
Math Games For Classroom Breaks

—  INTRODUCTION  —

These 20 EFM activities are fun math activities that can quickly fill short moments in a classroom. It may be a

moment in transition between two activities, or perhaps the need for something different to provide a break

and refresh energies. These are quick to introduce and quick to learn. You of course may find other EFM

activities that you enjoy just as much.

These activities fall into three categories: whole groups in circles, whole groups listening to directions, and

pairs. The whole group activities are teacher led, while the pair activities have the students playing in small

groups of two or three.

—  CIRCLES  —

● Beep

● Follow the Leader

● Prime Factorizations

● Skip Counting

● Smallest Single Number

—  WHOLE GROUPS  —

● Fill in the Blanks

● High Fives and More

● Line ‘em Up

● Mixer

● Number Scramble

● Stand Up / Sit Down

● Which One Doesn’t Belong

● Whose Shape is this Anyway?

—  PAIRS  —

● 20’s

● Counterexamples

● I’m Thinking of a Number

● Nim

● Same and Different

● Scavenger Hunt

● Secret Ops

—  Legal Stuff  —

Every family should have the opportunity to learn and enjoy math together. To that end, Early Family Math is a collection of materials

that families and educators can freely edit, translate, copy, and distribute, without asking permission, for non-commercial uses only.

© Copyright Early Family Math – 2023      v. 1.1    Creative Commons: Attribution-NonCommercial 4.0 International License



Beep
Math Concepts: Various
Materials: None
Players: Whole class, preferably at least 3 people

Set up: Get your whole class into one big circle.

Play: One student starts the counting at 1. The numbers are then counted in order going in one direction

around the circle. At each turn, a student either says their number or the word “Beep.” Use a different word if

there is one your students particularly enjoy. The “Beep” is said whenever a number satisfies the rule being

used for the round.

For example, the rule might be to say “Beep” whenever your number has a 2 in it. In this case, you should hear:

1, Beep, 3, 4, 5, 6, 7, 8, 9, 10, 11, Beep, 13, 14, 15, 16, 17, 18, 19, Beep, Beep, Beep, and so on.

If a student says “Beep” when they shouldn’t, or they don’t say it when they should, they are out for this round.

Goal: Be the last player still playing.

– VARIATIONS –

Other Rules: Although using multiples and digits are the standard ways to play this game, you can use any rules
you want. Some possible rules that can be used individually or combined are:

● Numbers that are a multiple of some number

● Numbers that contain a specific digit

● Odd or even numbers

● Numbers that are a specific amount over a multiple, such as 2 more than multiples of 4

● Prime numbers

● Numbers that are a product of two primes (6, 10, 14, 15, 21, 22, 26, …)

● Numbers that are squares (1, 4, 9, 16, …)

● Numbers that are triangular numbers (1, 3, 6, 10, 15, 21, …)

● Numbers that are Fibonacci numbers (1, 2, 3, 5, 8, 13, 21, …)

Two Sounds: Once your students become familiar with this activity, you can add challenges by combining the

use of two (or more!) rules and sounds. For example, Beep for multiples of 3 and Honk for multiples of 5 (for 15

you would Beep and Honk).

Non-Competitive: This can be played as an elimination game, or you can just have lots of fun with the Beeps,

Honks, and other silly sounds and not penalize the mistakes.
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Follow the Leader
Math Concepts: Patterns - creating, identifying, extending
Materials: None
Players: Whole class

Set up: Get in a large circle so that everyone can see and hear each other. Assign one person to lead things off.

Play: The leader creates and displays a pattern of some reasonable length. There are a huge variety of possible

patterns for this person to create from, such as:

● Movement patterns: stepping, jumping, waving, nodding, kicking, arm movements

● Sound patterns: clapping, knee slapping, tongue clicking, foot stomping

● Loudness patterns: soft, medium, loud

The pattern created can be a mixture of these ideas, or perhaps it will involve some others. Once the pattern

has been shown to the whole group, the leader starts off the pattern around the circle. For example, suppose

the pattern is: step, clap, jump. The leader would do the step, the next person would clap, the third person

would jump, and the fourth person would step, and so on around the circle.

Goal: Have fun as a group and learn about patterns.

– DISCUSSION AND TIPS –

Understanding properties of objects and identifying patterns is a central part of mathematics. Use this activity

to practice working with patterns, both identifying them and extending them. This can provide a good

movement break between quieter activities.

– VARIATIONS –

Elimination or Cooperative: You can make this an elimination game by removing anyone who makes a mistake.
However, it’s friendlier to just fix the mistake and keep on going around.

Adding Complexity: Once the pattern has gone completely around the circle, you have several choices.

● Add one more element to the end of the pattern and go around again.

● Let the next person create a new pattern.

● Bounce the pattern back in the opposite direction and do the pattern backwards.
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Prime Factorizations
Math Concepts: Multiplication, prime factorizations
Materials: None
Players: Whole class

Set up: Put your students in a circle.

Play: Start counting around the circle starting at 1. For each number, state the number, and then give its prime

factorization. If the number is a unit or a prime, say that instead of the prime factorization. Make a habit of

saying the primes in the factorization in increasing size – for example, saying that 12 is 2 squared x 3, and not 2

x 3 x 2 or 3 x 2 squared - this will keep them organized and easier to understand and fit together.

If done correctly, you should hear:

1 - unit
2 - prime
3 - prime
4 - 2 squared
5 - prime
6 - 2 x 3
7 - prime
8 - 2 cubed
9 - 3 squared

10 - 2 x 5
11 - prime
12 - 2 squared x 3
13 - prime
14 - 2 x 7
15 - 3 x 5
16 - 2 to the fourth
17 - prime
18 - 2 x 3 squared

19 - prime
20 - 2 squared x  5
21 - 3 x 7
22 - 2 x 11
23 - prime
24 - 2 cubed x 3
25 - 5 squared
26 - 2 x 13
27 - 3 cubed

Goal: See how high your group can get before it starts slowing down.

– DISCUSSION AND TIPS –

Understanding and being comfortable with prime factorizations is incredibly helpful. It provides insights into

how numbers are put together multiplicatively. It is key to doing fraction work where being able to find

common factors and common multiples is so important. Stating prime factorizations using powers also provides

excellent practice with exponents.

When someone gets stuck, give them ideas for how to get unstuck. For example, point out that the number is

even (so it’s divisible by 2), or that it ends in 0 or 5 (so it’s divisible by 5).
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Skip Counting
Math Concepts: Skip counting forwards and backwards
Materials: None
Players: Whole class or smaller groups

Set up: Break the class into groups, or work together with the whole class. Assign a leader for each group to

start things off.

Play: The leader picks a starting number, a number to skip by, and the choice of going up or down.

For example, the leader might start at 3, skip by 5’s, and go up. In this case, as you go around the circle you

should hear: 3, 8, 13, 18, 23, …

As another example, the leader might start at 67, skip by 3’s, and go down. For this, you should hear: 67, 64, 61,

58, 55, 52, …

Goal: Take a break from quieter activities and have fun getting good at skip counting.

– DISCUSSION AND TIPS –

Skip counting provides a wonderful foundation for multiplication and division. It is also great practice for basic

addition and subtraction.

Having a visible number chart or number line can be a big help to students who are developing their skills with

skip counting.

While speed and automaticity are important goals, avoid putting undue pressure on anyone. Avoid anxiety and

keep it fun!

– VARIATIONS –

Easy Start: When you first start doing this with a group, build confidence by starting at 0 when going up or by
starting at an even multiple of the skip number when going down.
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Smallest Single Number
Math Concepts: Counting and quantities
Materials: None
Players: Whole class

Set up: Gather the students in a group, sitting or standing. If you like, have a way for students to write down

their number.

Play: This game starts with each player thinking of a number and writing it down. When everyone is ready, the

leader starts slowly counting aloud from 1.

With the announcement of each number, anyone who was thinking of that number calls out, raises a hand, or

otherwise indicates that it’s their number. If more than one person calls out, those people are "out" and the

leader continues to count. If only one person calls out, they are the winner of the round.

If the players do not write down their numbers, a good habit to establish is to have the players call out

immediately without hesitation, so that no one has a chance to hear or see what others are doing.

Goal: Be the first player to be the only player with a number.

– DISCUSSION AND TIPS –

This is a very simple group game that people of all ages enjoy. It works better in groups of at least ten. Playing it

several times in a row can bring out some interesting and amusing strategies. Letting the players “psyche-out”

others with statements like “I’m going to take 2,” can add to the fun (especially if they don’t do what they said

they would).

– VARIATIONS –

Make it Active: Make this an active game by turning the “calling out” into an action. For example, have them
thinking of their number while crouched down in a ball on the floor, looking at the floor. When the leader calls
their number, they get to pop up, and the  game is played as described above. Another possibility is for them to
all be facing away from the circle and then spin around when their number is called.

Rewards: You can assign some reward for winning a round, such as being the first one to get to do something,

or you can just play for the satisfaction of success.
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Fill in the Blanks
Math Concepts: Various
Materials: Die or Playing cards, Pencil and Paper
Players: Whole class

Set up: Give your students paper and pencil to work with individually.

Play: There are many ways to set up this game. They all involve putting a configuration of blank spaces on the

board that everyone will use on their own paper. After that, random digits are created with either a die or

selecting a numbered playing card. Each student decides where to place each new digit on their paper. Once a

digit is placed, it cannot be moved later in the game.

For example, give your students two blanks to use to create a 2-digit number: _ _ . Their goal will be to create

the largest number they can. When you write the first random number on the board, they must decide whether

to use it as the ones or tens digit of their number. After the second random number is drawn, there is often

laughter, groaning, or cheering.

Goal: Get the largest or smallest answer without going over or under some limit.

– DISCUSSION AND TIPS –

After a few rounds, discuss the strategies the students are using. If you can narrow it down to a choice of two

strategies, play a few rounds playing the two strategies against each other to see which one wins more often.

– VARIATIONS –

Trash Bins and Larger Numbers: Starting from this example, there are lots of directions to go. A simple one is to
add a single-digit trash bin. With a trash bin, a student can decide to toss out any one digit when it is written on
the board. Another possibility is to use 3-digit numbers or 4-digit numbers.

Addition and Subtraction: Have them maximize or minimize the result of adding two 2-digit numbers with a

single-digit trash bin. Use subtraction and make the result as small as possible without being negative.

Upper Limit: Establish an upper limit for addition problems. Your students will do a lot of mental arithmetic

trying to make sure that they don’t go over that limit. For example, add two 2-digit numbers with a limit of 100.

One standard game is to have three 3-digit numbers with a limit of 1000.

Multiplication: Have a 1-digit number multiplied by a 2-digit number, where the result no larger than 200.

There is lots of room to play around with this and have your students suggest favorite versions of their own!

EarlyFamilyMath.org mathforlove.com



Line ‘em Up
Math Concepts: Ordering numbers to 30
Materials: Sticky notes and Pencil
Players: Whole class or equal-sized groups

Set up: This can be done as a whole group activity. Alternatively, you can break your class into groups of equal

size who compete with each other to see which group will be done first.

Create a collection of sticky notes with numbers on them. The numbers do not need to be consecutive, and you

can repeat a number if you want. Place one sticky note on the back of each student without letting them see it.

Play: The challenge is for a group to get their members lined up in order as quickly as possible. The difficulty is

that they are not allowed to make sounds, they can’t tell each other their numbers in any way, they are not

allowed to know their own number, and they are not allowed to see more than two other numbers at a time.

Goal: To be the first group lined up in order.

– DISCUSSION AND TIPS –

Discuss and compare the students’ different strategies for lining up quickly.

– VARIATIONS –

Number ranges: Use any range of numbers that your students are ready for.

Use Expressions: Instead of using numbers, you can use expressions. For example, instead of using 42 you can
write 6 x 7 on the sticky.

Students make Stickies: Another fun variation is to have a team make sticky notes for the other team.
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Mixer
Math Concepts: Small quantities
Materials: None
Players: Whole class

Set up: Get all your students in a big open space that is easy to move around in.

Play: Call out a number. The challenge for the students is to get into groups of that size as quickly as possible.

Most likely there will be one group that is smaller than that size, but only allow that to happen for at most one

group. For example, if there are 25 students and you call out 7, you should see 3 groups of 7 and 1 group of 4.

Once the groups have been formed, use these groups as an opportunity to exchange names or other types of

information that you might set in advance. After however much time is needed for those discussions, call out a

new number and have them create new groups.

Goal: Experiencing small quantities, moving around, and mixing the students into new discussion groups.

– DISCUSSION AND TIPS –

This activity is fun as a mixer or as a way to explore how numbers divide up. It is also good for getting up and

moving around after being still for a while.

For older students, use this activity to explore the numbers a bit. For example, if you called out 7 and had 4 left

over, and you called out 9 and had 7 left over, ask the students to figure out that there must be 25 students. You

can also ask them why if the group sizes are too big (relative to the size of the whole group), then it is

impossible to form new groups with entirely new people (see the first variation below).

– VARIATIONS –

Require Completely New Groups: If your group numbers are small enough, add an extra degree of difficulty by
saying that the students in the new group cannot have been together in the previous group. So, if you have 25
students, if you call out 3 after previously calling out 7, everyone should be able to pair up with someone new.
However, if you called out 5 instead of 3, this would be impossible (for a group of size 25).

Silly Sizes: Sometimes call out 1 or the size of the whole group. They are easy enough to do, but there is a fun

moment when you see the students realize something different is happening.
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Number Scramble
Math Concepts: Single-digits with all four operations
Materials: Dice or Playing cards for teacher
Players: Whole class

Set up: Have a place, such as a whiteboard, for the teacher to write things down. The students may want paper

or some other surface for writing things down.

Play: Create random numbers with dice or playing cards. I’ll assume you are using dice. Start by creating a

two-digit target number. Roll a die once for the tens digit, and then roll it again for the ones digit. If you need to

use smaller numbers, roll for the tens digit until you are within your range.

Next, create five one-digit numbers. You can either roll a group of five dice once, or you can roll one die five

times. In either event, write the five digits on the board.

The challenge is to use any operation, including forming two-digit numbers, to use all five digits to get as close

as possible to the target number. If your students are not comfortable with multiplication and division yet, then

restrict the operations to addition and subtraction.

For example, suppose the roll is: 4, 4, 3, 1, 3 and 22. One player might get 4 + 4 + 3 + 1 + 3 = 15. Another player

might use 14 + 4 + 3 + 3 = 24. Someone else might have 34 - 14 + 3 = 23. If you allow multiplication, then 4 x 4 +

3 x 1 + 3 = 22 or (3 - 1) x (4 + 4 + 3) = 22 work out exactly.

Goal: Be the first to find the solution, or find the closest solution.

– DISCUSSION AND TIPS –

A fun aspect of this activity is the lively discussions you have for different ways of getting answers.

Discuss the students’ strategies for finding solutions. Some will build up starting with the given numbers, and

others will work backwards from the target. Work backwards by starting with the target and unraveling it (using

the earlier example): Subtract 4 from 22 to get 18. Next, divide 18 by 3 to get 6. Now use 4, 3, and 1 to get 6 by

doing 4 + 3 - 1 = 6. In the end, we have 4 + 3 x (4 + 3 - 1) = 22.

– VARIATIONS –

Parentheses Puzzles: Parentheses puzzles are a variation on Number Scramble that are easy to create. Start
with an equation, which is known only to you, such as 9 = (2 + 7) x (5 - 2 x 2). Next, remove the parentheses and
write 9 = 2 + 7 x 5 - 2 x 2 on the board. The challenge for your students is to take this and add back in the
missing parentheses to make the statement true.

You can make this as hard as you like by having a mix of operations and making it longer and longer.
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Stand Up / Sit Down
Math Concepts: Properties of objects
Materials: Random objects, magazine clippings
Players: Whole group

Set up: Have your students in a place where it is easy to stand up or sit down.

Play: This is quick and easy. If the teacher gives the number 10, students stand up. Any other number, they sit

down. The trick is, the teacher will say things like “7 + 3” and “14 – 5” – pick appropriate sums and differences

for your students to solve mentally. This is a great game to try to “trick” the students by standing up or sitting

down when they should be doing the opposite.

Goal: Have a movement break that involves having fun with math.

– DISCUSSION AND TIPS –

Letting students lead the group can be a lot of fun.

– VARIATIONS –

There are endless variations. Here are a few.

● Replace 10 with some other number.

● Stand when the number is larger than 5; sit if it is 5 or below.

● Stand when the number is even; sit when it is odd.

● Stand if the digit 1 appears on the number; sit otherwise.
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Which One Doesn’t Belong
Math Concepts: Properties of objects
Materials: Random objects, magazine clippings
Players: Whole group

Set up: Prepare these in advance. You can make lists of ideas, or you can make a deck of cards with images or

descriptions of four things. For this variation,

Play: the class works together to discover the answers. This activity uses a set of four items, or drawings, where

one of the four is the odd one out. Accept any reason for selecting an item as the odd one out as long as that

reason has a good explanation.

Example: In this example, each one of these is different from the remaining

three in some way. There isn’t always more than one good answer, but you

should always be open to surprising ideas.

Goal: Have fun identifying and describing properties of objects.

– DISCUSSION AND TIPS –

Identifying properties of objects, and discussing similarities and differences, is central to mathematics. These

activities ask students to find ways in which two or more objects are the same or different.

There is a lot of material on this under the hashtag: #WODB.

– VARIATIONS –

Here are a few more examples:

● rabbit, dog, butterfly, pillow

● banana, cheese, hammer, carrot

● cheese, shoes, coat, shirt

● dog, cat, lion, goldfish

● rose bush, oak, maple, pine

● bench, table, couch, stool

● bark, honk, rainbow, click

● socks, pants, toothbrush, hat

● chair, umbrella, sofa, stool

● ants, pigs, spiders, grasshoppers

You can also do this with pictures instead of words.
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Whose Shape is this Anyway?

Math Concepts: Properties of shapes
Materials: Set of clue cards and maybe props
Players: Use small groups all the way up to the  whole class

Set up: Have a set of clue cards for shapes to give to the actor(s). This can be a deck of cards, with one shape

drawing on a card. If your students can read well enough, you can write the name of a shape on each card.

Another option is to have a collection of shapes in a bucket to blindly reach into.

This can be done in a wide variety of configurations. The whole class can try to guess the shape as one student

acts out a shape, the class can break into two halves to compete on who can guess five shapes the fastest, you

can split into pairs, or pick your favorite configuration.

Have any allowed props readily available.

Play: Students are given shapes to act out and the other students guess which shape they are acting out. Once

the actor has a shape, the person must act out the shape without making any sounds and without using their

fingers. For example, if the shape is a triangle, the actor must make a triangle with some part of their body

without making use of their fingers in any way to signal that it has three sides.

Goal: To guess the shapes as quickly as possible.

– DISCUSSION AND TIPS –

This is a fun game that teaches shapes and provides an active break between more serious activities.

– VARIATIONS –

Props: You will need to decide which props an actor is allowed to use. Can the ground be one of the sides of a
shape? Can a stick or broom handle be one side? Can a jacket or other piece of clothing be used in some
imaginative way?

More than One Person: Instead of having a single actor, two students can make the shape together.

Creating Cards: Instead of naming the shape on a card, write down properties of the shape. For example, for a

rhombus you could write “four equal sides.” When this is played competitively, another option is to let each

team make the cards for the other team to use.
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20’s
Math Concepts: Single-digit multiplication & Division
Materials: None
Players: 2

Set up: Divide the class into pairs of students.

Play: In each pair, one person holds up some number of fingers from 2 to 10. After that, the other person holds

up a number of fingers to multiply it by, and then says the product, which must be a number in the 20’s. At that

point they switch roles.

For example, suppose the first person holds up 7 fingers. Then the second person has the choice of holding up 3

or 4 fingers. If they hold up 3 fingers, then they say 21 and they are done.

Goal: Take a quick break from other activities and have some fun doing multiplication and division.

– DISCUSSION AND TIPS –

Discuss what the smallest possible starting number is for a given range of answers.

Talk about why sometimes there is more than one choice for how many fingers the second person can hold up.

– VARIATIONS –

Number Range: Use other ranges of numbers, such as 10’s, 30’s, 40’s, or 50’s. If the number range changes, you
will need to adjust the lower limit for the first person. For example, if you use 40’s, the first person would need
to pick a number from 4 to 10.
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Counterexamples
Math Concepts: Logic, counterexamples
Materials: None
Players: Pairs, Small groups, or Whole class

Set up: Divide the students into pairs, small groups, or run this as a whole class discussion.

Play: One person makes a statement and the other players in the group attempt to show that the person is

lying. The person makes the statement as if the statement were true, but it must be a statement that is

sometimes false; that is, the statement must have some counterexamples.

Typically, people will use two types of statements: those that are general statements of “facts,” and others of

the form “if __, then ___ .” See examples of both kinds of statements at the bottom of this page.

Goal: Challenge each other to think of hard to find counterexamples.

– DISCUSSION AND TIPS –

Discuss the role that counterexamples play in showing that a statement is false.

– EXAMPLES –

Simple Statements With Counterexamples

● All trucks have four wheels. - Large trucks often have 6, 10 or more wheels.

● All rectangles are squares. - Rectangles need not have all their sides the same length.

● All birds can fly. - Ostriches, emus, and kiwis are birds that cannot fly.

● The moon is only visible at night. - The moon is often visible during the day.

● All shapes have straight sides. - A circle does not have a straight side.

● All playgrounds have swing sets. - Some playgrounds don’t have swing sets.

● All rooms have chairs. Bedrooms and bathrooms often don’t have a chair.

If - Then Statements With Counterexamples

● If today is Monday, then it is a school day. - Some Mondays are holidays or occur during the summer.

● If I don’t eat for 3 hours, then I’m hungry. - Most people sleep more than 3 hours and are not hungry.

● If a person is taller, then they are older. - Children often grow up to be taller than their parents.

● If the sun is shining, it is a warm day. - Winter days can be sunny and cold.

● If someone is late, something bad must have happened to them. - Sometimes people are late through

carelessness or reasons beyond their control (traffic, bad weather, car trouble).
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I’m Thinking of a Number
Math Concepts: Comparing, Number line
Materials: Paper and pencil - or - None
Players: 2

Set up: Use the paper and pencil to keep track of the questions and answers. If you play verbally, no paper is

needed. Choose roles – one player is the Puzzler and the other is the Questioner. The Puzzler starts by saying

“I’m thinking of a number between 1 and <#>.”

Play: The Questioner asks questions of the form: “How does your number compare to <#>?” The Puzzler

answers by saying that their number is greater than, equal to, or less than that number.

Goal: The Questioner tries to guess the Puzzler’s number with as few questions as possible.

Example game: The Puzzler thinks of 6 and starts with “I’m thinking of a number between 1 and 10.”

Questioner: “How does your number compare to 5?” – Puzzler: “My number is greater than 5.”

Questioner: “How does your number compare to 7?” – Puzzler: “My number is less than 7.”

Questioner: “How does your number compare to 6?” – Puzzler:“Congratulations, my number is equal to 6!”

– DISCUSSION AND TIPS –

Discuss which number is best to ask about at a given moment in the game.

Discuss how much information a certain guess gives you. How many numbers can you cross off after a given

guess?

Discuss what is a reasonable number of questions for a given range of numbers.

– VARIATIONS –

Question limit: Set a limit and challenge your children to discover the answer in at most that many questions.

Scoring: Count the number of questions asked over several rounds. The player with the lowest total wins.

Number line: Use a number line to keep track of the information and to practice with a number line. Each time

a question is answered, mark off the numbers that are no longer possible. For example, if the range is 0 to 12

and the number is larger than 6, then the numbers 0, 1, 2, 3, 4, 5, and 6 are crossed off.
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1 - 2 Nim
Math Concepts: Counting, Add / Subtract numbers from 1 - 9
Materials: Paper & Pencil - or - Small pile of little objects
Players: 2

Set up: Write the starting “current” number, 10, on your shared piece of paper. One player, usually the less

experienced, is given the choice of going first or second.

Play: Players take turns subtracting one or two from the current number and updating the number on the

paper.

Goal: The player who makes the current number 0 wins.

Example: The weaker player, cleverly, elects to go first. The players make the following moves:

(1) 10 - 1 = 9. (2) 9 - 2 = 7,

(1) 7 - 1 = 6, (2) 6 - 1 = 5,

(1) 5 - 2 = 3, (2) 3 - 1 = 2,

(1) wins with 2 - 2 = 0!

– DISCUSSION AND TIPS –

This is an ideal activity for practicing the problem solving technique of “Learn from simpler versions of a

problem.” Lead a discussion where you keep track of who wins if you start at 1, at 2, at 3, at 4, at 5, at 6. What is

the pattern that emerges?

– VARIATIONS –

Piles of objects: If your players are not comfortable with numerals yet, use a pile of objects. Remove objects

from the pile with each move until no objects are left and you have a winner.

Number line: Use a marker on a number line. Start the marker at 10 and slide it one or two places to the left

with each move.

Adding: Practice adding by starting with 0 and adding 1 or 2 for each turn. The player who reaches the target

number wins.

Target loses: You can play that the player who is forced to 0 (or the target number) is the loser.

Target number: Use smaller target numbers for beginning players and larger target numbers for more

experienced players.

Different step sizes: Instead of adding or subtracting 1 and 2, use other groups of numbers. Use 1, 2, and 3; or

even 1, 2, and 4.
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Same and Different
Math Concepts: Properties of objects
Materials: Random objects, magazine clippings
Players: Pairs or Whole group discussion

Set up: Put your students into pairs.

Play: One student of each pair picks two objects, two descriptions, or two pictures, and challenges the other

student to find ways that the objects are the same and how they are different. If they don’t agree on the

analysis, or if the questioner feels some ideas have been missed, they can discuss their ideas.

Example: Consider these two pictures of collections of

apples. They are the same: 1) both have five things 2)

both involve apples 3) the objects are approximately the

same size. They are different: 1) the configuration of the

five things is different 2) the apples on the left are red

and yellow, those on the right are green 3) the stems on

the left are longer. Of course, creative minds will come

up with many other interesting observations about

these two photos.

Goal: Have fun identifying and describing properties of objects.

– DISCUSSION AND TIPS –

Identifying properties of objects, and discussing similarities and differences, is central to mathematics.

Encourage your students to come up with all sorts of crazy ideas that no one else will come up with.

There are a lot of pairs of images on Dr. Sue Looney’s website for her book Same but Different. Check it out at

https://www.samebutdifferentmath.com/ .

– VARIATIONS –

Choose any single item and ask which things in the room are similar to it and which things are very different.

Make this into a competitive team game by splitting your class into small groups of two to six students. Show

two things to all the groups and give them two minutes to write down their ideas for Same and Different. A

group scores a point for each (reasonable) idea that no other group thinks of.

This activity is related to the Which One Doesn’t Belong activity, which you will find elsewhere in this packet.
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Scavenger Hunt
Math Concepts: Addition of 1 through 6 to double-digit numbers
Materials: Scavenger hunt cards
Players: Small groups of 2 or 3

Set up: Make up a stack of scavenger hunt cards in advance. Put the students in small groups of 2 to 3
each.

There are many properties that you can use to make a scavenger hunt card. For example, you could
simply ask for a set of three similar objects. You can make that more complex by asking for a set of
three similar objects, two of which have red and one has no blue on it.

Examples: Here are some example properties to use and combine in creating your cards. There may
be some unusual things that you’ve covered in class or that you happen to have in your classroom.

● Colors
● Bulk - bigger than a shoe box, smaller than a pencil
● 2-Dimensional Shapes - name of shape e.g. triangle, circle, …, number of sides
● 3-Dimensional Shapes - sphere, cylinder, cone, cube, box, number of faces
● Group size - two, three, four, dozen, …
● A group that has a repeating pattern - A B A B
● Numbers - numerals explicitly or that are the value of an expression: 2 + 3
● Position relative to other things - under, over, next to, …
● Texture - smooth, rough, bumpy, pointy
● Uses - for writing, for erasing, for sitting, …

Play: Randomly distribute three cards to each group of two or three students. Their challenge is to be
the first group to find all the objects described on their cards. When they are done, they should be able
to tell you what each object is and where it is located.

Goal: The first group to find all their items wins!

– DISCUSSION AND TIPS –

Everyone loves a good scavenger hunt! These hunts give practice with paying attention to
descriptions and directions. They also give you the opportunity to reinforce any topic, such as
quantities or shapes, being covered in class.
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Secret Ops
Math Concepts: Single-digit arithmetic
Materials: None
Players: Pairs

Set up: Put your students in groups of two.

Play: One person in each group, the Challenger, thinks of two numbers, gives the other person a clue to those

numbers, and then challenges them to figure out the original two numbers. There are a couple ways to play.

Sum - Difference: For this, the simplest form of this activity, the Challenger thinks of two numbers and then tells

the other person the sum and difference of the two numbers. For example, the challenger might say that the

sum is 12 and the difference is 6. To this, the other person would say that the numbers are 3 and 9.

Secret Ops: Instead of using the sum and difference, you have the option of using any two operations. For

example, the Challenger might say “Which two numbers have a product of 12 and a difference of 4?” If you like,

you can even extend this to three numbers. For example, “Which three numbers have a product of 12 and a

sum of 8?”

Goal: To figure out the Challenger’s puzzle.

– DISCUSSION AND TIPS –

For Sum - Difference, you can ask your students if any pair of numbers can be the sum and difference of two

numbers, or whether there are some restrictions on what will work.

These problems can start some related questions and discussions. For example, if you have two whole numbers

whose product is some number, what are the possible sums? Is there any pattern to those possible sums?
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