
Hello

Thank you for downloading this Rich Games for Learning resource. I  
designed this game as a fun way for students to explore odd and even 
numbers.

I have created this game as a free resource and it would be great if you 
could share it around with friends and colleagues who may like to play 
this game with their children.

Thanks for sharing, I hope you and your children have fun with Diver. 
For more games please have a look at Rich Games for Learning.

Kind Regards

Gareth Brown

Also have a look at these great printable games

Lily Pad
Addition Game for 
Grades K-2

Space Station
Addition Game for 
Grades 3-4

Mainframe
Multiplication Game for 
Grades 5-6

(Just click on the picture to have a look)
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2 Players

Learning Outcomes:

•	 Odd numbers

•	 Even numbers

Required Material:

•	 2 counters

•	 Six sided die

Aim of the Game:

•	 To reach the top first by only landing on either odd or 

even numbers. 

Instructions:

1.	 Both players decide whether they’re only going to land 

on odd numbers or even numbers.

2.	 Players start by placing their counters on the starting 

space down the bottom.

3.	 Players need to move towards the top of the page, 

they can not move back over spaces they have already 

moved along.

4.	 Each player takes it in turn rolling the die, they have to 

move the number of spaces shown on the die but can 

only move if they will land on an odd or even number. 

(Depending on whether they specified odd or even 

numbers. If at the beginning of the game they speci-

fied even numbers then they can only move if they will 

land on an even number).

5.	 Players can land on the same space as the other player 

if they choose.

6.	 There are moments in the game where a player can 

go in either direction. Most often they will chose the 

direction that lets them land on the specified type of 

number. However if there is a certain path the player 

would rather take (the path with the most even or odd 

numbers for example) they can choose not to move at 

all until they can move along their preferred path.

7.	 The winner is the player who reaches the very top 

bubble first. To reach the top bubble the player has to 

roll the exact number that will allow them to land right 

on the finish bubble.

Notes:

•	 If players can only land on odd numbers and there is a 

path which has more odd numbers than even numbers 

then the players might try to aim for that path because 

they will have a higher chance of being able to land on 

a space.
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