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A game for 3 - 6 players.

* two dice or 1

Take turns rolling the dice or turning over two cards.
several sets of

Tgfif GEITES 2 Everyone makes a 2-digit number with the dice or cards.

numbered 0-9
* a copy of the 3 Quickly:
@ 3 x 3 grid sheet
a  Write the number somewhere in your grid.

Criss-cross

b Fill in the rest of your grid, as if it were part of a ‘hundreds chart’.

¢ When you have finished your grid clap your hands once and put them on your head.

[volled a 3 and a 6.] 25

27

%5

26

46

4  Everybody stops writing and passes their grid to the person on their left to check.

If the player who finished first has all their numbers correct, they win 10 points.
If they have made a mistake, the other players find the person who has the most numbers in the correct squares and they take 5 points.

5 Play ten games.
The player with the most points is the winner.

Challenges
1 Use three dice or turn over three cards to make a 3-digit number.
Write the number in the centre of your grid.

Write the number ten more and ten less along the rows and
one hundred more or one hundred less in the columns.
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Criss-cross - 3 x 3 grids
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