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What is one of the most AMAZING qualities of the Cracking the Classroom
Code games? Once you have set one Cracking the Classroom Code up, you can
set all the games up! Each game is a little different, with varying questions,
hiding places for the large envelopes, puzzles, and tasks. However, the template
of the game is the same. Once you are familiar with it, and your students know
how to play, you will be able to set up every game, and your students will know
the expectations. Students will be engaged, and begging for more! Each scenario
and all the questions for the Cracking the Classroom Code games are different,
yet once your students play one, they can play them all!
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Hi THERE, TEACHERS! This is a review game for the math concepts taught
in Kindergarten. This game focuses specifically on the numbers 1-20. This
game is to be played as a whole class, with the teacher leading the
students in the game. This is a whole group activity.
For this interactive game, students are timed. There has been a
malfunction, and all the students have turned into robots. You, the teacher,
can decide how much time your students have to complete the task. I
suggest 45 minutes, but it is up to your discretion. You can project a timer for
your class, or put one somewhere for all the students to see, so they can
keep track of how much time they have left to complete their mission.
This is similar to a scavenger hunt where students will be moving
around the room, looking for clues to unlock their envelopes. To unlock their
envelopes they will need to solve math problems. A paper is provided, so
students can show their work for each problem. For many of the questions,
students must have an answer that matches one on an envelope. If the
answers do not match, they can’t open or “unlock” the envelope, and must
rework the problem.
To start the game, the class will begin with card #1, and two
envelopes labeled #1 (these envelopes are labeled #1, because they belong
with card #1). Give each student their worksheet. This is where they will
show their work for EACH problem.
Once the students have solved card #1, and opened and solved the
problems in the envelopes in the correct order, they will then start looking for
their next clue set. This clue set will be hidden in the classroom, in a large
envelope. As you do this with your whole class, I suggest discussing together
where everyone thinks the clue is, and then sending one or two students to
look for it. Students at their desks can give suggestions on where to look.
This game will continue until the students reach the last envelope, and turn
back into humans. Good luck, and have fun!
`
The next pages give instructions on how to set the game up. I also
provide pictures. You can follow the shape code on each envelope in the
pictures to fill the envelopes correctly, as needed. The shape code is strictly
for the teachers. If it were coded with numbers, students would know which
envelope to open next, without doing the work.
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 1: Cut out all the labels for the small envelopes. There are 11. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):

Step 2: Glue each label onto a small envelope. I used the size of 4 ¾” x 6 ½”. This is because
you will be putting these small envelopes into larger envelopes. The large envelope size I use is
6” x 9”. If you want, the question cards will also fit into the standard size envelope of 4.13” by
9.5”, just know, you will need to use a bigger “large envelope.” Once all labels are glued on, sort
them numerically. They will look like this:

Step 3: Cut out all the labels for the large envelopes. There are 4. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 4: Glue the labels for the large envelopes, onto the large envelopes. I suggest using the size
of 6” x 9”. However, if you are using the standard size envelope of 4.13” by 9.5”, you will need to
use a 10” x 13” large envelope, or possibly the 6 ½” by 9 ½” size. The large envelopes will look
like this:

Step 5: Cut out all the question cards, and any other extra puzzles, maps, or needed pieces for
the game. Once the question cards are cut out, I like to put them in numerical order, to speed
up the game setup process. There are 16 question cards. The question cards look like this:

Step 6: Now, you will be filling all the envelopes. Each envelope is labeled with a number and a
shape. The number tells you which “clue card set” the envelopes belong to, and the shape is for
the teacher, to know how to set up the game. These envelopes cannot be labeled numerically,
otherwise, students will know which envelope to open next without doing the work.

Below is a picture of what the first clue card set looks like. The small white envelopes are
labeled with a #1, because they belong to clue card #1.
To begin, each group (If you do this with your whole class, just do one set. Each student will
NOT need their own.) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3

(Larger pictures are provided later
on in the instructions.)
©Teresa Kwant, 2017

Setting up the Cracking the Classroom Code: Robot Malfunction

Step 7: Next, you are going to fill the first large envelope, labeled with a square. Inside this
envelope will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near something shaped like a circle.

(Your sorting
cards look like
this.)
Step 8: Now you will be filling the second large envelope, labeled with a circle. Inside this
envelope will be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the spinner, and a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near pencils.

(Your spinner looks
like this. Your game
only uses ONE
spinner.)
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 9: It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside
this envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope near something blue.

Step 10: The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near something shaped like a square.

(Your bolts page
looks like this.)
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 11: Last, hide the gears page, and the ending paper congratulating the students for
finishing, near or inside your teacher plan book, or daily lesson plans.

(Your gears page looks like this.)
Step 12: You will have the option to use the QR codes on the envelopes, or the ones with the
numbers. Either ways works, it is just your preference, and depends on what resources you
have available.
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Setting up the Cracking the Classroom Code: Robot Malfunction
To begin the game with your students, show the scenario paper. It looks like this:

Then, give students the first clue set and their worksheet. It looks like this:

Next, Start your timer. I suggest 45 minutes, but you will know what is best for your students.

Have fun!
The next few pages are a quicker version of the instructions. They are not quite as detailed,
but are there if you need it. Also, included are larger pictures of the game put together.
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Setting up the Cracking the Classroom Code: Robot Malfunction
*There are two types of envelopes, small envelopes and large envelopes. I use the sizes of:
4 ¾” x 6 ½” and 6” x 9”.
*The standard size envelop 4.13 x 9.5 does not fit inside a 6 x9. If you choose to use the
standard size envelope for your small envelope size, use the 10” x 13” for your large size.
Each envelope is labeled with a shape. This shape is strictly for the teacher, so they know how
to set up the game.
This number indicates which clue card the
small envelopes belong to. So, this envelope
belongs to card #1.
To begin, each group (if you do this with your whole class, just do one set. Each student will
NOT need their own) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3
Next, you are going to fill the first large envelope, labeled with a square. Inside this envelope
will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near something shaped like a circle.
Now you will be filling the second large envelope, labeled with a circle. Inside this envelope will
be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the spinner, and
a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near pencils.
It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside this
envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope near something blue.
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Setting up the Cracking the Classroom Code: Robot Malfunction
The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near something shaped like a square.
Last, hide the gears page, and the ending paper congratulating the students for finishing, near
or inside your teacher plan book, or daily lesson plans.

You will have the option to use the QR codes on the envelopes, or the
ones with the numbers. Either ways works, it is just your preference
and depends on what resources you have available.
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The full Cracking the Classroom Code: Robot Malfunction put together.

This is the first clue card and set of envelopes. This is what students start with. If you do this with the
©Teresa Kwant, 2017 whole class, consider projecting the cards on the board for everyone to see.

After students complete the first clue card and envelopes, they will find this large envelope hidden in
the classroom. The smaller envelopes and cards will all be inside. Card #4 doesn’t go in a white
envelope, it is just left inside the larger envelope.

This is the second large envelope and its contents, that students will find hidden in the classroom. Card
#8 doesn’t go in a white envelope, it is just left inside the larger envelope.
©Teresa Kwant, 2017

This is the third large envelope and its contents, that students will find hidden in the classroom. Card
#11 does not go in a white envelope. It is just left inside the large envelope.

This is the fourth large envelope and its contents, that students will find hidden in the classroom. Card
#15 does not go in a white envelope. It will just be left inside the large envelope.
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When students figure out the question and clue from card #16, they will find the missing gears, and
this note congratulating them on finishing their mission.
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Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!
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you. Each envelope has a number on it.
Order the numbers from smallest to
largest. You will open the envelopes
in that order.

#4
You will see three envelopes in front of

©Teresa Kwant, 2017

Great work! Look at the next envelope you
need to open. What number is on it? Draw
that many lightning bolts on your paper in
box two. Then, open the envelope.

#2

again. You have two envelopes in front of
you. First, open the envelope that tells how
many gears are below:

the front of the envelope:
How many bolts do you see below?

The clues will be hidden near
something shaped like a circle.

#1
Alright robot friends, it’s time to be human

Ok robots, your next set of clues
#3
will have the answer to this question on

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
©Teresa Kwant, 2017

number do you see below? Draw that
many smiley faces on your paper in box six.

envelopes in front of you. Open the
envelope that has the number that tells
you how many gears are below:

10

#6
Good job! You ae working hard. What

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope.
On your paper in box five, circle all the
number 1’s, 5’s, and 9’s.

#5

#8
Great work, robots! You have two

2

When finished, you will find your next
envelope with clues hidden near where
pencils are kept in your classroom. The
envelope will have this number
on the front of it:

You will sort the numbers into two
#7
categories: less than 10, and more than 10.

Less Than 10

More Than 10
Card #7

Card #7

1

2

3

4

5

6

7

8

9

11

12

13

15

15

16
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Nice work! On your paper in box #12 you
will see some robots. Color 7 of them.
Once finished, open the next envelope.

#12

Wonderful, you will see three envelopes in
front of you. Order the numbers from
largest to smallest. Then, open the
envelopes in that order.

#11
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next three numbers after it? Those
numbers will be on the next set of clues
you need to find. The envelope will be
hidden near something blue.

What was the number on the
#10
envelope you just opened? What are the

Fabulous job! You will see a spinner
and paperclip in front of you. Spin the
paperclip on the spinner. Then, say and
write the number on your paper. Do this 3
times. When finished, open the next
envelope.

#9

18 19
17

18 19
20

16 15

20
16 15

Card #9
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17

Card #9

numbers on them. Find the missing gears,
and you will become human again! The
gears will be hidden near where
your teacher keeps the daily
plans for class. The gears will have
the next two numbers that come
after the numbers on the bolts.

Great, this is your last clue! You
#16
have found some missing bolts with

Your time as a robot is coming to
an end. What number is written on the
envelope? Draw that many hearts on your
paper. Then, open the envelope.

#15
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In box 14, circle all the 3’s 14’s, and 17’s.
Then, find your next envelope with clues. It
will be hidden near something square. The
numbers 3, 14, and 17 will be on the front
of the envelope.

#14

In box 13 the numbers are mixed up. Write
them in the correct order. Then, open the
next envelope.

#13
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You did it! You solved all the
clues and problems in time,
and have become human
again!
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#1

#1
6

8
Small envelope

Small envelope

#4

#4
3

13
Small envelope

Small envelope

#8

#4

12

16
Small envelope

Small envelope

#8

#11
17

Small envelope
©Teresa Kwant, 2017

11
Small envelope

#11

#11
7
Small envelope

Small envelope

#15
10
Small envelope
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4

2

14

Large envelope

Large envelope

18, 19, 20

Large envelope
©Teresa Kwant, 2017

3, 14, 17

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
©Teresa Kwant, 2017

Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope
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Large envelope

Large envelope
©Teresa Kwant, 2017

Large envelope

Large envelope

Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!
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you. Each envelope has a number on it.
Order the numbers from smallest to
largest. You will open the envelopes
in that order.

#4
You will see three envelopes in front of

©Teresa Kwant, 2017

Great work! Look at the next envelope you
need to open. What number is on it? Draw
that many lightning bolts on your paper in
box two. Then, open the envelope.

#2

again. You have two envelopes in front of
you. First, open the envelope that tells how
many gears are below:

the front of the envelope:
How many bolts do you see below?

The clues will be hidden near
something shaped like a circle.

#1
Alright robot friends, it’s time to be human

Ok robots, your next set of clues
#3
will have the answer to this question on

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
©Teresa Kwant, 2017

number do you see below? Draw that
many smiley faces on your paper in box six.

envelopes in front of you. Open the
envelope that has the number that tells
you how many gears are below:

10

#6
Good job! You ae working hard. What

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope.
On your paper in box five, circle all the
number 1’s, 5’s, and 9’s.

#5

#8
Great work, robots! You have two

2

When finished, you will find your next
envelope with clues hidden near where
pencils are kept in your classroom. The
envelope will have this number
on the front of it:

You will sort the numbers into two
#7
categories: less than 10, and more than 10.

Less Than 10

More Than 10
Card #7

Card #7

1

2

3

4

5

6

7

8

9

11

12

13

15

15

16

©Teresa Kwant, 2017

Nice work! On your paper in box #12 you
will see some robots. Color 7 of them.
Once finished, open the next envelope.

#12

Wonderful, you will see three envelopes in
front of you. Order the numbers from
largest to smallest. Then, open the
envelopes in that order.

#11
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next three numbers after it? Those
numbers will be on the next set of clues
you need to find. The envelope will be
hidden near something blue.

What was the number on the
#10
envelope you just opened? What are the

Fabulous job! You will see a spinner
and paperclip in front of you. Spin the
paperclip on the spinner. Then, say and
write the number on your paper. Do this 3
times. When finished, open the next
envelope.

#9

18 19
17

18 19
20

16 15

20
16 15

Card #9
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17

Card #9

numbers on them. Find the missing gears,
and you will become human again! The
gears will be hidden near where
your teacher keeps the daily
plans for class. The gears will have
the next two numbers that come
after the numbers on the bolts.

Great, this is your last clue! You
#16
have found some missing bolts with

Your time as a robot is coming to
an end. What number is written on the
envelope? Draw that many hearts on your
paper. Then, open the envelope.

#15
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In box 14, circle all the 3’s 14’s, and 17’s.
Then, find your next envelope with clues. It
will be hidden near something square. The
numbers 3, 14, and 17 will be on the front
of the envelope.

#14

In box 13 the numbers are mixed up. Write
them in the correct order. Then, open the
next envelope.

#13
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You did it! You solved all the
clues and problems in time,
and have become human
again!
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#1

#1
6

8
Small envelope

Small envelope

#4

#4
3

13
Small envelope

Small envelope

#8

#4

12

16
Small envelope

Small envelope

#8

#11
17

Small envelope
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11
Small envelope

#11

#11
7
Small envelope

Small envelope

#15
10
Small envelope
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4

2

14

Large envelope

Large envelope

18, 19, 20

Large envelope
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3, 14, 17

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
©Teresa Kwant, 2017

Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope

©Teresa Kwant, 2017

Large envelope

Large envelope
©Teresa Kwant, 2017

Large envelope

Large envelope

Name

#2

///////////
#5 6 8 1
7
1

5 6 8
6
9
5
79
1
87
9
5

#6

#12
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#9

///////
///////

#13

5, 8, 1, 6, 2, 3, 4, 7

///////
///////

Name

///////////

#14 6 3

#15
17

3 20 17 12
14
8 11 17
9 17 14
3

Practice tracing and writing the numbers below.

1 2 3 4 5 6 7 8 9
10 11 12 13 14 15
16 17 18 19 20

///////////////
///////////////
///////////////
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Answer Key
1.
2.
3.
4.
5.
6.
7.

8
6
14
3, 13, 16
Students will circle all the 1’s, 5’s, and 9’s
10
Students will sort the numbers like this:

8. 12
9. Students will spin the spinner and write the number they land on. They will
do this 3 times.
10. 17, 18, 19, 20
11. 11, 7, 4
12. Students will color 7 robots
13. 1, 2, 3, 4, 5, 6, 7, 8
14. Students will circle all the 3’s, 14’s, and 17’s
15. 10, students will draw 10 hearts
16. 11, 12, 13, 14

Cracking the
Classroom Code

TM

Robot Malfunction

Addition & Subtraction
(within 20)

1st Grade

Created By:
Teresa Kwant

Hi THERE, TEACHERS! This is a review game for the math concepts taught
in 1st grade. This game focuses specifically on addition and subtraction
within 20. This game is to be played as a whole class, with the teacher
leading the students in the game. This is a whole group activity.
For this interactive game, students are timed. There has been a
malfunction, and all the students have turned into robots. You, the teacher,
can decide how much time your students have to complete the task. I
suggest 45 minutes, but it is up to your discretion. You can project a timer for
your class, or put one somewhere for all the students to see, so they can
keep track of how much time they have left to complete their mission.
This is similar to a scavenger hunt where students will be moving
around the room, looking for clues to unlock their envelopes. To unlock their
envelopes they will need to solve math problems. A paper is provided, so
students can show their work for each problem. For many of the questions,
students must have an answer that matches one on an envelope. If the
answers do not match, they can’t open or “unlock” the envelope, and must
rework the problem.
To start the game, the class will begin with card #1, and two
envelopes labeled #1 (these envelopes are labeled #1, because they belong
with card #1). Give each student their worksheet. This is where they will
show their work for EACH problem.
Once the students have solved card #1, and opened and solved the
problems in the envelopes in the correct order, they will then start looking for
their next clue set. This clue set will be hidden in the classroom, in a large
envelope. As you do this with your whole class, I suggest discussing together
where everyone thinks the clue is, and then sending one or two students to
look for it. Students at their desks can give suggestions on where to look.
This game will continue until the students reach the last envelope, and turn
back into humans. Good luck, and have fun!
`
The next pages give instructions on how to set the game up. I also
provide pictures. You can follow the shape code on each envelope in the
pictures to fill the envelopes correctly, as needed. The shape code is strictly
for the teachers. If it were coded with numbers, students would know which
envelope to open next, without doing the work.
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 1: Cut out all the labels for the small envelopes. There are 11. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):

Step 2: Glue each label onto a small envelope. I used the size of 4 ¾” x 6 ½”. This is because
you will be putting these small envelopes into larger envelopes. The large envelope size I use is
6” x 9”. If you want, the question cards will also fit into the standard size envelope of 4.13” by
9.5”, just know, you will need to use a bigger “large envelope.” Once all labels are glued on, sort
them numerically. They will look like this:

Step 3: Cut out all the labels for the large envelopes. There are 4. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):

©Teresa Kwant, 2017

Setting up the Cracking the Classroom Code: Robot Malfunction
Step 4: Glue the labels for the large envelopes, onto the large envelopes. I suggest using the size
of 6” x 9”. However, if you are using the standard size envelope of 4.13” by 9.5”, you will need to
use a 10” x 13” large envelope, or possibly the 6 ½” by 9 ½” size. The large envelopes will look
like this:

Step 5: Cut out all the question cards, and any other extra puzzles, maps, or needed pieces for
the game. Once the question cards are cut out, I like to put them in numerical order, to speed
up the game setup process. There are 16 question cards. The question cards look like this:

Step 6: Now, you will be filling all the envelopes. Each envelope is labeled with a number and a
shape. The number tells you which “clue card set” the envelopes belong to, and the shape is for
the teacher, to know how to set up the game. These envelopes cannot be labeled numerically,
otherwise, students will know which envelope to open next without doing the work.

Below is a picture of what the first clue card set looks like. The small white envelopes are
labeled with a #1, because they belong to clue card #1.
To begin, each group (If you do this with your whole class, just do one set. Each student will
NOT need their own.) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3

(Larger pictures are provided later
on in the instructions.)
©Teresa Kwant, 2017

Setting up the Cracking the Classroom Code: Robot Malfunction

Step 7: Next, you are going to fill the first large envelope, labeled with a square. Inside this
envelope will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near something shaped like a circle.

(Your sorting
cards look like
this.)
Step 8: Now you will be filling the second large envelope, labeled with a circle. Inside this
envelope will be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the two spinners, and a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near pencils.

(Your spinners look
like this.)
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 9: It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside
this envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope near something blue.

Step 10: The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near something shaped like a square.

(Your bolts page
looks like this.)
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 11: Last, hide the gears page, and the ending paper congratulating the students for
finishing, near or inside your teacher plan book, or daily lesson plans.

(Your gears page looks like this.)
Step 12: You will have the option to use the QR codes on the envelopes, or the ones with the
numbers. Either ways works, it is just your preference, and depends on what resources you
have available.
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Setting up the Cracking the Classroom Code: Robot Malfunction
To begin the game with your students, show the scenario paper. It looks like this:

Then, give students the first clue set and their worksheet. It looks like this:

Next, Start your timer. I suggest 45 minutes, but you will know what is best for your students.

Have fun!
The next few pages are a quicker version of the instructions. They are not quite as detailed,
but are there if you need it. Also, included are larger pictures of the game put together.
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Setting up the Cracking the Classroom Code: Robot Malfunction
*There are two types of envelopes, small envelopes and large envelopes. I use the sizes of:
4 ¾” x 6 ½” and 6” x 9”.
*The standard size envelop 4.13 x 9.5 does not fit inside a 6 x9. If you choose to use the
standard size envelope for your small envelope size, use the 10” x 13” for your large size.
Each envelope is labeled with a shape. This shape is strictly for the teacher, so they know how
to set up the game.
This number indicates which clue card the
small envelopes belong to. So, this envelope
belongs to card #1.
To begin, each group (if you do this with your whole class, just do one set. Each student will
NOT need their own) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3
Next, you are going to fill the first large envelope, labeled with a square. Inside this envelope
will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near something shaped like a circle.
Now you will be filling the second large envelope, labeled with a circle. Inside this envelope will
be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the two spinners, and
a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near pencils.
It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside this
envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope near something blue.
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Setting up the Cracking the Classroom Code: Robot Malfunction
The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near something shaped like a square.
Last, hide the gears page, and the ending paper congratulating the students for finishing, near
or inside your teacher plan book, or daily lesson plans.

You will have the option to use the QR codes on the envelopes, or the
ones with the numbers. Either ways works, it is just your preference
and depends on what resources you have available.
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The full Cracking the Classroom Code: Robot Malfunction put together.

This is the first clue card and set of envelopes. This is what students start with. If you do this with the
©Teresa Kwant, 2017 whole class, consider projecting the cards on the board for everyone to see.

After students complete the first clue card and envelopes, they will find this large envelope hidden in
the classroom. The smaller envelopes and cards will all be inside. Card #4 doesn’t go in a white
envelope, it is just left inside the larger envelope.

This is the second large envelope and its contents, that students will find hidden in the classroom. Card
#8 doesn’t go in a white envelope, it is just left inside the larger envelope.
©Teresa Kwant, 2017

This is the third large envelope and its contents, that students will find hidden in the classroom. Card
#11 does not go in a white envelope. It is just left inside the large envelope.

This is the fourth large envelope and its contents, that students will find hidden in the classroom. Card
#15 does not go in a white envelope. It will just be left inside the large envelope.
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When students figure out the question and clue from card #16, they will find the missing gears, and
this note congratulating them on finishing their mission.
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Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!

©Teresa Kwant, 2017
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Great work! Look at the next envelope you need to
open. What is the sum for that addition problem?
Take that sum and subtract 3 from it. Once you’ve
shown your work and written your answer, go
ahead and open the envelope.

#2

#4

You will see three envelopes in front of you. Each
envelope has a subtraction problem on it. Order the
differences from least to greatest. You will open
the envelopes in that order.

Alright robot friends, it’s time to be human again.
You have two envelopes with addition problems on
them. Open the envelope with the largest sum first.

#1

Ok robots, your next set of clues will have
the answer to this question on the front of the
envelope:
The robot has 8 pencils. He gives 6 pencils away.
How many pencils are left?
The clues will be hidden near something shaped like
a circle.

#3

7

Great work, robots! You have two envelopes in
front of you. Open the envelope that has the
subtraction problem with the difference that
equals:

#8

6+4

You will sort the addition facts into two categories:
sums that are less than 10 and sums that are more
than 10. Then, unscramble the letters in the “Less
than 10” pile to find where the next set of clues
are hidden. The sum to this addition fact will be on
the front of the envelope:

#7

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
©Teresa Kwant, 2017

What was your answer from #5? Take that number
and add 11 to it.

#6

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope. There
are 13 blue gadgets and 7 green gadgets. How many
more blue gadgets are there than green gadgets?

#5

Sums

Sums

Less Than 10

More Than 10
Card #7

Card #7

8+1

4+5

p

5+2
8+8

l

m
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3+2

e
s

6+6

o

3+3

7+2

6+1

7+4

5+8

3 + 10

9+3

12 + 4

n
r

8+7

g

c

a

b

i

w
j

There are 9 red robots. There are 6 purple robots.
How many more red robots are there than purple?
Once you have shown your work and answered the
problem, go ahead and open the next envelope.

#12

Wonderful, you will see three envelopes in front of
you. Order the sums of the addition problems
from greatest to least. Then, open the envelopes in
that order.

#11
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What was the answer to the subtraction
problem on the envelope you just opened? Take that
number and add 9 to it. That number will be on the
envelope that contains the next set of clues you
need to find. It will be hidden near something blue.

#10

Fabulous job! You will see two spinners and a
paper clip. Place your pencil and the paper clip at
the center of one of the spinners. Spin the paper
clip. Then, spin the paper clip on the other spinner.
Next, add both the numbers you landed on together
(one from each spinner). Do this two times.
Then, open the next envelope.

#9

1 7
2

3

5

8

12

11

4
10

9

6

Card #9

Card #9

1 7
2

3

5
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8

12

11

4
10

9

6
Card #9

Card #9

Great, this is your last clue! What was your
answer to #15? Add 6 to that number.
You have found some missing bolts with a number
on them. Find the missing gears, and you will
become human again! The gears will be hidden near
where your teacher keeps the daily
plans for class. The gears will also have
a number. The bolts and gears should
be put together to form the answer
to the above addition problem. Good luck!

#16

Your time as a robot is coming to an end.
What number is on the next envelope you need to
open? Subtract 3 from that number. Once you
have shown your work, go ahead and open the next
envelope.

#15
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The robot has 12 green bolts. He also has 8 blue
bolts. How many bolts does he have all together?
Your next clue will be hidden near something shaped
like a square. The answer to the above question will
be on the front of the envelope.

#14

Simon the robot needs to buy a new gear. He has $15.
The gear costs $7. How much will he have left over
after he buys the new gear? Once you have shown
your work, go ahead and open the
next envelope.

#13
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You did it! You solved all the
clues and problems in time,
and have become human
again!

©Teresa Kwant, 2017

#1

#1
10 + 4

12 + 3
Small envelope

Small envelope

#4

#4
8–4

7-2
Small envelope

Small envelope

#8

#4

13 - 6

12 - 5
Small envelope

Small envelope

#8

#11
15 - 6

Small envelope
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14 + 4
Small envelope

#11

#11
12 + 5
Small envelope

Small envelope

#15
9
Small envelope
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11 + 5

10

2 pencils

Large envelope

Large envelope

18

Large envelope
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20 bolts

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
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Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope
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Large envelope

Large envelope
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Large envelope

Large envelope

Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!
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Great work! Look at the next envelope you need to
open. What is the sum for that addition problem?
Take that sum and subtract 3 from it. Once you’ve
shown your work and written your answer, go
ahead and open the envelope.

#2

#4

You will see three envelopes in front of you. Each
envelope has a subtraction problem on it. Order the
differences from least to greatest. You will open
the envelopes in that order.

Alright robot friends, it’s time to be human again.
You have two envelopes with addition problems on
them. Open the envelope with the largest sum first.

#1

Ok robots, your next set of clues will have
the answer to this question on the front of the
envelope:
The robot has 8 pencils. He gives 6 pencils away.
How many pencils are left?
The clues will be hidden near something shaped like
a circle.

#3

7

Great work, robots! You have two envelopes in
front of you. Open the envelope that has the
subtraction problem with the difference that
equals:

#8

6+4

You will sort the addition facts into two categories:
sums that are less than 10 and sums that are more
than 10. Then, unscramble the letters in the “Less
than 10” pile to find where the next set of clues
are hidden. The sum to this addition fact will be on
the front of the envelope:

#7

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
©Teresa Kwant, 2017

What was your answer from #5? Take that number
and add 11 to it.

#6

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope. There
are 13 blue gadgets and 7 green gadgets. How many
more blue gadgets are there than green gadgets?

#5

Sums

Sums

Less Than 10

More Than 10
Card #7

Card #7

8+1

4+5

p

5+2
8+8

l

m
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3+2

e
s

6+6

o

3+3

7+2

6+1

7+4

5+8

3 + 10

9+3

12 + 4

n
r

8+7

g

c

a

b

i

w
j

There are 9 red robots. There are 6 purple robots.
How many more red robots are there than purple?
Once you have shown your work and answered the
problem, go ahead and open the next envelope.

#12

Wonderful, you will see three envelopes in front of
you. Order the sums of the addition problems
from greatest to least. Then, open the envelopes in
that order.

#11
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What was the answer to the subtraction
problem on the envelope you just opened? Take that
number and add 9 to it. That number will be on the
envelope that contains the next set of clues you
need to find. It will be hidden near something blue.

#10

Fabulous job! You will see two spinners and a
paper clip. Place your pencil and the paper clip at
the center of one of the spinners. Spin the paper
clip. Then, spin the paper clip on the other spinner.
Next, add both the numbers you landed on together
(one from each spinner). Do this two times.
Then, open the next envelope.

#9

1 7
2

3

5

8

12

11

4
10

9

6

Card #9

Card #9

1 7
2

3

5
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8

12

11

4
10

9

6
Card #9

Card #9

Great, this is your last clue! What was your
answer to #15? Add 6 to that number.
You have found some missing bolts with a number
on them. Find the missing gears, and you will
become human again! The gears will be hidden near
where your teacher keeps the daily
plans for class. The gears will also have
a number. The bolts and gears should
be put together to form the answer
to the above addition problem. Good luck!

#16

Your time as a robot is coming to an end.
What number is on the next envelope you need to
open? Subtract 3 from that number. Once you
have shown your work, go ahead and open the next
envelope.

#15
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The robot has 12 green bolts. He also has 8 blue
bolts. How many bolts does he have all together?
Your next clue will be hidden near something shaped
like a square. The answer to the above question will
be on the front of the envelope.

#14

Simon the robot needs to buy a new gear. He has $15.
The gear costs $7. How much will he have left over
after he buys the new gear? Once you have shown
your work, go ahead and open the
next envelope.

#13

You did it! You solved all the
clues and problems in time,
and have become human
again!
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#1

#1
10 + 4

12 + 3
Small envelope

Small envelope

#4

#4
8–4

7-2
Small envelope

Small envelope

#8

#4

13 - 6

12 - 5
Small envelope

Small envelope

#8

#11
15 - 6

Small envelope
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14 + 4
Small envelope

#11

#11
12 + 5
Small envelope

Small envelope

#15
9
Small envelope
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11 + 5

10

2 pencils

Large envelope

Large envelope

18

Large envelope
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20 bolts

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
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Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope
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Large envelope

Large envelope
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Large envelope

Large envelope

Cracking the Classroom Code:

Name _______________________

Robot Malfunction
Write all your answers, and show all your work, for each question on this worksheet.

1

2

3

4

5

6

7

8
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Cracking the Classroom Code:

Name _______________________

Robot Malfunction
Write all your answers, and show all your work, for each question on this worksheet.

9

10

11

12

13

14

15

16
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Answer Key
1.
2.
3.
4.
5.
6.
7.

12 + 3 = 15
14; 11
2 pencils
4; 5; 7
6 more blue gadgets
17
Students will sort the additions facts into two categories: sums less than 10,
and sums more than 10. Then, they will unscramble the letters to see where
the next clue is hidden. The answer is pencils. The next clue set will be hidden
near pencils.

8. 13-6
9. Answers will vary. Students will spin each spinner and then add the two
numbers together. They will do this two times.
10. 18
11. 18; 17; 16
12. 3 more
13. $8
14. 20 bolts
15. 9; 6
16. 12

Cracking the
Classroom Code

TM

Robot Malfunction

Addition & Subtraction
Created By:
Teresa Kwant

2nd Grade

Hi THERE, TEACHERS! This is a review game for the math concepts taught
in 2ND grade. This game focuses specifically on addition and subtraction.
This game is to be played as a whole class, with the teacher leading the
students in the game. This is a whole group activity.
For this interactive game, students are timed. There has been a
malfunction, and all the students have turned into robots. You, the teacher,
can decide how much time your students have to complete the task. I
suggest 45 minutes, but it is up to your discretion. You can project a timer for
your class, or put one somewhere for all the students to see, so they can
keep track of how much time they have left to complete their mission.
This is similar to a scavenger hunt where students will be moving
around the room, looking for clues to unlock their envelopes. To unlock their
envelopes they will need to solve math problems. A paper is provided, so
students can show their work for each problem. For many of the questions,
students must have an answer that matches one on an envelope. If the
answers do not match, they can’t open or “unlock” the envelope, and must
rework the problem.
To start the game, the class will begin with card #1, and two
envelopes labeled #1 (these envelopes are labeled #1, because they belong
with card #1). Give each student their worksheet. This is where they will
show their work for EACH problem.
Once the students have solved card #1, and opened and solved the
problems in the envelopes in the correct order, they will then start looking for
their next clue set. This clue set will be hidden in the classroom, in a large
envelope. As you do this with your whole class, I suggest discussing together
where everyone thinks the clue is, and then sending one or two students to
look for it. Students at their desks can give suggestions on where to look.
This game will continue until the students reach the last envelope, and turn
back into humans. Good luck, and have fun!
`
The next pages give instructions on how to set the game up. I also
provide pictures. You can follow the shape code on each envelope in the
pictures to fill the envelopes correctly, as needed. The shape code is strictly
for the teachers. If it were coded with numbers, students would know which
envelope to open next, without doing the work.
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 1: Cut out all the labels for the small envelopes. There are 11. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):

Step 2: Glue each label onto a small envelope. I used the size of 4 ¾” x 6 ½”. This is because
you will be putting these small envelopes into larger envelopes. The large envelope size I use is
6” x 9”. If you want, the question cards will also fit into the standard size envelope of 4.13” by
9.5”, just know, you will need to use a bigger “large envelope.” Once all labels are glued on, sort
them numerically. They will look like this:

Step 3: Cut out all the labels for the large envelopes. There are 4. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 4: Glue the labels for the large envelopes, onto the large envelopes. I suggest using the size
of 6” x 9”. However, if you are using the standard size envelope of 4.13” by 9.5”, you will need to
use a 10” x 13” large envelope, or possibly the 6 ½” by 9 ½” size. The large envelopes will look
like this:

Step 5: Cut out all the question cards, and any other extra puzzles, maps, or needed pieces for
the game. Once the question cards are cut out, I like to put them in numerical order, to speed
up the game setup process. There are 16 question cards. The question cards look like this:

Step 6: Now, you will be filling all the envelopes. Each envelope is labeled with a number and a
shape. The number tells you which “clue card set” the envelopes belong to, and the shape is for
the teacher, to know how to set up the game. These envelopes cannot be labeled numerically,
otherwise, students will know which envelope to open next without doing the work.

Below is a picture of what the first clue card set looks like. The small white envelopes are
labeled with a #1, because they belong to clue card #1.
To begin, each group (If you do this with your whole class, just do one set. Each student will
NOT need their own.) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3

(Larger pictures are provided later
on in the instructions.)
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Setting up the Cracking the Classroom Code: Robot Malfunction

Step 7: Next, you are going to fill the first large envelope, labeled with a square. Inside this
envelope will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near pencils.

(Your sorting
cards look like
this.)
Step 8: Now you will be filling the second large envelope, labeled with a circle. Inside this
envelope will be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the two spinners, and a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near a computer.

(Your spinners look
like this.)

©Teresa Kwant, 2017

Setting up the Cracking the Classroom Code: Robot Malfunction
Step 9: It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside
this envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope somewhere near paper towels.

Step 10: The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near the letter “E”. It can be any letter E in our classroom. It can be
capital or lowercase.

(Your bolts page
looks like this.)
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 11: Last, hide the gears page, and the ending paper congratulating the students for
finishing, near or inside your teacher plan book, or daily lesson plans.

(Your gears page looks like this.)
Step 12: You will have the option to use the QR codes on the envelopes, or the ones with the
numbers. Either ways works, it is just your preference, and depends on what resources you
have available.
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Setting up the Cracking the Classroom Code: Robot Malfunction
To begin the game with your students, show the scenario paper. It looks like this:

Then, give students the first clue set and their worksheet. It looks like this:

Next, Start your timer. I suggest 45 minutes, but you will know what is best for your students.

Have fun!
The next few pages are a quicker version of the instructions. They are not quite as detailed,
but are there if you need it. Also, included are larger pictures of the game put together.
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Setting up the Cracking the Classroom Code: Robot Malfunction
*There are two types of envelopes, small envelopes and large envelopes. I use the sizes of:
4 ¾” x 6 ½” and 6” x 9”.
*The standard size envelop 4.13 x 9.5 does not fit inside a 6 x9. If you choose to use the
standard size envelope for your small envelope size, use the 10” x 13” for your large size.
Each envelope is labeled with a shape. This shape is strictly for the teacher, so they know how
to set up the game.
This number indicates which clue card the
small envelopes belong to. So, this envelope
belongs to card #1.
To begin, each group (if you do this with your whole class, just do one set. Each student will
NOT need their own) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3
Next, you are going to fill the first large envelope, labeled with a square. Inside this envelope
will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near pencils.
Now you will be filling the second large envelope, labeled with a circle. Inside this envelope will
be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the two spinners, and
a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near a computer.
It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside this
envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope somewhere near paper towels.
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Setting up the Cracking the Classroom Code: Robot Malfunction
The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near the letter “E”. It can be any letter E in our classroom. It can
be capital or lowercase.
Last, hide the gears page, and the ending paper congratulating the students for finishing, near
or inside your teacher plan book, or daily lesson plans.

You will have the option to use the QR codes on the envelopes, or the
ones with the numbers. Either ways works, it is just your preference
and depends on what resources you have available.
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The full Cracking the Classroom Code: Robot Malfunction put together.

This is the first clue card and set of envelopes. This is what students start with. If you do this with the
©Teresa Kwant, 2017 whole class, consider projecting the cards on the board for everyone to see.

After students complete the first clue card and envelopes, they will find this large envelope hidden in
the classroom. The smaller envelopes and cards will all be inside. Card #4 doesn’t go in a white
envelope, it is just left inside the larger envelope.

This is the second large envelope and its contents, that students will find hidden in the classroom. Card
#8 doesn’t go in a white envelope, it is just left inside the larger envelope.
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This is the third large envelope and its contents, that students will find hidden in the classroom. Card
#11 does not go in a white envelope. It is just left inside the large envelope.

This is the fourth large envelope and its contents, that students will find hidden in the classroom. Card
#15 does not go in a white envelope. It will just be left inside the large envelope.
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When students figure out the question and clue from card #16, they will find the missing gears, and
this note congratulating them on finishing their mission.
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Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!

©Teresa Kwant, 2017
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Great work! Look at the next envelope you need to
open. What is the sum for that addition problem?
Take that sum and subtract 21 from it. Once you’ve
shown your work and written your answer, go
ahead and open the envelope.

#2

#4

You will see three envelopes in front of you. Each
envelope has a subtraction problem on it. Order the
differences from least to greatest. You will open
the envelopes in that order.

Alright robot friends, it’s time to be human again.
Let’s get working. You will see 2 envelopes in front
of you with addition problems on them. Open the
envelope with the largest sum first.

#1

Ok robots, your next set of clues will have
the answer to this question on the front of the
envelope: The robot Kaden is 12 feet tall. The robot
Molly is 7 feet tall. How much taller is Kaden than
Molly? The clues will be hidden near items that
make marks wherever they go, and they shrink as
your ideas grow.

#3

30

Great work, robots! You have two envelopes in
front of you. Open the envelope that has the
subtraction problem with the difference that
equals:

#8

12 + 9

You will sort the addition facts into two categories:
sums that are less than 20 and sums that are
more than 20. Then, unscramble the letters in the
“Less than 20” pile to find where the next set of
clues are hidden. The sum to this addition fact will
be on the front of the envelope:

#7

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
©Teresa Kwant, 2017

What was your answer from #5? Take that number
and add 59 to it.

#6

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope. There
are 62 blue gadgets and 21 green gadgets. How many
more blue gadgets are there than green gadgets?

#5

Sums

Sums

Less Than 20

More Than 20
Card #7

Card #7

8+2

12 + 5

3+7

t

18 + 6
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o

c

p

6+9

e

6+8

9+9

15 + 4

4+7

12 + 11

14 + 9

8 + 13

17 + 12

m

16 + 7

13 + 8

i

r
l

p

a

b

u
s

n

There are 31 red robot wheels in Kara’s bedroom.
There are also 26 purple robot wheels in her
bedroom. How many more red robot wheels are in
Kara’s bedroom than purple? Once you have shown
your work and answered the problem, go ahead
and open the next envelope.

#12

Wonderful, you will see three envelopes in front of
you. Order the sums of the addition problems
from greatest to least. Then, open the envelopes in
that order.

#11
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What was the answer to the subtraction
problem on the envelope you just opened? Take that
number and add 53 to it. That number will be on the
envelope that contains the next set of clues you
need to find. It will be hidden near something that
gets wetter and wetter the more that it dries.

#10

Fabulous job! You will see two spinners and a
paper clip. Place your pencil and the paper clip at
the center of one of the spinners. Spin the paper
clip. Then, spin the paper clip on the other spinner.
Next, add both the numbers you landed on together
(one from each spinner). Finally, show your work and
write your answer on your paper. Do this
three times. Then, open the next envelope.

#9

72 63
50
58
37 43

21 25
16

13

19

11
Card #9

21 25
16

13
19
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11
Card #9

Card #9

72 63
50
58
37 43
Card #9

Great, this is your last clue! What was your
answer to #15? Add 62 to that number.
You have found some missing bolts with a number
on them. Find the missing gears, and you will
become human again! The gears will be hidden near
where your teacher keeps the daily
plans for class. The gears will also have
a number. The bolts and gears should
be put together to form the answer
to the above addition problem. Good luck!

#16

You did it! You found your next clue. Your
time as a robot is coming to an end. You have
almost finished all the clues. Hurry, you must not
waste any time, and risk being a robot forever.
What number is on the next envelope you need to
open? Subtract 36 from that number. Once you
have shown your work, and written your answer,
go ahead and open the next envelope.

#15
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Gary the robot has 42 green bolts. He also has 38
blue blots. How many bolts does Gary have all
together?
Your next clue will be hidden near something that is
at the beginning of everything, and the end of
place and time. It will have the answer to the above
question on the front of the envelope.

#14

Simon the robot needs to buy some new gears. He
has $83. His new gears will cost $51. How much will
Simon have left over after he buys his new gears?
Once you have shown your work, and written your
answer on your worksheet, go
ahead and open the next envelope.

#13
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You did it! You solved all the
clues and problems in time,
and have become human
again!
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#1

#1
32 + 17

23 + 41
Small envelope

Small envelope

#4

#4
66 - 42

83 - 55
Small envelope

Small envelope

#8

#4

55 - 25

47 - 15
Small envelope

Small envelope

#8

#11
43 - 15

Small envelope
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38 + 47
Small envelope

#11

#11
62 + 12
Small envelope

Small envelope

#15
73
Small envelope
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36 + 35

21

5 feet

Large envelope

Large envelope

81

Large envelope
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80 bolts

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
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Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope
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Large envelope

Large envelope
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Large envelope

Large envelope

Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!
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Great work! Look at the next envelope you need to
open. What is the sum for that addition problem?
Take that sum and subtract 21 from it. Once you’ve
shown your work and written your answer, go
ahead and open the envelope.

#2

#4

You will see three envelopes in front of you. Each
envelope has a subtraction problem on it. Order the
differences from least to greatest. You will open
the envelopes in that order.

Alright robot friends, it’s time to be human again.
Let’s get working. You will see 2 envelopes in front
of you with addition problems on them. Open the
envelope with the largest sum first.

#1

Ok robots, your next set of clues will have
the answer to this question on the front of the
envelope: The robot Kaden is 12 feet tall. The robot
Molly is 7 feet tall. How much taller is Kaden than
Molly? The clues will be hidden near items that
make marks wherever they go, and they shrink as
your ideas grow.

#3

30

Great work, robots! You have two envelopes in
front of you. Open the envelope that has the
subtraction problem with the difference that
equals:

#8

12 + 9

You will sort the addition facts into two categories:
sums that are less than 20 and sums that are
more than 20. Then, unscramble the letters in the
“Less than 20” pile to find where the next set of
clues are hidden. The sum to this addition fact will
be on the front of the envelope:

#7

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
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What was your answer from #5? Take that number
and add 59 to it.

#6

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope. There
are 62 blue gadgets and 21 green gadgets. How many
more blue gadgets are there than green gadgets?

#5

Sums

Sums

Less Than 20

More Than 20
Card #7

Card #7

8+2

12 + 5

3+7

t

18 + 6
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o

c

p

6+9

e

6+8

9+9

15 + 4

4+7

12 + 11

14 + 9

8 + 13

17 + 12

m

16 + 7

13 + 8

i

r
l

p

a

b
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s
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There are 31 red robot wheels in Kara’s bedroom.
There are also 26 purple robot wheels in her
bedroom. How many more red robot wheels are in
Kara’s bedroom than purple? Once you have shown
your work and answered the problem, go ahead
and open the next envelope.

#12

Wonderful, you will see three envelopes in front of
you. Order the sums of the addition problems
from greatest to least. Then, open the envelopes in
that order.

#11
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What was the answer to the subtraction
problem on the envelope you just opened? Take that
number and add 53 to it. That number will be on the
envelope that contains the next set of clues you
need to find. It will be hidden near something that
gets wetter and wetter the more that it dries.

#10

Fabulous job! You will see two spinners and a
paper clip. Place your pencil and the paper clip at
the center of one of the spinners. Spin the paper
clip. Then, spin the paper clip on the other spinner.
Next, add both the numbers you landed on together
(one from each spinner). Finally, show your work and
write your answer on your paper. Do this
three times. Then, open the next envelope.

#9

72 63
50
58
37 43

21 25
16

13

19

11
Card #9

21 25
16

13
19

11
Card #9

Card #9

72 63
50
58
37 43
Card #9

Great, this is your last clue! What was your
answer to #15? Add 62 to that number.
You have found some missing bolts with a number
on them. Find the missing gears, and you will
become human again! The gears will be hidden near
where your teacher keeps the daily
plans for class. The gears will also have
a number. The bolts and gears should
be put together to form the answer
to the above addition problem. Good luck!

#16

You did it! You found your next clue. Your
time as a robot is coming to an end. You have
almost finished all the clues. Hurry, you must not
waste any time, and risk being a robot forever.
What number is on the next envelope you need to
open? Subtract 36 from that number. Once you
have shown your work, and written your answer,
go ahead and open the next envelope.

#15
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Gary the robot has 42 green bolts. He also has 38
blue blots. How many bolts does Gary have all
together?
Your next clue will be hidden near something that is
at the beginning of everything, and the end of
place and time. It will have the answer to the above
question on the front of the envelope.

#14

Simon the robot needs to buy some new gears. He
has $83. His new gears will cost $51. How much will
Simon have left over after he buys his new gears?
Once you have shown your work, and written your
answer on your worksheet, go
ahead and open the next envelope.

#13
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You did it! You solved all the
clues and problems in time,
and have become human
again!
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#1

#1
32 + 17

23 + 41
Small envelope

Small envelope

#4

#4
66 - 42

83 - 55
Small envelope

Small envelope

#8

#4

55 - 25

47 - 15
Small envelope

Small envelope

#8

#11
43 - 15

Small envelope
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38 + 47
Small envelope

#11

#11
62 + 12
Small envelope

Small envelope

#15
73
Small envelope
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36 + 35

21

5 feet

Large envelope

Large envelope

81

Large envelope
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80 bolts

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
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Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope
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Large envelope

Large envelope
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Large envelope

Large envelope

Cracking the Classroom Code:

Name _______________________

Robot Malfunction
Write all your answers, and show all your work, for each question on this worksheet.

1

2

3

4

5

6

7

8
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Cracking the Classroom Code:

Name _______________________

Robot Malfunction
Write all your answers, and show all your work, for each question on this worksheet.

9

10

11

12

13

14

15

16
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Answer Key
1.
2.
3.
4.
5.
6.
7.

64
49;28
5 feet
24; 28; 32
41 gadgets
41; 100
Students will sort the additions facts based on sums less than 20 or more
than 20. Then, students will sort the “less than” pile and unscramble the
letters. The letters will spell computer.

8. 55 - 25
9. Answers will vary. Students will spin each spinner, then add the two numbers
together they land on. They will do this three times.
10. 28; 81
11. 85; 74; 71
12. 5 more red wheels
13. $32
14. 80 bolts
15. 73; 37
16. 99

Cracking the
Classroom Code

TM

Robot Malfunction

Addition & Subtraction
Created By:
Teresa Kwant

3rd Grade

Hi THERE, TEACHERS! This is a review game for 3rd grade. This game focuses
specifically on addition and subtraction. It can be played in small groups, or as a whole
class. If your class has never played an escape game before, I suggest playing as a whole
class for the first time. If you play in small groups, each group will need a different
colored set of the game. To make different colors for each group, print the black and
white version, and copy it to different colors of paper for each group.
*If you do this activity as a whole class, just print out one set of the game.
This is an interactive game where the students are timed. There has been a malfunction,
and all the student have been turned into robots. You, the teacher, can decide how much
time your students have to complete the task. I suggest 45 minutes, but it is up to your
discretion. You can project a timer for your class, or put one somewhere for all the
students to see, so they can keep track of how much time they have left to complete
their mission.
This is similar to a scavenger hunt where students will be moving around the room, looking
for clues to unlock their envelopes. To unlock their envelopes they will need to solve math
problems. A paper is provided so students can show their work for each problem. For
many of the questions, students must have an answer that matches one on an envelope.
If the answers do not match, they can’t open or “unlock” the envelope, and must rework
the problem.

Start by splitting your class into groups, if you decide to do so. Make sure each group has
the beginning card and its accompanying envelopes. It is important that each group sticks
to just their color, so they don’t unlock other groups’ clues and messages. However, if you
do this as a whole class activity, you do not need to worry about that, because you will
only be using one set of the game.
To start the game, the class (or each group) will begin with card #1, and two envelopes
labeled #1 (these envelopes are labeled #1, because they belong with card #1). Give each
student their worksheet. This is where they will show their work for EACH problem.
©Teresa Kwant, 2017

Once the students have solved card #1, and opened and solved the problems in the
envelopes in the correct order, they will then start looking for their next clue set. This
clue set will be hidden in the classroom, in a large envelope. If you do this as a whole class,
I suggest discussing together where everyone thinks the clue is, and then sending one or
two students to look for it. Students at their desks can give suggestions on where to look.
This game will continue until the students reach the last envelope and are able to switch
themselves back to being human again. Good luck, and have fun!
The next pages give instructions on how to set the game up. I also provided pictures. You
can follow the shape code on each envelope in the pictures to fill the envelopes correctly
if needed. The shape code is strictly for the teachers. If it were coded with numbers,
students would know which envelope to open next, without doing the work.

Setting up the Cracking the Classroom Code: Robot Malfunction
Step 1: Cut out all the labels for the small envelopes. There are 11. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):

Step 2: Glue each label onto a small envelope. I used the size of 4 ¾” x 6 ½”. This is because
you will be putting these small envelopes into larger envelopes. The large envelope size I use is
6” x 9”. If you want, the question cards will also fit into the standard size envelope of 4.13” by
9.5”, just know, you will need to use a bigger “large envelope.” Once all labels are glued on, sort
them numerically. They will look like this:

Step 3: Cut out all the labels for the large envelopes. There are 4. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 4: Glue the labels for the large envelopes, onto the large envelopes. I suggest using the size
of 6” x 9”. However, if you are using the standard size envelope of 4.13” by 9.5”, you will need to
use a 10” x 13” large envelope, or possibly the 6 ½” by 9 ½” size. The large envelopes will look
like this:

Step 5: Cut out all the question cards, and any other extra puzzles, maps, or needed pieces for
the game. Once the question cards are cut out, I like to put them in numerical order, to speed
up the game setup process. There are 16 question cards. The question cards look like this:

Step 6: Now, you will be filling all the envelopes. Each envelope is labeled with a number and a
shape. The number tells you which “clue card set” the envelopes belong to, and the shape is for
the teacher, to know how to set up the game. These envelopes cannot be labeled numerically,
otherwise, students will know which envelope to open next without doing the work.

Below is a picture of what the first clue card set looks like. The small white envelopes are
labeled with a #1, because they belong to clue card #1.
To begin, each group (If you do this with your whole class, just do one set. Each student will
NOT need their own.) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3

(Larger pictures are provided later
on in the instructions.)
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Setting up the Cracking the Classroom Code: Robot Malfunction

Step 7: Next, you are going to fill the first large envelope, labeled with a square. Inside this
envelope will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near pencils.

(Your sorting
cards look like
this.)
Step 8: Now you will be filling the second large envelope, labeled with a circle. Inside this
envelope will be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the two spinners, and a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near a computer.

(Your spinners look
like this.)
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 9: It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside
this envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope somewhere near paper towels.

Step 10: The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near the letter “E”. It can be any letter E in our classroom. It can be
capital or lowercase.

(Your bolts page
looks like this.)
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 11: Last, hide the gears page, and the ending paper congratulating the students for
finishing, near or inside your teacher plan book, or daily lesson plans.

(Your gears page looks like this.)
Step 12: You will have the option to use the QR codes on the envelopes, or the ones with the
numbers. Either ways works, it is just your preference, and depends on what resources you
have available.

Step 13: If you are not doing this as a whole class activity, and are doing it in groups, you will do
these steps for EACH group. Each group will need their own set. This way, the groups will only
open their own envelopes. Print off the black and white version, and copy it onto different
colored paper. If each group has their own color, they will be able to keep track of which
envelopes they open, and won’t open another groups’ clues.
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Setting up the Cracking the Classroom Code: Robot Malfunction
To begin the game with your students, show the scenario paper. It looks like this:

Then, give students the first clue set and their worksheet. It looks like this:

Next, Start your timer. I suggest 45 minutes, but you will know what is best for your students.

Have fun!
The next few pages are a quicker version of the instructions. They are not quite as detailed,
but are there if you need it. Also, included are larger pictures of the game put together.

©Teresa Kwant, 2017

Setting up the Cracking the Classroom Code: Robot Malfunction
*There are two types of envelopes, small envelopes and large envelopes. I use the sizes of:
4 ¾” x 6 ½” and 6” x 9”.
*The standard size envelop 4.13 x 9.5 does not fit inside a 6 x9. If you choose to use the
standard size envelope for your small envelope size, use the 10” x 13” for your large size.
Each envelope is labeled with a shape. This shape is strictly for the teacher, so they know how
to set up the game.
This number indicates which clue card the
small envelopes belong to. So, this envelope
belongs to card #1.
To begin, each group (if you do this with your whole class, just do one set. Each student will
NOT need their own) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3
Next, you are going to fill the first large envelope, labeled with a square. Inside this envelope
will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near pencils.
Now you will be filling the second large envelope, labeled with a circle. Inside this envelope will
be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the two spinners, and
a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near a computer.
It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside this
envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope somewhere near paper towels.
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Setting up the Cracking the Classroom Code: Robot Malfunction
The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near the letter “E”. It can be any letter E in our classroom. It can
be capital or lowercase.
Last, hide the gears page, and the ending paper congratulating the students for finishing, near
or inside your teacher plan book, or daily lesson plans.

You will have the option to use the QR codes on the envelopes, or the
ones with the numbers. Either ways works, it is just your preference
and depends on what resources you have available.
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The full Cracking the Classroom Code: Robot Malfunction put together.

This is the first clue card and set of envelopes. This is what students start with. If you do this with the
©Teresa Kwant, 2017 whole class, consider projecting the cards on the board for everyone to see.

After students complete the first clue card and envelopes, they will find this large envelope hidden in
the classroom. The smaller envelopes and cards will all be inside. Card #4 doesn’t go in a white
envelope, it is just left inside the larger envelope.

This is the second large envelope and its contents, that students will find hidden in the classroom. Card
#8 doesn’t go in a white envelope, it is just left inside the larger envelope.
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This is the third large envelope and its contents, that students will find hidden in the classroom. Card
#11 does not go in a white envelope. It is just left inside the large envelope.

This is the fourth large envelope and its contents, that students will find hidden in the classroom. Card
#15 does not go in a white envelope. It will just be left inside the large envelope.
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When students figure out the question and clue from card #16, they will find the missing gears, and
this note congratulating them on finishing their mission.
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Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!
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Great work! Look at the next envelope you need to
open. What is the sum for that addition problem?
Take that sum and subtract 73 from it. Once you’ve
shown your work and written your answer, go
ahead and open the envelope.

#2

#4

You will see three envelopes in front of you. Each
envelope has a subtraction problem on it. Order the
differences from least to greatest. You will open
the envelopes in that order.

Alright robot friends, it’s time to be human again.
Let’s get working. You will see 2 envelopes in front
of you with addition problems on them. Open the
envelope with the largest sum first.

#1

Ok robots, your next set of clues will have
the answer to this question on the front of the
envelope: There are 283 girl robots, and 304 boy
robots. How many robots are there all together?
The clues will be hidden near items that make
marks wherever they go, and they shrink as your
ideas grow.

#3

447

Great work, robots! You have two envelopes in front
of you. Open the envelope that has the subtraction
problem with the difference that equals:

#8

12 + 9

You will sort the addition facts into two categories:
sums that are less than 20 and sums that are
more than 20. Then, unscramble the letters in the
“Less than 20” pile to find where the next set of
clues are hidden. The sum to this addition fact will
be on the front of the envelope:

#7

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
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What was your answer from #5? Take that number
and add 743 to it.

#6

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope. There
are 462 blue gadgets and 261 green gadgets. How
many more blue gadgets are there than green
gadgets?

#5

Sums

Sums

Less Than 20

More Than 20
Card #7

Card #7

8+2

12 + 5

3+7

t

18 + 6
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6+9

e

6+8

9+9

15 + 4

4+7

12 + 11

14 + 9

8 + 13

17 + 12

m

16 + 7

13 + 8
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r
l

p

a

b
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s

n

There are 321 red robot wheels in Kara’s bedroom.
There are also 176 purple robot wheels in her
bedroom. How many more red robot wheels are in
Kara’s bedroom than purple? Once you have shown
your work and answered the problem, go ahead
and open the next envelope.

#12

Wonderful, you will see three envelopes in front of
you. Order the sums of the addition problems
from greatest to least. Then, open the envelopes in
that order.

#11
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What was the answer to the subtraction
problem on the envelope you just opened? Take that
number and add 279 to it. That number will be on
the envelope that contains the next set of clues you
need to find. It will be hidden near something that
gets wetter and wetter the more that it dries.

#10

Fabulous job! You will see two spinners and a
paper clip. Place your pencil and the paper clip at
the center of one of the spinners. Spin the paper
clip. Then, spin the paper clip on the other spinner.
Next, add both the numbers you landed on together
(one from each spinner). Finally, show your work and
write your answer on your paper. Do this
three times. Then, open the next envelope.

#9

211 345
768
509
473 890
Card #9

211 345
768
509
473 890
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Card #9

467 150
524
912
632 113
Card #9

467 150
524
912
632 113
Card #9

Great, this is your last clue! What was your
answer to #15? Add 531 to that number.
You have found some missing bolts with a number
on them. Find the missing gears, and you will
become human again! The gears will be hidden near
where your teacher keeps the daily
plans for class. The gears will also have
numbers. The bolts and gears should
be put together to form the answer
to the above addition problem. Good luck!

#16

You did it! You found your next clue. Your
time as a robot is coming to an end. You have
almost finished all the clues. Hurry, you must not
waste any time, and risk being a robot forever.
What number is on the next envelope you need to
open? Subtract 217 from that number. Once you
have shown your work, and written your answer,
go ahead and open the next envelope.

#15
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Gary the robot has 182 green bolts. He also has 462
blue blots. How many bolts does Gary have all
together?
Your next clue will be hidden near something that is
at the beginning of everything, and the end of
place and time. It will have the answer to the above
question on the front of the envelope.

#14

Simon the robot needs to buy some new gears. He
has $743. His new gears will cost $547. How much
will Simon have left over after he buys his new
gears? Once you have shown your work, and written
your answer on your worksheet, go
ahead and open the next envelope.

#13
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You did it! You solved all the
clues and problems in time,
and have become human
again!

#1

#1
502 + 192

425 + 337
Small envelope

Small envelope

#4

#4
716 - 553

982 - 745
Small envelope

Small envelope

#8

#4

678 - 231

479- 128
Small envelope

Small envelope

#8

#11
865 - 560

Small envelope
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821 + 107
Small envelope

#11

#11
458 + 312

654 + 223
Small envelope

Small envelope

#15
468
Small envelope
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21

587 robots

Large envelope

Large envelope

584

Large envelope
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644 bolts

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
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Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope

©Teresa Kwant, 2017

Large envelope

Large envelope
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Large envelope

Large envelope

Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!

©Teresa Kwant, 2017
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Great work! Look at the next envelope you need to
open. What is the sum for that addition problem?
Take that sum and subtract 73 from it. Once you’ve
shown your work and written your answer, go
ahead and open the envelope.

#2

#4

You will see three envelopes in front of you. Each
envelope has a subtraction problem on it. Order the
differences from least to greatest. You will open
the envelopes in that order.

Alright robot friends, it’s time to be human again.
Let’s get working. You will see 2 envelopes in front
of you with addition problems on them. Open the
envelope with the largest sum first.

#1

Ok robots, your next set of clues will have
the answer to this question on the front of the
envelope: There are 283 girl robots, and 304 boy
robots. How many robots are there all together?
The clues will be hidden near items that make
marks wherever they go, and they shrink as your
ideas grow.

#3

447

Great work, robots! You have two envelopes in front
of you. Open the envelope that has the subtraction
problem with the difference that equals:

#8

12 + 9

You will sort the addition facts into two categories:
sums that are less than 20 and sums that are
more than 20. Then, unscramble the letters in the
“Less than 20” pile to find where the next set of
clues are hidden. The sum to this addition fact will
be on the front of the envelope:

#7

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
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What was your answer from #5? Take that number
and add 743 to it.

#6

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope. There
are 462 blue gadgets and 261 green gadgets. How
many more blue gadgets are there than green
gadgets?

#5

Sums

Sums

Less Than 20

More Than 20
Card #7

Card #7

8+2

12 + 5

3+7

t

18 + 6
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o

c

p

6+9

e

6+8

9+9

15 + 4

4+7

12 + 11

14 + 9

8 + 13

17 + 12

m

16 + 7

13 + 8

i

r
l

p

a

b

u
s

n

There are 321 red robot wheels in Kara’s bedroom.
There are also 176 purple robot wheels in her
bedroom. How many more red robot wheels are in
Kara’s bedroom than purple? Once you have shown
your work and answered the problem, go ahead
and open the next envelope.

#12

Wonderful, you will see three envelopes in front of
you. Order the sums of the addition problems
from greatest to least. Then, open the envelopes in
that order.

#11
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What was the answer to the subtraction
problem on the envelope you just opened? Take that
number and add 279 to it. That number will be on
the envelope that contains the next set of clues you
need to find. It will be hidden near something that
gets wetter and wetter the more that it dries.

#10

Fabulous job! You will see two spinners and a
paper clip. Place your pencil and the paper clip at
the center of one of the spinners. Spin the paper
clip. Then, spin the paper clip on the other spinner.
Next, add both the numbers you landed on together
(one from each spinner). Finally, show your work and
write your answer on your paper. Do this
three times. Then, open the next envelope.

#9

211 345
768
509
473 890
Card #9

211 345
768
509
473 890
Card #9

467 150
524
912
632 113
Card #9

467 150
524
912
632 113
Card #9

Great, this is your last clue! What was your
answer to #15? Add 531 to that number.
You have found some missing bolts with a number
on them. Find the missing gears, and you will
become human again! The gears will be hidden near
where your teacher keeps the daily
plans for class. The gears will also have
numbers. The bolts and gears should
be put together to form the answer
to the above addition problem. Good luck!

#16

You did it! You found your next clue. Your
time as a robot is coming to an end. You have
almost finished all the clues. Hurry, you must not
waste any time, and risk being a robot forever.
What number is on the next envelope you need to
open? Subtract 217 from that number. Once you
have shown your work, and written your answer,
go ahead and open the next envelope.

#15
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Gary the robot has 182 green bolts. He also has 462
blue blots. How many bolts does Gary have all
together?
Your next clue will be hidden near something that is
at the beginning of everything, and the end of
place and time. It will have the answer to the above
question on the front of the envelope.

#14

Simon the robot needs to buy some new gears. He
has $743. His new gears will cost $547. How much
will Simon have left over after he buys his new
gears? Once you have shown your work, and written
your answer on your worksheet, go
ahead and open the next envelope.

#13
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You did it! You solved all the
clues and problems in time,
and have become human
again!

©Teresa Kwant, 2017

#1

#1
502 + 192

425 + 337
Small envelope

Small envelope

#4

#4
716 - 553

982 - 745
Small envelope

Small envelope

#8

#4

678 - 231

479- 128
Small envelope

Small envelope

#8

#11
865 - 560

Small envelope
©Teresa Kwant, 2017

821 + 107
Small envelope

#11

#11
458 + 312

654 + 223
Small envelope

Small envelope

#15
468
Small envelope
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21

587 robots

Large envelope

Large envelope

584

Large envelope
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644 bolts

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
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Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope

©Teresa Kwant, 2017

Large envelope

Large envelope
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Large envelope

Large envelope

Cracking the Classroom Code:

Name _______________________

Robot Malfunction
Write all your answers, and show all your work, for each question on this worksheet.

1

2

3

4

5

6

7

8
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Cracking the Classroom Code:

Name _______________________

Robot Malfunction
Write all your answers, and show all your work, for each question on this worksheet.

9

10

11

12

13

14

15

16

©Teresa Kwant, 2017

Answer Key
1.
2.
3.
4.
5.
6.
7.

425 + 337 = 762
694; 621
587 robots
163; 237; 351
201 more blue gadgets
944
Students will sort the additions facts based on sums less than 20 or more
than 20. Then, students will sort the “less than” pile and unscramble the
letters. The letters will spell computer.

8. 678-231
9. Answers will vary. Students will spin each spinner, then add the two numbers
together they land on. They will do this three times.
10. 305; 584
11. 928; 877; 770
12. 145 more red robot wheels
13. $196
14. 644 bolts
15. 468; 251
16. 782

Cracking the
Classroom Code

TM

Robot Malfunction

Division & Multiplication
Created By:
Teresa Kwant

4th Grade

Hi THERE, TEACHERS! This is a review game for 4th grade. This game focuses
specifically on multiplication and division. It can be played in small groups, or as a whole
class. If your class has never played an escape game before, I suggest playing as a whole
class for the first time. If you play in small groups, each group will need a different
colored set of the game. To make different colors for each group, print the black and
white version, and copy it to different colors of paper for each group.
*If you do this activity as a whole class, just print out one set of the game.
This is an interactive game where the students are timed. There has been a malfunction,
and all the student have been turned into robots. You, the teacher, can decide how much
time your students have to complete the task. I suggest 45 minutes, but it is up to your
discretion. You can project a timer for your class, or put one somewhere for all the
students to see, so they can keep track of how much time they have left to complete
their mission.
This is similar to a scavenger hunt where students will be moving around the room, looking
for clues to unlock their envelopes. To unlock their envelopes they will need to solve math
problems. A paper is provided so students can show their work for each problem. For
many of the questions, students must have an answer that matches one on an envelope.
If the answers do not match, they can’t open or “unlock” the envelope, and must rework
the problem.

Start by splitting your class into groups, if you decide to do so. Make sure each group has
the beginning card and its accompanying envelopes. It is important that each group sticks
to just their color, so they don’t unlock other groups’ clues and messages. However, if you
do this as a whole class activity, you do not need to worry about that, because you will
only be using one set of the game.
To start the game, the class (or each group) will begin with card #1, and two envelopes
labeled #1 (these envelopes are labeled #1, because they belong with card #1). Give each
student their worksheet. This is where they will show their work for EACH problem.
©Teresa Kwant, 2017

Once the students have solved card #1, and opened and solved the problems in the
envelopes in the correct order, they will then start looking for their next clue set. This
clue set will be hidden in the classroom, in a large envelope. If you do this as a whole class,
I suggest discussing together where everyone thinks the clue is, and then sending one or
two students to look for it. Students at their desks can give suggestions on where to look.
This game will continue until the students reach the last envelope and are able to switch
themselves back to being human again. Good luck, and have fun!
The next pages give instructions on how to set the game up. I also provided pictures. You
can follow the shape code on each envelope in the pictures to fill the envelopes correctly
if needed. The shape code is strictly for the teachers. If it were coded with numbers,
students would know which envelope to open next, without doing the work.

Setting up the Cracking the Classroom Code: Robot Malfunction
Step 1: Cut out all the labels for the small envelopes. There are 11. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):

Step 2: Glue each label onto a small envelope. I used the size of 4 ¾” x 6 ½”. This is because
you will be putting these small envelopes into larger envelopes. The large envelope size I use is
6” x 9”. If you want, the question cards will also fit into the standard size envelope of 4.13” by
9.5”, just know, you will need to use a bigger “large envelope.” Once all labels are glued on, sort
them numerically. They will look like this:

Step 3: Cut out all the labels for the large envelopes. There are 4. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):

©Teresa Kwant, 2017

Setting up the Cracking the Classroom Code: Robot Malfunction
Step 4: Glue the labels for the large envelopes, onto the large envelopes. I suggest using the size
of 6” x 9”. However, if you are using the standard size envelope of 4.13” by 9.5”, you will need to
use a 10” x 13” large envelope, or possibly the 6 ½” by 9 ½” size. The large envelopes will look
like this:

Step 5: Cut out all the question cards, and any other extra puzzles, maps, or needed pieces for
the game. Once the question cards are cut out, I like to put them in numerical order, to speed
up the game setup process. There are 16 question cards. The question cards look like this:

Step 6: Now, you will be filling all the envelopes. Each envelope is labeled with a number and a
shape. The number tells you which “clue card set” the envelopes belong to, and the shape is for
the teacher, to know how to set up the game. These envelopes cannot be labeled numerically,
otherwise, students will know which envelope to open next without doing the work.

Below is a picture of what the first clue card set looks like. The small white envelopes are
labeled with a #1, because they belong to clue card #1.
To begin, each group (If you do this with your whole class, just do one set. Each student will
NOT need their own.) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3

(Larger pictures are provided later
on in the instructions.)
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Setting up the Cracking the Classroom Code: Robot Malfunction

Step 7: Next, you are going to fill the first large envelope, labeled with a square. Inside this
envelope will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near pencils.

Step 8: Now you will be filling the second large envelope, labeled with a circle. Inside this
envelope will be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the two spinners, and a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near a computer.
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 9: It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside
this envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope somewhere near paper towels.

Step 10: The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near the letter “E”. It can be any letter E in our classroom. It can be
capital or lowercase.
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 11: Last, hide the gears page, and the ending paper congratulating the students for
finishing, near or inside your teacher plan book, or daily lesson plans.

Step 12: You will have the option to use the QR codes on the envelopes, or the ones with the
numbers. Either ways works, it is just your preference, and depends on what resources you
have available.

Step 13: If you are not doing this as a whole class activity, and are doing it in groups, you will do
these steps for EACH group. Each group will need their own set. This way, the groups will only
open their own envelopes. Print off the black and white version, and copy it onto different
colored paper. If each group has their own color, they will be able to keep track of which
envelopes they open, and won’t open another groups’ clues.
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Setting up the Cracking the Classroom Code: Robot Malfunction
To begin the game with your students, show the scenario paper. It looks like this:

Then, give students the first clue set and their worksheet. It looks like this:

Next, Start your timer. I suggest 45 minutes, but you will know what is best for your students.

Have fun!
The next few pages are a quicker version of the instructions. They are not quite as detailed,
but are there if you need it. Also, included are larger pictures of the game put together.
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Setting up the Cracking the Classroom Code: Robot Malfunction
*There are two types of envelopes, small envelopes and large envelopes. I use the sizes of:
4 ¾” x 6 ½” and 6” x 9”.
*The standard size envelop 4.13 x 9.5 does not fit inside a 6 x9. If you choose to use the
standard size envelope for your small envelope size, use the 10” x 13” for your large size.
Each envelope is labeled with a shape. This shape is strictly for the teacher, so they know how
to set up the game.
This number indicates which clue card the
small envelopes belong to. So, this envelope
belongs to card #1.
To begin, each group (If you do this with your whole class, just do one set. Each student will
NOT need their own.) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3
Next, you are going to fill the first large envelope, labeled with a square. Inside this envelope
will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near pencils.
Now you will be filling the second large envelope, labeled with a circle. Inside this envelope will
be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the two spinners, and
a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near a computer.
It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside this
envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope somewhere near paper towels.
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Setting up the Cracking the Classroom Code: Robot Malfunction
The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near the letter “E”. It can be any letter E in our classroom. It can
be capital or lowercase.
Last, hide the gears page, and the ending paper congratulating the students for finishing, near
or inside your teacher plan book, or daily lesson plans.

You will have the option to use the QR codes on the envelopes, or the
ones with the numbers. Either ways works, it is just your preference
and depends on what resources you have available.
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The full Cracking the Classroom Code: Robot Malfunction put together.

This is the first clue card and set of envelopes. This is what students start with. If you do this with the
©Teresa Kwant, 2017 whole class, consider projecting the cards on the board for everyone to see.

After students complete the first clue card and envelopes, they will find this large envelope hidden in
the classroom. The smaller envelopes and cards will all be inside. Card #4 doesn’t go in a white
envelope, it is just left inside the larger envelope.

This is the second large envelope and its contents, that students will find hidden in the classroom. Card
#8 doesn’t go in a white envelope, it is just left inside the larger envelope.
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This is the third large envelope and its contents, that students will find hidden in the classroom. Card
#11 does not go in a white envelope. It is just left inside the large envelope.

This is the fourth large envelope and its contents, that students will find hidden in the classroom. Card
#15 does not go in a white envelope. It will just be left inside the large envelope.
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When students figure out the question and clue from card #16, they will find the missing gears, and
this note congratulating them on finishing their mission.
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Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!

©Teresa Kwant, 2017
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Great work! Look at the next envelope you need to
open. What is the product for that multiplication
problem? Take that product and divide it by 5. Once
you’ve shown your work and written your answer,
go ahead and open the envelope.

#2

#4

You will see three envelopes in front of you. Each
envelope has a division problem on it. Order the
quotients from least to greatest. You will open the
envelopes in that order.

Alright robot friends, it’s time to be human again.
Let’s get working. You will see 2 envelopes in front
of you with multiplication problems on them. Open
the envelope with the largest product first.

#1

Ok robots, your next set of clues will have
the answer to this question on the front of the
envelope: There are 28 robots in your classroom.
If each robot has 9 bolts, how many bolts are
there all together?
The clues will be hidden near items that make
marks wherever they go, and they shrink as your
ideas grow.

#3

155 R. 4

Great work, robots! You have two envelopes in
front of you. Open the envelope that has the
division problem with the quotient that equals:

#8

3 x 12

You will sort the multiplication facts into two
categories: products that are less than 50 and
products that are more than 50. Then, unscramble
the letters in the “Less than 50” pile to find where
the next set of clues are hidden. The product to
this multiplication fact will be on the front
of the envelope:

#7

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
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How many gadgets did each robot get in question
#5? Take that number and multiply it by 8.

#6

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope. There
are 462 gadgets and 6 robots. If each robot gets
the same amount of gadgets, how many gadgets will
each robot get?

#5

Products Products
Less Than 50

More Than 50
Card #7

Card #7

4x5
4x5
9x6
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3 x 12

o

c
t
p

8x2

e

5x7

6x7

6x6

12 x 10 8 x 7

m

5 x 11

7 x 12

i

r
l

p

a

8x8

b

4 x 12

u
s

6 x 10

n

There are 132 robot wheels in Kara’s bedroom. If 6
wheels can fit on a shelf, how many shelves will
Kara need to hold all her wheels? Once you have
shown your work and answered the problem, go
ahead and open the next envelope.

#12

Wonderful, you will see three envelopes in front of
you. Order the products of the multiplication
problems from greatest to least. Then, open the
envelopes in that order.

#11

©Teresa Kwant, 2017

What was the quotient to the division
problem on the envelope you just opened? Take that
number and multiply it by 9. That number will be on
the envelope that contains the next set of clues you
need to find. It will be hidden near something that
gets wetter and wetter the more that it dries.

#10

Fabulous job! You will see two spinners and a
paper clip. Place your pencil and the paper clip at
the center of one of the spinners. Spin the paper
clip. Then, spin the paper clip on the other spinner.
Next, multiply both the numbers you landed on
together (one from each spinner). Finally show your
work and write your answer on your
paper. Do this three times. Then,
open the next envelope.

#9

4 10

1 7
2

9

5

12

3 8

6 11
Card #9

Card #9

4 10

1 7
2

9

3 8
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5

12
6 11
Card #9

Card #9

Great, this is your last clue! What was your
answer to #15? Divide that number by 4.
You have found some missing bolts with numbers.
Find the missing gears, and you will become human
again! The gears will be hidden near where your
teacher keeps the daily plans for class.
The gears will also have numbers. The
bolts and gears should be put together
to form the answer to the above
division problem. Good luck!

#16

You did it! You found your next clue. Your
time as a robot is coming to an end. You have
almost finished all the clues. Hurry, you must not
waste any time, and risk being a robot forever.
What number is on the next envelope you need to
open? Multiply that by 2. Once you have shown
your work, and written your answer, go ahead and
open the next envelope.

#15
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Gary the robot has 82 bolts. He wants to package
the bolts into groups of 4. How many full packages
of bolts will Gary have?
Your next clue will be hidden near something that is
at the beginning of everything, and the end of
place and time. It will have the answer to the above
question on the front of the envelope.

#14

Simon the robot needs to buy some new gears. Each
gear costs $24. Simon needs 13 new gears. How much
will Simon spend on gears? Once you have shown
your work, and written your answer on your
worksheet, go ahead and open the
next envelope.

#13
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You did it! You solved all the
clues and problems in time,
and have become human
again!

©Teresa Kwant, 2017

#1

#1
2,580 x 3

1,435 x 6
Small envelope

Small envelope

#4

#4
474 ÷ 9

389 ÷ 4
Small envelope

Small envelope

#8

#4

934 ÷ 6

784 ÷ 8
Small envelope

Small envelope

#8

#11
483 ÷ 3

Small envelope
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56 x 27
Small envelope

#11

#11
24 x 32

81 x 15
Small envelope

Small envelope

#15
4,026
Small envelope

©Teresa Kwant, 2017

36

252 Bolts

Large envelope

Large envelope

1,449

Large envelope
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20

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
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Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope

©Teresa Kwant, 2017

Large envelope

Large envelope
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Large envelope

Large envelope

Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!

©Teresa Kwant, 2017
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Great work! Look at the next envelope you need to
open. What is the product for that multiplication
problem? Take that product and divide it by 5. Once
you’ve shown your work and written your answer,
go ahead and open the envelope.

#2

#4

You will see three envelopes in front of you. Each
envelope has a division problem on it. Order the
quotients from least to greatest. You will open the
envelopes in that order.

Alright robot friends, it’s time to be human again.
Let’s get working. You will see 2 envelopes in front
of you with multiplication problems on them. Open
the envelope with the largest product first.

#1

Ok robots, your next set of clues will have
the answer to this question on the front of the
envelope: There are 28 robots in your classroom.
If each robot has 9 bolts, how many bolts are
there all together?
The clues will be hidden near items that make
marks wherever they go, and they shrink as your
ideas grow.

#3

155 R. 4

Great work, robots! You have two envelopes in
front of you. Open the envelope that has the
division problem with the quotient that equals:

#8

3 x 12

You will sort the multiplication facts into two
categories: products that are less than 50 and
products that are more than 50. Then, unscramble
the letters in the “Less than 50” pile to find where
the next set of clues are hidden. The product to
this multiplication fact will be on the front
of the envelope:

#7

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
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How many gadgets did each robot get in question
#5? Take that number and multiply it by 8.

#6

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope. There
are 462 gadgets and 6 robots. If each robot gets
the same amount of gadgets, how many gadgets will
each robot get?

#5

Products Products
Less Than 50

More Than 50
Card #7

Card #7

4x5
4x5
9x6
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3 x 12

o

c
t
p

8x2

e

5x7

6x7

6x6

12 x 10 8 x 7

m

5 x 11

7 x 12

i

r
l

p

a

8x8

b

4 x 12

u
s

6 x 10

n

There are 132 robot wheels in Kara’s bedroom. If 6
wheels can fit on a shelf, how many shelves will
Kara need to hold all her wheels? Once you have
shown your work and answered the problem, go
ahead and open the next envelope.

#12

Wonderful, you will see three envelopes in front of
you. Order the products of the multiplication
problems from greatest to least. Then, open the
envelopes in that order.

#11
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What was the quotient to the division
problem on the envelope you just opened? Take that
number and multiply it by 9. That number will be on
the envelope that contains the next set of clues you
need to find. It will be hidden near something that
gets wetter and wetter the more that it dries.

#10

Fabulous job! You will see two spinners and a
paper clip. Place your pencil and the paper clip at
the center of one of the spinners. Spin the paper
clip. Then, spin the paper clip on the other spinner.
Next, multiply both the numbers you landed on
together (one from each spinner). Finally, show your
work and write your answer on your paper.
Do this three times. Then, open
the next envelope.

#9

4 10

1 7
2

9

5

12

3 8

6 11
Card #9

Card #9

4 10

1 7
2

9

3 8
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5

12
6 11
Card #9

Card #9

Great, this is your last clue! What was your
answer to #15? Divide that number by 4.
You have found some missing bolts with numbers.
Find the missing gears, and you will become human
again! The gears will be hidden near where your
teacher keeps the daily plans for class.
The gears will also have numbers. The
bolts and gears should be put together
to form the answer to the above
division problem. Good luck!

#16

You did it! You found your next clue. Your
time as a robot is coming to an end. You have
almost finished all the clues. Hurry, you must not
waste any time, and risk being a robot forever.
What number is on the next envelope you need to
open? Multiply that by 2. Once you have shown
your work, and written your answer, go ahead and
open the next envelope.

#15
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Gary the robot has 82 bolts. He wants to package
the bolts into groups of 4. How many full packages
of bolts will Gary have?
Your next clue will be hidden near something that is
at the beginning of everything, and the end of
place and time. It will have the answer to the above
question on the front of the envelope.

#14

Simon the robot needs to buy some new gears. Each
gear costs $24. Simon needs 13 new gears. How much
will Simon spend on gears? Once you have shown
your work, and written your answer on your
worksheet, go ahead and open the
next envelope.

#13
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You did it! You solved all the
clues and problems in time,
and have become human
again!
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#1

#1
2,580 x 3

1,435 x 6
Small envelope

Small envelope

#4

#4
474 ÷ 9

389 ÷ 4
Small envelope

Small envelope

#8

#4

934 ÷ 6

784 ÷ 8
Small envelope

Small envelope

#8

#11
483 ÷ 3

Small envelope
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56 x 27
Small envelope

#11

#11
24 x 32

81 x 15
Small envelope

Small envelope

#15
4,026
Small envelope
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36

252 Bolts

Large envelope

Large envelope

1,449

Large envelope
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20

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
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Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope

©Teresa Kwant, 2017

Large envelope

Large envelope
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Large envelope

Large envelope

Cracking the Classroom Code:

Name _______________________

Multiplication and Division
Write all your answers, and show all your work, for each question on this worksheet.

1

2

3

4

5

6

7

8
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Cracking the Classroom Code:

Name _______________________

Multiplication and Division
Write all your answers, and show all your work, for each question on this worksheet.

9

10

11

12

13

14

15

16

©Teresa Kwant, 2017

Answer Key
1.
2.
3.
4.
5.
6.
7.

1,435 x 6 = 8,610
2,580 = 7,740; 1,548
252 bolts
52 R 6; 97 R. 1; 98
77 Gadgets
616
Students will sort the cards, and unscramble the cards in the “ Products Less
Than 50” pile. The letters will spell computer.

8. 934 ÷ 6
9. Answers will vary. Students will spin the spinners and multiply the two
numbers together they land on. They will do this 3 times.
10. 161; 1,449
11. 1,512; 1,215; 768
12. 22 shelves
13. $312
14. 20 full bags
15. 8,052
16. 2,013

Cracking the
Classroom Code

TM

Robot Malfunction

Division & Multiplication
Created By:
Teresa Kwant

5th Grade

Hi THERE, TEACHERS! This is a review game for 5th grade. This game focuses
specifically on multiplication and division. It can be played in small groups, or as a whole
class. If your class has never played an escape game before, I suggest playing as a whole
class for the first time. If you play in small groups, each group will need a different
colored set of the game. To make different colors for each group, print the black and
white version, and copy it to different colors of paper for each group.
*If you do this activity as a whole class, just print out one set of the game.
This is an interactive game where the students are timed. There has been a malfunction,
and all the student have been turned into robots. You, the teacher, can decide how much
time your students have to complete the task. I suggest 45 minutes, but it is up to your
discretion. You can project a timer for your class, or put one somewhere for all the
students to see, so they can keep track of how much time they have left to complete
their mission.
This is similar to a scavenger hunt where students will be moving around the room, looking
for clues to unlock their envelopes. To unlock their envelopes they will need to solve math
problems. A paper is provided so students can show their work for each problem. For
many of the questions, students must have an answer that matches one on an envelope.
If the answers do not match, they can’t open or “unlock” the envelope, and must rework
the problem.

Start by splitting your class into groups, if you decide to do so. Make sure each group has
the beginning card and its accompanying envelopes. It is important that each group sticks
to just their color, so they don’t unlock other groups’ clues and messages. However, if you
do this as a whole class activity, you do not need to worry about that, because you will
only be using one set of the game.
To start the game, the class (or each group) will begin with card #1, and two envelopes
labeled #1 (these envelopes are labeled #1, because they belong with card #1). Give each
student their worksheet. This is where they will show their work for EACH problem.
©Teresa Kwant, 2017

Once the students have solved card #1, and opened and solved the problems in the
envelopes in the correct order, they will then start looking for their next clue set. This
clue set will be hidden in the classroom, in a large envelope. If you do this as a whole class,
I suggest discussing together where everyone thinks the clue is, and then sending one or
two students to look for it. Students at their desks can give suggestions on where to look.
This game will continue until the students reach the last envelope and are able to switch
themselves back to being human again. Good luck, and have fun!
The next pages give instructions on how to set the game up. I also provided pictures. You
can follow the shape code on each envelope in the pictures to fill the envelopes correctly
if needed. The shape code is strictly for the teachers. If it were coded with numbers,
students would know which envelope to open next, without doing the work.

Setting up the Cracking the Classroom Code: Robot Malfunction
Step 1: Cut out all the labels for the small envelopes. There are 11. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):

Step 2: Glue each label onto a small envelope. I used the size of 4 ¾” x 6 ½”. This is because
you will be putting these small envelopes into larger envelopes. The large envelope size I use is
6” x 9”. If you want, the question cards will also fit into the standard size envelope of 4.13” by
9.5”, just know, you will need to use a bigger “large envelope.” Once all labels are glued on, sort
them numerically. They will look like this:

Step 3: Cut out all the labels for the large envelopes. There are 4. They look like this (if you are
using the envelopes without QR codes, you will see answers and numbers in place of these QR
codes):

©Teresa Kwant, 2017

Setting up the Cracking the Classroom Code: Robot Malfunction
Step 4: Glue the labels for the large envelopes, onto the large envelopes. I suggest using the size
of 6” x 9”. However, if you are using the standard size envelope of 4.13” by 9.5”, you will need to
use a 10” x 13” large envelope, or possibly the 6 ½” by 9 ½” size. The large envelopes will look
like this:

Step 5: Cut out all the question cards, and any other extra puzzles, maps, or needed pieces for
the game. Once the question cards are cut out, I like to put them in numerical order, to speed
up the game setup process. There are 16 question cards. The question cards look like this:

Step 6: Now, you will be filling all the envelopes. Each envelope is labeled with a number and a
shape. The number tells you which “clue card set” the envelopes belong to, and the shape is for
the teacher, to know how to set up the game. These envelopes cannot be labeled numerically,
otherwise, students will know which envelope to open next without doing the work.

Below is a picture of what the first clue card set looks like. The small white envelopes are
labeled with a #1, because they belong to clue card #1.
To begin, each group (If you do this with your whole class, just do one set. Each student will
NOT need their own.) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3

(Larger pictures are provided later
on in the instructions.)
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Setting up the Cracking the Classroom Code: Robot Malfunction

Step 7: Next, you are going to fill the first large envelope, labeled with a square. Inside this
envelope will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near pencils.

Step 8: Now you will be filling the second large envelope, labeled with a circle. Inside this
envelope will be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the two spinners, and a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near a computer.

(Your spinners look
like this.)
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Setting up the Cracking the Classroom Code: Robot Malfunction
Step 9: It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside
this envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope somewhere near paper towels.

Step 10: The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near the letter “E”. It can be any letter E in our classroom. It can be
capital or lowercase.

(Your bolts page
looks like this.)

©Teresa Kwant, 2017

Setting up the Cracking the Classroom Code: Robot Malfunction
Step 11: Last, hide the gears page, and the ending paper congratulating the students for
finishing, near or inside your teacher plan book, or daily lesson plans.

(Your gears page looks like this.)
Step 12: You will have the option to use the QR codes on the envelopes, or the ones with the
numbers. Either ways works, it is just your preference, and depends on what resources you
have available.

Step 13: If you are not doing this as a whole class activity, and are doing it in groups, you will do
these steps for EACH group. Each group will need their own set. This way, the groups will only
open their own envelopes. Print off the black and white version, and copy it onto different
colored paper. If each group has their own color, they will be able to keep track of which
envelopes they open, and won’t open another groups’ clues.
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Setting up the Cracking the Classroom Code: Robot Malfunction
To begin the game with your students, show the scenario paper. It looks like this:

Then, give students the first clue set and their worksheet. It looks like this:

Next, Start your timer. I suggest 45 minutes, but you will know what is best for your students.

Have fun!
The next few pages are a quicker version of the instructions. They are not quite as detailed,
but are there if you need it. Also, included are larger pictures of the game put together.
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Setting up the Cracking the Classroom Code: Robot Malfunction
*There are two types of envelopes, small envelopes and large envelopes. I use the sizes of:
4 ¾” x 6 ½” and 6” x 9”.
*The standard size envelop 4.13 x 9.5 does not fit inside a 6 x9. If you choose to use the
standard size envelope for your small envelope size, use the 10” x 13” for your large size.
Each envelope is labeled with a shape. This shape is strictly for the teacher, so they know how
to set up the game.
This number indicates which clue card the
small envelopes belong to. So, this envelope
belongs to card #1.
To begin, each group (if you do this with your whole class, just do one set. Each student will
NOT need their own) will need card #1, and 2 small envelopes-each labeled #1.
• Inside the star envelope is card #2
• Inside the circle envelope is card #3
Next, you are going to fill the first large envelope, labeled with a square. Inside this envelope
will be 3 smaller envelopes, each labeled #4. Also, inside will be card #4.
• Inside the square envelope will be card #5.
• Inside the circle envelope will be card #6.
• Inside the triangle envelope will be card #7, and the sorting cards.
You will hide this large envelope near pencils.
Now you will be filling the second large envelope, labeled with a circle. Inside this envelope will
be two small envelopes, each labeled #8. Also, inside will be card #8.
• Inside the star envelope will be card #9, the two spinners, and
a paperclip.
• Inside the triangle envelope will be card #10.
You will hide this large envelope near a computer.
It’s time to fill the third large envelope. This envelope is labeled with a triangle. Inside this
envelope will be 3 small envelopes, each labeled as #11. Also, inside will be card #11.
• Inside the square envelope will be card #12.
• Inside the star envelope will be card #13.
• Inside the circle envelope will be card #14..
• You will hide this large envelope somewhere near paper towels.
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Setting up the Cracking the Classroom Code: Robot Malfunction
The last large envelope will be labeled with a star and filled with card #15, and one small
envelope labeled #15.
• Inside the star envelope will be card #16, and the bolt page.
You will hide this envelope near the letter “E”. It can be any letter E in our classroom. It can
be capital or lowercase.
Last, hide the gears page, and the ending paper congratulating the students for finishing, near
or inside your teacher plan book, or daily lesson plans.

You will have the option to use the QR codes on the envelopes, or the
ones with the numbers. Either ways works, it is just your preference
and depends on what resources you have available.
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The full Cracking the Classroom Code: Robot Malfunction put together.

This is the first clue card and set of envelopes. This is what students start with. If you do this with the
©Teresa Kwant, 2017 whole class, consider projecting the cards on the board for everyone to see.

After students complete the first clue card and envelopes, they will find this large envelope hidden in
the classroom. The smaller envelopes and cards will all be inside. Card #4 doesn’t go in a white
envelope, it is just left inside the larger envelope.

This is the second large envelope and its contents, that students will find hidden in the classroom. Card
#8 doesn’t go in a white envelope, it is just left inside the larger envelope.
©Teresa Kwant, 2017

This is the third large envelope and its contents, that students will find hidden in the classroom. Card
#11 does not go in a white envelope. It is just left inside the large envelope.

This is the fourth large envelope and its contents, that students will find hidden in the classroom. Card
#15 does not go in a white envelope. It will just be left inside the large envelope.
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When students figure out the question and clue from card #16, they will find the missing gears, and
this note congratulating them on finishing their mission.
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6 R. 17

Great work, robots! You have two envelopes in
front of you. Open the envelope that has the
division problem with the quotient that equals:

#8

3 x 12

You will sort the multiplication facts into two
categories: products that are less than 50 and
products that are more than 50. Then, unscramble
the letters in the “Less than 50” pile to find where
the next set of clues are hidden. The product to
this multiplication fact will be on the front
of the envelope:

#7

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
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How many gadgets did each robot get in question
#5? Take that number and multiply it by 453.

#6

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope. There
are 819 gadgets and 39 robots. If each robot gets
the same amount of gadgets, how many gadgets will
each robot get?

#5

Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!
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Great work! Look at the next envelope you need to
open. What is the product for that multiplication
problem? Take that product and divide it by 15.
Once you’ve shown your work and written your
answer, go ahead and open the envelope.

#2

#4

You will see three envelopes in front of you. Each
envelope has a division problem on it. Order the
quotients from least to greatest. You will open the
envelopes in that order.

Alright robot friends, it’s time to be human again.
Let’s get working. You will see 2 envelopes in front
of you with multiplication problems on them. Open
the envelope with the largest product first.

#1

Ok robots, your next set of clues will have
the answer to this question on the front of the
envelope: There are 28 robots in your classroom.
If each robot has 39 bolts, how many bolts are
there all together?
The clues will be hidden near items that make
marks wherever they go, and they shrink as your
ideas grow.

#3

Products Products
Less Than 50

More Than 50
Card #7

Card #7

4x5
4x5
9x6
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3 x 12
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There are 132 robot wheels in Kara’s bedroom. If 6
wheels can fit on a shelf, how many shelves will
Kara need to hold all her wheels? Once you have
shown your work and answered the problem, go
ahead and open the next envelope.

#12

Wonderful, you will see three envelopes in front of
you. Order the products of the multiplication
problems from greatest to least. Then, open the
envelopes in that order.

#11
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What was the quotient to the division
problem on the envelope you just opened? Take that
number and multiply it by 459. That number will be
on the envelope that contains the next set of clues
you need to find. It will be hidden near something
that gets wetter and wetter the more
that it dries.

#10

Fabulous job! You will see two spinners and a
paper clip. Place your pencil and the paper clip at
the center of one of the spinners. Spin the paper
clip. Then, spin the paper clip on the other spinner.
Next, multiply both the numbers you landed on
together (one from each spinner). Finally, show your
work and write your answer on your
paper. Do this three times. Then,
open the next envelope.

#9

12 37
79

24
36 58

94 105
85
123
66 119
Card #9

Card #9

94 105
85
123
66 119

12 37
79
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24
36 58
Card #9

Card #9

Great, this is your last clue! What was your
answer to #15? Divide that number by 24.
You have found some missing bolts with a number.
Find the missing gears, and you will become human
again! The gears will be hidden near where your
teacher keeps the daily plans for class.
The gears will also have numbers. The
bolts and gears should be put together
to form the answer to the above
division problem. Good luck!

#16

You did it! You found your next clue. Your
time as a robot is coming to an end. You have
almost finished all the clues. Hurry, you must not
waste any time, and risk being a robot forever.
What number is on the next envelope you need to
open? Multiply that by 12. Once you have shown
your work, and written your answer, go ahead and
open the next envelope.

#15
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Gary the robot has 282 bolts. He wants to package
the bolts into groups of 14. How many full packages
of bolts will Gary have?
Your next clue will be hidden near something that is
at the beginning of everything, and the end of
place and time. It will have the answer to the above
question on the front of the envelope.

#14

Simon the robot needs to buy some new gears. Each
gear costs $24. Simon needs 13 new gears. How much
will Simon spend on gears? Once you have shown
your work, and written your answer on your
worksheet, go ahead and open the
next envelope.

#13
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You did it! You solved all the
clues and problems in time,
and have become human
again!
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#1

#1
77 x 45

82 x 63
Small envelope

Small envelope

#4

#4
304 ÷ 9
Small envelope

Small envelope

#8

#4

155 ÷ 23

712 ÷ 8
Small envelope

Small envelope

#8

#11
819 ÷ 39

Small envelope
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574 ÷ 7

476 x 72
Small envelope

#11

#11
561 x 34

423 x 65
Small envelope

Small envelope

#15
482
Small envelope
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36

1,092 Bolts

Large envelope

Large envelope

9,639

Large envelope
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20

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
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Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope

©Teresa Kwant, 2017

Large envelope

Large envelope
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Large envelope

Large envelope

Oh no! Your whole class has been
turned into robots! A special message
has been left with instructions on
how to switch back to normal.
Unfortunately, the instructions will
self-destruct in _____ minutes.
Figure out the instructions by solving
all the clues and questions in time,
and you will be saved from being
robots forever!
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Great work! Look at the next envelope you need to
open. What is the product for that multiplication
problem? Take that product and divide it by 15.
Once you’ve shown your work and written your
answer, go ahead and open the envelope.

#2

#4

You will see three envelopes in front of you. Each
envelope has a division problem on it. Order the
quotients from least to greatest. You will open the
envelopes in that order.

Alright robot friends, it’s time to be human again.
Let’s get working. You will see 2 envelopes in front
of you with multiplication problems on them. Open
the envelope with the largest product first.

#1

Ok robots, your next set of clues will have
the answer to this question on the front of the
envelope: There are 28 robots in your classroom.
If each robot has 39 bolts, how many bolts are
there all together?
The clues will be hidden near items that make
marks wherever they go, and they shrink as your
ideas grow.

#3

6 R. 17

Great work, robots! You have two envelopes in
front of you. Open the envelope that has the
division problem with the quotient that equals:

#8

3 x 12

You will sort the multiplication facts into two
categories: products that are less than 50 and
products that are more than 50. Then, unscramble
the letters in the “Less than 50” pile to find where
the next set of clues are hidden. The product to
this multiplication fact will be on the front
of the envelope:

#7

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.
©Teresa Kwant, 2017

How many gadgets did each robot get in question
#5? Take that number and multiply it by 453.

#6

Once you’ve shown your work and written your
answer, go ahead and open the next envelope.

Awesome1 You opened the correct envelope. There
are 819 gadgets and 39 robots. If each robot gets
the same amount of gadgets, how many gadgets will
each robot get?

#5

Products Products
Less Than 50

More Than 50
Card #7

Card #7

4x5
4x5
9x6
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3 x 12

o

c
t
p

8x2

e

5x7

6x7

6x6

12 x 10 8 x 7

m

5 x 11

7 x 12

i

r
l

p

a

8x8

b

4 x 12

u
s

6 x 10

n

There are 132 robot wheels in Kara’s bedroom. If 6
wheels can fit on a shelf, how many shelves will
Kara need to hold all her wheels? Once you have
shown your work and answered the problem, go
ahead and open the next envelope.

#12

Wonderful, you will see three envelopes in front of
you. Order the products of the multiplication
problems from greatest to least. Then, open the
envelopes in that order.

#11
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What was the quotient to the division
problem on the envelope you just opened? Take that
number and multiply it by 459. That number will be
on the envelope that contains the next set of clues
you need to find. It will be hidden near something
that gets wetter and wetter the more
that it dries.

#10

Fabulous job! You will see two spinners and a
paper clip. Place your pencil and the paper clip at
the center of one of the spinners. Spin the paper
clip. Then, spin the paper clip on the other spinner.
Next, multiply both the numbers you landed on
together (one from each spinner). Finally show your
work and write your answer on your
paper. Do this three times. Then,
open the next envelope.

#9

12 37
79

24
36 58

94 105
85
123
66 119
Card #9

Card #9

94 105
85
123
66 119

12 37
79
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24
36 58
Card #9

Card #9

Great, this is your last clue! What was your
answer to #15? Divide that number by 24.
You have found some missing bolts with a number.
Find the missing gears, and you will become human
again! The gears will be hidden near where your
teacher keeps the daily plans for class.
The gears will also have numbers. The
bolts and gears should be put together
to form the answer to the above
division problem. Good luck!

#16

You did it! You found your next clue. Your
time as a robot is coming to an end. You have
almost finished all the clues. Hurry, you must not
waste any time, and risk being a robot forever.
What number is on the next envelope you need to
open? Multiply that by 12. Once you have shown
your work, and written your answer, go ahead and
open the next envelope.

#15
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Gary the robot has 282 bolts. He wants to package
the bolts into groups of 14. How many full packages
of bolts will Gary have?
Your next clue will be hidden near something that is
at the beginning of everything, and the end of
place and time. It will have the answer to the above
question on the front of the envelope.

#14

Simon the robot needs to buy some new gears. Each
gear costs $24. Simon needs 13 new gears. How much
will Simon spend on gears? Once you have shown
your work, and written your answer on your
worksheet, go ahead and open the
next envelope.

#13
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You did it! You solved all the
clues and problems in time,
and have become human
again!
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#1

#1
77 x 45

82 x 63
Small envelope

Small envelope

#4

#4
304 ÷ 9
Small envelope

Small envelope

#8

#4

155 ÷ 23

712 ÷ 8
Small envelope

Small envelope

#8

#11
819 ÷ 39

Small envelope
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574 ÷ 7

476 x 72
Small envelope

#11

#11
561 x 34

423 x 65
Small envelope

Small envelope

#15
482
Small envelope
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36

1,092 Bolts

Large envelope

Large envelope

9,639

Large envelope
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20

Large envelope

If you would like, you can use these
cards for the envelopes instead.
They have QR codes.

#1

#1

Small envelope

Small envelope

#4

#4

Small envelope

Small envelope

#4

#8

Small envelope

Small envelope

#8

#11

Small envelope
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Small envelope

#11

#11

Small envelope

Small envelope

#15
Small envelope
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Large envelope

Large envelope
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Large envelope

Large envelope

Cracking the Classroom Code:

Name _______________________

Multiplication and Division
Write all your answers, and show all your work, for each question on this worksheet.

1

2

3

4

5

6

7

8
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Cracking the Classroom Code:

Name _______________________

Multiplication and Division
Write all your answers, and show all your work, for each question on this worksheet.

9

10

11

12

13

14

15

16
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Answer Key
1.
2.
3.
4.
5.
6.
7.

5,166
231
1,092 bolts
33 R 7; 82; 89
21 gadgets
9,513
Students will sort the cards, and unscramble the cards in the “ Products Less
Than 50” pile. The letters will spell computer.

8. 155 ÷ 23
9. Answers will vary. Students are spinning the spinners and writing and solving
3 multiplication problems.
10. 21; 9,639
11. 34,272; 27,495; 19,074
12. 22 shelves
13. $312
14. 20 full packages
15. 482; 5,784
16. 241
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