
 

Maths Games Library– Game Labels. Created by Brianna Laxton 

Game: Rainbow Facts (Make 10) 

 

Strategy: Rainbow Facts  

Two numbers that add together to 
make 10.  

10+0=10 
9+1= 10 

8+2= 10 

7+3= 10 

6+4= 10 

5+5= 10 
 

Included:  

1 Game Board  

2 Whiteboard Markers 

1 10-sided dice 

Game: Doubles Cover Up  

 

Strategy: Doubles (2 times tables) 

 

Included:  

1 game board  

2 whiteboard markers 

1 12-sided dice 

Game: Doubles 1 more or 1 less  

 

Strategy: Near Doubles  

Near Doubles are two numbers, 
which are almost the same, are add-
ed together. For example, if a stu-
dent knows that 6+6=12, then 6+7 is 
the same as 6+6 and 1 more.  

 

Included:  

1 game board 

2 whiteboard markers 

1 10-sided dice 

Game: Doubles 2 more or 2 less  

 

Strategy: Near Doubles  

Near Doubles are two numbers, which 
are almost the same, are added togeth-
er. For example, if a student knows that 
6+6=12, then 6+8 is the same as 6+6 and 
2 more.  

 

Included:  

1 game board 

2 whiteboard markers 

1 10-sided dice 



 

Maths Games Library– Game Labels. Created by Brianna Laxton 

Game: Rainbow Facts (Make 10) 

 

Strategy: Rainbow Facts  

Two numbers that add together to 
make 10.  

10+0=10 
9+1= 10 

8+2= 10 

7+3= 10 

6+4= 10 

5+5= 10 
 

Included:  

1 Game Board  

2 Whiteboard Markers 

1 10-sided dice 

Game: Make Biggest Number to 
100,000 

 

Strategy: Place Value   

Focus is on comparing and reading large 
numbers, as well as understanding the 
patterns in the number system.  
 

Included:  

2 Game Boards  

2 Whiteboard Markers 

1 10-sided dice 

Game: X2, X4, X8 

 

Strategy: multiplicative thinking  

The focus is to understand the rela-
tionship between x2, x4 and x8.  
Students don’t need to memorise all 
the multiplication facts, if they know 
their doubles, they can apply this 
knowledge to x4 and x8.  

 

For example, for the number 5 

Double 5x2= 10 

Double Double 5x4= 20 

Double Double Double 5x8= 40  

 

Included:  

1 Game Board 

2 Whiteboard Markers 

1 10-sided dice 

Game: Capture the Array  

 

Strategy: multiplicative thinking  

The focus is for students to practise 
their multiplication facts, and under-
stand that 3X5 is the same as 5X3.  

 

Included:  

1 Game Board 

2 Whiteboard Markers 

2 dice 



 

Maths Games Library– Game Labels. Created by Brianna Laxton 

Game: Make Biggest Number to 
100,000 

 

Strategy: Place Value   

Focus is on comparing and reading 
large numbers, as well as under-
standing the patterns in the number 
system.  
 

Included:  

2 Game Boards  

2 Whiteboard Markers 

1 10-sided dice 

Game: Make biggest Number to 
100,000,000 

 

Strategy: Place Value  

Focus is on comparing and reading large 
numbers, as well as understanding the 
patterns in the number system.  
 

Included:  

2 Game Boards  

2 Whiteboard Markers 

1 10-sided dice 

Game: X2, X4, X8 

 

Strategy: multiplicative thinking  

The focus is to understand the rela-
tionship between x2, x4 and x8.  
Students don’t need to memorise all 
the multiplication facts, if they know 
their doubles, they can apply this 
knowledge to x4 and x8.  

 

For example, for the number 5 

Double 5x2= 10 

Double Double 5x4= 20 

Double Double Double 5x8= 40  

 

Included:  

1 Game Board 

2 Whiteboard Markers 

1 10-sided dice 

Game: Capture the Array  

 

Strategy: multiplicative thinking  

The focus is for students to practise 
their multiplication facts, and under-
stand that 3X5 is the same as 5X3.  

 

Included:  

1 Game Board 

2 Whiteboard Markers 

2 dice 



 

Maths Games Library– Game Labels. Created by Brianna Laxton 

Game: Addition SNAP  

 

Strategy: Practise selecting the most efficient strategy   

 2 Players  
 Take a deck of cards and divide it in half.  
 Give one half to each player  
 Without looking, each player takes one card off the top of their pile and places it be-

tween the two players, face up. The first person to add up the two cards and say the 
answer, gets to keep the cards. The winner is the person with the most cards at the 
end.  

 

 

 

 

 

Included:  

1 pack of cards  

 

Game: Addition SNAP  

 

Strategy: Practise selecting the most efficient strategy   

 2 Players  
 Take a deck of cards and divide it in half.  
 Give one half to each player  
 Without looking, each player takes one card off the top of their pile and places it be-

tween the two players, face up. The first person to add up the two cards and say the 
answer, gets to keep the cards. The winner is the person with the most cards at the 
end.  

 

 

 

 

 

Included:  

1 pack of cards  

Example: 8+4=12 

The first player to say the answer ‘12’ gets the cards and        

explains what strategy they have used.  

Example: 8+4=12 

The first player to say the answer ‘12’ gets the cards and        

explains what strategy they have used.  



 

Maths Games Library– Game Labels. Created by Brianna Laxton 

Game: Addition SNAP  

 

Strategy: Practise selecting the most efficient strategy   

 2 Players  
 Take a deck of cards and divide it in half.  
 Give one half to each player  
 Without looking, each player takes one card off the top of their pile and places it be-

tween the two players, face up. The first person to add up the two cards and say the 
answer, gets to keep the cards. The winner is the person with the most cards at the 
end.  

 

 

 

 

 

Included:  

1 pack of cards  

 

Game: Addition SNAP  

 

Strategy: Practise selecting the most efficient strategy   

 2 Players  
 Take a deck of cards and divide it in half.  
 Give one half to each player  
 Without looking, each player takes one card off the top of their pile and places it be-

tween the two players, face up. The first person to add up the two cards and say the 
answer, gets to keep the cards. The winner is the person with the most cards at the 
end.  

 

 

 

 

 

Included:  

1 pack of cards  

Example: 8+4=12 

The first player to say the answer ‘12’ gets the cards and        

explains what strategy they have used.  

Example: 8+4=12 

The first player to say the answer ‘12’ gets the cards and        

explains what strategy they have used.  



 

Maths Games Library– Game Labels. Created by Brianna Laxton 

Game: Nearly Friendly Number 9 
 

Strategy: Nearly Friendly Number 

Friendly numbers end in a 0 and are easy to add, eg. 10+4  
 

Nearly friendly numbers are numbers that we can make into a friendly number in our 
head to help us do mental addition.  
  

If students know that 10+4=14 (Friendly Number), they can work out that 9+5=14. Students 
can rearrange sums to make friendly numbers, which are easier to solve. We call these 
sums, Nearly Friendly Numbers. For example, if the question was 9+5, in my head I would 
think 10+4. 
 

Instructions:  roll the dice,  add the number to 9 and cross it off the board.  Players 
take turns. The winner is the first person to get four numbers in a row (horizontally, verti-
cally or diagonally).  
 

Included:  

1 Game Board  

2 Whiteboard Markers 

1 10-sided dice 

Game: Nearly Friendly Number 11  
 

Strategy: Nearly Friendly Number 

Friendly numbers end in a 0 and are easy to add, eg. 10+4  
 

Nearly friendly numbers are numbers that we can make into a friendly number in our head 
to help us do mental addition.  
   

If students know that 10+4=14 (Friendly Number), they can work out that 11+3=14. Stu-
dents can rearrange sums to make friendly numbers, which are easier to solve. We call 
these sums, Nearly Friendly Numbers. For example, if the question was 11+3, in my head I 
would think 10+4. 
 

Instructions:  roll the dice,  add the number to 1 1  and cross it off the board.  Players 
take turns. The winner is the first person to get four numbers in a row (horizontally, verti-
cally or diagonally).  
 

Included:  

1 Game Board  

2 Whiteboard Markers 

1 10-sided dice 


