Multiplication Games
	
	Multiplication Bingo 
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Print out the Bingo Card template.  Make copies for each student.   Students choose any of the 25 numbers at the bottom of the card and write one in each square.  When the students are done, use a set of flash cards to randomly choose a multiplication fact.  (Remove all the zero flashcards except one).  Say the problem aloud.  (For example: six times six.)   Any student with the product puts a marker on it.  Continue until someone gets a Bingo.


	[image: image2.png]



	Flip Up - Times Tables Card Game 
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This game is played by two students with a deck of cards with the jokers and face cards removed.  Students shuffle the deck and deal them all out face down.  Each player flips over a card from his or her pile.  The first player to call out the correct answer gets to collect two flipped over cards.  If a player calls out the wrong answer the other player gets the cards.  Players continue until all the cards have been flipped over.  The winner is the player with the most cards at the end.
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	Buzz 
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This game is used to review a specific fact family.  It can be played in a small group or the entire class.  The leader chooses a number between 2 and 9.  The leader says 1, the next player says the 2, and so on.  When they reach a multiple of the number chosen, the player says "buzz" instead of the number.  If a player forgets to say buzz or says it at the wrong time, he or she is out.  Play continues until they group reaches the last multiple of the number times 9.
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	Buzz Plus 
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After your class has played buzz for a while, add this variation.  This game is played just like buzz except the student must also say buzz when the chosen number is one of the digits.  For example:  If the chosen number is 3, they would say buzz at 3, 6, 9, 12, 13, 15, 18, 21, 23, 24, and 27)
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	Around the World 
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Large group flash cards are great for "Around the World." Students sit in a circle. Choose a starting person. This student stands behind the next student in the circle. The teacher holds up a flash card. The first student to say the answer stands behind the next person in the circle. If a sitting student says the answer first, the standing student sits down in the winner’s chair. This process continues until at least one student makes it completely around the circle.
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	Team Tag 
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Divide the students into two groups. Have them form two single file lines facing forward. The first student should be about 10 feet from the front of the room. Put two equal stacks of flash cards on a desk in the front of the room.
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When play starts, the first person in line races to the desk, takes the first card in his or her pile, holds it up, announces the answer to the class, places the card in a discard pile, and then races to tag the next person in line. If the student does not know the answer or gives the wrong answer, he or she puts the card on the bottom of the pile and selects the next card. This student keeps selecting cards until he or she knows the answer to one or until five cards have been selected.
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The two teams play simultaneously. The first team to correctly give the answer to all the multiplication facts in its pile wins.
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	Multiplication Bombardment (Submitted by Shawna) NEW 
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Spread paper plates out on the floor.  Write multiplication problems on index cards (or use flashcards) and place upside down on plates.  Players throw bean bags or paper airplanes at plates, turn over the card and say the product.  If correct, he keeps the card and it is replaced with a new card.  If wrong, turn card back over for another player to try to hit.  Player with the most correct “hits” when card are out (or time is up) wins.


	[image: image16.png]



	POW (Submitted by Rob and Kim) NEW 
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Materials: set of flash cards, post-it notes 
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This is a quick & easy flash card game that allows students of all abilities an equal chance to win. Write the word "POW!" on several post-it notes (approx. one POW to every 8-10 flash cards) and stick the POW notes on flash cards throughout the deck. As you go around the room, students take turns answering one fact at a time. The object of the game is to collect the most flash cards, by answering the facts correctly. If they answer correctly, they get to keep the card. If they answer incorrectly, they do not get to keep the card. If their fact has a "POW!" on it, they surrender all of the cards that they have accumulated so far. Play continues until you reach the end of the flash card deck or after a pre-determined amount of time has passed. Students love the randomness of the game and how quickly the game can change.
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	Math Uno (Submitted by Dan Robbins) NEW 
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Uses multiplication skills 0-9. Play the game exactly as the Uno rules say, but when you have a play you must tell what the total will be of the two numbers before you can play. red 6 is showing you play a blue 6, 6x6 is 36 is your play, next person plays a blue 4, 6x4 is 24, and so on. 
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	Times Tables Football (by Don Bratton) NEW 
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Create field of play for the overhead projector.  Create a deck of cards with times tables on one side, the answer on the other.
Also on the back, put the results of a football play 
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Examples
25 yard pass to wide out
3 yard run by fullback
Incomplete pass
Fumble, lose 5 yards
Etc. (Be creative)
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The deck should have about 100 cards.  Most are good results, but some are bad to add some element of surprise.
[image: image25.png]



Start on the 20 yard line at the beginning of the game, half, and after scores.
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On 4th down they may choose to try for a 1st down, punt (40 yards) or go for a field goal (must be at least on the 40 yard line)
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Extra points may be 1 point.  (Only answer the next card correctly) or two points (answer the card and make at least 3 yards.)
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If during play, one player misses a times table, the other team gets a chance to answer it correctly.  If they do, they recover the fumble and start with a first down.
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Penalties can be assessed for not paying attention when it is not your turn, excessive talking, helping someone else, etc.
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	Bowling Multiplication Game (Contributed by Michelle Pitzner) 
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Every student has their own set of flashcards. Choose 10 students to be the bowling pins. These students stand in a pyramid shape. The rest of the students make a line facing the "pins".
The first student in the line is the bowler. They point to the "head pin' and that student shows them a flashcard. The bowler has to say the answer before the "pin" silently counts to 5. If the bowler gets the answer correct, the pin is "knocked down" and that student sits down. The bowler then points to another "pin". Play continues until they miss a flashcard. The goal is to get a strike, or as many pins knocked down as possible. After that bowler finishes, the back person in the pin set up, writes down the bolwers score on the board and goes to the end of the line. The bowler then moves to the front pin position while everyone else rotates. Students are not bored in line waiting because they have their flashcards to practice, or they are trying to do the problems themselves. They want to bowl a strike when it is their turn!
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	Seeing Doubles  
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Learning multiplication facts with 2 as a factor can be fun and easy with dominos.  Use domino doubles to demonstrate that multiplying by two is the same as adding doubles: 5+5=2x5, 6+6=2x6, and so on.  Have your students make both addition and multiplication fact statements for the various dominoes.
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	Dots   
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You will Need - Dice 
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This is how it works: 

1. Ask a student to join you at the board to model the game of Dots. 

2. Do each step yourself and then have the partner do the step. 

3. Roll the die and announce the number you rolled 

4. Draw that number of big circles on the board.  You rolled a 2, so you draw two dots in each circle. 

5. Roll the die again and announce that number. 

6. Draw that number of dots in each of your circles.  you rolled a 6, so you draw six dots in each circle. 

7. Write a multiplication equation to match your drawing.  You wrote the multiplication problem 2 x 6 = 12 (Two groups of 6 equals 12) 

8. Record the total number of dots in your drawing.  12 is your score for this round. 

9. Continue with your partner for four more rounds of play. 

10. After five rounds total all the dots. 

11. The player with the most dots wins. 
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	What's Your Name?  I Mean Number??  
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On a name tag write a multiplication problem.  (ie 7 x 5)
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Each student gets to wear one for the day.  They no longer have a name.  When a student wants to speak to someone, they must call them by their answer.  (ie 35)
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	Slap Happy  
[image: image41.png]



You will need: "Slap-O-Matic from a Hands Down game, playing cards (half with multiplication problems and half with their answers)
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How it works: 

1. Each player draws 7 cards 

2. At each player's turn, the player looks for a matching problem and product.  When they have a match, they slap their hand on the Slap-O-Matic.  The other players also slap their hand.  The player's hand that is last to go down loses a card to the player who had the match.  If the player does not have a match when it is their turn, they must draw a card but can still slap the Slap-O-Matic.  The player with the most matches when time is called, is the winner. 
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	Break My Eggs  
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Write numbers in the bottom of egg cartons.
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Put two manipulatives in the egg carton. 
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Close the lid and have the students shake the carton and multiply the two number together. 
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They can play as teams and keep score
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	War  
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You will need a deck of cards for each team of two players
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Before you start, write on the board, Ace = 1, J = 0, Q = 11, K = 12 

1. Students pair up and shuffle their cards. 

2. They deal the cards out evenly and stack them face down in front of them. 

3. Both students turn over their top card at the same time.  They multiply the 2 cards and shout the answer.  The winner puts the cards in his/her/ winning pile.  It a tie occurs, keep turning cards until someone wins the pile. 

4. When all of the original stack has been played, they count their winnings. The winner gets a point, token, skittle, etc.  They then switch partners. 
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	Flash Cards at the Door -  (Shared with permission by CAROL MCEWEN - TEAGUE ELEMENTARY SCHOOL- FRESNO, CA) 
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A set of flash cards 

1. Choose flash cards that correspond with facts you are working on. 

2. As the students line up before school or after recess, hold up a flash card for them to solve. 

3. The answer to the flash card is their "pass" into the classroom. 

4. If a student misses the problem, they must step to the side and work it out before they can come into the room. You will want to choose flash cards according to individual student's ability or you could be standing there all day with some of them! Students who I know are struggling will get a hand picked card especially for them. 

5. It will go slow at first, but as they get the hang of it, it will go quickly and they will love it! 

6. My 4th grade students love to do the multiplication and division facts. When someone comes in late or has been at the office, they always ask for their fact. It is just another way to reinforce whatever you are working on! 
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	FACTS BASEBALL (Contributed by Lisa) 
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Choose two teams. 
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Set up 3 bases, teacher is the pitcher (with flashcards) 
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Students are shown  fact card, he states the fact and the answer.  If he is correct he moves to 1st base.  I he misses it, he goes to the end of the line for the  next student to try.  (use a different flashcard).
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 Each time a student answers correctly, the runners move around the bases.  The only time the team scores is if someone makes it all around to home plate.   You may want to add some doubles, triples or homerun cards (challenging) for a variation.  Three strikes and you're out   The next team plays.  Use the chalkboard (or a homemade board) to keep up  with the score and outs and innings. 
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When a student misses a fact,  I can guarantee you that they will not forget it again. 
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When I missed one,  I would figure out the answer when I sat down and would never miss it again.  It was embarrassing. 
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The team that is up to bat stands in a line.  The other team sits in their desks until their turn to bat.  We changed teams every 9 weeks so we could name our team.     
This game can be used for any math game using flashcards ( Addition, subtraction, multiplication, and division). 
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If you like baseball you will love this game. 
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	Popcorn Multiples (Contributed by LuAnne Vides) NEW 
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Players: two 
You will need: 
one small cup for each pair of kids (I use dixie cups) 
24 popcorn kernels, or other small objects 

Put the kernels on the table beside the empty cup.  On each turn, each player picks up a choice of one, two or three kernels and puts it/them into the cup (announcing how many are being placed helps avoid confusion).  Keep  going until all the kernels are in the cup.  The person who puts the last kernel in the cup wins that round.  It takes several times to play before kids catch on that it doesn't matter who goes first; it matters how you plan your moves with the multiples of 3, manipulating the other player to leave the right number of kernels on the next-to-last turn.   
Variations: 
Use more kernels 
Have players put in one, two, three or four at a time 
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	Memory Multiplication NEW 
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Material:
- A deck of cards with just the multiplication problems that need to be learned
- A deck of cards with the answers to the problems.
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Set up:
1.  One one side of the platform (ex: table, desk, floor) we turn the problem cards face down and mix them up.
2.  On the other side, we turn down the answers to the problems face down as well and mix them up.
3.  Player One starts the play just like we play the regular Memory game, however, we are using two decks of cards.  Player One goes to the problem cards and turns one face up, and sees a problem (i.e. 7 x 4 ).  Then, he/she goes to the answers on the other side of the platform and flips one over to see if the correct answer is flipped over (i.e. 32 for the wrong answer; 28 for the right answer).  If the correct answer is flipped over, the player keeps the two cards flipped face up and goes again.  If not, the two cards get flipped face down again and Player Two goes next.
4.  Player Two does the same as Player One.  
5.  The player who wins most collected cards when they're all gone wins the game. 



