UKS2 Algebra Game
Cross it Off

including editable and differentiated versions
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Included in this game set:

o 3 differentiated versions of the same game with clear
instructions and N.C links

 An editable games template for you to personalise the game
to the needs of your class

e Delving deeper questions to use with the game to develop
a mastery approach
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For 2 players. You will need: 1-6 dice, 18 counters (2 different colours), and two whiteboards, pens and erasers.

How to Play...

Place a counter on one of the outer boxes of the board - both players will use the

same counter

Player 1 rolls the dice, and takes that many ‘steps’ around the board in either

direction with the counter

? The winner is the first person to cross off all their numbers!

Player 1 then must solve the equation they land on and cover the answer on their

grid with another counter
Player 2 then does the same, using the same counter as Player 1 to move around

the boxes
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How to Play...

Place a counter on one of the outer boxes of the board - both players will use the

same counter

Player 1 rolls the dice, and takes that many ‘steps’ around the board in either
direction with the counter
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For 2 players. You will need: 1-6 dice, 18 counters (2 different colours), and two whiteboards, pens and erasers.

? The winner is the first person to cross off all their numbers!

grid with another counter
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Player 1 then must solve the equation they land on and cover the answer on their

Player 2 then does the same, using the same counter as Player 1 to move around
the boxes
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How to Play...

Place a counter on one of the outer boxes of the board - both players will use the

same counter

Player 1 rolls the dice, and takes that many ‘steps’ around the board in either

direction with the counter
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For 2 players. You will need: 1-6 dice, 18 counters (2 different colours), and two whiteboards, pens and erasers.

? The winner is the first person to cross off all their numbers!

grid with another counter

the boxes
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Player 1 then must solve the equation they land on and cover the answer on their

Player 2 then does the same, using the same counter as Player 1 to move around
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