

 Spread out the 16 “Decimal Race” cards face down and choose a team to go 

first. Have the team draw eight cards. 

 Say “Go” and begin the timing the team as they put them in order. 

 When all teams are finished, the three top fastest times will earn gold, silver, and 

bronze medals.  
 Check the guidelines for penalties. 

 Double-check accuracy and award medals (certificates). 

 

Event: Decimal Problem Solving 
Event Objective: For this event, teams work together to answer all of the story problems. 

If two teams get the same score, the tiebreaker is the team that finished before the 

other. 

 Remind teams about sportsmanship. 

 Hand out the “Decimal Problem Solving” worksheet to each team. You can 

provide teams with one or two handouts (it’s up to you). In the end, teams 

should only return to you one copy with the answers and work.  
 Say “Go” and have the teams cooperatively work on the problems. 

 Teams will need to hand the sheet in when finished. You may want to number 

the papers as they come in case of a tie. 

 Check the story problems and the guidelines for penalties. 

 Award medals (certificates). 

 

 

 

 

 
 


