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PREFACE 

Mathematics forms an integral part of everyday life and having to struggle with it 

would be an obstacle to developing self-efficacy for the learning and teaching of the 

subject.  ‘I hate math’ is not only state of frustration for a child but also adults specially 

teachers who already are looked as an ocean of knowledge. Elementary grade level being 

the underpinning years not only for the child but also for the teachers to make it concrete 

for their upcoming academic years becomes demanding task for teachers and therefore 

providing guidelines or strategies help alleviate this trauma. The purpose of this book is 

to not only make math fun for students but mainly help the math teachers develop liking 

for this subject and boost their self-efficacy to learn and teach math better. It has 

combination of my own experience along with researched and approved ways to deliver 

math content by simply giving it a little change in method and form. To make math be 

loved we must teach it with freshness and variety hence make it meaningful and 

applicable to life. This book will also broaden the level of creativity in teachers who will 

eventually become capable of developing more and more creative ideas for play way 

method in math making it a fun learning process for themselves and their students. 
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VEDIC MATH 

Vedic mathematics is mainly defined by 16 formulas (sutras) and was re 

discovered in twentieth century They are four types of ancient mathematics; the 

Vedas and Vedic mathematics is one of part the four Vedas. The word “Vedic” is 

derived from the Sanskrit word “Veda” which means the wisdom. The branches of 

math’s like geometry, arithmetic, algebra, etc. are solved by Vedic mathematics by 

using the 16 sutras. These Sutras are listed with their brief meanings are shown 

below 

1)(Anurupye)shunyamanyat − if one is in ratio, the other is zero.  

2)Chalana − kalanabyham − Difference and similarities.  

3)Ekadhikina purvena − By one more than the previous one.  

4)Ekanyunena purvena − By one less than the previous one. 

5)Gunakasamuchyah − The factors of the sum are equal to the sum of the factors.  

6)Gunitasamuchyah − The product of the sum is equal to the sum of product.  

7)Nikhilam navatashcaramam dashatah − All from 9 and last from 10. 

 8)Paraavartya yojayet − Transpose and adjust.  

9)Puranapuranabyham − By the completion or non-completion.  

10)sankalana vyavakalanabhyam − By addition and by subtraction.  

11)Shesanyankena charamena − The remainders by the last digit.  

12)Shunyam saamyasamuccaye − When the sum is the same that sum is zero. 

 13)Sopaantyadvayamantyam − The ultimate and twice the penultimate. 

 14)Urdhva − tiryakbhyam − Vertically and crosswise.  

15)Vyashtisamanstih − Part and whole. 

 16)Yaavadunam − Whatever the extent of its deficiency  

According to Nimmagadda (2013), these ideas and algorithms can be directly 

implemented to some mathematical branches like algebra, trigonometry, and 

geometry and so on. As explained above, all these formulae were re constructed 

from ancient texts of Vedic of some centuries ago. And many other Sub-sutras 

were also re-discovered. The best aspect of Vedic mathematics is to simplify the 
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cumbersome calculations of conventional mathematics. For this reason, the Vedic 

formulae are giving the direct and simple way of calculation by using our brain. 

 Now a days this became an interesting field for research and some effective 

designs are implemented that are used in various branches of mathematics and 

engineering. Gopinath & Krishnan, (2018) mentions that Vedic Mathematics provides 

answers in one line, whereas conventional method requires several steps. It is an 

ancient technique, which simplifies multiplication, divisibility, complex numbers, 

squaring, cubing, square and cube roots. Vedic Mathematics can handle even 

recurring decimals and auxiliary fractions 

Vedic mathematics is a simple and easier way to learn the basic math’s 

concepts and one of its main advantages is that it can be taught in a group setting. 

Vedic mathematics helps ease the mental load on the working memory as well and 

makes identification of numbers, operations, and strategies easier. 

A typical start session of Vedic math class 

1. Pranayama- 

 

This includes a straight back sitting posture with gently closed eyes on the ground 

as shown in the picture above. Slowly breathing in and out. With few deep 

breathings gently rub palms and put them on your eyes and gently open eyes. This 

helps calm mind, improve focus, increase retention, brings down anxieties, 

prepares brain for learning. Beneficial for teachers and students. There are 

variations to do pranayama. 

2. Topic Explanation- 
            



 
 

9 | P a g e  
 

   

The topic is explained first by the teacher and then few examples are solved with 

students to make sure the concept has been understood by the student. 

3. Game Time- 

 

   

Game time involves making the understanding of the concept through playing 

games thus enhancing their visualization, number retention and calculation speed 

without using paper pencil/pen or calculator. 

4. Practice Time- 

Worksheets or book whatever content material is available. 
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Math anxiety 

 

I Hate Math! I Couldn’t Learn It, and I Can’t Teach It!” 

” I’m bad at math; it’s always been my least-liked subject!” “I hated math in school 

. . . and my feelings haven’t changed since.  

High levels of math anxiety can severely undermine an individual’s ability to 

acquire the mathematical knowledge needed for the 21st-century workplace 

(Hembree, 1990). Decades of research have led to a good understanding of the 

impact of math anxiety among students, but we are only beginning to understand 

the effects of math anxiety among teachers. One might expect that teachers, who 

are tasked with being students’ primary mathematics instructors, would feel quite 

comfortable around math. Unfortunately, many elementary teachers have higher 

math anxiety than individuals in other fields of study, such as business, physical 

science, and health sciences (Battista, 1986; Bryant, 2009; Hembree, 1990). The 

math anxiety that teachers experience carries consequences beyond the individual 

as teachers who report high levels of math anxiety also report a reduction in the 

belief that they are capable of successfully carrying out their teaching 

responsibilities to their students (i.e., teaching self-efficacy and confidence; Bursal 

& Paznokas, 2006; Gresham, 2008; Swars, Daane, & Giesen, 2006). Teacher 

math anxiety also impacts their own students’ math learning. Several quantitative 

(Beilock, Gunderson, Ramirez, & Levine, 2010; Hadley & Dorward, 

https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
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2011; Maloney, Ramirez, Gunderson, Levine, & Beilock, 2015) and qualitative 

(Bryant, 2009; Bulmahn & Young, 1982; Furner & Berman, 2003; Hembree, 

1990; Karp, 1991; Kelly & Tomhave, 1985; Larson, 1983; Lazarus, 

1974; Martinez, 1987; Ring, Pape, & Tittle, 2000; Sloan, Daane, & Giesen, 

2002; Swetman, 1994; Vinson, 2001) studies report a negative relationship 

between teacher math anxiety and growth in student math achievement. To be 

effective, math teachers should have a thorough conceptual understanding of the 

development of mathematics learning, of how children and adults learn, and of how 

to create opportunities for them to learn effectively. Math teachers must have a 

clear and well-articulated vision of what is possible in student achievement in 

mathematics.  

 

The unstandardized effect of perceived teacher mindset on student achievement 

through perceived process-oriented teaching practice. 

There are several ways to help overcome the fear of math being a teacher 

by just adapting certain techniques and different strategies in delivering the math 

content to help student understand better as well as make math easy for the 

teachers and that could be done by implementing play way method that will make 

https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
https://journals.sagepub.com/doi/10.1177/2332858418756052
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math easy and interesting not only for the students but also for the teachers. This 

resource guide will provide a variety of ways how math could be made easy also 

by this way making math conceptually understandable starting with basic to 

advanced math teaching strategies. 
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IN CLASS INSTRUCTIONAL PRACTICE: 

o Begin class with some basic breathing exercise like slow breathing in and 

breathing out with closed eyes and relaxed posture. This will calm down the 

teacher as well as the students before the beginning of the class. 

o Provide instruction and materials that are in accordance with students‘ 

language and cognitive development (Winzer, 1989) 

o Supplement oral presentations and reading material with drawings and 

diagrams (Dunlap & McKnight, 1978). 

o Teach students essential math terminology (Saled, 1990) and have them 

develop and maintain a math dictionary (Bley & Thornton, 1981). 

o Have students use the language of Computation Chart to illustrate the 

relationships between the problem, process, symbol, and answer (Bos & 

Vaughn, 1988). As in the following figure: 

 

o Have students read the directions and or word to a buddy or teacher to 

ensure they understand the reading and vocabulary level in math text 

(Bachor & Crealock, 1986) 

o Give students opportunity to work in pairs or small groups to ensure equal 

attention and easy to deal with questions for the teacher  
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o To eliminate possible confusion over what students are expected to do, give 

examples of the problems on worksheets additionally include pictures, 

diagrams to help children visualize problems. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 
 

16 | P a g e  
 

 

 

 

 

 

 

 

 

 

 

Photo credit: The following images are in public domain 

 

 

 

 

 

 

 

 

STRATEGIES FOR ACQUIRING BASIC MATH SKILLS 

➢ Count everything and encourage parents to do so with the child example How many 

children are ready to go for recess? 1,2,3, … Or How many apples are there in the 

bowl? 

➢ Play with dice or card games that require familiarity with basic math skills.  

➢ Play with board games that require counting example snakes and ladders.  

➢ Use chanting and songs to reinforce number concepts. 

➢  Use manipulatives whenever possible to make numeracy concrete example counters, 

rulers, fingers etc.  

➢ Promote use of visuals  
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In class math teaching methods 

 

              (Photo Credit: The following images are in public domain) 
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BOARD GAMEs 

 

REQUIREMNTS: 

• Card Board 

• Dice and Pegs 

• Timer (If required) 

• Question and Answer sheet for teachers’ reference 

 

CONSIDERTATIONS: 

• Divide class in small groups OR can accommodate 5 to 7 students at a time 

• Can write/print lesson topic on the board game, student rolls dice move peg and 

ask question, can add prompts to make it interesting, reusable game 

• Create play station (If Required) 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Teacher has answers handy for easy reference 

• Creates confidence in teacher and student 

• Initiates and Improves Number retention 
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CHIP CHAP CHU 

                                             

(Please refer to appendix for steps to create chip-chap-chu) 

    REQUIREMNTS: 

• Chart paper 

• Colors/ Color pens 

• Timer (If required) 

• Question and Answer sheet for teachers’ reference 

                         

CONSIDERTATIONS: 

• Divide class in small groups OR can accommodate 5 to 7 students at a time 

• Create play station (If Required) 

• Write questions on the chip chap, student picks up color and then teacher has to 

say chip chap chu and move according to the spelling of the color, open flap and 

ask question, write multiple number of questions to keep ongoing with game. 

• Clear and simple language instructions  

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Teacher has answers handy for easy reference boosting their confidence 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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FLOOR CHART GAME 

 

REQUIREMNTS: 

• Customized design according to the game plan 

• Question and Answer sheet for teachers’ reference 

CONSIDERTATIONS: 

• Create team of 4 together 

• Need additional support for teacher 

• Child is asked to choose number; teacher asks question child calculates answer 

and moves forward until reaches finishing line 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Teacher has answers handy for easy reference 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention  
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CARD GAME  

                                        

REQUIREMNTS: 

• Deck of cards (Keep Ace for number 1/ Exclude King/Queen/Jack) 

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups OR can accommodate 5 to 7 students 

at a time 

• Can play single or multiple digit addition, subtraction, multiplication, large 

calculations 

• Create play station (If Required) 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 

 

 

 

 

 

 

ALWAYS Go Along with the 

Child If He Is Inventive & 

Creative, & Wants To Play 

Cards In a Totally Different 

Way 
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DICE 

                     

                                                      

REQUIREMNTS: 

• Dice 

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups OR can accommodate 5 to 7 students 

at a time 

• Can play single or multiple digit addition, subtraction, multiplication games,  

• Create play station (If Required) 

• Need additional support for teacher 

• According to the topic deliver clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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At the time when the child is playing, make funny, loving and happy noises 

NEVER scold a child who doesn’t do what you want 

NEVER tell him that he is wrong: show him the right way 

NEVER discourage him 

NEVER force him to continue ‘playing’ when he wants to do something else 

NEVER rush a child to do more that he can 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 

      ALWAYS  encourage him 

      ALWAYS congratulate him when he has completed his game. Or  even part of 

his game 

     ALWAYS listen to him and his preferences 

     ALWAYS go along with the child if he is inventive and creative, and wants to 

play the game in a totally different way 

 

 

 

 

 

 

 

 

 

 

QUICK 

REMINDERS 
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DOMINOS 

   
 

REQUIREMNTS: 

• Combination of Dominos 

• Pre-planned game according to grade and lesson 

• Timer (If required) 

 

                     

CONSIDERTATIONS: 

• Create team or divide class in small groups OR can accommodate 5 to 7 students 

at a time 

• Create play station (If Required) 

• Can play single or multiple digit addition, subtraction, multiplication, large 

calculations 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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MAZE GAMES 

        

REQUIREMNTS: 

• Pre-planned game according to grade and lesson 

• Ready printed sheets for each child or on writing board with everyone together 

• Answer sheet  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups OR can accommodate 5 to 7 students 

at a time or individual child with a sheet 

• Create play station (If Required) can make it time bound and offer high points for 

winning team and less points to the remaining teams 

• Student must calculate write answer and move forward to complete the maze. 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Improves calculation speed  

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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Math puppet 

                                       

                          

      

REQUIREMNTS: 

• Pre-planned story/game according to grade and lesson 

CONSIDERTATIONS: 

• Whole class or divide small groups OR can accommodate 5 to 7 students for better 

understanding  

• Need additional support for teacher to clear concepts of addition, subtraction, 

multiplication, division, induce imagination improving retention and creativity. 

• Clear and simple language stories or game  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Story telling session becomes easy way to attract attention of students 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 

https://www.google.com/url?sa=i&source=images&cd=&ved=0ahUKEwisiLbwv6bhAhWl5lQKHSW2AgwQMwiPAShCMEI&url=https%3A%2F%2Faprileight.com%2F2019%2F01%2F16%2Fwaldorf-math-gnomes%2F&psig=AOvVaw3JVWjRtYjlI-psgIX24P3W&ust=1553919635998265&ictx=3&uact=3
https://www.google.com/url?sa=i&source=images&cd=&ved=0ahUKEwisiLbwv6bhAhWl5lQKHSW2AgwQMwiPAShCMEI&url=https%3A%2F%2Faprileight.com%2F2019%2F01%2F16%2Fwaldorf-math-gnomes%2F&psig=AOvVaw3JVWjRtYjlI-psgIX24P3W&ust=1553919635998265&ictx=3&uact=3
https://www.google.com/url?sa=i&source=images&cd=&ved=0ahUKEwisiLbwv6bhAhWl5lQKHSW2AgwQMwiPAShCMEI&url=https%3A%2F%2Faprileight.com%2F2019%2F01%2F16%2Fwaldorf-math-gnomes%2F&psig=AOvVaw3JVWjRtYjlI-psgIX24P3W&ust=1553919635998265&ictx=3&uact=3
https://www.google.com/url?sa=i&source=images&cd=&ved=0ahUKEwisiLbwv6bhAhWl5lQKHSW2AgwQMwiPAShCMEI&url=https%3A%2F%2Faprileight.com%2F2019%2F01%2F16%2Fwaldorf-math-gnomes%2F&psig=AOvVaw3JVWjRtYjlI-psgIX24P3W&ust=1553919635998265&ictx=3&uact=3
https://www.google.com/url?sa=i&source=images&cd=&ved=0ahUKEwisiLbwv6bhAhWl5lQKHSW2AgwQMwiPAShCMEI&url=https%3A%2F%2Faprileight.com%2F2019%2F01%2F16%2Fwaldorf-math-gnomes%2F&psig=AOvVaw3JVWjRtYjlI-psgIX24P3W&ust=1553919635998265&ictx=3&uact=3
https://www.google.com/url?sa=i&source=images&cd=&ved=0ahUKEwisiLbwv6bhAhWl5lQKHSW2AgwQMwiPAShCMEI&url=https%3A%2F%2Faprileight.com%2F2019%2F01%2F16%2Fwaldorf-math-gnomes%2F&psig=AOvVaw3JVWjRtYjlI-psgIX24P3W&ust=1553919635998265&ictx=3&uact=3
https://www.google.com/url?sa=i&source=images&cd=&ved=0ahUKEwisiLbwv6bhAhWl5lQKHSW2AgwQMwiPAShCMEI&url=https%3A%2F%2Faprileight.com%2F2019%2F01%2F16%2Fwaldorf-math-gnomes%2F&psig=AOvVaw3JVWjRtYjlI-psgIX24P3W&ust=1553919635998265&ictx=3&uact=3
https://www.google.com/url?sa=i&source=images&cd=&ved=0ahUKEwisiLbwv6bhAhWl5lQKHSW2AgwQMwiPAShCMEI&url=https%3A%2F%2Faprileight.com%2F2019%2F01%2F16%2Fwaldorf-math-gnomes%2F&psig=AOvVaw3JVWjRtYjlI-psgIX24P3W&ust=1553919635998265&ictx=3&uact=3
https://www.google.com/url?sa=i&source=images&cd=&ved=0ahUKEwisiLbwv6bhAhWl5lQKHSW2AgwQMwiPAShCMEI&url=https%3A%2F%2Faprileight.com%2F2019%2F01%2F16%2Fwaldorf-math-gnomes%2F&psig=AOvVaw3JVWjRtYjlI-psgIX24P3W&ust=1553919635998265&ictx=3&uact=3
https://www.google.com/url?sa=i&source=images&cd=&ved=0ahUKEwisiLbwv6bhAhWl5lQKHSW2AgwQMwiPAShCMEI&url=https%3A%2F%2Faprileight.com%2F2019%2F01%2F16%2Fwaldorf-math-gnomes%2F&psig=AOvVaw3JVWjRtYjlI-psgIX24P3W&ust=1553919635998265&ictx=3&uact=3
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LEGO GAMES 

                   

                             

REQUIREMNTS: 

• Pre-planned game according to grade and lesson 

CONSIDERTATIONS: 

• Whole class or divide small groups OR can accommodate 5 to 7 students for better 

understanding 

• Clear concepts of addition, subtraction, multiplication, division, induce imagination 

improving retention and creativity. 

• Need additional support for teacher 

• Clear and simple language stories or game  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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GEOBOARD 

    

REQUIREMNTS: 

• Square board with equally spaced pegs connected in line segments patterned like 

a grid  

CONSIDERTATIONS: 

• Divide small groups OR can accommodate 5 to 7 students for better understanding 

• Need additional support for teacher 

• Clear and simple instructions 

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Helps develop perceptions about squares including Pattern recognition, 

Characteristics of squares, Concepts of Area and Perimeter, Generalizations of 

those ideas 

• Visual representations boost’s creativity, and helps understand concepts better 

• Increased attention span along with better retention of the physical structures 

along with their logics 
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INTELLECTUAL SKILLS LEARNT FROM THE ABOVE GAMES 

 

For a young child these games are extremely important as he learns a 

number of complex skills such as: 

❖ Counting the quantity of objects 

❖ Associating the quantity with the sound of the number 

 

 

 

 

❖ Do not rush these games for younger children. Take your time, play 

these games often until the child is comfortable and does It well. 

❖ Always create your own variations to add interest to the game. Listen to 

the child; sometimes, remarks made by the child can give indications of 

areas that need further clarification or reinforcement. Adjust your game 

accordingly. Always keep the child's enjoyment paramount in whatever 

you do. 

❖ Do not overload the child with tactics and strategies, just help the child 

play the game and try understanding the concept. 

 

 

 

 

 

QUICK TAKE 

AWAYS 
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DOG AND THE BONE 

                          

REQUIREMNTS: 

• Floor space 

• Handkerchief/ and object for Bone 

CONSIDERTATIONS: 

• Only 2 students at a time 

• Assign numbers to each student OR prepare number tags 

• Mostly can be played for making strong number blending and combinations 

especially base of 10,100 

• Need additional support for teacher 

• Clear and simple instructions 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• This is completely active game and can make basic math concepts clear for 

students 

• Keeps the child alert as he/she needs to be aware of the number that is 

called out and the combination of the same for example if teaching base 10 

like 2+8 so one student from a team will be assigned number 2 and one 

student from team two will be assigned number 8, call out either of the 

number and the child has to think and call out the right combination then 

take 2 rounds around the bone and grab the bone and run to its team and 

fetch a point. 

• Engaging game for each student and teacher 
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CHIT GAME 

 

                          

 

      REQUIREMNTS: 

• Students sit in a circle, pre-planned game according to grade and lesson 

• Answer sheet  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups OR can accommodate 5 to 7 students 

at a time or individual child with a sheet 

• Create play station (If Required) can make it time bound and offer high points for 

winning team and less points to the remaining teams 

• Pass on chit bowl each student picks up chit reads question aloud and calculates 

at every correct answer student earns a point 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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KABOOM 

 

 

   REQUIREMNTS: 

• Students sit in a circle, pre-planned game according to grade and lesson write 

questions on ice cream sticks and place in an empty cylindrical shaped glass 

• Answer sheet (If required) 

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) can make it time bound 

• Pass the glass with kaboom sticks student picks up a stick answers the question 

written on the stick, earns a point with correct answer. Can make it time based and 

if the student gets a kaboom stick he loses all the points earned 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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MULTIPLICATION Table song (BOOGIE WOGGIE DANCE) 

 

 

   REQUIREMNTS: 

• Students stand in a circle and according to the grade prepare for the table 

• Specially designed for Grades 1/2/3 

CONSIDERTATIONS: 

• Repeat tables with a little song mode 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Makes learning tables easy and fun 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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MULTIPLICATION Table GAME 

       

   REQUIREMNTS: 

• Students sit in a circle/team, pre-planned game according to grade and lesson 

• Box Board, Velcro, Colorful papers, Pens/Markers 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required)  

• Hand over the board to student and has to paste in the correct answer against 

question 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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Midkiff & Thomasson (1993) explored and studied that preschool students 

begin to develop an understanding of mathematical concepts using manipulatives 

including, but not limited to, blocks, puzzles, cubes, and construction toys. These 

activities have also proven beneficial for primary students who are having trouble 

in understanding the concepts of math (Thomasson, 1988). The replacement of 

skill sheets and paper-and-pencil activities with manipulatives gives the left 

dominant students experience in developing the spatial awareness while the right 

dominant students are learning through their preferred modality (Cherry, Godwin, 

& Staples,1989). Students tend to like this type of activity, and since there are 

many levels of difficulty, the students can usually find a specific activity at the 

appropriate level of difficulty. 

The idea of using games to help children learn math is not new. According 

to Van Eck and Dempsey, in 1985 a large study was conducted by the National 

Council of Teachers of Mathematics (NCTM, United States), who tested eleven 

math games for different grades with 1637 participants. The authors concluded 

that instructional games could be effective for all grades when designed according 

to the curriculum and implemented with instructional activities. 
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BOARD GAME+ DICE 
 

 

   REQUIREMNTS: 

• Students sit in a circle/team, pre-planned game according to grade and lesson 

• Prepare question chits and insert it in the boxes 

• Answer sheet  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) can make it time bound so child gets more 

chances to answer questions 

• Student rolls dice, according to the number on dice the teacher opens that box 

including question chits, the student answers and earns point.  

• Need to create many chits so every student gets chance to answer different 

questions 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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PASSING THE PARCEL 

 

        

 

   REQUIREMNTS: 

• Students sit in a circle/team, pre-planned game according to grade and lesson 

• Prepare question chits or prepare questions on a sheet of paper and ask questions 

as per the student’s level of easy or difficulty 

• Answer sheet  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) can make it time bound so child gets more 

chances to answer questions 

• Play music, students pass a parcel in a circle, music stops and the child with 

parcel must answer questions that the teacher has prepared. 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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SPIN THE WHEEL 

               

 

   REQUIREMNTS: 

• Students sit in a circle/team, pre-planned game according to grade and lesson 

• Answer sheet  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Each student gets chance to spin the wheel and where it points students has to 

answer question 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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DART GAME 

                                                                             

 

   REQUIREMNTS: 

• Students take turns to throw dart at the board, pre-planned game according to 

grade and lesson  

• Answer sheet  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Clears concept of addition, subtraction, place value, the student throws magnet 

dart and accordingly teacher must ask questions.  

• Requires pre planning of game. 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Increases understanding and retention of place value, combination of lessons 

also can be played 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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MATH JIG-SAW PUZZLE 

 

        

   REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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SELECTING THE GAMES 

• These games are an ideal way to cater for different ability levels in your 

classroom. Students who are struggling may be given easier games to practice 

basic skills.  

• The more advanced games can be used to extend brighter students. 

 • Games can be used to reinforce the skills that are being taught in the classroom, 

e.g. When time is being taught, play Time Bingo. 

 • Students can also be involved in selecting which games they would like to play. 

This will create a sense of ownership of the games.  

• The games can be used as a reward for working well. Allow students to select 

the game they would like to play.  

PREPAIRING THE GAMES 

 • Games that require cards can be printed in the size shown or can be enlarged 

on a photocopier to create large cards that can be used for whole class games. 

 • Students can be involved in preparing the games. Students can print the cards, 

cut out cards and decorate the bags or envelopes. This will lighten the teachers 

work load and give students a sense of ownership of the games. The students will 

take pride in the fact they made the games. At the same time, it is also giving the 

students responsibility. 

 • Laminating the cards will make them more durable and more appealing.  
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PLAYING THE GAMES 

 • These games are suitable for a variety of classroom uses.  

• Whole class games can be made by enlarging the games on a photocopier. The 

class can be divided into teams and one player at a time can come to the front for 

a turn. Students can also be seated in a circle and sit with their teams. The cards 

can be placed in the center of the circle.  

• When playing with the whole class, this provides an ideal time to discuss the skills 

relevant to the game, e.g. discuss place value when playing a number game. 

 • The games also provide an ideal introduction or conclusion to a lesson on a skill, 

e.g. Play Build One as an introduction to a lesson on decimal numbers.  

• These games can be part of a Math activity center or an activity for a Math 

rotation.  

• These games are also an ideal activity for students who finish work early. I always 

have a box of games at the back of the classroom. Students who finish work early 

then choose a game and play quietly in a designated area.  

• Games can also be sent home with students so they can play them with their 

parents. Parents will enjoy this as it is a fun way for them to help their child and be 

involved in what the child is doing at school. 
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BINGO 

                                       

            

   REQUIREMNTS: 

• Pre-planned game according to grade and lesson 

• Prepare question and answer sheet 

• Create Bingo play cards for student which has answers of the question. Teacher 

must ask question students have to calculate answers, find answer from the card 

and mark it. Finally check the bingo cards and assign points for the students who 

has correct answers   

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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MATH BASEBALL 

 

   REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Make teams 

CONSIDERTATIONS: 

• Divide your class into two teams to play math baseball 
• Create play station (If Required) 

• One team will start at bat, scoring runs by choosing questions worth one, two or 
three bases. You will “pitch” the questions, which range in difficulty depending on 
how many bases they’re worth. If the at-bat team answers incorrectly, the 
defending team can respond correctly to earn an out. After three outs, switch sides. 
Play until one team hits 10 runs. 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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MATH FACTS RACE 

   REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Make teams 

CONSIDERTATIONS: 

• Divide students into teams at the back of the class, posting a grid sheet at 
the front for each group. One student from each team will run to the sheet, 
writing an answer in the appropriate grid. To practice multiplication, for 
example, a student would have to write 12 in the grid where the third row 
and fourth column meet. 

• The student returns to his or her team after answering, allowing a group 
member to run to the sheet. The group member can fill another grid or, if 
needed, correct a previous answer. This process repeats itself until a team 
wins by correctly filling its sheet. 

• Create play station (If Required) 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention  
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Coin game (answer and earn a coin) 

 

 

 

   REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Question and answer sheet/chits/roll dice/flash cards 

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• On every correct answer student gets a coin depending upon the difficulty teacher 

can change the coin unit (Optional) 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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WHITE BOARD BENEFITS 

 

   REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Question and answer sheet for teachers 

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Present problems to the entire class and ask students to solve the problems 

on their whiteboards. When you say, “flip it,” the students should flip their 

boards to show the work they’ve done.  Make sure you already have the 

answers written out for the problems you are presenting, so you can quickly 

and easily check which students have the correct answer. 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Whiteboards are awesome and contain multiple purposes: 1) they invest 

students (they Love working on whiteboards); 2) allow for constant checks 

for understanding so that you always know where and for whom mastery is 

breaking down; 3) they can be used in groups or by individuals; and 4) you 

can make them yourself (you don’t need to buy them!) 

• Initiates and Improves Number retention 
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Confidence is a critical element in learning; past studies indicated that 

confidence correlates positively with performance (Al-Hebaish, 2012). This strong 

and positive correlation was also reported in the area of mathematics education 

(Stankov, Lee, Luo, & Hogan, 2012). Confidence affects an individual’s learning in 

various aspects. For example, there is a correlation between confidence and the 

elective enrollment of mathematics courses (Kleanthous & Williams, 2011; Metie, 

Frank, & Croft, 2007). Confidence also affects an individual’s effort; a learner with 

low confidence might not pay full effort to complete the task (Tschannen-Moran, 

Woolfolk Hoy, & Hoy, 1998). 

 

 

 

 

 

SELF EFFICACY IS 

THE KEY 
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TIC-TAC-TOE 

 

                

   REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Pair students to compete against one another while practicing different math 

skills in this take on tic-tac-toe. 

• Prepare by dividing a sheet into squares — three verticals by three 

horizontals. Don’t leave them blank. Instead, fill the boxes with questions 

that test different abilities. The first one to link three Xs or Os — by correctly 

answering questions — wins. 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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STAND UP, SIT DOWN 

  

REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Play Stand Up, Sit Down as a minds-on activity, adjusting the difficulty according 
to student age and skill level. 

• The principle of the game is straightforward: You pick a number, and students must 
stand if the answer to an equation you read aloud matches that number. If it isn’t, 
they remain seated in a circle. You can modify requirements for standing as 
needed. For example, you can tell students to stand if the answer is: Greater than 
10/An even number/A multiple of three 

• You can also alternate from addition to subtraction, and from multiplication to 
division. 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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100’s 

 

 REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Gather your class in a circle to play 100s as a quick warm up before your lesson. 

• You’ll give students a set of numbers to choose from — such as multiples of five 
to a maximum of 20 — as they take turns adding out loud in a clockwise direction. 
The student who says or passes 100 is out. You’ll start again, until only one 
participant is left. 

• Although the game is simple, you can change how it’s played to suit the skills of 
your students. For example, they may have to multiply by fours instead of adding 
by fives. 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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WAR 

 

REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Give students a mathematical twist on a traditional card game by playing this 

version of War. 

• To start, pair students together and give them each a deck of cards. Then, assign 
the following values: Ace — 1/Two to 10 — Face value/Jack — 11/Queen — 
12/King — 13 

• The rules of the game will depend on the grade you teach and the skills you’re 
building. For example, students in lower grades will play two cards, subtracting the 
lower number from the higher. Students in higher grades can multiply the numbers, 
designating a certain suit as having negative integers. Whoever has the highest 
hand wins all four cards. 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 

 

 

 

 

 

 

http://www.bicyclecards.com/how-to-play/war/
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JEOPARDY 

 

REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Transform this famous game show to focus on your latest skill or unit, preparing 
students for a quiz or test. 

• Setup involves attaching pockets to a Bristol board, dividing them into columns 
and rows. Each column should focus on a specific topic, whereas each row should 
have a point value — 200, 400, 600, 800 and 1,000. A team can ask for a question 
from any pocket, but other teams can answer first by solving the problem and 
raising their hands. Once the class answers all questions, the team with highest 
point total claims the prize you provide. 

• But each student wins in terms of engagement and practicing peer support  

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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QUICK TAKE AWAY 

FACTS         
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BACK TO BACK 

 

REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Bring out your class’s competitive side. Just be sure to group students at a similar 

skill level. 

• Back-to-Back involves a pair of classmates standing beside the blackboard with 

chalk in hand, facing away from one another. A third student says, “numbers up,” 

requiring each competitor to write a number on the board within a specified range. 

The third student then says the sum or product of the two numbers. Using this 

information, a competitor wins by stating the other’s number first.  

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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AROUND THE BLOCK 

 

REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Transform this famous game show to focus on your latest skill or unit, preparing 
students for a quiz or test. 

• Setup involves attaching pockets to a Bristol board, dividing them into columns 
and rows. Each column should focus on a specific topic, whereas each row should 
have a point value — 200, 400, 600, 800 and 1,000. A team can ask for a question 
from any pocket, but other teams can answer first by solving the problem and 
raising their hands. Once the class answers all questions, the team with highest 
point total claims the prize you provide. 

• But each student wins in terms of engagement and practicing peer support  

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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BOUNCING SUMS 

 

REQUIREMNTS: 

• Pre-planned game according to grade and lesson  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Give students a chance to move around class by playing Bouncing Sums, building 

mental math muscles.  

• To prepare, use labels and a marker to put integers, decimals or fractions on a 

beach ball. Hand the ball to one student, who will read aloud the label touching 

one of his or her thumbs. That student tosses the ball to a classmate, and so on. 

Each student must read the number on his or her label, adding it to — or multiplying 

it with — the sum or product which the previous student stated. 

• The challenge? Reach the highest number possible within a time limit. 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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ONE METER DASH 

 

REQUIREMNTS: 

• Pre-planned game according to grade and lesson 

• Meter Sticks  

• Timer (If required) 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• Run this quick game to improve perception and understanding of measurement. 

• Grouping students in small teams, give them meter sticks. They then look around 

the room for two to four items they think add up to one meter long. In a few 

minutes, the groups measure the items and record how close their estimations 

were. Want more of a challenge? Give them a centimeter-mark instead of a 

meter, asking them to convert results to micrometers, millimeters and more. 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 
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WHO WANTS TO BE A MILLIONAIRE? 

 

REQUIREMNTS: 

• Pre-planned game according to grade and lesson 

• Practice adding and subtracting integers, division problems, fractions or proportion 

problems while playing a game similar to “Who Wants to Be a Millionaire." 

• Timer 

CONSIDERTATIONS: 

• Create team or divide class in small groups  

• Create play station (If Required) 

• The teacher will write a variety of math problems on index cards or heavy card 
stock paper ahead of time. 

• Each question should have four answers from which to choose. For example, a 
$100 question may ask "What is the answer to 30 x 5 =?" A. 100 B. 400, C. 150 or 
D. 350. 

• The two teams race to see who can reach one million dollars. 

• The teacher asks each team the questions, and the players take turns answering 
the questions. 

• Each team is allowed two life lines or cheats. Two choices can be eliminated for 
one cheat, and team members can take a survey from the class for the second 
cheat. 

• Need additional support for teacher 

• Clear and simple language instructions  

• One on one Interaction and involvement 

• Demonstrate (If required) 

BENEFIT: (for teachers and students) 

• Small group of students makes an easy manage for teachers 

• Creates confidence in teacher and student 

• Interactive session encourages an active participation 

• Initiates and Improves Number retention 

 

 

 

 

 

https://www.innovativeclassroom.com/Teaching-Toolbox/Sponge-Activities/?id=59
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Mathematics is a fundamental skill in our daily life. Humans have been applying 

mathematical knowledge for over 4000 years. In addition, Gauss referred 

mathematics as the queen of sciences (von Waltershausen, 1856), which implied 

the importance of mathematics. However, adults and students often perceive 

mathematics as a difficult subject (Stodolsky, Salk, & Glaessner, 1991). Low 

confidence is one of the critical reasons that makes anyone feel difficult to learn 

mathematics. Such a negative feeling may consequently make an adult or student 

give up learning mathematics (Brown, Brown, & Bibby, 2008). In other words, self-

confidence plays an important role in learning (Maclellan, 2014) because it is a 

predictor of a learner’s learning behavior, such as the degree of effort made and 

the expectation of outcomes (Schunk, 2007).  

Individual with high self-confidence may attain better performance in tasks 

(Kleitman, Stankov, Allwood, Young, & Mak, 2013) and engage in target tasks 

more actively (Gushue, Scanlan, Pantzer, & Clarke, 2006) than those who are less 

confident about the tasks. In addition, students with high self-confidence usually 

regard difficult tasks as meaningful tests (Bandura, 1994) while those with low self-

confidence tend to avoid calling for help (Ryan, Patrick, & Shim, 2005). Thus, there 

is a need to give additional support to students with low confidence toward 

mathematics. Past studies found that digital games had potentials to enhance 

students’ confidence (Cunningham, 1994; Radford, 2000). Furthermore, digital 

games can also enhance students’ learning motivation and their learning 

performance (Klawe, 1998; Nussbaum, 2007). Therefore, embedding math 

learning into digital games may be a possible solution to enhance students’ self-

confidence, learning motivation and learning performance also boosting 

confidence in math teachers when their student starts to excel in the subject. 

DIGITAL MATH 
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Math can be frustrating at times to all students, regardless of ability. Game-

based learning can help engage and motivate students when they struggle by 

going beyond rote memorization to get kids practicing essential skills and making 

tough choices. The games on this list provide a universal language of play 

that promotes problem-solving and logic skills whether students are graphing on 

coordinate planes or solving multi-variable equations. 

Textbook exercises, workbooks, and worksheets are rarely stimulating, they 

typically focus upon calculations in isolation and in the absence of meaningful 

context, and they can contribute to students’ perceptions of math as being 

irrelevant to their lives. By contrast, hands-on exercises and real-world measuring 

devices add meaning and relevance in an interesting context. Grossnickle, Perry, 

& Reckzeh (1990) note the importance of developing a student’s ability to relate 

math to real-life requirements, which, in turn, gives meaning to mathematical 

operations, as well as enhancing learning and a positive attitude. 
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GAME BASED LEARNING 
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FREE APS 

PRODIGY 

• A free, curriculum-aligned math video game — to engage your 
class as you reinforce lesson content and essential skills. 

• It borrows elements from role-playing games (RPGs) such as 
Pokemon, as players compete in math duels against in-game 
characters. To win, they must answer sets of questions. As a 
teacher, you can customize these questions to supplement class 
material. The game also uses adaptive learning and differentiated 
instruction principles to adjust content, addressing each student’s 
trouble spots. 

  Create or sign into your free teacher account here 

• Age Range: 1st – 8th Grades 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 

MATH IS FUN 

• Engage elementary school students by pointing them 
towards games and puzzles on the Math Is Fun website. 

• Ideal as a learning station or for classes with one-to-one device 
use, the games range from challenging math classics — such as 
Sudoku — to counting exercises for younger students. The latter 
category uses concise sentences and cartoon characters, making 
content easier for these students to process. 

• Age Range: 1st – 5th Grades 

 

 

 

https://www.prodigygame.com/blog/adaptive-learning-technology-guide/
https://www.prodigygame.com/blog/differentiated-instruction-strategies-examples-download/
https://www.prodigygame.com/blog/differentiated-instruction-strategies-examples-download/
https://prodigygame.com/#start-now
https://prodigygame.com/#start-now
http://www.mathsisfun.com/
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Get the Math 

• Visit Get the Math with your students to solve engaging 
challenges, each related to using math in different careers and 
real-world situations. 

• The website contains videos with young professionals who explain 
how they use math in their fields, such as fashion design and video 
game development. You can assign challenges to your class after 
watching, which involve playing games. For example, one is 
based on using materials with different price-points and 
measurements to design a shirt for less than $35. 

• Age Range: 6th Grade and Up 

 

 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 

 

MATH GOODIES 

• Try Math Goodies for engaging, interactive tasks and lessons 
online. 

• The free website appeals to diverse learners by featuring puzzles, 
articles and word problems. Playing through the site’s content, 
students can — for instance — read an example-filled 
walkthrough about how to order decimals. They can then test their 
skills by completing exercises and challenges. 

• You can use the website to create custom worksheets, too. Fun 
for the class, useful for the teacher. 

• Age Range: 4th – 8th Grades 

 

 

http://www.thirteen.org/get-the-math/
http://www.mathgoodies.com/
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NATIONAL LIBRARY OF VIRTUAL MANIPULATIVES 

• Have students visit the online National Library of Virtual 
Manipulatives to access activities that involve digital objects such 
as coins and blocks. 

• Created by Utah State University, the online library’s goal is to 
engage students. It does so by giving teachers activities to 
provide, as there are manipulation tasks targeted to students at 
every grade level. For example, a 6th grade geometry activity 
involves using geoboards to illustrate area, perimeter and rational 
number concepts. Ideal for classes with one-to-one device use, 
you can also use the website as its own learning station. 

• Age Range: 1st Grade and Up 

 

 

SPLASH MATH 

• While Splash Math has single-grade apps available, the All 

Grades version allows children to practice content from 1st to 5th 

grade. This way, if your child masters 2nd grade math skills, they 

can go on to start learning 3rd grade ones. 

• Curriculum-aligned with 351 math skills to be learned, this app 
adapts to your child’s level and encourages self-paced learning. 

• Using their Parent Connect App, you can get instant notifications 
on progress improvement and skill completions. 

• Available: App Store, 

Web 

• Age: 5 to 

10 

• Cost: 

Free 

 

 

http://nlvm.usu.edu/en/nav/vlibrary.html
http://nlvm.usu.edu/en/nav/vlibrary.html
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TWELVE A DOZEN 

• This math game comes from Touch Press Games. They make 
high-quality, fun, educational games designed to strengthen key 
skills in reading, math and science. 

• Join the numeric hero, Twelve, on a journey through a universe of 
numbers. 

• She’s on a mission to rescue her family and the crumbling world 
of Dozen polis from the destructive Ultimate Prime. 

• Kids will use their skills and understanding of core math concepts 
to solve puzzles. 

• Available: App Store • Age: 8 to 14 • Cost: Free 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 

MOTION MATH 

• This adaptive game helps students master the most challenging 
standards from K-6. 

• Its creators built their instructional math games based on growth 
mindset research to help improve math fluency and conceptual 
understanding. 

• Once teachers sign up and provide students with an access code, 
they gain access to over 900 levels of adaptive math content, 
including: 

• Number line 

• Fractions, decimals, percent’s 

• 3Word problems 

• Operations 

• Mental math 

• and more 

• Available: App Store, Web • Age: 4 to 14 

 

https://www.prodigygame.com/blog/growth-mindset-in-students/
https://www.prodigygame.com/blog/growth-mindset-in-students/
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MATH LEARNING CENTER 
• The 11 apps in The Math Learning Center are based on visual 

models from Bridges in Mathematics, a comprehensive PK–5 

curriculum that equips teachers to fully implement the Common 

Core State Standards. 

• Though they aren’t gamified like other math apps in this list, they 
provide a digital alternative to traditional flashcards and 
worksheets. 
Their list of math apps includes: Fractions, Geoboard, Math 
vocabulary cards, Money pieces, Number frames, Number line, 
Number pieces, Number rack, Pattern shapes, Partial product 
finder. 
 

• Available: App Store, Web • Age: 4 to 11 

 

MATH FIGHT 

• Two can have fun at the same time! Math Fight: 2 Player Math 
Game is one of those fun educational games where two players 
challenge each other. 

• + Split screen interface makes this brain game a 2-player 
reactor  
– Basic math workout means this is mathematics for kids 7 years 
and above  
x Math speed training improves math skills, reflexes and 
concentration 
÷ Educational game for teens that is at the same time a fun 
game for free 

• Test your math skills in a race against your friends! The screen is 
split in two thus very convenient for the duel games. This is a 
concentration game that stirs your brain in a positive way. This 
free game for kids and adults includes basic mathematical 
operations – addition and subtraction, multiplication and division. 

https://www.prodigygame.com/blog/common-core-math-standards/
https://www.prodigygame.com/blog/common-core-math-standards/
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MATH SNACK 

• Satisfying mathematical treats kids will gladly gobble up 

• Hip visuals, tongue-in-cheek fun, concrete real-world examples, 

and superb teaching resources make a nearly complete package. 

• Assessment or online tracking options for individual teachers and 

a wider range of content would make the site more versatile. 

• Teachers and students will excel with engaging, often funny 

material; it's a pleasure to explore these extensive resources. 

• Grades : 3–8 

 
 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 
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PAY AND USE APPS 

Elephant Learning Math Academy 

 

 

• This math platform guarantees children will learn a year’s worth of 
math in three months when they use it 30 minutes a week. 

• Elephant Learning’s algorithm provides real-time reports that let 
you know what your child is working on and how they’re 
progressing through the growing library of mathematics activities. 

• Although they claim to be 100% compatible with all school 
curriculums — because they “focus on concepts rather than 
procedures” — Elephant Learning is not curriculum-aligned. 

• Available: App Store, 

Google Play, Web 

• Age: 2 to 

16 

• Cost: 

$35/month 

 

 

 

 

 

https://elephantlearning.com/
https://www.prodigygame.com/blog/fun-math-activities/
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Rocket Math 

 

 

• Complete math missions to build your own rockets and launch 
them into space! 

• Dr. Don Crawford, the original paper-and-pencil Rocket Math 
author, created this app to help children learn math facts in each 
operation. 

• There are 26 levels — A to Z — and each one has three 
achievements: take-off, orbit, and universe. 

• Any time students can’t answer a math fact in three seconds or 
less, Mission Control gives the problem and answer. Then you 
have to prove you’ve learned it. 

• Teachers can create an account and buy seats for their 
classroom. However, for parents who don’t need a plan with 
multiple seats and the ability to track student progress, the iOS 
app store has two apps: 

• Add at Home (and subtract) 

• Multiply at Home (and divide) 

• Available: App 

Store 

• Age: 6 to 

14 

• Cost: $2.99/app 

 

 

https://www.rocketmath.com/rocket-math-game/
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DRAGON BOX 
 

• This group of apps covers numbers, addition, subtraction, 

multiplication, division, algebra, geometry and more. 

• According to Dragon Box, their method “is a unique approach that 

uses motivation-based learning techniques to give children a 

deeper understanding of how and why things work.” 

• They achieve this through helping students engage with, explore, 

reflect on, and apply what they’re learning and practicing. 

• Available: App Store, 

Google Play 

• Age: 4 

to 14 

• Cost: $4.99 to 

$24.99 
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MYSTERY MATH TOWN 

Use your math skills to rescue the fireflies in Mystery Math Town for 
ages 6-12 and up. 

• Math practice integrated with a rich, immersive game experience 
• Multiple user accounts – create your own avatar 
• Customizable math skills for each player: 
• Addition 
• Subtraction 
• Multiplication 
• Varied Number Representations (dice and tallies) 
• Players develop math thought by building equations, not just 

tapping answers 
• Bonus challenges for extended gameplay 
• Unique rewards reveal characters and backstory 
• Requires strategy and critical thinking 

CUSTOMIZE SKILLS FOR SPECIFIC CONCEPTS AND ABILITY: 

Designed to support classroom learning, Mystery Math Town provides 
a unique and engaging way to practice a range of elementary math 
concepts for kids ages 6-12 and up. 

Pricing 

Plan Price Details 

Mystery Math Town $2.99 Compatible with iPad. 
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MATH BUGS 

• Math Bugs is developed by an experienced teacher and the 
content is based on the goals in school. 

• As a teacher, you can use Math Bugs in class by letting your 
students practice number sense in a playful way. Students learn 
without time limit and without advertising in an app that helps them 
achieve some of the goals in the curriculum in a fun way. 

• Are you 5-12 years old and want to learn math in a fun way? Math 
Bugs teaches you about number groups like thousands, ones and 
hundredths. Meanwhile, you create a fun math bug by putting 
together parts like wings, arms and antennas. 

• Five different number ranges: 100, 1 000, 10 000, 0.1 and 0.01 
Five cool characters, each with its own special characteristics. 
No time pressure – play and collect gold coins and gems at your 
own pace! 
Developed by an experienced teacher. 
The content is based on the goals in the curriculum. 
No advertising. 
 

• Pricing 

Plan Price Details 

Math Bugs Free This app is designed for iPad. 

Math Bugs Full $0.99 This app is designed for iPad. 
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TEACHING MATH EFFECTIVELY 

 

Cornell, (1999) has suggested few teaching strategies that a teacher can 

incorporate in a classroom setting and what conclusions can be shared for 

improving both math instruction and teacher training? 

▪ Instruction must include discussion of the real-world applications of the 

operations, calculations, and processes being taught.  

▪ Personal ridicule, direct or implied, has no place in math instruction. 

▪ Incorporating projects (large or small) provides meaning and purpose, adds 

interest, and helps develop intrinsic motivation and discipline. 

▪  Math instruction should be interesting and fun, not “fun and games“lacking 

substance; nor should the content be dumbed down. Rather, it should reflect 

the idea that learning, and motivation are enhanced when students can 

enjoy stimulating math-related projects, contests, demonstrations, and 

similar activities.  

▪ Math vocabulary should be explained, not assumed. This will save time in 

the long run.  

▪ Rote memorization exercises should be deemphasized; furthermore, a 

student’s dependence upon rote memory should be viewed as a possible 

sign of gaps in understanding.  

▪ Instruction should incorporate an element of diagnosis and remediation that 

detects and addresses student errors as they occur. 
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Appendix 

1. Steps to make Chip-Chap-chu 
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