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+- Cover Up ×÷ 
Cover Up teaches you addition, 
subtraction, multiplication, and 
division. Find printable and virtual 
versions of Cover Up here: 
https://stemazing.org/cover-up/  
 
Object:  
Add, subtract, multiply, and/or divide 
three numbers shown on the dice to 
produce an answer still available on 
the game board. Try to make an 
answer that helps build a run for you 
(bonus points) or blocks an 
opponent's run. Throw in a bluff or 
challenge your opponent's answer as you engage in math play and strategery! 
 

RULES OF THE GAME:  
Each player selects a marker color.  (20 colored bingo chips per player) Each player 
must first roll all three dice and add the numbers shown to get a total. The player with 
the highest total starts the game and play continues clockwise. 
 

Player 1 begins the game by rolling all three dice. Using two of the numbers rolled on 
the dice, Player 1 must add, subtract, multiply, or divide the two numbers together to 
produce a subtotal. To that subtotal the player must add, subtract, multiply, or divide 
the third die to produce the final total. This total will be the answer placed on the board. 
The player must use all three numbers on the dice in a turn but only once each. The 
choice of operations (adding, subtracting, multiplying, dividing) and the order in which 
these operations are used on each turn are up to the player. The answer selected must 
be an open spot on the board. The strategy is to select the answer that helps build a 
player's run of 2 to 5 markers in a row for bonus points or to block an opponent's run. 
(See Scoring for more details.) 
 

For Example:  Player 1 rolls a 2, 5, and 6. Some of the possible combinations are:   
5 - 2 = 3 + 6 = 9;   
2 + 5 + 6 = 13; 
5 × 2 = 10 - 6 = 4; 

6 ÷ 2 = 3 + 5 = 8; 
6 x 2 = 18 + 5 = 23; 
6 x 5 = 30 + 2 = 32; 

 

Notice each number was used only one time in the calculations above.  Player 1 could 
place a marker in the 9, 13, 4, 8, 23, or 32 position on the board if they are open. They 
might consider where they can increase a run they have started or where they can 
block an opponent’s run. Either option is a good strategic move. 
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Bluffing:  
Bluffing is allowed if you can get away with it.  When a player places a marker on the 
board, no explanation needs to be given about how the number was produced. Each 
player is responsible for making sure all moves are correct, i.e. that no one tries to bluff 
their way onto the board. If a player challenges a move, then the player in question 
must explain the answer. If no correct solution is given, then the challenger removes 
the illegal marker from the board plus on additional marker of the bluffer.  If a correct 
solution is given, then the challenged player is allowed to remove one of the 
challenger's markers from the board.  A challenge must be announced before the dice 
are touched by another player. 
 

Triples:  
Any player rolling triples (Example: 3, 3, 3) must remove one marker of their choice 
from EACH opponent from the game board. The player must then use the same roll to 
make a total as in any other turn and place a marker in that answer. It is a good 
strategy to consider the possible answers that can be made with a throw of triples when 
considering which marker to take from the board from each opponent.  Keep in mind 
that only one marker may be placed in turn. 
 

No Move:  
If a player has no possible move on a turn, then that player must declare "no move" 
and pass the dice to the next player.  If an opponent sees a possible answer that the 
player overlooked, then "Cover Up" can be declared as soon as "no move" is 
announced.  The opponent then explains the answer and places a marker of their own 
color in that spot.  The opponent is still allowed a turn in the regular rotation. 
 

Game Ends: 
The game ends when one of the following occurs: 
• All 36 spaces are filled 
• 3 consecutive rolls by each player with no available move 
• A player has used all 20 of their markers 

 

Scoring:  
Scoring takes place after the game is complete.  Each player begins by counting the 
number of their markers on the board.  Score 1 point for each space occupied by each 
marker.  Next, bonus points are added to each score as follows: 
• 2 points for each run of two 
• 5 points for each run of three 
• 7 points for each run of four 

• 10 points for each run of five or 
more. (No additional points are 
scored for a run greater than 5) 

 

A run can only be counted one time.  For example, a run of 4 cannot be counted as two 
runs of 2 in a row in addition to a run of 4.  Also, remember that runs count around 
corners as if all 36 slots were in a circle. 


