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Games and Activities 

for the end of lessons 
 
This booklet has instructions for each of the games below and any appropriate 
worksheets. 
 
Game Application Year Level Time Duration 
All in a Row 2 Players against 

each other. Simple 
game concept. 

- 5 minutes 

Altogether Eight Whole class. 
Algebraic terms or 
number operations. 

Varies depending 
on terms used 

5 - 10 minutes 

Hit the Target Whole class. Use of 
number operations. 

4 - 5 (2 digit results) 
6 upwards (3 digit 
results) 

5 minutes 

Fifteen 2 Players against 
each other. Basic 
addition. 

3 onwards 5 minutes 

Five becomes Ten Whole class. Use of 
number operations 
and "order of 
operations". 

6 onwards 5 - 10 minutes 

Greedy! Whole class. Use of 
basic addition and 
basic 
understanding of 
probability 

3 onwards 5 - 10 minutes 

Higher or Lower? Whole class. 
Stating three digit 
numbers in words 
and working 
towards a solution. 

3 onwards 5 minutes 

How close can you 
get? 

Whole class. 
Describing 2D 
shapes and 
interpreting such 
descriptions. 

3 onwards. The 
diagrams can vary 
to suit the year level 

5 - 15 minutes 

Last Cross Loses 2 Players against 
each other. Simple 
game concept. 

3 onwards. Some 
Algebra or problem 
solving can be used 
to devise a 
strategy. 

2 - 3 minutes 

Maximise Whole class. Using 
addition and a 
basic 
understanding or 
probability 

5 onwards. 5 minutes 
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Game Application Year Level Time Duration 
Pick your place 4 players against 

each other. This 
game practices 
basic addition and 
use of place value. 

4 - 6 5 minutes 

Race you to... 2 Players against 
each other. Basic 
addition, but can 
also incorporate 
algebraic terms. 

3 onwards. 5 minutes 

Reverse Bingo Whole class. Using 
multiplication and a 
multiplication table. 

5 onwards. 5 - 10 minutes 

Tennis 2 Players against 
each other and an 
umpire is required. 
Use of all four 
operations and 
"order of 
operations". 

6 onwards. 5 - 10 minutes 

That's Odd 2 Players against 
each other. Simple 
game concept. 

- 2 - 3 minutes 

Three to One 2 Players against 
each other. Simple 
game concept. 

3 onwards. 2 - 3 minutes 

What's my number? 3 Players in front of 
the whole class. 
The class 
contributes 
answers. 

3 onwards. The 
game can be 
adapted to Year 3s 
with the use of 
smaller numbers. 

5 minutes 

Take Sum Risks 
(You do the Maths 
product) 

Up to 6 players in a 
group. Basic 
operations and 
some knowledge of 
probability. 

3 onwards 5 - 10 minutes 
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All in a Row 

 
Just like “Naughts and Crosses”, this involves trying to get your symbol (o or x) 
in a row, column or diagonal. 
 
Some things to note: 
 
(a) Players alternate their turns, x or o, until the board is filled. 
 
(b) In the case of the 5 x 5 grid shown below, players score points as 

follows: 
 

(i) 3 in a row = 1 point 
(ii) 4 in a row = 2 points 
(iii) 5 in a row = 3 points. 

 
(c) A x or o may be used in more than one group. (eg In a group with 3 

across and in another group with 4 down.) 
 
 
Some tables are shown on the next page. 
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ALL IN A ROW 
3 or 4 or 5 IN A ROW 
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ALTOGETHER EIGHT 

 
One player aims to make an algebraic expression in as many ways as they can 
from the terms in the box. Each valid expression is worth one point. If all eight 
terms are used, that is worth five points. A time constraint of five minutes can 
be used for students to complete the task. 
 
Note : terms may only be used once. 
3 + 2 = 5 is OK. 
3 + 2 + 2 = 7 is not as the 2 only occurs once. 
 
For example : 
 
Make 7k + 9 
 

4k 3 2 2k 
5 3k 5k 3 

 
4k + 3k + 3 x 3 
5k + 2k + 3 x 3  
(Note : there are two threes  and they may be used again in another solution.) 
etc 
 
 
 
PROBLEM ONE 
 
9g + 1 
 

4g 3g 2g 8g 
3 6 4 1 

 
 
PROBLEM TWO 
 
3x + 3y 
 

x 2x 6x 9x 
y 2y 6y 6y 
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Hit the Target 
 

Based on the UK Television Programme, Countdown. 
 
Students are asked to provide the class with 5 single digit natural numbers, and 
1 multiple of 25. (Students can raise their hands to offer their numbers.) The 
single digit numbers may be repeated. 
 
The teacher, or a student volunteer, then gives a randomly selected three digit 
whole number. 
 
Students must come up with an expression which calculates the three digit 
number, using the numbers that were provided at the start. Not all of these 
numbers need to be used, but they cannot be used more than once. 
 
A time constraint can be placed on this task, or allow a certain number of 
students to reach the target (assuming it can be done). 
 
 
Example :    8 1 1 5 3 25 
 
Three digit number : 135 
 
   25 x 5 + 8 + 1 + 1 = 135 
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Game : Fifteen 

An old game played with the integers 1 to 9. 
 
Two players take turns to pick an integer between 1 to 9 inclusive. Numbers 
can only be chosen once. 
 
The game is over when : 
 
(i) Any three of the numbers chosen by one player add to give 15. 

This player wins. 
 
(ii) All nine integers have been used and no player can find three numbers 

that add to fifteen. 
 
 
Examples : 
 
A 5, B 7, A 4, B 6, A 2, B 8, A 1, B 9, A 3  
GAME DRAWN 
 
A 8, B 5, A 3, B 4, A 6, B 1, A 7, B 9  
B WINS 5 + 1 + 9 = 15 
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Five becomes Ten 
 
Students select five single digit numbers (from 1 to 9) and place these in the 
boxes at the top of the page. 
 
This selection process can be done by volunteers and the numbers need to be 
copied by the entire class, or if students are playing by themselves they can 
select their own numbers. 
 
The teacher then place ten numbers on the board, ranging from a number 
between 0 and 9 (inclusive) to a number from 90 to 99. There are ten boxes for 
the one number from each group of 10 (i.e. 0-9, 10-19, 20-29 etc) 
 
Using the numbers at the top of the page they must apply mathematical 
operations to achieve each number given by the teacher. 
 
In applying the mathematical operations, 
- the given five numbers can only be used at most once, but not all need to be 
used to achieve the desired number. 
- digits cannot be combined to form another number (eg 2 and 1 cannot 
become 21.) 
- the operations are restricted to x, ÷, + and -.  
- As an extension, teachers may allow students to use indices (eg 2 could be 
used as a square symbol.) 
- Use of brackets is allowed, with or without actually showing the brackets (eg 2 
and 5 could be added prior to multiplying by 6 to give 42. (The student may 
show this as 2 + 5 = 7, 7 x 6 = 42.) 
 
The challenge is to show that all ten selected numbers can be achieved using 
the given group of 5 and the stated mathematical operations. 
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Five becomes Ten 
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Game : Greedy 

 
This game has several variations, based on 1 or 2 dice. Here is a game based 
on 2 dice, with some variations shown in italics. 
 
1. Everyone in the class stands to play. They need some paper and writing 

equipment to write their score after each roll of the dice. 
 
2. Two standard dice are rolled. (Or roll one only.) 
 
3. Add the numbers on the dice. (Or If they are the same multiply them.) 
 
4. Players can sit down at any stage after a roll of the dice. They add their 

score for each roll and that is their score for the round. 
 
5. If a “1” comes up at any stage on the dice, players must record a zero for 

that round, if they are still standing. This signals the end of the round. If a 
“1” occurs on the first roll of a round it can be ignored. 
(If a double “1” occurs, all players standing must delete their scores for 
the whole game to this point.) 

 
6. If all players have chosen to sit down, this signals the end of a round. 
 
7. The winner is the player with the highest score at the end of the final 

round. The number of rounds will depend upon the time available. 
 
A scoresheet is shown on the next page. 
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Greedy! 
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Game : Higher or Lower? 

 
One person (or the teacher) selects a random three digit number.  
 
Students in the class, or group, must guess the number. Students take turns, 
one at a time to make their guess. 
 
The person with the number responds “higher”, or “lower”, after each guess. 
 
The game is over when one student responds with the correct number. 
 
As a variation, students could go 1 on 1, taking turns to select and guess a 
number. The aim of the game is to see who can get the minimum number of 
guesses. 
 
 
Note : It may be wise to get the person who states the original number to write 
this down, to avoid forgetting the number. 



YoudotheMaths/Games/HowCloseCanYouGet? 

 
Game : How close can you get? 

 
(Based on geometric shapes, descriptions and listening skills) 
 
1 person sits at the front of the room and must describe a picture/design for 
others in the class to draw. 
 
Students in the class cannot see the picture. 
 
The aim of the game is to get as close as possible to the original drawing. It 
encourages clear descriptions and good listening skills. 
 
 
Stages of the game that could be used: 
 
1.  Reader to face away from the class; no interaction.  

(i.e. questions/answers not allowed) 
 
2. Reader to face away from the class; interaction allowed. 
 
3. Reader to face class (at a distance, so as not to see individual pieces of
 work); no interaction. 
 
4. Reader to face class (at a distance, so as not to see individual pieces of
 work); interaction allowed. 
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Game : The last cross loses! 
 
Basic Game Format… 
 
Two players take turns at rubbing out crosses to ensure that the other person 
rubs out the last cross. 
 
 
 
Draw a pyramid of 15 crosses 
 
   x 
        x    x 
     x    x    x 
  x    x    x   x 
       x    x    x    x   x 
 
Player 1 can cross out up to 3 crosses (they must cross out at least 1) 
 
Player 2 repeats this procedure, as does Player 1 again etc. 
 
The person who rubs out the last cross loses. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Strategy to win! 
 
It helps if you go first. As you proceed through the game, try to ensure that you 
have the following number of crosses visible at the end of each of your turns : 
13, 9, 5 and 1.  
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Maximise 

 
The teacher reads out a series of random one digit integers, whilst students 
record their score in a table, such as the one shown below. 
 
       
       
       
       
       
       
       
 
The rules of the game are as follows: 
 
1. Students must fill up each row, starting from the top, before moving to 

the next row. 
 
2. The teacher will call out a number, students must place this digit in a box 

before the next number is called.  
 
3. Once the top 6 rows are completed, students add up their scores and 

place the total in the last row. 
 
4. The winner is the student with the highest score. 
 
 
 
The aim of the game is to maximise the score, so if the first 6 numbers were … 
6, 5, 2, 4, 9, 3… an ideal arrangement would be : 
 
      6 
     5 2 
    9 4 3 
 
Students will obviously not know what numbers are about to occur, so a likely 
arrangement could have been : 
 
      6 
     2 5 
    9 3 4 
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Maximise 
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Game : Pick your place 

 
Four students stand in front of a white board.  
 
On the whiteboard, there are four squares large squares, broken up into four 
smaller squares, as shown below. 
 

           

           

 
 
Four students stand in front of each of the large squares. The aim of the game 
is finish the game with 2 2-digit numbers which add to the highest total. 
 
eg. 85 
 +   77 
=  162 
 
To fill their squares with digits the following process occurs. 
 
1. One at a time students are given a random digit, which is read out by the 
teacher from a random number generator. 
 
2. The student who has the first turn may choose to use that digit in one of their 
own squares, or someone else's. That is entirely their choice. They can choose 
any square on a 2 x 2 grid.  
 
3. The teacher repeats this process for another student. 
 
4. Once a position is filled, it cannot be replaced by a digit. 
 
5. This process is repeated until all of the 16 positions are filled. 
 
6. Students then add their numbers to see who has achieved the highest total. 
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Game : Race you to… 

 
Students work in pairs, or two teams of two. 
 
 
1. Select a Target as the end point of the game. (See Page 2) 
 
2. When one player (or team) has their turn, they must select a term from 

one of the given amounts in the brackets. (See the example below.) 
 
3. The second player (or team) has their turn, they also must select a term 

from one of the given amounts. This is added onto the amount selected 
by the first player. 

 
4.  Player 1 repeats their turn, adding their choice onto the given amount. 
 
5. Player 2 repeats their turn, adding their choice onto the given amount. 
 
6. This process is repeated until a group has successfully achieved the 

target 
 
 
Example 
 
Sum is 20 (Use 1, 2, 5) 
 
Player 1 chooses 1 (Total 1) 
Player 2 chooses 5 (Total 6) 
Player 1 chooses 2 (Total 8) 
Player 2 chooses 5 (Total 13) 
Player 1 chooses 1 (Total 14) 
Player 2 chooses 1 (Total 15) 
Player 1 chooses 5 (Total 20) 
 
Player 1 wins, as the target was 20. 
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Possibilities 
 
1. 5x + 5y (x, y, x + y) 
2. 6x + 10 (x, x + 1, 2, 3x) 
3. 3x + 4y (x, y, x + y) 
4. 5x + 3y (x, y, x + y) 
5. 8x – 5  (x, x – 1, -1, -2, 2x + 1) 
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Reverse Bingo 

 
 1 2 3 4 5 6 7 8 9 10 

1           
2           
3           
4           
5           
6           
7           
8           
9           

10           
 

Aim to fill 5 boxes in a line (i.e. row, column or diagnonal) with no gaps. 
i.e. consecutive boxes. 
 
How to fill boxes... 
 
1. Roll a 10 sided dice, or obtain a random whole number from 1 to 10. 
 
2. Repeat step 1. 
 
3. The player then fills a square with a cross as follows.... 
 
If the 2 random numbers are 3 and 5 (say), determine the product. This is 15. 
The players can then place a cross in any pairing of numbers which has a 
product of 15. 
eg (3, 5) or (5, 3). Using the grid over the page as an example, let's assume 
they choose (5, 3). 
 
4. Repeat steps 1 and 2. 
 
Let's say the next 2 numbers are 6 and 6. The product is 36. 
Possible boxes are (6, 6), (4, 9) or (9, 4). Let's assume the player chooses  
(4, 9). 
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5. Repeat steps 1 and 2. 
 
Let's say the next 2 numbers are 6 and 5. The product is 30. 
Possible boxes are (6, 5), (5, 6), (10, 3) or (3, 10). Let's assume the player 
chooses (5, 6). 
 
6. Keep repeating steps 1 and 2 until a player can shout "Bingo" which implies 
they have achieved filling 5 boxes in a line. 
 

 1 2 3 4 5 6 7 8 9 10 
1           
2           
3     X      
4           
5           
6     X      
7           
8           
9    X       

10           
 
 
 
 
 



YoudotheMaths/Games/Reverse Bingo 

Reverse Bingo Sheets 
 

 1 2 3 4 5 6 7 8 9 10 
1           
2           
3           
4           
5           
6           
7           
8           
9           

10           
 
 
 
 
 
 
 
 

 1 2 3 4 5 6 7 8 9 10 
1           
2           
3           
4           
5           
6           
7           
8           
9           

10           
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There are some variations of this game, two 
possibilities are shown below. 
 

Game : Tennis Operations 
 

This game is to be played between 2 people, or 2 teams of 2 people. There 
needs to be one person acting as the umpire. For the benefit of consistency, 
the players, or teams, will be referred to as players. 
 
1. By tossing a coin, or choosing a random number closest to a 

predetermined number, the players decide who will "serve" first. 
 
2.  The first player (A) must state a multiplication problem using two 

numbers which are less than ten. eg What is 8 x 7? 
 
3.  The opposing player (B) must answer the question correctly within 5 

seconds of the first player finishing the question. They are only allowed 
one attempt. (The timing can be modified depending on the ability level 
of the players.) 

 
4.  Player B must then state a division question which starts with the number 

which was the solution to the previous question. The operation is not 
allowed to include any number used previously (apart from the last 
answer). For example, 56 ÷ 1, 56 ÷ 2, 56 ÷ 4 etc are allowed, but 56 ÷ 7 
and 56 ÷ 8 are not. The solution to the division problem must be a whole 
number.  

 
5.  If a player cannot pose a question correctly, they are given one more 

chance to do so. The umpire can give them 10 seconds to pose a 
question, then 5 more if the first attempt is not allowed. Only two 
attempts to pose a question are allowed. 

 
6.  The process stated in points 2 and 4 is repeated, with the first player 

stating a multiplication problem and the second player stating a division 
problem. Numbers used in the process cannot be repeated in a game, 
other than when an answer is used to commence the next question. 
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A possible game sequence is shown below... 
 
A. 8 x 7 = 56 
 
B. 56 ÷ 2 = 28 
 
A. 28 x 3 = 84  (Whilst 28 is not below 10, it is the answer to the  

   previous question and must be used.) 
 
B. 84 ÷ 7 = ?  Not allowed due to the 7 already being used. 
 
B. 84 ÷ 12 = ? The answer 7 has been used before. Therefore  

   this would end this game and player A wins the  
   point. 

 
The umpire would be advised to keep a list of numbers (in a table format shown 
below), with counters to cover numbers which have been used and also have a 
calculator. 
 
 
Checklist of numbers 
 

1 2 3 4 5 6 7 8 9 10 
11 12 13 14 15 16 17 18 19 20 
21 22 23 24 25 26 27 28 29 30 
31 32 33 34 35 36 37 38 39 40 
41 42 43 44 45 46 47 48 49 50 
51 52 53 54 55 56 57 58 59 60 
61 62 63 64 65 66 67 68 69 70 
71 72 73 74 75 76 77 78 79 80 
81 82 83 84 85 86 87 88 89 90 
91 92 93 94 95 96 97 98 99 100 
Other numbers used... 
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Game : Word Tennis 
 
This is not a Maths game, although it can incorporate some 
Maths terminology. 
 
This can be played between individuals, or teams of up to 4 people each. The 
game flows better when there is an adjudicator in charge. 
 
 
1. One person starts with a word for a specific category. (See below) 
 
2. Their opponent must say a word (for that category), with the last letter of 

the previous word. 
The adjudicator should, for clarity, announce the last letter of each word 
immediately after it has been stated. 

 
Note : 
- words cannot be repeated. 
- a 3 second delay (i.e. no response) rules the person out. 
- score like in tennis, but no faults.  
- 1 game (i.e. 0/30/40/game) signals the end of that category. 
 
A person may challenge their opponents choice of word, but if the word is 
proven to be correct, the point stands and cannot be replayed. 
 
 
 
Examples Of Categories – Food, Sport, Towns, Names (boys/girls), Product 
Names, Animals, Countries, TV Shows, Mathematical shapes, Numbers, 
Drinks, Surnames, Songs, Insects, Movies/Books, Tools around the home, In 
and around the Car, Toys, Measurements (i.e. terminology to do with units or 
types of measurement.) 
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That’s Odd 

 
Just like “Naughts and Crosses”, this involves trying to get your symbol (o or x) 
in the row of 15 squares. The differences are as follows: 
 
 
(a) Players can place 1, 2 or 3 naughts or crosses in the row of 15 boxes. 
 
(b) Players take turns to make their choice. 
 
(c) The winner is the player who makes an odd number of marks. 
 
Some tables are shown on the next page. 
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That’s Odd! 
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Three to One 
 

A game for two players, where the aim is to make your opponent have no 
option but to choose the last final counter. 
 
Place three piles of counters on a table. The number in each pile can vary. For 
example, one player may place 15 counters (say) into piles of 8, 4 and 3. 
Another player may choose to put these counters into equal piles of 5 each. 
 
Once the counters are in the three piles, the player who did not place the 
counters into their piles has the first selection. 
 
Players take turns to select counters on the basis that they can take any 
number of counters, but from one pile only. 
 
The winner is the player who gives their opponent no option but to pick up the 
last counter. 
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Game : What’s my number? 

 
Three students sit at the front of the room, with a number displayed behind 
them on a white board. They cannot see the numbers. (Its best that someone 
writes these numbers on the whiteboard after the students are sitting in front of 
the whiteboard.) 
 
They take turns to work out their number, by asking a question of the class. 
Their question may only be responded with a yes or no answer. 
 
The first student to correctly guess their number is the winner 
 
 
This can also be used to incorporate other mathematical terminology. For 
example, geometric shapes. 
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