











44 - Fraction Matching Game

Players: 2
Material: Fraction Cards (See diagram showing examples of cards.)
Topic: Fractions

Grade Level: 3
Procedure:
» Each player is dealt 6 cards.

» The rest of the cards are placed face down in a pile.

» Each player takes a card in turn, either unseen from the pack or the top card from the pile

beside the pack.
» The player compares the drawn card to his/her hand.
If the player can make a pair he/she uses it.

If the player cannot make a pair he/she
discards one card onto the pile beside

the pack.

» At any time during the game players may
remove pairs that represent the same

fraction and place them on the table.

» These pairs can be added to if any other
representation of the same fraction is

picked up.

» The winner is the first to have no cards
left.
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45 - Simplest Form

Players: 2
Materials: Deck of Cards, Paper with horizontal line
Topic: Fractions
Grade Level: 4 -6
Procedure:
» Remove all the face cards from a deck of cards.
» Shuffle the deck and deal out all the cards face down before the two players, making two
smaller decks.
» For the game board, use a piece of paper with a line drawn horizontally across the middle.
This line represents the fraction bar.
» Simultaneously, each player draws 2 cards from his/her deck and places the first card
face up above the line (for the numerator) and the second card below the line (for the
denominator).
» The players now race to simplify their fraction, reducing it, turning it into a mixed fraction,
or declaring it is already in its simplest form.
» The one who finishes faster wins the four cards. In the event of a tie, split the cards. At the
end of the game, the winner is the one with the most cards.
Extension: Once simplified, players may compare their fractions.The player with the larger

fraction will take all four cards.
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46 - Shape Fishing

Players: 4
Materials: 2D Shapes and Definitions Cards (See examples of cards below.)
Topic: Shapes

Grade Level: 4
Procedure:

» Four students will sit in a circular fashion.

» Each player will take two cards from the pack.

» The deck of cards will then be put in the centre.
>

Each player will take turns asking each other for a card shape that they need to make a pair.
If the player gets a card, he/she makes the pair and puts it aside. If the player does not, he/
she is asked to ‘go fishing’ from the deck.

» The game continues until all the cards are used.

» The winner will be the person with the most cards.

A two-dimensional four sided
shape with opposite sides that are
parallel and with all the sides of
the same length.

A two-dimensional shape with 6
straight sides and 6 angles.

A two-dimensional shape with 8
Two dimensional shape with 4 straight sides and 8 angles.
sides of the same length and 4

90° angles.

A triangle with no sides equal in
length and interior angles being
different.

A two-dimensional shape with
five straight sides and five
angles.

Two-dimensional shape with
three straight sides and three
angles.

A triangle which has a right
angle (90°) in it.

A triangle with all sides and

A two-dimensional shape with angles equal.

four sides. One pair of sides is
parallel with one side longer than

the other. . . .
A triangle with two sides and

A round flat two-dimensional angles equal.

shape.

> >0
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47 - Shape Concentration

Players: 4

Materials: Sets of Cards containing pictures of shapes, as well as the
properties of the shapes

Topic: Shape Recognition

Grade Level: 5 -6
Procedure:
» Students will take turns to pick two cards and ‘flip’ them.The student may ‘flip’ a picture

of a hexagon and a picture of a circle, which would render no match.

» When incorrect, the cards are turned face down again and play continues with the next

player choosing two cards.

» When a student correctly matches the picture to the corresponding text, those cards are

then removed from the board.
» Play continues until the board is cleared.

» The person with the most cards wins.

Extension: Can be used for other skill sets, such as recognizing numbers in different formats

(written, numerical or symbolic representation), fractions or percentages.

square

I have four equal sides and -
four equal angles. ﬂ
I'm a plane shape bounded by

a continuous line which is
always the same distance
from the centre.

circle

regular
octagon

I'm a polygon
with 8 equal sides.
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regular isosceles
hexagon triangle

I'm a polygon ‘ I'm a triangle with
with 6 equal sides. 2 equal angles and 2 equal sides.

right

angle rhombus
triangle

I'm a parallelogram with
I'm a triangle with one angle 4 equal sides and
thatis a right angle. equal opposite angles.

equilateral
triangle pentagon

I'm a triangle with

' I have 5 equal sides.
3 equal angles & 3 equal sides.

I'm a quadrilateral with
2 parallel sides.
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48 - Four-Corner Shape Game

Players: Whole Class
Materials: 4 Pre-cut Shapes
Topic: Shapes

Grade Level: 1-2

Procedure:

» Place a paper cut-out of a shape in each corner of the classroom, for example, a circle,

square, triangle or rectangle.

» Randomly choose a student to stand in the centre of the room.This student must cover his/

her eyes.The other students scramble to different corners of the classroom.
» The student hiding his/her eyes will then shout out one of the four shapes.
The students that are in that corner are out of the game.

Randomly choose another student (from those eliminated) to stand in the centre of the

room.
Students can change their positions to another shape if they wish.
Repeat this game until one student is left.

» The winner is the last person standing.
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49 - Throwing Game

Players: In Groups
Materials: Ruler, Paper Plane or other object for throwing, Recording Paper
Topic: Measurement - Length
Grade Level: 3 -5
Procedure:
» Take the students out to a football field.
» Arrange them in groups of 4 or 5.
» Have all of the students stand on the goal line and take turns throwing an object (such as a
paper plane or flying disc).
Measure the length of the throw in cm/metres.
Have a student recorder write down the length of each person’s throw.
» When all members of the teams have thrown, the winning team will be the team with the
highest score.
Extension:
I. You also could extend this activity to include finding an average by allowing each child to
throw three times and record the average distance for purposes of comparison.
2. Let students first estimate the distance at which their object falls, then measure it and find

the difference. Each team member will record the difference. After each team member has

thrown, the team with the smallest sum of the differences will be the winner.

[

Ministry of Education, 201 |

71




50 - Dice Clock

Players: Whole Class
Materials: Two Dice, Clock for each player
Topic: Telling Time

Grade Level: 3
Procedure:
» Each player starts by placing both the hour hand and the minute hand on 12.

» Players take turns to toss the dice. On each toss, players will move the minute hand on their
clocks according to the sum of the numbers falling uppermost on the dice (the minute hand
should only be placed on the numbers 1,2, 3....12).

» After each movement of the minute hand, the player should tell the new time correctly or
return the hand (s) of the clock to the original position.

» The first player to get the hour hand on 6 or past 6 is the winner.

NOTE:
Players should remember that each time the minute hand lands on or passes 12, the
hour hand should be on or past the next hour.

The game can begin or end on any hour.

r\" D
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51 - 10 Pairs to 100

Players: 2
Materials: Paper and Pencil
Topic: Algebra
Grade Level: 3 -6
Procedure:
» Each player draws 10 circles and writes a different two-digit number in each circle.You are not

allowed to write a multiple of 10 (no 10,20 30, etc.).

» Player A gives Player B one of his/her numbers. Player B is to determine what number is to be
added to the number he/she has been given to make 100.
» If Player B cannot do that, then the number comes back to Player A, who then has the chance
to give the answer.
» Whichever player gets the correct answer has the opportunity to write his/her initial above
the number. If neither person is correct, then an X is drawn through the number.
» Player B then offers Player A one of his/her numbers with the same challenge and conditions.
» When all the numbers have been used, the player who has initialed most numbers wins.
52 - Add in a Flash
Players: 2
Material: Playing Cards from | - 10
Topic: Addition, Algebra

Grade Level: 2 -6

Procedure:
» Cut the deck in two and give half to each player. Ensure that each person shuffles his/her cards

properly and that he/she holds the cards face down.

» The caller instructs each person to draw a card and, without looking at it, to place it on his/

her forehead so the other player can see it.

The caller/judge will then add the two numbers together and call out the sum so that both
individuals can hear.The player who can first give the number on the card that he/she has on

his forehead wins that game and gets a point.

» Play 5 games and see who wins most often.

Modification: Instead of adding the numbers, the players can decide that they will multiply or even

subtract the numbers.
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53 - Knockout 20!

Players: 2-3

Materials: Counters, 3 Dice, Paper and Pencil
Topic: Algebra, Addition

Grade Level: 3 -6

Procedure:

» Each player will need a different set of 6 counters.

» Students should write the numbers from 2 to |7 on a sheet of paper. Each person does not
need to write a different set of numbers; one set is sufficient. Write the numbers large enough
to put counters or coins on them.

» Players take turns rolling 3 dice. Add the numbers on the 3 dice. Put a coin/counter on the
number that when added to the sum of the numbers on the 3 dice gives 20. For example, if
6,4 and | are rolled, then 6 + 4 + | = | |. Therefore, the number 9 should be covered on the

paper.
» If someone else already has a counter on the number, take it up and replace it with your
own!

» The first person with counters on six different numbers wins.

Modification: Two dice may also be used, and the third number needed to give the required sum

be covered. However, this time, the numbers from 8 to 18 should be used, if the sum is still 20.

54 - Missing Addend

Players: Whole Class
Materials: A Die
Topic: Algebra

Grade Level: 1-3

Procedure:
» Players, taking turns, roll a die. See how quickly the players can say the number that is needed
to be added to the number on the die to make 10. For example, if a 4 is rolled, a 6 is needed to

make 10.Therefore the first person to shout out 6 scores a point.
» The first person who gets to a designated number of points is the winner.

Modifications:

I.  The activity may be extended by deciding that the numbers should add up to 20, 50 or
some other number other than 10, depending on the grade and level of the students.

2. Two dice may also be used and the players required to tell the third
number needed to give the required sum.
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55 - What’s my Number?

Players: 2

Materials: Paper and Pencil
Topic: Algebra

Grade Level: 3 -6

Procedure:

» Player A thinks of a number between 0 and 20 (ask him/her to write it down if you want to

ensure honesty).

» Player B is allowed to ask any 5 questions in order to determine the number that Player A is

thinking about.

» Examples of questions include (questions may vary depending on the age or readiness of the

players):
Is it less than 10?

Is it an odd number?
Does it have a 5 in it?
Is it 2 multiple of 5?

Does it have 2 digits?

AN N Y N NN

Is there a 0 in it?
v/ Isthereal init?
» Player A may answer only ‘yes’ or ‘no’ to each question. It should be agreed that some questions

will not be asked such as ‘Between which 2 humbers does the nhumber fall?’

» If Player B cannot determine the correct number, then Player A wins that round and the roles

are reversed.

» Play 3 - 5 rounds to get an overall winner.

Modification:
For an easier game, use numbers up to 10. For a harder game, use only 3 questions, or use bigger

numbers.
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56 - Secret Operation

Players: 2

Materials: Paper and Pencil
Topic: Algebra

Grade Level: 4 -6

Procedure:

» Player A says a number, e.g. 43.
Player B secretly does something to it (e.g.add 30), and says the answer, e.g. 73.
Player A then says another number, e.g. 61.

Player B does the same to that number and says the answer.

>
>
>
» Player A has to guess what Player B is doing to the number each time!
» Then roles are reversed for another round of the game.

>

After 5 rounds, the person who guesses the most correct operations wins.

57 - Add it Dice

Players: Whole Class

Materials: Counters, Dice, Game Strip with the numbers 2-12,
Recording Sheet

Topic: Addition, Probability

Grade Level: 2 -6

Procedure:

» Each player arranges | | counters on the game strip and records the arrangement.
» Once the counters are arranged, players take turns rolling the dice.
»  For each roll, the players will remove one counter if it is on the sum rolled.

» The first player to clear his/her game strip wins.
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58 - Rectangle Play Off

Players: 2
Materials: Dice, Grid/Geo Paper
Topic: Probability, Multiplication, Geometry, Area
Grade Level: 3 -5
Procedure:
» Each player should have a separate but similar grid paper.
» Players take turns rolling two dice.
» Each player will use the numbers on the dice to trace a rectangle using the numbers on the
dice to represent length and width.
» They will write the multiplication sentence inside.
» The game is over when one player can’t place a rectangle because there’s no room on the
grid.
» The player with the most rectangles wins.
Extension: Students may eventually find the area or perimeter of the rectangles created.

Whoever has the greatest perimeter or area for his/her rectangles wins.
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59 - Probability Tally

Players: Whole Class

Materials: Spinner, Recording Sheets
Topic: Probability, Tally

Grade Level: 4 -6

Procedure:

» Players will select a colour from the spinner. No two players may choose the same colour.
» They take turns to spin the spinner.

> If the spinner stops on the colour of the player’s choice he/she scores 2 points. If the spinner

stops at any other colour, the person who chose that colour will get | point.

» The person who gets to 10 points first wins the game.

Extension: After becoming familiar with the game, players may choose a combination of two
colours. The spinner could also be unevenly divided for example, '/s, /2, '/4, with different points

being allocated for each section; for example, '/s = 4 pts, '/4 = 2 points and '/> = | pt.
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60 — Money Wheel

Players: Whole Class
Material: Probability Wheel
Topic: Probability

Grade Level: 4 -6

Procedure:

» Players will take turns to spin the wheel.

» They will keep a running total of the numbers on which the wheel stops.

» The first person to get to 3000 wins.

Extension: When a student spins the wheel and it stops on a number he/she has to give an

equation that will equal that number before he/she can claim and record that number.
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61 - Scrambled Mathematics Words

Players: In Groups

Materials: Chalk/White Board, Chalk/Dry Marker
Topic: Mathematics Vocabulary

Grade Level: 3 -6

Procedure:

» Place students in small groups that will compete against each other.

» Scramble mathematics words (one at a time) and write them on the board.The first group to
unscramble the word will get a point (clues may be given if players have difficulty unscrambling
the words).

» The group with the highest number of points wins the game.
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