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‘Search for the Surface’ is a ‘choose your own adventure’ maths game in which players are stranded 

maze-like underground structure of rooms and passages that was built by a past alien civilisation.  

This is a cooperative game in that players are work in groups to try and find their way out of the 

subterranean maze. 

This game can be used in maths. It does not map onto any national curriculum objectives however it 

presents the opportunity to develop certain skills: 

 Visualisation of shapes: players need to visualise what they read to draw a map of the rooms 

they have visited 

 Compass orientation: navigation of the maze helps to develop children’s confidence in the 

four points of the compass. 

 Problems: the maze provides children with mathematical problems that range in skills sets 

from scling, scale-reading and shape visualisation skills.  

The game also presents opportunities for the children to engage in further thinking skills and 

collaborative skills: 

 Decision-making thinking 

 Evaluative thinking  
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The game can take between 45minutes to 2 hours depending on how much time the children 

take to orientate themselves.  

 

 

 

 

1. To find the exit of the maze. 

2. To collect the most treasure tokens 

Winning the game? If you wish to play the game competitively between groups of children, then the 

winning team is those that find the exit to the maze. If more than one team find the exit, then base 

the winning team on which team found the most treasure tokens which can be collected through the 

maze. 

 

 

 

 

 An adventure book for each group 

 Square paper (having various sized square paper is useful) 

 Pencils, rules and rubbers 

 Counters to use as treasure token 
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This is game that can be played with a whole class or in groups of different sizes.  

1. Firstly place children in groups of the size of your choice. Ideally this would be group of 2 or 

3. 

2. Explain that the objective of the game is to try and find the exit of the maze.  

3. To find the exit, players must use the ‘adventure book’ to move through the maze.  

4. To do this players start in Room 1 on Page 2 of the adventure books.   

5. To continue to explore the underground maze, player firstly read the description of the 

room or passageway that they are currently in. There may be some useful information about 

the room in this description so players need to pay close attention. 

 

 

6. Player then need to choose how they will continue with their journey. They do this be 

choosing one of the door options which will be listed at the bottom of the room entry. 

 
7. Once the players have decided which option to choose, they need to look at the numbers 

after each option. The first number will tell the players which page to turn to in the 

adventure book. The second number, in brackets, tells the player the entry number of the 

option they are choosing. 
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8. Players continue to explore the maze using this system until they find the exit. 
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1. A group of players start in room 1. They read the description and the options available. 

 
 
 

2. They decide to take the ‘North Door’ so they turn to page 3 and read entry 5 

 
 
 
 

3. The entry they read is a passageway entry. They read the two options at the bottom of 
the entry. Because they are heading north they then turn to page 3 and read entry 2 
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4. This room is different to the first because it provides an additional option – the players 
have found a gold artefact. So firstly the players must choose whether they are going to 
pick it up or not. If they choose to take the artefact they would turn to page 4 and read 
entry 63.  If they choose not to take the artefact, they continue their journey by choosing 
a doorway. 

 
5. Players continue in this way, trying to find the exit to the maze.  
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As players journey through the maze of rooms and passages, they should record the were they have 

been by creating a map of the rooms and passages they have visited 

Although this is not essential in for players to do, it will make the experience much easier. 

Furthermore, from a teaching point of view, this is one of the key learning experiences of the game.  

To create maps, children will need to, firstly visualise the text as a map, and secondly decide how 

they will represent the map.  

In following description, a way of recording the map is presented; however, the decision-making 

that is needed to choose a scale is a good opportunity for pupils to discuss and evaluate the options 

they have available to them. In short, initially telling children how to record their map may not be 

the most effective way to use this game. 

An example of recording the map… 

1. Starting in room 1 again… 
 

 
 

2. The first job is to draw an outline of the first room. The room is 10 metres by 10 metres – 
it’s a square. There are several options here, firstly the players could draw an 
approximation on any paper; however square paper would be better. Then the scale 
needs to be decided: it could be 1 square = 1 metre… 
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3. … However, depending on the size of the squares, this may not be appropriate. A good 

scale is 1square = 2 metres. This is a good opportunity for some mathematical 
reasoning.… 

 
 

4. It may be a good idea to write in the room number on the map (this will help players 
realise if they return to this room that they have visited it before.  
 

 
 

5. Then making in the door ways is useful. This is also a good opportunity to draw in a 
compass… 
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6. Once player have chosen a doorway to use , let’s imagine this group has chosen the north 
doorway. The team turns to the appropriate page.   
 

 
 

7. The players can then draw in the passageway. The passage way is 10 metres long, so in 
our scale it will occupy 5 squares (for reference, if it ever comes up, the passageways are 
all 2 metres wide) 



12 
 

 
 

8. The player are heading north so they need to turn to page 3 and read entry 2. When the 
children have resolved anything that happens in the room, they can repeat the process of 
drawing the room, labelling it and noting the doors… 
 

 
 

As the players travel around the maze, the map will grow in this way. 
 
NOTE: if you have the time, giving the children opportunities to explore their  how they will record 
can be powerful.  
 

 

The complete map, for the teacher, is attached below: 
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If this game is played with a whole class (with children split into groups), it can take quite a 

long time for all groups of student to find the exit.  

As an option, the game can be brought to end whenever it appears appropriate and 

determining how successful teams have been can be determined by the number of treasure 

tokens that they have.  

In addition to the treasure tokens that have been found in the maze, the teacher can award 

additional treasure tokens for the following things: 

 

Escape 
If a team found the exit, award an additional 10 treasure tokens  

 
 
Returning with a map  

This is at the teacher’s discretion. The teacher can judge how accurate each team’s 
map is and then award and additional 6 or 4 or 2 or 0 treasure tokens to the team. 

 
 
Returning with information 

The teacher can ask the teams the questions on the following sheet. For each correct 
answer, award the team 1 additional treasure tokens. 

 
 
 

 + After all these conditions, teams can then calculate their total score for the adventure.  
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1. In the room with a circle of seats, there was a mural on the wall, what 

did this mural show? 
 

_________________________________________________________ 
 
 

2. In the room with four statues, what is each statue clutching in their 
hands? 

 
_________________________________________________________ 

 
3. In the room with the sarcophagus, what was the sarcophagus made of? 

 
_________________________________________________________ 

 
4. In the room with the weapons hanging on the walls, what colour was 

the handle of the only complete sword? 
 

_________________________________________________________ 
 

5. In the armour with the stone throne and the armour, what was painted 
across the whole ceiling? 
 
_________________________________________________________ 

 
6. In the second treasure room there were five objects sitting on plinths. 

Name two of those objects. 
 

_________________________________________________________ 
 

7. What was in the centre of the room that lead to the exit? 
 

_________________________________________________________ 
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1. In the room with a circle of seats, there was a mural on the wall, what 

did this mural show? 
 

A war between four-armed creatures and dark being that descended 
form the sky. 

 
 

2. In the room with four statues, what is each statue clutching in their 
hands? 

 
Staff  

 
3. In the room with the sarcophagus, what was the sarcophagus made of? 

 
Green stone and gold gilt  

 
4. In the room with the weapons hanging on the walls, what colour was 

the handle of the only complete sword? 
 

Blue 
 

5. In the armour with the stone throne and the armour, what was painted 
across the whole ceiling? 
 
A dragon 

 
6. In the second treasure room there were five objects sitting on plinths. 

Name two of those objects. 
 

Necklace, mask, or staff 
 

7. What was in the centre of the room that lead to the exit? 
 

A horse-shoe shaped stone slab that appeared to be a desk 
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