E-Race to Zero

Materials:  calculators, E-Race to Zero

Play in groups of 4

How to Play

· Choose a leader for your group.

· Each player secretly enters any 3-digit number into a calculator.
· The leader tells the player to “erase” a certain digit, if they have it on their calculators.  For example, “If you have a 7 in the tens place, erase the 7.”
· If the players have the digit, they erase it from the calculator by subtracting its value.  For example, I have 674.  I have a 7 in the tens place.  So, I have to subtract 70.

· Play continues until one player reaches 0.

That player calls out “ZERO!” and the game is over.

The winner becomes the leader for a new game.

Take it Further:  The leader chooses any 3-digit number.  She/he tells students to add or subtract that number from the number in their calculators.
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