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How World Maths Day Works

World Maths Day involves students from all over the 
world playing against each other in real-time battles of 
mental arithmetic using the newly updated Live     
Mathletics game engine.

All participants can practise* for the competition 
from 1 to 28 February. It is a great time to introduce 
the event to your students!

During the practice period points are recorded but do 
not count towards the event total, only the practice 
total. Students can play as many games as they wish 
on any level.

Students will have 20 games lasting 60 seconds per level to complete - 100 games in total during the event. 
The goal is to answer as many mental arithmetic questions as possible per game. If a student answers 3      
questions in 1 game incorrectly they will strike out of the game.

Once a student has completed 20 games per level, they will have completed the challenge. Students can 
continue to play after this, with all points achieved during this time being added to the Mathometer,        
however, no more points will be added to their personal score.

As part of the World Education Games, World Maths Day can be used as a fundraising event for your school 
and UNICEF. We encourage you and your students to join us in our goal to help students have access to 
quality learning. 

Our aim is for schools to raise money during the practise and event periods of the World Education Games 
(World Maths Day 1 March and, for the first time, World Spelling Day 3 March) with 50% to be donated to 
one of two UNICEF educational programs through the main event pages. 

The remaining funds are for your school to use to improve resources - textbooks, web resources, sport      
equipment, new buildings, additional teaching or support staff - uniting the world in learning and giving to 
improve educational resources for all students.

For more information, please see the School UNICEF Fundraising Pack 2011, available on the resources tab.

Page 2

Practice

Play

Donate! 

* Only in the US or Canada is the noun form ‘Practice’ also used as the verb.
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World Maths Day Rules and Regulations

In 2011 participants will compete, and be eligible for 
prizes in 4 divisions according to age:
 -   4 to 7 years
 -   8 to 10 years
 - 11 to 13 years
 - 14 to 18 years
Adults 18+ can participate in the 19 to 99 years division. 
The age of students is determined on the day of the 
event.

The range and type of questions are different for each division and they are considered to be 
fair for the respective age groups. Students are automatically matched against other students 
of a similar age and ability. For example, strong students play only against other strong stu-
dents. 

Post event, all results are required to be validated by the World Education Games Panel before 
they will be finalised. All prize winners are verified after the event. The World Education 
Games Panel has the right at its complete discretion to decide the final positions on the Hall 
of Fame and award prizes.

This includes student accounts from World Spelling Day, Mathletics, Spellodrome or       
VmathLive. Please keep your username and password in a safe place.

By participating in World Maths Day or World Spelling Day you and your students are      
agreeing to the Terms of Use for all World Education Games websites and events. The World 
Education Games Panel has the right to investigate and exercise its complete discretion in              
determining compromised accounts of this nature.

The World Maths Day Hall of Fame does not determine the final results of the competition. 

Any students who are registered in a lower age division than appropriate will be         

automatically disqualified and removed from the Hall of Fame. 

Any World Maths Day student account found to be accessed by multiple users at one time 

will be removed from the Hall of Fame immediately and disqualified from the World       

Education Games. 

Any attempts to achieve results and points via scripts, hacks or any other method that is 

not in the spirit of the World Education Games events will result in disqualification and 

removal from the World Education Games. 

1

2

3

4

Page 3
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To allow fair competition between classes of different sizes, a benchmark score is determined 
for each class. Small classes of up to 20 students receive the total of all their correctly 
answered questions as their benchmark score. For larger classes of more than 20 students, 
the scores of all students in the class are averaged then multiplied by 20.

The 100 games will be made up of 20 games in each of the 5 levels. Points earned from these 
games will contribute to the student’s personal World Maths Day point score and the          
Mathometer. Students can continue to play games if they exceed 100 games but no more 
points will be added to their personal World Maths Day point score. However, all points will 
be counted in the Mathometer.

Example: Answer 25 questions correctly in one game to receive 25 points.

For many countries this means that the event actually commences on Monday 28 February. 
The easiest way to confirm when the event starts according to your time zone is to check the 
countdown located on the website.

A Class is a group of between 2 and 45 students from a single school.

Each student is limited to a maximum of 100 games (each game lasts 60 seconds) during 
the 48 hour period. 

1 point per correct answer is awarded. 

World Maths Day commences the moment it is Tuesday 1 March west of the
 International Dateline and concludes 48 hours later when it is no longer 
1 March anywhere in the world.  

5

6

7

8

Page 4

World Maths Day is all about participation. This is a truly international event with students 
participating from all across the world. Remember that all of these games will be played in 
real-time, that is, your students will play live with students from 
all corners of the globe! Your students will learn more about world 
time zones and will discover that at certain times during the day 
they are more likely to play students from particular countries. 
Enjoy and have fun being a part of it!
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Managing Your School Account

Once a teacher has registered your school for the 
World Education Games, you have everything you 
need to compete and enjoy Maths and Spelling!

From this one registration you can create new 
teacher accounts, student accounts and keep track of 
fundraising!

You cannot delete any students or classes  once they have been entered into the system. 
You can only edit student names. You cannot edit class names. If you make a mistake in 
your class name, you will need to create a new class. 

Student accounts are created one class at a time.  You can always add more students to 
your existing classes however, there is a limit of 45 students per class. 

Once you have created student accounts and classes you can choose whether or not to 
participate in World Maths Day and World Spelling Day. By default, all accounts upon 
creation are able to participate in both events.

You are able to select different classes for students to participate in for World Maths Day 
and World Spelling Day.

Important Information regarding World Education Games Accounts

Page 5
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Creating Teacher Accounts

Set up teacher accounts for your colleagues to manage 
their classes and participate!

Click the ‘Register and Edit Class’ tab at the 
top of the screen and select ‘Register Teacher’. 

Enter your colleagues name, email address 
and select their role within the school from 
the drop down menu. 

Be sure to double check the spelling. 

Your colleague will then receive their sign in 
details by email and be able to administer 
their classes within your school’s profile, add 
their own classes and students, even play 
themselves!

Sign In to your World Education Games Account

Page 6

1

Click ‘Register the Teacher’2
Thank you! your colleague will receive 
their World Education Games sign in 
details by email.

Ok
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Creating Student Accounts
Set up student accounts for your students to participate! 
You must sign in to www.worldmathsday.com or 
www.worldspellingday.com with your teacher details 
first. 

Student accounts can only be created within classes, you 
cannot create individual student accounts that do not 
belong to a class. 

Click the ‘Register and Edit Class’ tab at the 
top of the screen and select ‘Register           
Students’. 

Fill in the name of your class and select the 
age of the students in the class. 

Once complete click ’Register the Class’  to 
create the class.

Click the ‘Register and Edit Class’ tab at the 
top of the screen and select the option      
‘Register Students’. Choose the class from the 
dropdown that you wish to create student 
accounts for.

Have your list of student names open on your 
computer in a spreadsheet program (Excel, 
Calc). 

Create your Classes

Page 7

1

.1 - PC
  Option 1: Create Student Accounts by Copying and Pasting from a List2



 

Bring your spreadsheet window to the front 
and HIGHLIGHT all the completed cells in your 
spreadsheet and hold down the CONTROL key 
and C ( CTRL + C).  

Bring the World Education Games Teacher 
Centre window to the front and click inside 
the first box of the ‘First Name’ column. 

Hold down the CONTROL key and V ( CTRL + 
V). The text from your spreadsheet will appear 
in the columns on screen.

Click ‘Register the Students’. 

You can then select ‘Sign In Details’ to print off 
student account details to hand out to your 
students. 

Page 8



 

Click the ‘Register and Edit Class’ tab at the top 
of the screen and select the option ‘Add to an 
Existing Class’. Choose the class from the   
dropdown that you wish to create student 
accounts for.

Have your list of student names open on your 
computer in a spreadsheet program (Excel, 
Numbers, Calc). 

Bring your spreadsheet window to the front 
and HIGHLIGHT all the completed cells in your 
spreadsheet and hold down the COMMAND 
key and C (       + C).  

Bring the World Education Games Teacher 
Centre window to the front and click inside 
the first box of the ‘First Name’ column. 

Hold down the COMMAND key and V (       + V). 
The text from your spreadsheet will appear in 
the columns on screen.

Click ‘Register the Students’. 

You can then select ‘Sign In Details’ to print off 
student account details to hand out to your 
students. 

.2 - MAC
  Option 2: Create Student Accounts by Copying and Pasting from a List2

Page 9

Screenshot: Spreadsheet list screen.



+

÷

+
=

÷
+

÷ 0

40

20

60

8
0

80

1
0
0

120

160

18

140

160

120

1
0
0

0 

8
0

60

0

8

8

0

4040

2020

6060

8
0

8
000

80

1
0
0

1
0
0

120

160

18

1404

160

120

1
0
0

0 

8
0

60

 

 

Participating in Multiple Events

Participate in World Maths Day and World Spelling Day!   
All registered participants with sign in details are                    
automatically entered into both events.

You can set up separate World Spelling Day classes from 
within your World Maths Day Teacher Centre.

Select the option ‘Edit Classes’ from the panel.

A list of all student accounts in your school 
profile and the World Maths Day and World 
Spelling Day classes they are participating in 
will appear on the panel.

You can only move students between 
classes one class at a time. You cannot move 
students between multiple classes at the 
same time.

Select the students you wish to move to the 
new class. Hold down the mouse button and 
drag the students into the white box on the 
left. 

Once all students that need to be moved to 
the new class are listed in the white box, click 
‘Move to Maths Class’ or ‘Move to Spelling 
Class’.

To remove a student from the white box, click 
the ‘x’ button next to their name. This will 
remove them safely.

Click ‘Register and Edit Class’

Page 10

.1
Option 1: Moving Students Between Existing Classes2

1



 

In the panel presented, choose the class that 
you wish to move the students into. 

Click ‘Save’ . The students will then be moved 
to their new class.

Repeat this process for World Maths Day 
classes or World Spelling Day classes. 

Students can only appear in 1 class per event.

Select the students you wish to move to the 
new class. Hold down the mouse button and 
drag the students into the white box on the 
left. 

Once all students that need to be moved to 
the new class are listed in the white box, click 
‘Move to Maths Class’ or ‘Move to Spelling 
Class’.

To remove a student from the white box, click 
the ‘x’ button next to their name. This will 
remove them safely.

In the window presented, choose ‘Create 
New’. Type the name of the class in the text 
box available and click ‘Create’. 

The class will then be created and the 
selected students registered in their new 
class.

The class that is created will be assigned to 

the teacher who creates it, classes cannot be 

assigned to different teachers once they are 

created.

Page 11

.2
Option 2: Moving Students into a New Class2



 

To edit student names, go to the ‘Register and 
Edit Class’ tab at the top of the screen, then 
click ‘Edit Classes’.

You will see a list of all students registered for 
your school and the World Maths Day and 
World Spelling Day classes they are in. Find 
the student you wish to change in the list and 
double click the box and start typing. Once 
complete, click ‘Save’.

There is a maximum of 45 students per class. 

If a class has 45 students already assigned to it 
you cannot move additional students into the 
class.

Should this be attempted, clicking ‘Save’ will 
produce an error message and the selected 
students will remain in their existing classes 
until the numbers are acceptable for the 
class you are trying to move them into.

If the number of students you wish to move 
into a class will bring the total number of 
students in that class above 45, you will not 
be able to move all the students into the class 
and you must revise your class.

Should this be attempted, clicking ‘Save’ will 
produce an error message and the selected 
students will remain in their existing classes 
until the numbers are acceptable for the 
class you are trying to move them into.

Page 12

Number of Student Accounts in a Class!
We’re sorry, there are already 45 students 
in this class. Please return to the list to 
assign students. 

No students have been moved.

Ok

We’re sorry, adding these students will 
bring the total to over 45 students in this 
class. Please return to the list to assign 
students. 

No students have been moved.

Ok
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Results and Awards

Print Awards achieved by students.

View your school’s performance and student results.

Click the ‘Results and Awards’ tab at the top 
of the screen, select ‘Student Certificates’, 
then select the class you wish to view.

You will see a preview of each student’s 
award available in that class. You can move 
between awards by clicking the student 
names or the arrows at the top. 

Click ‘Print’  to print certificates. You can 
print all, or individually once World Maths 
Day is complete.

Click the ‘Results and Awards’ tab at the top 
of the screen and select the option ‘School 
Results’ on the panel. 

Select between Student or Teacher results, 
and the level you wish to view using the 
dropdown menus. 

Print Awards

Page 13

School Results Summary



 

The report shows the total number of:       
questions answered, participants and points 
achieved by the school in the top table.

Below this, 3 tables will show:
The Top 10 Correct Answers - students who 
have answered the most questions correctly.

The Top 10 Highest Scores - students who 
have answered the most questions correctly 
within in a game

The Top 10 Improvers - students who have 
improved the most since their first game.

Print or Export these results to a spreadsheet 
using the ‘Print’ or ‘Export’ options in the top 
right corner of the report. 

Page 14

Print or Export School Results 



Click the ‘Results and Awards’ tab at the top of 
the screen and select the option ‘Class Results’.

Select the class and level you wish to view 
using the dropdown menus. Results will be 
recorded separately for the Practice and Event 
periods, use the tabs on the left of the report 
to swap between them.

The report shows the following statistics for 
each student in the class:
• Total number of games played.
• Early High Score - the highest score from the
   first 3 games, or first score recorded above 0.
• Final High Score - the highest number of
  questions answered correctly within a game.
• Correct Answers - the total number of points
  achieved by the student.
• Improvement - the percentage improvement
  by the student across all games.

Print or Export these results to a 
spreadsheet using the ‘Print’ or ‘Export’ options 
in the top right corner of the report. 

 

Print or Export Class Results 

Page 15

Class Results 
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UNICEF Fundraising

The teacher who registers the school for the 
World Education Games can set the target 
amount the school aims to raise overall.

Select the ‘Fundraising’ tab within the World 
Education Games Teacher Centre. Type in the 
amount you hope to raise in the text box 
provided and click ‘Submit’. 

This target will be visable to all staff and      
students in the school to motivate them. 

You will also be able to see the amount your 
classes have raised in total, and the amount 
that UNICEF and your school should receive 
from the total funds pledged.

Participating in the fundraising element of 
the World Education Games is voluntary. The 
World Education Games team encourage 
schools to incorporate this celebration of 
education into their school curriculum and 
use the event to help them improve            
educational resources. 

Setting The School Target

Page 16

UNICEF and the World Education Games
“Helping students have access to quality learning”

For more information, please see the School UNICEF Fundraising Pack 2011, available on the resources tab.
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Uniting the World in Giving
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The Constructivist Medal

The Constructivist Medal 2011 - take control of the 
mathematical realm!

New to World Maths Day this year is The Constructivist Medal, a competition for advanced 
students to show off their abilities to explain mathematical concepts using online              
materials.

All entries must use GeoGebra to build a widget that explains a mathematical concept. The     
winning entry will be used in the Mathletics Instant Workbooks series and receive a medal 
and certificate.

Within the World Education Games Teacher and Student Centres there is a button called 
‘Construct’ that will open the World Education Games Official Blog. Here you will see all the 
important information for the competition, examples on what entries could look like and 
links to download GeoGebra - a free online maths resource for creating widgets and              
explaining concepts.

The World Education Games Panel will only accept 1 entry from each school, and it is           
recommended that teachers encourage an internal competition in the school for students to 
work in teams of upto 4 students and submit their work to teachers to decide which widget 
to enter into the competition.

Page 17

What is it?

How does our school enter?
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Introducing World Maths Day to Students

Please check that all computers that will be 
used have the minimum requirements: Good 
internet access and Flash 10 or greater. 

Direct students to sign in to 
www.worldmathsday.com using their unique      
username and password on the sign in cards 
you have printed off and distributed. 

Explain to students that they are about to 
play against other students from around the 
world!

The Avatar represents students during events.
The first time students sign in, ask them to 
click the avatar in their Student Centre.  This 
will enter the Face Maker.

Within Face Maker students are able to select 
from all sorts of characteristics.  They can even 
have blue skin if they choose!  Once finished, 
students are to click ‘Save and Exit’ to return 
to their Student Centres. 

Students can return any time to change their 
avatars.

Prepare for Excitement and Fun... about Maths!

Page 18

It is best to introduce World Maths Day in a computer 
lab where each student will have access to the internet.  

Avatars and Face Maker

1

2



 

Direct students to select a level to play.           
Encourage them to explore all available levels 
to best prepare for the competition.

There are 5 levels for students to play, each 
with different questions. During the event, 20 
games from each level will contribute to their 
total World Maths Day points score. During 
Practice, all games contribute to their total 
practice points score. 

The computer will search for an opponent. 
Students will play against real students who 
are also at their computer right now!  

It is possible that some students may play the 
computer if there is not a suitable match with 
another student available based on student 
performance.

1 game will last 60 seconds and the aim is to 
answer as many questions correctly as           
possible.  Students race against the clock, their 
recent average and other students across the 
globe. 

If students answer 3 questions incorrectly, they 
will strike out of the current game.

The game ends when the time is up. Results of 
the match will show straight away.   

Page 19

Play!

Entering the Game3

4



WORLD SPELLING DAY

Uniting the World in Spelling
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After World Maths Day 

Once it is no longer 1 March anywhere in the 
world, World Maths Day is over.

If your students are participating in World 
Spelling Day, it has begun!

Students can view their personal points     
summary from the 48 hour period and print 
off their official World Maths Day certificates.

Teachers will be able to access their accounts 
to view their students’ results and print        
certificates.  

Students will have been playing Live Mathletics.  This is a 
component of the popular Mathletics program - more than 
40,000 students use Mathletics every day! 

Please contact Mathletics if you would like to organise a trial of 
the full Mathletics program. 

www.mathletics.com

What happens once World Maths Day is complete?
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Thank you for supporting and participating in the 
World Education Games.

Be on the look out for new events coming in 2012!



World Maths Day Uniting the World in Numbers

The Great Philanthropic Event for Schools

www.worldeducationgames.com
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Africa    +27 11 706 8959  africa@worldeducationgames.com

Asia    +61 2 9019 2800  asia@worldeducationgames.com

Australia   +61 2 9019 2800  australia@worldeducationgames.com

Canada   +1 403 467 6851  canada@worldeducationgames.com

Europe   +44 117 370 1992  europe@worldeducationgames.com

Middle East   +44 117 370 1992  middleeast@worldeducationgames.com

New Zealand   +64 7 307 0340  nz@worldeducationgames.com

South America  +1 866 387 9139  southamerica@worldeducationgames.com

United States   +1 866 387 9139  usa@worldeducationgames.com
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