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Introduction 

Keenville includes 16 games aligned to mathematics standards (15 games are assigned by the 
teacher and 1 game is free play [mini-game]). These games assess students’ numeracy skills 
as described in the table below. 

Mathematics Games 

Games Grades Skills Assessed 

Cloud Hopper 1 and 2 Reading and Writing Numerals 

Treat Factory 1 and 2 Interpreting Data with Tables and Graphs 

Farmers Market 1 and 2 Money 

Keenville Sheriff 1 and 2 Solving Word Problems 

High-Rise Builders 1 and 2 Solving Equations  

Captain Peachbeard 1 and 2 Addition and Subtraction  

River Tubing 1 and 2 Addition and Subtraction  

Get Those Beans! 1 and 2 Addition and Subtraction (mini-game) 

Carnival Time 1 and 2 Telling Time 

Bargain Hunters 1 and 2 Measurement  

Peachling Gym 1 and 2 Comparing Numbers Using <, >, & = 

Peachling Café 1 and 2 Place Value  

Guitar Maker 1 and 2 Shapes 

Ski Lodge 2 Interpreting Data with Line Plots 

Lunch Munch 2 Fractional Parts to Whole 

Intergalactic Fair 2 Using Repeated Addition 



Keenville User Guide: Part 3 Mathematics Games 

Georgia Department of Education 4 July 2021 

Cloud Hopper 

 
Introduction 

In Cloud Hopper, Pilot Keen is very concerned about the strange happenings in the skies 
above Keenville. It’s a crazy day at the Keenville Airport because there are all kinds of strange 
numbers floating in the clouds. The Keens don’t know how the numbers got there, but they 
know that they need help to get them down! Pilot Keen challenges students to use their 
numeracy skills to collect all the numbers floating above Keenville and save the day! This 
game focuses on building numeracy skills by encouraging students to identify numbers 
represented in multiple ways. 
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Cloud Hopper Standards Alignment 

Kindergarten MGSEK.CC.3 Write numbers from 0 to 20. Represent a number of objects 
with a written numeral 0-20 (with 0 representing a count of no objects). 

Grade 1 
MGSE1.NBT.1 Count to 120, starting at any number less than 120. In this 
range, read and write numerals and represent a number of objects with a 
written numeral. 

Grade 2 MGSE2.NBT.3 Read and write numbers to 1000 using base-ten numerals, 
number names, and expanded form. 

Cloud Hopper Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten NA NA 

Represent numbers 
from 0 – 20 with written 
numerals, sets of 
objects, base ten blocks, 
and number lines.  

Grade 1 

Represent numbers up 
to 50 with written 
numerals, sets of 
objects, base ten blocks 
(pictures only), and 
number lines.  

Represent numbers up 
to 100 with written 
numerals, sets of 
objects, base ten blocks 
(pictures only), and 
number lines. 

Represent numbers up 
to 120 with written 
numerals, sets of 
objects, base ten blocks 
(pictures or written 
form), and number lines. 

Grade 2 

Represent numbers up 
to 300 with written 
numerals, sets of 
objects, base ten blocks 
(pictures or written 
form), and number lines. 

Represent numbers up 
to 600 with written 
numerals, base ten 
blocks (pictures or 
written form), number 
lines, number names, 
and expanded form 
(with non-zero digits).  

Represent numbers up 
to 1,000 with written 
numerals, base ten 
blocks (pictures or 
written form), number 
lines, number names, 
and expanded form. 
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Student Leveling Information 

Leveling Rule for Cloud Hopper: Students will begin a round of play by matching the target 
number to a number set displayed in the clouds. Students will match the target to a set of 
objects, number line, base ten blocks, expanded form, or number name. After completion of 
the round of play, continued student play will follow the leveling rules summarized in the table 
below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 

10 unique 
questions 

80% or more 
correct 

51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items.  

 

 

 

 

 

 

 

  

It’s a crazy day at the 
Keenville Airport! There are 
all sorts of strange numbers 
floating high in the clouds! 
We need to collect all the 

numbers to make the skies 
above Keenville safe again!  

 



Keenville User Guide: Part 3 Mathematics Games 

Georgia Department of Education 7 July 2021 

Treat Factory 

 

Introduction 

In Treat Factory, the Keens are ordering lots of new treats to feed all the Peachlings coming 
to Keenville. Chef Keen needs students to help him make sure that all the Keens receive the 
correct number of treats! During play, students will help Chef Keen create charts and graphs 
based on the treat orders and then interpret the data assembled in the charts and graphs. This 
game focuses on creating and interpreting tally charts, picture graphs, and bar graphs.  
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Treat Factory Standards Alignment 

Kindergarten MGSEK.MD.3 Classify objects into given categories; count the numbers 
of objects in each category and sort the categories by count. 

Grade 1 

MGSE1.MD.4 Organize, represent, and interpret data with up to three 
categories; ask and answer questions about the total number of data 
points, how many in each category, and how many more or less are in 
one category than in another.  

Grade 2 

MGSE2.MD.10 Draw a picture graph and a bar graph (with single-unit 
scale) to represent a data set with up to four categories. Solve simple put-
together, take-apart, and compare problems using information presented 
in a bar graph. 

Grade 3 

MGSE3.MD.3 Draw a scaled picture graph and a scaled bar graph to 
represent a data set with several categories. Solve one-and two-step “how 
many more” and “how many less” problems using information presented 
in scaled bar graphs.  
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Treat Factory Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten 

NA NA Organize up to ten data 
points using no more 
than three categories. 
Sort objects in order of 
greatest to least. 

Grade 1 

Create vertical tally 
charts using a scale of 1 
and organize up to 16 
data points with no more 
than 2 categories; 
answer basic questions 
about the tally chart.  

Create horizontal tally 
charts using a scale of 1 
and organize 
information for up to 30 
data points with no more 
than 3 categories; 
answer basic questions 
about the chart.  

Create vertical tally 
charts using a scale of 1 
and organize data for up 
to 50 data points with no 
more than 3 categories; 
answer basic questions 
about the chart as well 
as questions that 
compare data. 

Grade 2 

Create vertical picture 
and bar graphs using a 
scale of 1 and organize 
up to 30 data points with 
no more than 3 
categories; answer 
basic questions about 
the graph as well as 
questions that compare 
data. 

Create horizontal picture 
and bar graphs using a 
scale of 1 and organize 
up to 30 data points with 
no more than 3 
categories; answer 
basic questions about 
the graph as well as 
questions that compare 
data. 

Create vertical picture 
and bar graphs using a 
scale of 1 and organize 
up to 60 data points with 
up to 4 categories; 
answer questions about 
the graph as well as 
questions that compare 
data. 

Grade 3 

Create vertical picture 
and bar graphs using a 
scale of 2 and organize 
up to 36 data points with 
up to 3 categories; 
answer basic questions 
about the graph as well 
as questions that 
compare data. 

Create horizontal picture 
and bar graphs using a 
scale of 4 and organize 
up to 36 data points with 
up to 3 categories; 
answer basic questions 
about the graph as well 
as questions that 
compare data. 

Create vertical and 
horizontal picture and 
bar graphs using a scale 
of 4 and 5 and organize 
up to 100 data points 
with no more than 4 
categories, including 
half sets in the scale; 
answer questions about 
the graph as well as 
questions that compare 
data. 
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Student Leveling Information 

Leveling Rule for Treat Factory: Students will begin a round of play by organizing a 
displayed data set into a tally chart or graph and then using the chart or graph to answer 
interpretation questions associated with the data. After completion of the round of play, 
continued student play will follow the leveling rules summarized in the table below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 

2 graphs and 5* 
interpretation 

questions 

80% or more 
correct 

41-79% 
correct 

40% or less 
correct 

Note: Students must organize data on the graph correctly to level up. After three incorrect attempts 
to create the graph, the game will provide a correct graph for the student to reference while 

answering interpretation questions.  
*In the kindergarten level, students respond to only 3 interpretation questions. 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items.  

 

 

 

 

 

 

 

 

  

Welcome to the Treat 
Factory! I am so glad you 
are here to help keep the 

Keens’ treat orders 
organized so Chef Keen can 
continue baking the treats! 
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Farmers Market 

 

Introduction 

In Farmers Market, the Keens need help gathering ingredients from the Farmers Market for a 
cooking contest that will be held in Keenville. Students are challenged to shop for ingredients 
to purchase, and then help the Keens pay for the items with the correct amount of money. This 
game focuses on exchanging money and paying with the exact amount of money necessary. 

Farmers Market Standards Alignment 

Kindergarten MGSEK.CC.5 – Count to answer “how many?” questions. 

Grade 1 MGSE1.NBT.7 – Identify dimes and understand ten pennies can be thought 
of as a dime. 

Grade 2 MGSE2.MD.8 -Solve word problems involving dollar bills, quarters, dimes, 
nickels, and pennies using $ and ¢ symbols appropriately. 

Grade 3 
MGSE3.NBT.2 – Fluently add and subtract within 1000 using strategies and 
algorithms based on place value, properties of operations, and/or the 
relationship between addition and subtraction. 

  



Keenville User Guide: Part 3 Mathematics Games 

Georgia Department of Education 12 July 2021 

Farmers Market Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten NA NA 

Use pennies to pay for 
purchased items. 
Min/Max amount to 
pay: 1¢ to 20¢.  

Grade 1 

Use pennies or dimes 
to pay for purchased 
items. Min/Max amount 
to pay: 10¢ to 100¢.  

Use pennies and 
dimes to pay for 
purchased items with 
the fewest coins. 
Min/Max amount to 
pay: 1¢ to 70¢. 

Use pennies and 
dimes to pay for 
purchased items with 
the fewest coins. 
Min/Max amount to 
pay: 5¢ to 100¢. 

Grade 2 

Use pennies, nickels, 
dimes, and quarters 
as well as $1, $5, and 
$10 bills to pay for 
purchased items with 
the fewest coins and 
bills. Min/Max amount 
to pay: 10¢ to 100¢ or 
$8 to $40. 

Use pennies, nickels, 
dimes, and quarters 
as well as $1, $5, and 
$10 bills to pay for 
purchased items with 
the fewest coins and 
bills. Min/Max amount 
to pay: 10¢ to 100¢ or 
$5 to $60. 

Use pennies, nickels, 
dimes, and quarters 
as well as $1, $5, $10 
and $20 bills to pay for 
purchased items with 
the fewest coins and 
bills. Min/Max amount 
to pay: 10¢ to 100¢ or 
$5 to $100. 

Grade 3 

Use $1, $5, and $10 
bills to pay for 
purchased items with 
the fewest bills. 
Students exchange 
larger bills to pay with 
exact amount. Min/Max 
$10 to $500. 

Use $1, $5, $10, and 
$20 bills to pay for 
purchased items with 
the fewest bills. 
Students exchange 
larger bills to pay with 
exact amount. Min/Max 
$10 to $100. 

Use $1, $5, $10, $20, 
$50 and $100 bills to 
pay for purchased 
items with the fewest 
bills. Students 
exchange larger bills to 
pay with exact amount. 
Min/Max $10 to $1000. 

  



Keenville User Guide: Part 3 Mathematics Games 

Georgia Department of Education 13 July 2021 

Student Leveling Information 

Leveling Rule for Farmers Market: Students will begin a round of play by choosing items for 
purchase and then placing the items at the register to find out how much money they must 
pay. Students will use bills and coins to pay for the items or provide a larger bill for change.  
Students must always pay for the purchased items with exact change. After completion of the 
round of play, continued student play will follow the leveling rules summarized in the table 
below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 5 unique questions 

80% or more 
correct 

51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items.  

 

 

 

 

 

 

 

 

 

 

 

 

  

I am at the Keenville 
Farmers Market to 

purchase items for the 
Keenville cooking 

contest! I could use your 
help to gather the 

supplies! 
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Keenville Sheriff 

 

Introduction 

In Keenville Sheriff, something sure has the Keens mighty upset! They keep arguing about 
their problems, and it’s starting to scare away the Peachlings. Sheriff Keen doesn’t know what 
to do and needs students to use their math strategies to help him solve all the Keens’ 
problems. Students are challenged to help Sheriff Keen choose an interactive strategy to solve 
one- and two-step word problems. This game focuses on building numeracy skills by 
encouraging students to use various interactive strategies to solve word problems.  
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Keenville Sheriff Standards Alignment 

Kindergarten 
MGSEK.OA.2 Solve addition and subtraction word problems, and add 
and subtract within 10, e.g., by using objects or drawings to represent 
the problem. 

Grade 1 

MGSE1.OA.1 Use addition and subtraction within 20 to solve word 
problems involving situations of adding to, taking from, putting 
together, taking apart, and comparing, with unknowns in all positions, 
e.g., by using objects, drawings, and equations with a symbol for the 
unknown number to represent the problem. 
MGSE1.OA.2 Solve word problems that call for addition of three whole 
numbers whose sum is less than or equal to 20, e.g., by using objects, 
drawings, and equations with a symbol for the unknown number to 
represent the problem. 

Grade 2 

MGSE2.OA.1 Use addition and subtraction within 100 to solve one- 
and two-step word problems by using drawings and equations with a 
symbol for the unknown number to represent the problem. Problems 
include contexts that involve adding to, taking from, putting 
together/taking apart (part/part/whole) and comparing with unknowns 
in all positions. 

Grade 3 

MGSE3.OA.8 Solve two-step word problems using the four 
operations. Represent these problems using equations with a letter 
standing for the unknown quantity. Assess the reasonableness of 
answers using mental computation and estimation strategies including 
rounding. 
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Keenville Sheriff Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten NA NA 

Solve addition and 
subtraction word 
problems within 10 
with result, start, and 
change unknown 
using various 
strategies. 

Grade 1 

Solve addition and 
subtraction word 
problems within 20 
with the result 
unknown using 
various strategies. 

Solve addition and 
subtraction word 
problems within 20 
with the start and 
change unknown 
using various 
strategies. 

Solve addition word 
problems within 20 
with three addends 
using various 
strategies.  

Grade 2 

Solve one-step 
addition and 
subtraction word 
problems within 100 
with no regrouping 
using various 
strategies. 

Solve two-step 
addition and 
subtraction word 
problems within 50 
with no regrouping 
using various 
strategies. 

Solve two-step 
addition and 
subtraction word 
problems within 100 
with regrouping using 
various strategies. 

Grade 3 

Solve one- or two-
step addition and 
subtraction word 
problems within 
1,000 using various 
strategies. 

 
 

NA 

 
 

NA 
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Student Leveling Information 

Leveling Rule for Keenville Sheriff: Students will begin a round of play by listening to the 
Keens’ problems and helping Sheriff Keen choose a strategy to solve the problem. Students 
will be presented real-world addition and subtraction word problems and will choose an 
interactive strategy to solve the problem and present their answer. After completion of the 
round of play, continued student play will follow the leveling rules summarized in the table 
below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 8 unique questions 

80% or more 
correct 

51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items.  

 

 

 

 

 

 

 

 

 

 

 

 

  

Something’s got the 
Keens mighty upset 

today! Can you be my 
deputy and help me 

solve the Keens’ 
problems? 
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High-Rise Builders 

 

Introduction 

In High-Rise Builders, Builder Keen is helping build a new skyscraper in Keenville so that 
more Keens and Peachlings will have a place to live! The crew must load the beam so both 
sides are equal before they move it to the skyscraper, but the Keens have forgotten their math 
strategies! Students are challenged to use formal and informal strategies to add and subtract 
and help Builder Keen and his crew load the beams and build a skyscraper. This game 
focuses on building numeracy skills by encouraging students to apply mental math strategies 
to solve equations.   
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High-Rise Builders Standards Alignment 

Kindergarten 
MGSEK.OA.1 Represent addition and subtraction with objects, fingers, 
mental images, drawings, sounds (e.g., claps), acting out situations, verbal 
explanations, expressions, or equations. 

Grade 1 

MGSE1.OA.3 Apply properties of operations as strategies to add and 
subtract.  
MGSE1.NBT.4 Add within 100, including adding a two-digit number and a 
one-digit number and adding a two-digit number and a multiple of ten, using 
concrete models or drawings and strategies based on place value, 
properties of operations, and/or relationship between addition and 
subtraction; relate the strategy to a written method and explain the 
reasoning used. 

Grade 2 

MGSE2.NBT.6 Add up to four two-digit numbers using strategies based on 
place value and properties of operations. 
MGSE2.NBT.7 Add and subtract within 1000, using concrete models or 
drawings and strategies based on place value, properties of operations, 
and/or the relationship between addition and subtraction; relate the strategy 
to a written method. 

Grade 3 
MGSE3.NBT.2 Fluently add and subtract within 1000 using strategies and 
algorithms based on place value, properties of operations, and/or the 
relationship between addition and subtraction. 
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High-Rise Builders Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten NA NA 
Add and subtract within 
10 using equations. 

Grade 1 

Use formal and 
informal properties and 
strategies to add and 
subtract within 20. 

Use formal and 
informal properties and 
strategies to add and 
subtract within 50. 

Use formal and 
informal properties and 
strategies to add and 
subtract within 100. 

Grade 2 

Use formal and 
informal properties and 
strategies to add two 
two-digit numbers 
within 200. 

Use formal and 
informal properties and 
strategies to add three 
two-digit numbers or 
add or subtract two 
three-digit numbers 
within 600. 

Use formal and 
informal properties and 
strategies to add four 
two-digit numbers or 
add or subtract two 
three-digit numbers 
within 1000. 

Grade 3 

Fluently add and 
subtract three-digit 
numbers within 1000, 
without regrouping, 
using formal and 
informal properties and 
strategies. 

Fluently add and 
subtract three-digit 
numbers within 1000, 
with regrouping, using 
formal and informal 
properties and 
strategies. 

NA 
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Student Leveling Information 

Leveling Rule for High-Rise Builders: Students will begin a round of play by solving a given 
equation using mental math strategies. This game has two parts. In Part A, students will 
present the solution to the equation, and in Part B, students will show the strategy they used to 
solve the equation. After completion of the round of play, continued student play will follow the 
leveling rules summarized in the table below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 

10 unique 
questions 

80% or more 
correct 

51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items.  

 

 

 

 

I am so glad you’re 
here! My crew needs 
your help loading the 
beams so we can get 

this skyscraper built for 
Keenville!  
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Captain Peachbeard 

 

Introduction 

In Captain Peachbeard, students meet a pirate Keen who has sailed the globe collecting 
treasure and has come ashore in Keenville to share all his treasure with the Keens. But, 
there’s just one problem...Captain Peachbeard has forgotten the secret numbers that open the 
treasure chests! Students are challenged to solve addition and subtraction equations to help 
Captain Peachbeard figure out all the secret numbers to open the treasure chests so all the 
Keens can enjoy the treasure. This game focuses on building numeracy skills by encouraging 
students to use various interactive strategies to solve addition and subtraction problems.  
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Captain Peachbeard Standards Alignment 

Kindergarten MGSE.K.OA.5 Fluently add and subtract within 5. 

Grade 1 

MGSE.1.OA.6 Add and subtract within 20 
a. Use strategies such as counting on; making ten; decomposing a number 
leading to a ten; using the relationship between addition and subtraction; 
and creating equivalent but easier or known sums.  
b. Fluently add and subtract within 10. 
Using concrete models or drawings and strategies based on place value, 
properties of operations, and/or relationship between addition and 
subtraction; relate the strategy to a written method and explain the 
reasoning used: 
MGSE.1.NBT. 4 Add within 100, including adding a two-digit number and a 
one-digit number and adding a two-digit number and a multiple of ten. 
MGSE.1.NBT.6 Subtract multiples of 10 in the range 10-90 from multiples of 
10 in the range of 10-90. 

Grade 2 

MGSE2.NBT.5 Fluently add and subtract within 100 using strategies based 
on place value, properties of operations, and/or the relationship between 
addition and subtraction. 
MGSE2.NBT.7 Add and subtract within 1000, using concrete models or 
drawings and strategies based on place value, properties of operations, 
and/or the relationship between addition and subtraction; relate the strategy 
to a written method. 

Grade 3 
MGSE3.NBT.2 Fluently add and subtract within 1000 using strategies and 
algorithms based on place value, properties of operations, and/or the 
relationship between addition and subtraction. 
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Captain Peachbeard Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten NA NA 
Add or subtract within 
5 using various 
strategies. 

Grade 1 

Add or subtract a two-
digit and a one-digit 
number within 20 
using various 
strategies. 

Add or subtract a two-
digit and a one-digit 
number or a two-digit 
number and a multiple 
of 10 within 50 using 
various strategies.  

Add or subtract a two-
digit and a one-digit 
number or a two-digit 
number and a multiple 
of 10 within 100 using 
various strategies.  

Grade 2 
Add or subtract within 
100 using various 
strategies.  

Add or subtract within 
500 using various 
strategies. 

Add or subtract within 
1,000 using various 
strategies. 

Grade 3 
Add or subtract within 
1,000 using various 
strategies. 

NA NA 
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Student Leveling Information 

Leveling Rule for Captain Peachbeard: Students will begin a round of play by choosing an 
interactive strategy to solve a given addition or subtraction problem. Each problem holds a 
secret number that Captain Peachbeard needs to unlock the treasure chests. After completion 
of the round of play, continued student play will follow the leveling rules summarized in the 
table below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 

10 unique 
questions 

80% or more 
correct 

51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items. 

  

 

 

 

 

 

 

  

I forgot the secret 
numbers that open 

the locks on the 
treasure chests and 
need some help to 
get them unlocked!  
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River Tubing 

 
Introduction 

In River Tubing, the Keens want to go tubing, but no one wants to take turns. All the arguing 
is scaring the Peachlings away. Lifeguard Keen needs students to help group the Keens so 
that they can travel safely down the river. During play, students will help Lifeguard Keen put 
the correct number of Keens in the groups based on the missing number in an equation. This 
game promotes numeracy skills in addition and subtraction within 100.  
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River Tubing Standards Alignment 

Kindergarten 

MGSEK.OA.3 Decompose numbers less than or equal to 10 into pairs in 
more than one way, e.g. by using objects or drawings, and record each 
decomposition by drawing or equation. (Drawings need not include an 
equation.) 

Grade 1 

MGSE1.OA.6 Add and subtract within 20 
a. Use strategies such as counting on; make ten (e.g., 8 + 6 = 8 + 2 + 4 = 
10 + 4 +14); decomposing a number leading to a ten (e.g., 13 – 4 = 13 – 
3 – 1 = 10 – 1 = 9); using the relationship between addition and 
subtraction (e.g., knowing that 8 + 4 = 12, one knows 12 – 8 = 4); and 
creating equivalent but easier or known sums (e.g., adding 6 + 7 by 
creating the known equivalent 6 + 6 + 1 = 12 + 1 = 13).  
b. Fluently add and subtract within 10. 
MGSE1.OA.8 Determine the unknown whole number in an addition or 
subtraction equation relating to three whole numbers. For example, 
determine the unknown number that makes the equation true in each of 
the equations 8 + ? = 11, 5 = ? – 3, 6 + 6 = ? 

Grade 2 
MGSE2.NBT.5 Fluently add and subtract within 100 using strategies 
based on place value, properties of operations, and/or the relationship 
between addition and subtraction.  

Grade 3 

MGSE3.OA.1 Interpret products of whole numbers, e.g., interpret 5 X 7 
as the total number of objects in 5 groups of 7 objects each. For example, 
describe a context in which a total number of objects can be expressed 
as 5 X 7.  
MGSE3.OA.4 Determine the unknown whole number in a multiplication or 
division equation relating three whole numbers using the inverse 
relationship of multiplication and division. For example, determine the 
unknown number that makes the equation true in each of the equations, 
8 X ? = 48, 5 = ? / 3, 5 X 6 = ? 



Keenville User Guide: Part 3 Mathematics Games 

Georgia Department of Education 28 July 2021 

River Tubing Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten NA NA 
Decompose numbers 
less than or equal to 
10.  

Grade 1 NA 
Add or subtract from 0-
9 solving for the 
unknown number.  

Determine the 
unknown whole 
number in addition and 
subtraction problems 
within 20. 

Grade 2 NA Add or subtract up to 
100 without regrouping. 

Add or subtract up to 
100 with regrouping.  

Grade 3 NA 
Complete repeated 
addition equations such 
as: 5 + 5 + 5 + 5 + 5. 

Determine the product 
in multiplication 
problems up to 5 × 5. 
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Student Leveling Information 

Leveling Rule for River Tubing: Students will begin a round of play by determining the 
number of Keens needed to make the equation true. Students are challenged to use their skills 
of decomposing numbers, adding, subtracting, or multiplying to help Lifeguard Keen group the 
Keens and send them safely tubing down the river. After completion of the round of play, 
continued student play will follow the leveling rules summarized in the table below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 

varies per level 
80% or more 

correct 
51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items. 

 
 

 

  I’m so glad you are 
here! I need your 
help grouping the 

Keens and sending 
them down the river!  
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Get Those Beans 

 

Introduction 

Get Those Beans! is a mini-game that students can play at-will. The mini-game is designed to 
promote practice with numeracy skills and build students’ confidence in to add and subtract 
within 100. Students start play with the least complex content/skills and progress to the most 
complex content/skills. Students will enter the game from their Keen’s home via the Smart TV 
and select the channel for Get Those Beans! Upon entering the mini-game, students may 
choose the reading or math edition. When math is selected, students will begin a series of 
questions based on addition and subtraction.    
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Get Those Beans! Standards Alignment 

Grade 1 

MGSE1.OA.6 Add and subtract within 20.  
a. Use strategies such as counting on; making ten (e.g., 8 + 6 = 8 + 2 + 4 = 10 
+ 4 = 14); decomposing a number leading to a ten (e.g., 13 – 4 = 13 – 3 – 1 = 
10 – 1 = 9); using the relationship between addition and subtraction (e.g., 
knowing that 8 + 4 = 12, one knows 12 – 8 = 4); and creating equivalent but 
easier or known sums (e.g., adding 6 + 7 by creating the known equivalent 6 + 
6 + 1 = 12 + 1 = 13).  
b. Fluently add and subtract within 10. 
 
MGSE1.NBT.4 Add within 100, including adding a two-digit number and a 
one-digit number and adding a two-digit number and a multiple of ten (e.g., 24 
+ 9, 13 + 10, 27 + 40), using concrete models or drawings and strategies 
based on place value, properties of operations, and/or relationship between 
addition and subtraction; relate the strategy to a written method and explain 
the reasoning used. 

Grade 2 
MGSE2.NBT.5 Fluently add and subtract within 100 using strategies based on 
place value, properties of operations, and/or the relationship between addition 
and subtraction. 
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Get Those Beans! Game Level Content Descriptions 

Grade Game Level Skill Assessed 

Grade 1 

1 Add 1-10 (start, change, and result unknown) 

2 Add 10 and some more 

3 Subtract 1-20 

4 Add doubles within 50 

5 Add doubles within 100 

6 Add near doubles (+/– 1 or 2) 

Grade 2 

7 

Add two-digit number + a multiple of 10  
OR 
Add two-digit number + two-digit number making a multiple 
of 10 

8 Add two-digit numbers within 100 (tens are 1-5 and ones are 
0-5)  

9 Add two-digit numbers within 100 (tens are 1-9 and ones are 
0-9)  

10 Subtract one- or two-digit numbers up to 100 
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Student Leveling Information 

Leveling Rule for Get Those Beans!: Students will begin a round of play by choosing the 
missing numeral either in the start, change, or result unknown position. After completion of the 
round of play, continued student play will follow the leveling rules summarized in the table 
below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

move up a level? re-start the game? 

10 unique rounds of 
play 

10 unique items 

If the student gets 8/10 
items correct within a 
round of play, he or she 
will level up. Note: if a 
student successfully 
completes level 5 with 
8/10 correct and then 
leaves the game, he or 
she will restart the 
game at level 6 until the 
game is completed.  

If the student gets less 
than 8/10 items correct 
in a round of play, he or 
she will start over at 
level 1 when re-entering 
the game.  

Note: When students level down and then level back up, they may encounter previously 
assessed items.  

 

 

 

 

 

 

 

 

 

Welcome to Get 
Those Beans! To gain 

addition and 
subtraction skills, click 

on math! Now, let’s 
Get Those Beans! 
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Carnival Time 

 

Introduction 

In Carnival Time, a carnival has come to Keenville! The Keens are so excited to ride the 
Ferris wheel clock and touch the clouds above Planet Peachy Keen! The only problem is the 
Keens cannot figure out how to start the ride. They need the students’ help to learn how to ride 
the Ferris wheel clock. Students will use their knowledge of telling time to start the Ferris wheel 
for the Keens. Throughout play, students will be tasked to determine the time to the hour, half 
hour, minute, or five-minute increments. As students advance through the levels, they will also 
interact with elapsed time. This game promotes numeracy skills in measurement and data by 
asking students to tell and display time using analog and digital clocks. 
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Carnival Time Standards Alignment 

Grade 1 MGSE1.MD.3 Tell and write time in hours and half-hours using analog 
and digital clocks. 

Grade 2 MGSE2.MD.7 Tell and write time from analog and digital clocks to the 
nearest five minutes, using a.m. and p.m. 

Grade 3 

MGSE3.MD.1 Tell and write time to the nearest minute and measure 
elapsed time intervals in minutes. Solve word problems involving addition 
and subtraction of time intervals in minutes. e.g., by representing the 
problem on a number line diagram, drawing a pictorial representation on a 
clock face, etc.  

Carnival Time Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten NA NA NA 

Grade 1 
Tell time to the hour 
using analog and digital 
clocks.  

Tell time to the half-
hour using analog and 
digital clocks. 

Tell time to the hour 
and half-hour using 
analog and digital 
clocks. 

Grade 2 

Tell time to the half-
hour using analog and 
digital clocks with 
specific scenarios 
presented in text.  

Tell time to the nearest 
five minutes using 
analog and digital 
clocks. 

Tell time to the nearest 
five minutes using 
analog and digital 
clocks and determine 
time of day using AM 
and PM. 

Grade 3  

Tell time to the nearest 
minute using analog 
and digital clocks and 
determine time of day 
using AM and PM. 

Tell time to the nearest 
five minutes using 
analog and digital 
clocks and determine 
time of day using AM 
and PM with specific 
scenarios presented in 
text. 

Tell time to the nearest 
minute using analog 
and digital clocks and 
determine time of day 
using AM and PM with 
specific scenarios 
presented in text. 
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Student Leveling Information 

Leveling Rule for Carnival Time: Students will begin a round of play by determining the 
correct time to display on the clock. When students display the correct time for the given 
problem, the Ferris wheel clock will take the Keens soaring through the skies. After completion 
of the round of play, continued student play will follow the leveling rules summarized in the 
table below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 

10 unique 
questions 

Note: most rounds are 10, 
but not always. See play 

history report for items per 
round of play, 

80% or more 
correct 

51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items. 

 

 

 

 

 

 

 

 

 

 

 

  

We are so glad you 
are here! We want to 
ride the Ferris wheel 
clock, but we cannot 

get it to work!  
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Bargain Hunters 

 

Introduction  

Welcome to the Keenville Market! This is where all the Bargain Hunters come to buy things 
for their homes. But the Keens are only looking for furniture and decorations that are a certain 
size. Students need to help the Keens choose appropriate measuring tools and measure the 
items they need for their homes. Students are challenged to find items that have specific 
measurements. Students will use standard and non-standard units of measurement to 
determine which item is the best fit for each Keen’s home. This game focuses on building 
measuring skills by encouraging students to use interactive measuring tools to determine 
length or height of a given object.  
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Bargain Hunters Standards Alignment 

Kindergarten 
MGSEK.MD.2 Directly compare two objects with a measurable attribute in 
common to see which object has “more of” or “less of” the attribute and 
describe the difference.  

Grade 1 

MGSE1.MD.1 Order three objects by length; compare the lengths of two 
objects indirectly by using a third object. 
MGSE1.MD.2 Express the length of an object as a whole number of length 
units by laying multiple copies of a shorter object end to end; understand 
that the length measurement of an object is the number of same-size 
length units that span it with no gaps or overlaps.  

Grade 2 

MGSE2.MD.1 Measure the length of an object by selecting and using 
appropriate tools such as rulers, yardsticks, meter sticks, and measuring 
tapes. 
MGSE2.MD.4 Measure the length of an object twice, using length units of 
different measurements; describe how the two measurements relate to the 
size of the unit chosen. Understand the relative size of units in different 
systems of measurement. 

Grade 3 

MGSE3.MD.8  Solve real world and mathematical problems involving 
perimeters of polygons, including finding the perimeter given the side 
lengths, finding an unknown side length, and exhibiting rectangles with the 
same perimeter and different areas or with the same area and different 
perimeters. 

 

Bargain Hunters Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten NA NA 
Compare two objects 
with a measurable 
attribute.  

Grade 1 
Compare three objects 
and place them in 
order by length. 

Compare the lengths of 
two objects indirectly 
by using a third object. 

Measure the length 
and width of objects 
using non-standard 
units. 

Grade 2 NA 

Choose the appropriate 
tool to use for 
measuring a given 
object. 

Measure to determine 
how much longer one 
object is than another 
object. 

Grade 3 

Find the area of an 
object when given the 
length measurements; 
find the length of a side 
when given the area 
and one side length. 

NA NA 
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Student Leveling Information 

Leveling Rule for Bargain Hunters: Students will begin a round of play by building a 
Peachling measuring tool to be used to measure bargains found at the Keenville Market. 
Students will advance to using a standard measuring tool as they level up in the game. After 
completion of each round of play, continued student play will follow the leveling rules 
summarized in the table below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 

10 unique 
questions 

80% or more 
correct 

51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items. 

 

 
 

 

 

 

  

I am so excited you are 
here! I need to find 

bargain items that will fit 
in my home, but I don’t 
know how to measure 

them!  
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Peachling Gym 

 

Introduction 

In Peachling Gym, Coach Keen is so surprised to see that the Peachlings have come back to 
play, but there is one problem. Coach Keen does not know how to play the Peachlings game! 
Coach Keen challenges the students to help to figure out the rules of the new game! Once 
students determine the rules, they use the rules to compare numerals using <, >, and = 
symbols. This game focuses on building numeracy skills by encouraging students to compare 
numerals using symbols.  
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Peachling Gym Standards Alignment 

Kindergarten MGSEK.CC.7 Compare two numbers between 1 and 10 presented as 
written numerals. 

Grade 1 
MGSE1.NBT.3 Compare two two-digit numbers based on meanings of 
the tens and ones digits, recording the results of comparisons with the 
symbols >, =, and <.  

Grade 2 
MGSE2.NBT.4 Compare two three-digit numbers based on meanings of 
the hundreds, tens, and ones digits, using >, =, and < symbols to record 
the results of comparisons. 

Grade 3 

MGSE3.NF.3 Explain equivalence of fractions through reasoning with 
visual fraction models. Compare fractions by reasoning about their size.  
 
d. Compare two fractions with the same numerator or the same 
denominator by reasoning about their size. Recognize that comparisons 
are valid only when the two fractions refer to the same whole. Record the 
results of comparisons with the symbols >, =, or <, and justify the 
conclusions, e.g., by using a visual fraction model. 
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Peachling Gym Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten NA NA 

Compare numbers 
between 1 and 10 
presented as written 
numerals, using 
phrases (i.e., less than, 
greater than, equal to). 
In this level, the 
phrases may be read 
aloud. 

Grade 1 

Compare one-digit and 
two-digit numbers 
between 1 and 50, 
using symbols (i.e., <, 
>, and =) to represent 
the comparisons. 

Compare two-digit 
numbers between 10 
and 99, using symbols 
(i.e., <, >, and =) to 
represent the 
comparisons. 

Compare two-digit 
numbers between 10 
and 99, using symbols 
(i.e., <, >, and =) to 
represent the 
comparisons. 

In these levels, the symbols may be read aloud 
for students. 

Grade 2 

Compare two-digit and 
three-digit numbers, 
between 10 and 500, 
using symbols (i.e., <, 
>, and =) to represent 
the comparisons.  

Compare three-digit 
numbers, between 100 
and 999, using 
symbols (i.e., <, >, and 
=) to represent the 
comparisons.  

Compare three-digit 
numbers, ranging 
between 100 and 999, 
using symbols (i.e., <, 
>, and =) to represent 
the comparisons. 

In these levels, the symbols may be read aloud 
for students. 

Grade 3 NA 

Compare fractions with 
denominators of 2, 3, 
4, 6, and 8, using 
symbols (i.e., <, >, and 
=) to represent the 
comparisons. In this 
level, the symbols may 
be read aloud. 

Compare fractions with 
denominators of 2, 3, 
4, 6, and 8, using 
symbols (i.e., <, >, and 
=) to represent the 
comparisons. 
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Student Leveling Information 

Leveling Rule for Peachling Gym: Students will begin a round of play by determining how to 
sort the playing cards based on the target number. Students will then sort the remaining cards 
into the appropriate box based on comparison rules. Once students sort the cards, they label 
the sorted groups as less than, greater than, or equal to the target number. After completion of 
the round of play, continued student play will follow the leveling rules summarized in the table 
below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

4 unique rounds of 
play 5 unique items 

80% or more 
correct 

51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items. 

  

Hey there! I am so glad you 
are here! The Peachlings 
have come to play and I 

don’t know how to play their 
game. Can you help me 

determine the rules of the 
game?  
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Peachling Café 

 

Introduction 

In Peachling Café, Chef Keen has discovered a new recipe to make food that the Peachlings 
love! The Keens are so excited to serve up this new recipe to the Peachlings! But Chef Keen 
cannot feed all the Peachlings by himself. Chef Keen challenges the students to determine 
how many Peachlings need to be fed and then serve up that amount of food for the 
Peachlings. Students will create food servings based on the 100s, 10s, and 1s place value. 
After determining how much food is needed, students will serve the Peachlings. But watch out! 
If there is too much food served, the Peachlings will get messy and the food will be thrown on 
the floor. Students will be encouraged to serve only one piece of food to each Peachling so no 
food is wasted. This game promotes numeracy skills using place value techniques. 
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Peachling Café Standards Alignment 

Peachling Café Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten NA NA 

Compose and 
decompose numbers 
from 11-19 into tens 
and ones. 

Grade 1 NA 
Understand that a ten is 
a bundle of ten ones. 

Understand that the two 
digits of a two-digit 
number represent 
amounts of tens and 
ones. 

Grade 2 NA 
Understand that a 
hundred is a bundle of 
ten tens. 

Understand that the 
three digits of a three-
digit number represent 
amounts of hundreds, 
tens, and ones. 

  

Kindergarten 

MGSEK.NBT.1 Compose and decompose numbers 11 to 19 into ten ones 
and some further ones to understand that these numbers are composed of 
ten ones and one, two, three, four, five, six, seven, eight, or nine ones, 
e.g., by using objects or drawings, and record each composition or 
decomposition by a drawing or equation (e.g., 18 = 10 + 8). 

Grade 1 

MGSE1.NBT.2 Understand that the two digits of a two-digit number 
represent amounts of tens and ones. Understand the following as special 
cases:  
a. 10 can be thought of as a bundle of ten ones — called a “ten.”  
b. The numbers from 11 to 19 are composed of a ten and one, two, three, 
four, five, six, seven, eight, or nine ones.  
c. The numbers 10, 20, 30, 40, 50, 60, 70, 80, 90 refer to one, two, three, 
four, five, six, seven, eight, or nine tens (and 0 ones). 

Grade 2 

MGSE2.NBT.1 Understand that the three digits of a three-digit number 
represent amounts of hundreds, tens, and ones; e.g., 706 equals 7 
hundreds, 0 tens, and 6 ones. Understand the following as special cases:  
a. 100 can be thought of as a bundle of ten tens — called a “hundred.”  
b. The numbers 100, 200, 300, 400, 500, 600, 700, 800, 900 refer to one, 
two, three, four, five, six, seven, eight, or nine hundreds (and 0 tens and 0 
ones). 
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Student Leveling Information 

Leveling Rule for Peachling Cafe: Students will begin a round of play by counting the 
number of Peachlings sitting in the dining room and determine how many Peachlings need to 
be fed. Students will then use the interactive place value strategy to serve that amount of food 
for the Peachlings. After completion of the round of play, continued student play will follow the 
leveling rules summarized in the table below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 

10 unique items 
80% or more 

correct 
51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items. 

  I sure could use 
your help serving 

food to the 
Peachlings!  
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Guitar Maker 

 

Introduction  

In Guitar Maker, students are challenged to help Guitar Maker Keen create guitars for the 
Peachlings. All the Peachlings want to buy guitars, but each Peachling wants a guitar with a 
specific shape. Students will sort shapes to find the shapes each Peachling needs to build their 
guitar. This game focuses on building geometry skills by encouraging students to identify two-
dimensional and three-dimensional shapes.   
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Guitar Maker Standards Alignment 

Kindergarten 

MGSEK.G.2 Correctly name shapes regardless of their orientations or 
overall size. 
MGSEK.G.3 Identify shapes as two-dimensional or three-dimensional. 
MGSEK.G.4 Analyze and compare two- and three-dimensional shapes, in 
different sizes and orientations, using informal language to describe their 
similarities, differences, parts and other attributes. 
MGSEK.G.6 Compose simple shapes to form larger shapes. 

Grade 1 

MGSE1.G.1 Distinguish between defining attributes versus non-defining 
attributes; build and draw shapes to possess defining attributes. 
MGSE1.G.2 Compose two-dimensional shapes (rectangles, squares, 
trapezoids, triangles, half-circles, and quarter-circles) or three-dimensional 
shapes (cubes, right rectangular prisms, right circular cones, and right 
circular cylinders) to create a composite shape and compose new shapes 
from the composite shape.  

Grade 2 
MGSE2.G.1 Recognize and draw shapes having specified attributes, such 
as a given number of angles or a given number of equal faces. Identify 
triangles, quadrilaterals, pentagons, hexagons, and cubes. 

Grade 3 

MGSE3.G.1 Understand that shapes in different categories (e.g., 
rhombuses, rectangles, and others) may share attributes, and that the 
shared attributes can define a larger category. Recognize rhombuses, 
rectangles, and squares as examples of quadrilaterals, and draw 
examples of quadrilaterals that do not belong to any of these 
subcategories. 
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Guitar Maker Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Kindergarten NA NA 

Identify and compare two-
dimensional and three-
dimensional shapes and 
compose simple shapes to 
form larger shapes. 

Grade 1 

Identify shapes 
having non-defining 
attributes including 
triangles, squares, 
rectangles, and 
trapezoids. 

Identify shapes 
having defining 
attributes including 
triangles, squares, 
rectangles, and 
trapezoids. 

Distinguish between 
defining and non-defining 
attributes in all shapes, 
identify composite shapes 
built from known shapes, 
and identify composite 
shapes built using three-
dimensional shapes. 

Grade 2 

Identify shapes 
including triangles, 
quadrilaterals 
pentagons, 
hexagons, and 
cubes. 

Identify shapes 
having a specified 
attribute. 

Identify shapes having a 
specified attribute or set of 
attributes and compare 
attributes of a given shape 
within the category of 
quadrilaterals. 

Grade 3 

Identify 
quadrilaterals and 
shapes that are not 
quadrilaterals and 
identify 
quadrilaterals with 
specified attributes. 

Identify defining 
attributes of 
quadrilaterals and 
compare 
quadrilaterals by 
defining attributes.  

NA 
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Student Leveling Information 

Leveling Rule for Guitar Maker: Students will begin a round of play by determining which 
shape each Peachling needs to build their guitar. After determining the sorting rule, students 
will sort the remaining shapes into the appropriate boxes, so each Peachling has all the 
shapes needed to build their guitar. After completion of the round of play, continued student 
play will follow the leveling rules summarized in the table below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

4 unique rounds of 
play 

5 unique items 
80% or more 

correct 
51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items. 

 

 

 

 

 

 

 

 

 

 

Whoa! My music store is 
totally filled to the max 

with Peachlings who want 
to buy guitars, but each 
Peachling wants a guitar 

with a specific shape. 
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Ski Lodge 

 

Introduction  

In Ski Lodge, all the Keens have gone to the mountains for a fun, family day in the snow. All 
the Keens want to buy winter gear for a fun day in the snow. But the Ski Lodge manager 
cannot keep track of all the Keens’ orders and needs some help. Students are challenged to 
organize the winter gear orders using a line plot, so the Keens’ orders can be quickly 
delivered. This game focuses on building numeracy skills by encouraging students to interpret 
data displayed on a line plot.  
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Ski Lodge Standards Alignment 

Grade 1 

MGSE1.MD.4 Organize, represent, and interpret data with up to three 
categories; ask and answer questions about the total number of data 
points, how many in each category, and how many more or less are in one 
category than in another. 

Grade 2 

MGSE2.MD.9 Generate measurement data by measuring lengths of 
several objects to the nearest whole unit, or by making repeated 
measurements of the same object. Show the measurements by making a 
line plot, where the horizontal scale is marked off in whole-number units. 

Grade 3 

MGSE3.MD.4 Generate measurement data by measuring lengths using 
rulers marked with halves and fourths of an inch. Show the data by making 
a line plot, where the horizontal scale is marked off in appropriate units— 
whole numbers, halves, or quarters. 

Ski Lodge Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Grade 1 NA NA 
Create and interpret 
line plots with 6-10 total 
data points.  

Grade 2 

Create and interpret 
line plots with four 
categories and 6-12 
total data points. 

Create and interpret 
line plots with 5-6 
categories and 8-16 
total data points.  

Create and interpret 
line plots with 5-8 
categories and 10-20 
total data points. 

In Grade 2 levels, the line plot horizontal scales are marked off in whole-
number units.  

Grade 3 

Create and interpret 
line plots with 4-5 
categories and 6-12 
total data points 
representing objects to 
the nearest half or 
quarter on a line plot 
with the horizontal 
scale marked off in 
halves or quarters.  

Create and interpret 
line plots with 5- 6 
categories and 8-16 
total data point.  

Create and interpret 
line plots with 5- 8 
categories and 10-20 
total data points. 

In Grade 3 levels, the line plot horizontal scales are marked in halves and 
quarters.  

Student Leveling Information 

Leveling Rule for Ski Lodge: Students will begin a round of play by organizing the Keens’ 
orders on a line plot. Once the line plot is correctly organized, students will use the line plot to 
answer interpretation questions. After completion of the round of play, continued student play 
will follow the leveling rules summarized in the table on the next page. 
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How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 

1 line plot and 5 
interpretation 

questions 

80% or more 
correct 

41-79% 
correct 

40% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items. 

 

 

 

 

 

  

Brr, it’s cold in the 
mountains, and the snow 
is just right for some great 

family fun! I am glad 
you’re here to help 

organize the winter gear!  
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Lunch Munch 

 

Introduction  

In Lunch Munch, Beanie Keen has recently opened a new food truck, and Peachlings from all 
over Keenville have come to eat. But Beanie Keen cannot make the food fast enough! 
Students are challenged to help Beanie Keen get the Peachlings’ food orders partitioned 
correctly before they get tired of waiting and leave. This game focuses on building numeracy 
skills by encouraging students to sort partitioned shapes.  
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Lunch Munch Standards Alignment 

Grade 1 

MGSE1.G.3 Partition circles and rectangles into two and four equal 
shares, describe the shares using the words halves, fourths, and 
quarters, and use the phrases half of, fourth of, and quarter of. Describe 
the whole as two of, or four of the shares. Understand for these examples 
that decomposing into more equal shares creates smaller shares. 

Grade 2 

MGSE2.G.3 Partition circles and rectangles into two, three, or four equal 
shares, describe the shares using the words halves, thirds, half of, a third 
of, etc., and describe the whole as two halves, three thirds, four fourths. 
Recognize that equal shares of identical wholes need not have the same 
shape. 

Grade 3 

MGSE3.G.2 Partition shapes into parts with equal areas. Express the 
area of each part as a unit fraction of the whole. For example, partition a 
shape into 4 parts with equal area, and describe the area of each part as 
1/4 of the area of the shape. 

Lunch Munch Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Grade 1 

Partition circles and 
rectangles into halves 
and identify the shares 
with words. 

Partition circles and 
rectangles into fourths 
and identify the shares 
with words. 

Partition circles and 
rectangles into halves 
and fourths and 
identify the shares with 
words. 

Grade 2 

Partition circles and 
rectangles into thirds 
and identify the shares 
with words. 

Partition circles and 
rectangles into halves 
and thirds and identify 
the shares with words. 

Partition circles and 
rectangles into halves, 
thirds, and fourths and 
identify the shapes in 
words. 

Grade 3 
Partition various 
shapes into halves, 
thirds, and fourths. 

Partition various 
shapes into sixths and 
eighths. 

Partition various 
shapes into halves, 
thirds, fourths, sixths, 
and eighths and 
express the fractional 
unit associated with 
each part. 
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Student Leveling Information 

Leveling Rule for Lunch Munch: Students will begin a round of play by determining how 
each Peachling ordered their food and serving the correctly partitioned food to the Peachlings. 
Once the orders are determined, the student will serve the rest of the partitioned food to the 
Peachlings’ tables so each Peachling has the food it likes. After completion of the round of 
play, continued student play will follow the leveling rules summarized in the table below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

4 unique rounds of 
play 

5 unique items 
80% or more 

correct 
51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items. 

 

 

 

 

 

 

 

 

 

 

  

I am so glad you 
are here! I need 

help serving food to 
the Peachlings!  
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Intergalactic Fair 

 

Introduction  

In Intergalactic Fair, Radio Keen has received mysterious messages from outer space. The 
messages say that if the Keens build a fun place for the aliens to land their spaceship and 
learn about Keenville, they will come for a visit! Amazing! Students are challenged to use 
repeated addition to create arrays. The arrays are used to build specific activities for the 
Intergalactic Fair, so the aliens will come visit Keenville. This game focuses on building 
numeracy skills by encouraging students to use repeated addition to build multiplication skills.  
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Intergalactic Fair Standards Alignment 

Grade 2 

MGSE2.G.2 Partition a rectangle into rows and columns of same-size 
squares and count to find the total number of them. 
MGSE2.OA.4 Use addition to find the total number of objects arranged in 
rectangular arrays with up to 5 rows and up to 5 columns; write an 
equation to express the total as a sum of equal addends. 

Grade 3 

MGSE3.MD.6 Measure areas by counting unit squares (square cm, 
square m, square in, square ft, and improvised units). 
MGSE3.G.7 Relate area to the operations of multiplication and addition.  
a. Find the area of a rectangle with whole-number side lengths by tiling it 
and show that the area is the same as would be found by multiplying the 
side lengths. 
b. Multiply side lengths to find areas of rectangles with whole number side 
lengths in the context of solving real world and mathematical problems 
and represent whole-number products as rectangular areas in 
mathematical reasoning. 

Intergalactic Fair Game Level Content Descriptions 

Grade Game Level 1 Game Level 2 Game Level 3 

Grade 2 

Partition rectangles up 
to a 5 x 5 array and 
determine the total 
square units are in the 
rectangular array using 
an array grid.  

Partition rectangles up 
to a 5 x 5 array and 
determine the number 
of squares in each row 
or column. 

Find the total number 
of objects within an 
array up to 5 x 5 when 
given an expression or 
write an expression to 
represent repeated 
addition using an array 
grid.  

Grade 3 

Find the total number 
of objects within an 
array up to 10 x 10 
when given an 
expression or write an 
expression to 
represent repeated 
addition using an array 
grid. 

Find the area of a 
rectangle up to a 10 x 
10 array using 
multiplication of the 
side lengths or relating 
multiplication when 
given a repeated 
addition expression. 

Solve real-world area 
problems by 
multiplying side 
lengths to find the area 
of rectangular arrays 
up to 10 x 10 with 
whole number side 
lengths. 

 

  



Keenville User Guide: Part 3 Mathematics Games 

Georgia Department of Education 59 July 2021 

Student Leveling Information 

Leveling Rule for Intergalactic Fair: Students will begin a round of play by choosing a 
strategy to solve the presented problem. Students use the strategy to solve addition and 
multiplication word problems using arrays to create fun activities for the Keens to enjoy at the 
Intergalactic Fair. After completion of the round of play, continued student play will follow the 
leveling rules summarized in the table below. 

How many rounds 
are available in a 

level? 

What’s in a round 
of play? 

When does a student… 

Move up a 
level? 

Stay in the 
level? 

Move down a 
level? 

2 unique rounds of 
play 

10 unique items 
80% or more 

correct 
51-79% 
correct 

50% or less 
correct 

If a student completes all levels within a game, he/she will be presented the opportunity to 
return to the game and play again. Students who choose to replay the game will re-enter the 
game at their current grade level.  

Note: When students level down and then level back up, they may encounter previously 
assessed items.

I discovered mysterious 
alien messages coming 
from outer space! The 
messages say that the 

Keens should build a fun 
place for the aliens to land 

their ship!  
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