Everyday Math Online Games (Grades 4 to 6) 
FOR ALL GAMES
At any time, click the Hint button to find out what to do next. Click the Skip Directions button to skip the directions and begin playing the game. Click the Exit button to leave the game. If you don't play the game for a while, the game will quit automatically. 

Baseball Multiplication with 3 Dice 

Play a baseball multiplication game with the computer. Try to score more points at the end of three innings. 

· Click the dice to toss the first pitch. 

· Multiply the 3 numbers on the dice and enter your answer using the keypad. Click the Clear button if you make a mistake. Click OK to enter your answer. 

· Your batter will score a hit or get an out, based on the hitting table. 

· Click the dice to get the next pitch. 

· The scoreboard tracks the number of strikes, outs, and runs for each player. 

· When you get 3 outs, it will be the computer's turn. 

· Play will continue for 3 innings. The player with more runs at the end of the game is the winner. 

Baseball Multiplication with 4 Dice 

Try to beat the computer at this challenging baseball multiplication game. 

· Click the dice to toss the first pitch. 

· Click a die to place that number in the first number sentence. Click another die to place that number in the same number sentence. The numbers on the other two dice will appear automatically in a second number sentence. 

· Enter the sum of each number sentence using the keypad. Click the Clear button if you make a mistake. Click OK to enter your answer. 

· The sums of the 2 number sentences will appear in a multiplication number sentence. Use the keypad to enter the product. Click the Clear button if you make a mistake. Click OK to enter your answer. 

· Your batter will score a hit or get an out, based on the hitting table. 

· Click the dice to get the next pitch. 

· The scoreboard tracks the number of strikes, outs, and runs for each player. 

· When you get 3 outs, it will be the computer's turn. 

· Play will continue for 3 innings. The player with more runs at the end of the game is the winner. 

Beat the Computer with 1 - 5 Facts 

Try to beat the computer in finding answers to basic multiplication facts. 

· Click the deck to deal 2 number cards. 

· Multiply the 2 numbers. 

· Use the keypad to enter your answer. Click the Clear button to change your answer. Click OK to enter your answer. 

· Try to enter your answer before the computer finds the answer. 

· If you beat the computer with a correct answer, you get a point. 

· Win all 10 rounds and get 10 points. 

Beat the Computer with 5 - 9 Facts 

Try to beat the computer in finding answers to basic multiplication facts. 

· Click the deck to deal 2 number cards. 

· Multiply the 2 numbers. 

· Use the keypad to enter your answer. Click the Clear button to change your answer. Click OK to enter your answer. 

· Try to enter your answer before the computer finds the answer. 

· If you beat the computer with a correct answer, you get a point. 

· Win all 10 rounds and get 10 points. 

Beat the Computer with Extended Facts 

Try to beat the computer in finding answers to basic multiplication facts. 

· Click the deck to deal 2 number cards. 

· Multiply the 2 numbers. 

· Use the keypad to enter your answer. Click the Clear button to change your answer. Click OK to enter your answer. 

· Try to enter your answer before the computer finds the answer. 

· If you beat the computer with a correct answer, you get a point. 

· Win all 10 rounds and get 10 points. 

Credits/Debits Game 

Try to beat the computer by having a larger amount of money at the end of 10 rounds. 

· You and the computer each begin with $10. To start the game, you will get the first card. 

· The number on the card will be entered as either a credit or a debit in the Change column of your chart. Add the credit or debit to your starting amount to get your new balance. Use the keypad to enter the sum. To enter a negative number, click the negative symbol first, then the number. Click the Clear button if you make a mistake. Click OK to enter your answer. 

· Then the computer will take its turn. After 10 rounds, the player with more money is the winner. 

Credits/Debits Game (Advanced) 

Try to beat the computer by having a larger amount of money at the end of 10 rounds. 

· You and the computer each begin with $10. The computer will toss a coin to determine whether you will add or subtract a credit or debit. A plus or minus sign is entered in the add/subtract column of your chart. 

· The computer will then deal you a card. 

· The number on the card will be entered as either a credit or a debit in the Change column of your chart. Add or subtract the credit or debit to your starting amount to get your new balance. Use the keypad to enter the sum. To enter a negative number, click the negative symbol first, then the number. Click the Clear button if you make a mistake. Click OK to enter your answer. 

· Then the computer will take its turn. After 10 rounds, the player with more money is the winner. 

Exponent Ball 

Try to beat the computer by scoring more points. 

· Click the dice to roll them and get your number. The red die names the base of your number. The yellow die names the exponent. 

· Use the Runs Table to find the value of your roll and how far you can move the ball forward or backward. Then click the yard line to move your ball that many yards. 

· You have 4 downs, or 4 tries, to reach or cross the goal line. 

· On the first 3 downs, you must run the ball. On fourth down, you may run or kick the ball. Use the Kicks Table when kicking the ball. 

· If the ball reaches the goal line on a run, you get 7 points. If the ball reaches the goal line on a kick, you get 3 points. 

· Then the computer will take its turn. 

Factor Bingo 

Find factors of numbers to get Bingo in the least number of turns. 

· Make your Bingo board by clicking on each square and entering a number from 2 through 90 using the keypad. Click the Clear button if you want to change your number. Click OK to enter your number. 

· Fill your board with numbers that have the numbers 2 through 9 as factors. If you don't, you may not be able to win the game. 

· After your Bingo board is filled with numbers, click the card deck to turn over the first card. 

· Look at the number on the card, and find all of the numbers on your board that have that number as a factor. 

· Then click each of these numbers to place a counter over it. When you are done, click the card deck to get the next card. 

· When you get 5 counters in a line or 12 counters anywhere on the board, you get Bingo. Click the Bingo button to stop the game. 

· Your score shows the number of turns you've taken. Try to get Bingo as quickly as possible to get the lowest score. 

Factor Captor 

Try to earn the most points by finding factors of numbers. 

· To start the game, the computer will choose a target number. This number is the computer's score for the round. 

· On the board, click all the factors of that target number you can find, and then click OK. You must click each factor only once, and all factors must be less than the target number. To change a number, just click it again. Your score is the sum of all the correct factors you selected. 

· You take the next turn by choosing and clicking a target number. You must select a 2-digit number, unless there are none left. 

· Take turns with the computer until all the numbers on the board have been covered. The player with more points is the winner. 

Frac-Tac-Toe Games

2-4-5-10 Frac-Tac-Toe with Decimals 

Play a Tic-Tac-Toe game with the computer by changing fractions into decimals. 

· For each turn, 2 cards are turned over to form a fraction. One gives the numerator, and the other gives the denominator. 

· Try to match the fraction with one of the squares on the board by renaming it as a decimal. 

· When you find a matching square, click it to place a counter over it. 

· Some fractions have more than one matching square; so pick one that helps you get 3 counters in a line, or one that blocks the computer. 

· If you get 3 counters in line before the computer does, you win a point. 

· The player with more points after 5 rounds is the winner. 

2-4-5-10 Frac-Tac-Toe with Percents 

Try to beat the computer in a Tic-Tac-Toe game by changing fractions into percents. 

· For each turn, 2 cards are turned over to form a fraction. One gives the numerator, and the other gives the denominator. 

· Try to match the fraction with one of the squares on the board by renaming it as a percent. 

· When you find a matching square, click it to place a counter over it. 

· Some fractions have more than one matching square; so pick one that helps you get 3 counters in a line, or one that blocks the computer. 

· If you get 3 counters in line before the computer does, you win a point. 

· The player with more points after 5 rounds is the winner. 

2-4-8 Frac-Tac-Toe with Decimals 

Play a Tic-Tac-Toe game with the computer by changing fractions into decimals. 

· For each turn, 2 cards are turned over to form a fraction. One gives the numerator, and the other gives the denominator. 

· Try to match the fraction with one of the squares on the board by renaming it as a decimal. 

· When you find a matching square, click it to place a counter over it. 

· Some fractions have more than one matching square; so pick one that helps you get 3 counters in a line, or one that blocks the computer. 

· If you get 3 counters in line before the computer does, you win a point. 

· The player with more points after 5 rounds is the winner. 

2-4-8 Frac-Tac-Toe with Percents 

Try to beat the computer in a Tic-Tac-Toe game by changing fractions into percents. 

· For each turn, 2 cards are turned over to form a fraction. One gives the numerator, and the other gives the denominator. 

· Try to match the fraction with one of the squares on the board by renaming it as a percent. 

· When you find a matching square, click it to place a counter over it. 

· Some fractions have more than one matching square; so pick one that helps you get 3 counters in a line, or one that blocks the computer. 

· If you get 3 counters in line before the computer does, you win a point. 

· The player with more points after 5 rounds is the winner. 

3-6-9 Frac-Tac-Toe with Decimals 

Play a Tic-Tac-Toe game with the computer by changing fractions into decimals. 

· For each turn, 2 cards are turned over to form a fraction. One gives the numerator, and the other gives the denominator. 

· Try to match the fraction with one of the squares on the board by renaming it as a decimal. 

· When you find a matching square, click it to place a counter over it. 

· Some fractions have more than one matching square; so pick one that helps you get 3 counters in a line, or one that blocks the computer. 

· If you get 3 counters in line before the computer does, you win a point. 

· The player with more points after 5 rounds is the winner. 

3-6-9 Frac-Tac-Toe with Percents 

Try to beat the computer in a Tic-Tac-Toe game by changing fractions into percents. 

· For each turn, 2 cards are turned over to form a fraction. One gives the numerator, and the other gives the denominator. 

· Try to match the fraction with one of the squares on the board by renaming it as a percent. 

· When you find a matching square, click it to place a counter over it. 

· Some fractions have more than one matching square; so pick one that helps you get 3 counters in a line, or one that blocks the computer. 

· If you get 3 counters in line before the computer does, you win a point. 

· The player with more points after 5 rounds is the winner. 

Hidden Treasure 

Try to find the hidden treasure on a coordinate grid. 

· To start the game, the computer will secretly pick a point on the grid to hide the treasure. 

· Guess the location of the treasure by using the keypad to enter the coordinates of the point. After you enter each coordinate, click the Clear button if you make a mistake, and click OK to enter your answer. 

· If the treasure is not at your coordinates, the computer will tell you how many square sides the treasure is away from your point. 

· You have 5 chances to guess the coordinates of the hidden treasure. 

· If you find the treasure on your first guess you will earn 100 points. For each turn after that, the number of points you earn will decrease by 20. 

High-Number Toss 

Try to earn the most points by making the largest number possible. 

· To start the game, the computer gets 4 cards. The computer can either leave the cards as they are, or rearrange them to make a larger number. 

· The first 3 cards show the first three digits of the computer’s number. The last card tells the number of zeros that come after these 3 digits. The more zeros the larger the number. 

· You will receive 4 cards for your turn. Arrange the cards to make the largest number you can. 

· When you finish arranging your cards, click the arrow that points to the larger number. The player with the larger number earns a point for that round. 

· After 10 rounds, the player with more points is the winner. 

High-Number Toss with Decimals 

Try to beat the computer by making the largest decimal number possible. 

· You and the computer will take turns taking a card from the deck and placing it in one of the empty boxes on the place-value mat. 

· The player with the larger decimal is the winner of that round. The larger decimal will appear in the green display box, and the smaller decimal will appear below it. 

· Use the keypad to enter the difference between the 2 decimals. Click the Clear button if you make a mistake. Click OK to enter your answer. The difference will be added to the winner's score. A bonus of 0.1 will be added to your score for subtracting correctly. 

· After 5 rounds, the player with more points is the winner. 

Landmark Shark 

Choose the data landmark that will give you the most points for your cards. 

· To start the game, you will get 5 cards. Your cards will be automatically arranged in numerical order. 

· Decide which data landmark of these 5 cards will yield the highest score. The range of your hand is the difference between the smallest and the largest numbers. The median of your hand is the middle value of the 5 cards. The mode of your hand is the number that shows up most often on your cards. To earn points for the mode, multiply it by the number of times it appears on your cards. 

· If you think you can make your Landmark Shark number larger to get more points, you can exchange up to 3 cards. To exchange cards, click up to 3 cards, then click the Exchange button. 

· Finally, enter the points of your hand using the keypad. Click the Clear button if you make a mistake. Click OK to enter your answer. 

· For bonus points, calculate the mean of your hand, round it to the nearest whole number, and enter the number using the keypad. Click the Clear button if you make a mistake. Click OK to enter your answer. 

· Keep playing for 5 rounds to try to get the highest score you can. 

Multiplication Wrestling 

Try to get the highest possible score by making the largest 2-digit numbers you can and multiplying them. 

· For each round, you get 4 cards. Use the numbers on the cards to form two 2-digit numbers that will give the highest possible product when multiplied. 

· Enter each of your numbers using the keypad. Click the Clear button if you want to change your number. Click OK to enter your number. 

· Next, create 2 teams by entering each of these numbers as a sum of tens and ones. For example, the number 83 can be written as 80 + 3, and the number 71 can be written as 70 + 1. 

· Using these teams, make 4 multiplication sentences, by multiplying each member of your first team by each member of your second team. 

· Then enter the sum of the 4 partial-products. 

· Each time you get a larger total, that total will become your high score. The game is over after 5 rounds. 

Name That Number with 2-5 Cards 

Try to earn points by naming a target number. To name the target number, add, subtract, multiply, or divide the values of as many number cards as possible. 

· For each round, you get 6 cards. The sixth card is the target number. Use 2 or more number cards, along with the operation symbols, to name the target number. Be sure your answer follows the order of operations: First multiply or divide, from left to right; then add or subtract, from left to right. 

· Click the "More Time" button if you need more time to decide on your answer. Click OK to enter your answer. 

· If your answer is correct, you get points for the number of cards you used: 1 point for 2 cards; 2 points for 3 cards; 4 points for 4 cards; and 8 points for all 5 cards. If you use all 5 cards in all 5 rounds, you get 40 points. 

Top – It Games

Addition Top-It with 2 Cards 

Try to collect more cards than the computer. 

· Click and drag 2 cards, in any order, to yourself and to the computer. 

· Add the 2 numbers on your cards. 

· Use the keypad to enter your answer. Click the Clear button to change your answer. Click OK to enter your answer. 

· After the computer shows you the value of its cards, click the arrow button that points to the larger value. The player with the larger value gets the cards. 

· You have 10 rounds to try to collect the most cards. 

Addition Top-It with 2-Digit Numbers 

Try to collect more cards than the computer. 

· Click and drag 4 cards, in any order, to yourself and to the computer. 

· Arrange the cards in each row to make the largest 2-digit numbers you can. 

· Add the numbers. 

· Use the keypad to enter your answer. Click the Clear button to change your answer. Click OK to enter your answer. 

· After the computer shows you the value of its cards, click the arrow button that points to the larger value. The player with the larger value gets the cards. 

· You have 10 rounds to try to collect the most cards. 

Addition Top-It with 3 Cards 

Try to collect more cards than the computer. 

· Click and drag 3 cards, in any order, to yourself and to the computer. 

· Add the 3 numbers on your cards. 

· Use the keypad to enter your answer. Click the Clear button to change your answer. Click OK to enter your answer. 

· After the computer shows you the value of its cards, click the arrow button that points to the larger value. The player with the larger value gets the cards. 

· You have 10 rounds to try to collect the most cards. 

Addition Top-It with Positive and Negative Numbers 

Collect more cards than the computer. 

· Click and drag 2 cards, in any order, to yourself and to the computer. 

· Add the 2 numbers on your cards. 

· Use the keypad to enter your answer. To enter a negative number, click the negative symbol first, then the number. Click the Clear button to change your answer. Click OK to enter your answer. 

· After the computer shows you the value of its cards, click the arrow button that points to the larger value. The player with the larger value gets the cards. 

· You have 10 rounds to try to collect more cards than the computer. 

Division Top-It with 3 Cards 

Try to collect more cards than the computer. 

· Click and drag 3 cards to your hand and 3 cards to the computer's hand. 

· Arrange your cards so you have a 2-digit number divided by a 1-digit number. 

· Divide the numbers, and enter the whole-number part of the quotient. Click the Clear button to change your answer. Click OK to enter your answer. 

· After the computer shows you the value of its cards, click the arrow button that points to the larger value. The player with the larger value gets the cards. 

· You have 10 rounds to try to collect more cards than the computer. 

Division Top-It with 4 Cards 

Try to collect more cards than the computer. 

· Click and drag 4 cards to your hand and 4 cards to the computer's hand. 

· Arrange your cards so you have a 3-digit number divided by a 1-digit number. 

· Divide the numbers, and enter the whole-number part of the quotient. Click the Clear button to change your answer. Click OK to enter your answer. 

· After the computer shows you the value of its cards, click the arrow button that points to the larger value. The player with the larger value gets the cards. 

· You have 10 rounds to try to collect more cards than the computer. 

Factor Top-It 

Try to find all the factors and earn the highest possible number of points. 

· For each round, you get 2 cards that form a 2-digit number. If you want, you can rearrange your cards to make a different 2-digit number. 

· On the factors table, click all the factors of your number. Then click OK. 

· The factors you selected are added, and the total is added to your score. 

· You have 5 rounds to get the largest score you can. 

Fraction Multiplication Top-It 

Try to collect more cards than the computer. 

· Click and drag 2 cards to your hand and 2 cards to the computer's hand. 

· Multiply the 2 numbers on your cards. 

· Use the keypad to enter your answer. Use the '/' key between the numerator and denominator when entering a fraction. Click the Clear button to change your answer. Click OK to enter your answer. 

· After the computer shows you the value of its cards, click the arrow button that points to the larger value. The player with the larger value gets the cards. 

· You have 10 rounds to try to collect more cards than the computer. 

Fraction Top-It 2 

Try to collect more cards than the computer. 

· Click and drag 1 card to your hand and 1 card to the computer's hand. 

· Click the arrow button that points to the larger value. The player with the larger value gets the cards. 

· You have 10 rounds to try to collect the most cards. 

Multiplication Top-It 

Try to collect more cards than the computer. 

· Click and drag 2 cards to your hand and 2 cards to the computer's hand. 

· Multiply the numbers on your cards. 

· Use the keypad to enter your answer. Click the Clear button to change your answer. Click OK to enter your answer. 

· After the computer shows you the value of its cards, click the arrow button that points to the larger value. The player with the larger value gets the cards. 

· You have 10 rounds to try to collect the most cards. 

Number Top-It with 2-Place Decimals 

Try to make the largest 2-digit decimal number you can. 

· Click and drag the top card from the deck to one of the empty boxes on your place-value mat. 

· The computer will take its turn by placing the next card on its place-value mat. 

· Continue taking turns filling in the other boxes, trying to make the largest decimal number you can. 

· Click the arrow button that points to the larger number. The player with the larger number gets 1 point. The player with the smaller number gets 2 points. 

· You have 5 rounds to try to get the lower score. 

Number Top-It with 3-Place Decimals 

Try to make the largest 3-digit decimal number you can. 

· Click and drag the top card from the deck to one of the empty boxes on your place-value mat. 

· The computer will take its turn by placing the next card on its place-value mat. 

· Continue taking turns filling in the other boxes, trying to make the largest decimal number you can. 

· Click the arrow button that points to the larger number. The player with the larger number gets 1 point. The player with the smaller number gets 2 points. 

· You have 5 rounds to try to get the lower score. 

Number Top-It with 7-Digit Numbers 

Try to make the largest 7-digit number you can. 

· Click and drag the top card from the deck to one of the empty boxes on your place-value mat. 

· The computer will take its turn by placing the next card on its place-value mat. 

· Continue taking turns filling in the other boxes, trying to make the largest 7-digit number you can. 

· Click the arrow button that points to the larger number. The player with the larger number gets 1 point. The player with the smaller number gets 2 points. 

· You have 5 rounds to try to get the lower score. 

Subtraction Top-It with 2-Digit Numbers 

Try to collect more cards than the computer. 

· Click and drag 4 cards to your hand and 4 cards to the computer's hand. 

· Arrange your cards to create two 2-digit numbers, with the largest number on top, and the smallest number on the bottom. 

· Subtract the bottom number from the top number. 

· Use the keypad to enter your answer. Click the Clear button to change your answer. Click OK to enter your answer. 

· After the computer shows you the value of its cards, click the arrow button that points to the larger value. The player with the larger value gets the cards. 

· You have 10 rounds to try to collect more cards than the computer. 

Subtraction Top-It with 3 Cards 

Try to collect more cards than the computer. 

· For each round, you get 3 cards. 

· Find the sum of any 2 of the numbers. 

· Use the keypad to enter your answer. Click the Clear button to change your answer. Click OK to enter your answer. 

· The sum is placed on a new card. 

· Next, find the difference between that sum and the third number. 

· Use the keypad again to enter your answer. 

· After the computer takes its turn, click the arrow button that points to the larger hand. The player with the larger hand gets the cards. 

· You have 10 rounds to try to collect more cards than the computer. 

Subtraction Top-It with Positive and Negative Numbers 

Try to collect more cards than the computer. 

· Click and drag 2 cards, in any order, to yourself and to the computer. 

· Subtract the 2 numbers on your cards. 

· Use the keypad to enter your answer. To enter a negative number, click the negative symbol first, then the number. Click the Clear button to change your answer. Click OK to enter your answer. 

· After the computer shows you the value of its cards, click the arrow button that points to the larger value. The player with the larger value gets the cards. 

· You have 10 rounds to try to collect more cards than the computer. 

