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The Spider and
the Rain

Ipsey Wipsey Spider

The Spider and the Rain

This is a game for two players based on the "Ipsey
Wipsey Spider" rhyme.

While playing the game young children count up and
down what is, in essence, an unnumbered number-line.

You need a board as illustrated, one counter to
represent the spider and an ordinary dice.

To play The Spider and the Rain game

Put the "spider" on the middle square.

One player is the Sunshine and the other is the Rain
They take turns to throw the dice.

The Sunshine makes the spider climb up and the Rain
makes it go down.

The Sunshine wins if the spider gets to the top of the
drain-pipe and the Rain wins if the Spider gets washed

out at the bottom.

Ipsey Wipsey Spider

Climbing up the spout;

Down came the rain

And washed the spider ouft:
Out came the sunshine
And dried up all the rain;

Ipsey Wipsey Spider
Climbing up again.



Reverse Bingo
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To play Reverse Bingo

You will need a board for each player. Pupils can make their own boards
numbered from 1 - 36 but you should emphasise that the figures should be in
the corner, not the middle, of each square.

You will also need two dice and 6 - 10 counters for each player.
There are two slightly different games.

e The addition game
e The multiplication game

To Play the addition game

Players place their counters as they wish onto their boards leaving the
numbers showing. The two dice are thrown and the scores added together.
Players then remove one counter from the resulting number on their boards.
This is repeated until the winner has a board cleared of counters.

To Play the multiplication game

This is played in exactly the same way except that the scores on the two
dice are multiplied tfogether.



This game, for 2 - 4 players, can be played at different levels according to
ability.

You need a set of thirteen cards numbered from O to 12 for each player and
two dice for each game.
To play the Number Sentence Game

The players arrange their cards face up in front of them and throw the two
dice in turn.

The scores on the dice may be added, subtracted, multiplied or divided. Thus
a throw of a6 and a 2 can give 8,4, 12 or 3, because 6 +2=8,6 - 2= 4, 6 x
2=120r6+2=3.

Only one number each go may be selected. When the player has decided
which number it is to be, they turn over that card stating what they have
done, for example, "6 times 2 is 12".

The exact words to be used can be given to practise certain ways of
expressing what has been done. For example, "add" can be used or "plus"”, in
in the case of subtraction, children can be asked to say, for example, "The
difference between 6 and 2 is 4".

This verbalisation is important and is what gives the game it's title. A rule
can be added that if the number sentence is not given then the player may
not turn over a card that move.

The winner is either the first player to have turned over all their cards, or
the one who has most turned over when it is time to stop playing.

Younger children can play using just addition and subtraction. In this case
the winner is the first to have turned over all but two cards.

It is instructive for children o make a graph of all the ways to make the
numbers from O - 13 with two dice. This helps them to use strategy in the
game.



Meet in the Middle

To play "Meet in the Middle"

One calculator is set at 100 and the other at zero.

The player whose calculator is set at 100 may only subtract and the player
whose calculator is set at zero may only add. They may not clear their
calculators.

The players take turns at either taking away or adding any number they
choose on their calculators.



The Beetle Game

This is a game which is designed to help children to learn to read and say the
number "6" and to relate it to counting to 6 in an active way.

You will need a sheet like this for each player:

and a blank die (dice) with "6" on 4 of its faces and with 2 faces left blank.

To play the Beetle Game
Players take turns in throwing the die.

If they get a "6" they say "Six!"
They then draw 6 legs on their first beetle. (Encourage counting out loud
while they do this.)

If they get a blank face of the die when they throw they must wait for their
next turn.

The winner is the first to complete all 4 beetles on their sheet.



The Birthday Cake Game

This is a game which is designed to help children to learn to read and say the
number "5" and fo relate it fo counting to 5 in an active way.

You will need a sheet like this for each player:
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and a blank die (dice) with "5" on 4 of its faces and with 2 faces left blank.

To play the Birthday Cake Game
Players take turns in throwing the die.

If they get a "5" they say "Fivel"
They then draw 5 candles on their first cake. (Encourage counting out loud
while they do this.)

If they get a blank face of the die when they throw they must wait for their
next turn.

The winner is the first o complete all 4 cakes on their sheeft.



The House Number Game

The House Number Game
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You will need a board like this:

You will also need some counters (one colour for each player) and an ordinary

dice.

To play The House Number Game

The object of the game is to deliver "letters" (counters) to every house.

Shake the dice and double the number. Place a "letter" on that house. (Odd

numbered houses can be used for "double-plus-one")

The winner is the player who first has a counter of their colour on every

house.

Obviously many other activities can be devised using the even numbers on

the houses




A Loop Card Game

This is a game for a whole
class.

‘Loop Card' games keep pupils
‘on their toes' and attending
as all are involved and they do
not know when their card will
come up.

Who has Who has
double 11? half of 70?

It is important that all the cards are used for a game. This is because they
form a 'loop' and one card leads to the next. Therefore, if there are less
than 30 pupils playing, some must have an extra card, and if more than 30,
some must share cards.

The teacher retains one card to control the game.

Make sure that the cards are well shuffled. The teacher, or adult leading
the game, retains a card and the rest are distributed to the class.

To play

The teacher (or adult leading the game) reads the second part of his/her
card. The pupil who has the card with the correct answer the reads their
entire card, which leads on to the next pupil and their card, and so on right
round the class.

The game has gone round once when the teacher's card comes up again.



Highs and Lows - A Place
Value Game

'Highs and Lows' is a game for two
players or teams (which can be the two halves of a class or group).

You will need two boards like the one below, one for each player or team, and
a set of 10 cards numbered O - 9 which fit in the squares on the board.

The board has spaces for thousands, hundreds tens and units.

The object of the game is to make the highest (or later, lowest) number on
your board.

To play Highs and Lows
Place the cards face down.

The first player (or team member) takes a card and places it on the board in
a suitable place. For example, if it is O or 1 it should probably go in the units’
space, if 8 or 9 in the thousands'. Once a card is placed it may not be moved.

Then the second player takes a card and places it on the other board. They
continue to do this in turn until the boards are full.

The winner is the player with the highest number. When the game is well
understood, aim for the lowest number.

Note on mathematical language:

The players should be encouraged to talk about the ‘thousands’, 'units’ etc
rather than 'the space on the left' and, as always, refer to O as 'nought' or
‘zero' and notas ‘oh'.

Variations:

e The game can be played with boards with just 3 (or even 2) spaces for
younger children

o It canbe played with three players but 2 sets of number cards will be
needed.

e The number aimed for can be changed to such things as 'highest even
number', 'lowest odd number', 'the nearest to 5000', etc.

« A decimal point can be added to the boards o show that decimals
work in the same way as numbers larger than one.



Numbered Squares

Cut them into 12 separate squares and use
them for playing number games.

The squares are put together rather like
Dominoes.

The games can be as hard, or as easy as
you like.

Young children can simply match the
number symbols.

The numbers can be put fogether
to make 10, or

have a difference of 2 or
add to make a multiple of 3 or

what you will ..
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players can have their own
copy.

A rule is chosen by the teacher (or pupil acting as 'leader'). This might be

"even", "a multiple of 5", "square number", "prime" etc.

'

The leader says, for example, "I like 36, but I don't like 23."
(The leader 'likes’ those examples that follow the rule, and ‘does not like'
examples that do not follow it.)

Class members then ask such questions as "Do you like 25?"and "Do you like
182"

The leader answers, for example, "I don't like 25," or "I do like 18"

according to the chosen rule.
When a player is quite certain that they know the rule then they ask, for

example, "Is the rule all multiples of 92"
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The Triangle Number Game
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The Triangle Number Game is the most versatile maths
game for primary children I know.
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In this game the cards are being joined by the rule "They add to 9".

The game is easy to use so that it can be left unsupervised or overseen by a non-teacher. It
is best with 2 -4 players, although it can be used by one as a "patience".

The games can be as hard, or as easy, as you like. The youngest children can simply match
the number symbols, or even colours. The numbers can be put together to make 10, or have a
difference of 2 or add to make a multiple of 3. The two figures put together can be tens
and units so that larger numbers can be used, for example, multiples of 6, squares or prime

numbers.

One of the useful aspects of the game is that it can be used to reinforce mathematical
language. For example, in the bit of the game shown above, the task is the join sides that
add to 9. The children can be required to state what they are doing. "Seven and two make
nine" or perhaps "Seven and two together add to nine".

The game is not only for practising number facts and mathematical language. If the fwo
numbers are added to make even numbers and then in a later game later to make odd
numbers, a rule can be deduced. If multiples of 3 or 9 are made then the table pattern will

emerge.
The game is probably best made of a suitable size for those who are to use it.

The cards are equilateral triangles divided into
three parts.

Each part is numbered more or less randomly with
one of the figures from 0 - 9.

7 As the numbers sometimes need to be read upside
down it is important to use straight 9s and curly
6s.

A pack should consist of about two dozen cards. I usually make 25 because then 2, 3 or 4
players can have an equal number of cards with one put in the middle to start the game.



Three Dice Game

This is a game for 2 - 3 players. It is for practising adding 3 numbers
mentally and recognising when 2 numbers add to 10.
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You need the board, plenty of counters (any colour) and 3 dice.

To play:
Players take turns in throwing all 3 dice and adding the numbers thrown.

Cover the fotal wherever it appears on the board.

If the numbers on any two of your dice add to 10, you may choose any
number and cover that wherever it appears on the board.

The winner is the first to finish covering any row or column.



Trip to the Stars

A game for two players about learning and using odd and even numbers.
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You need the board, plenty of counters in two colours and a dice with 'Odd’
on 3 faces and 'Even’ on 3 faces.

Players shake the dice and put a counter on an even-numbered star if they
get 'Even’ and a counter on an odd- numbered star if they get ‘Odd".

A star can only be covered once.

The winner is the one whose counters cover the most stars at the end of the
game.



The Bingo Games

Games for 2 - 5 players. You need a board for each player and plenty of
counters.

You will also need a set of cards with the numbers from 1 - 20 on them, or
simple sums.

Either an adult or one of the players is a "Caller" who reads out the numbers
or shows cards with numbers on.

Any player who has that number covers it with a counter.
The winner is the first player to cover all the numbers on their card.

This player can become Caller for the next game.



Snail One Hundred

This is a game which is designed to help children to learn the structure of
the numbers from 1 - 100.

Snail One Hundred

A game for 2 - 4 players.
Each player puts 2 counters of the same colour on O.
They throw the dice in turn and move accordingly.

When 9 is reached both counters are needed, on on the tens and one on the
units.

The winner is the first to reach 100.



The Ladybird Game

You need a dice marked with just one number (eg 5, 6 or 7) on four faces and
blank on two faces.

Also a ladybird board and some small counters (black if possible) for each
player.

Players take turns in throwing the dice.

If they get a"7" (for example) they say "Seven!"
They then put 7 counters on their first ladybird. (Encourage counting out
loud while they do this.)

If they get a blank face of the die when they throw they must wait for their
next turn.

The winner is the player or first completes putting counters their 4
ladybirds.



The Reverse Times Table Game
Practising times table facts and checking with a calculator
Each player needs some counters of just one colour.

You take turns and try to make one of the numbers on the grid using just the
calculator keys in the box below.

You may use only thesekeys: 0123456789 x =

You check with a calculator and if you are right you put one of your counters
over the number.
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The winner is the first player to make a row of 4 counters in any direction



The Fraction Matching Game

A game for 2 players. The squares need to be cut into separate cards.

Each player is dealt 6 cards. The rest of the cards are placed face down in a
pile.
The top card is turned over and put by the pack.

Each player takes a card in turn either unseen from the pack or the top card
from the pile beside the pack.
They then discard one card onto the pile.

At any time during the game players 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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The Caterpillar Race

For two players.

You will need a counter each and a dice, as well as the board.

The caterpillar race

Race from the head of the caterpillar to its tail.
Make sure you use both caterpillars and go both forwards and backwards.

The winner is the first player to reach the end of their caterpillar.
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The
Teens
Game

This is a game for
helping young
children
understand the
structure of the
numbers between
10 and 20.

The game is played
2 - 3 by players
although one adult
can easily

supervise several games being played at the same time.

Each player needs 20 counters and a ‘board’ like these:

The boards (A4 size is ideal) are divided into 24 squares.

Twelve of these squares have '10" written on them and the rest have the figures 1- 9.
(There will be one of each plus 3 more which should be different on each board.)

Each game will also require a pack of 18 cards numbered 11 - 19 (each one twice).

To play the "Teens Game"

The players sit with their boards in front of them and their pile of 20 counters beside the
board. The pack of numbered cards is put face down between the players.

The first player takes a card and reads the number on it. They then make that number with
two counters from the numbers on their board. For example, if 16 had been picked, then a
counter would be put on a square marked "10" and one marked "16".

The next player then does the same.

The game continues until one player has put all their counters on to their board. This player
is the winner.

If the number on the card cannot be made then the player cannot go and misses a turn.

When all the cards in the centre have been used they are shuffled and used over again.



