Mastermind Game

You will need:

A four digit code, composed of numbers between 1 and 10 ‐ fewer number choices for younger

students or faster play.

Layout:

Create a sheet that uses 9 columns. The first column should be numbered to represent the

number of “tries” at breaking the code. The second – fifth columns are where students will enter

their “codes”. The sixth – ninth columns are where you enter “IF” statements, and students see an

“X” to indicate they have a correct number.

Use color to indicate the cells in which students will type, and use lines, borders or color over the

cells where you enter the formulas to indicate if student’s number is correct.

Example:

Students use numbers 1 – 6. My “code” is: 3, 5, 2, 1.

The first row of the game in my sheet looks like this:

A B C D E F G H I

	A
	B
	C
	D
	E
	F
	G
	H
	I

	2
	
	
	
	
	=IF(B3=3,"X","")


	=IF(C3=5,"X","")


	=IF(D3=2,"X","")


	=IF(E3=1,"X","")




• To save time, enter the formula in cell F2 first.

• Use the Fill Handle to drag the formula ACROSS G, H and I.

• EDIT the formula in each cell so that the “=value” matches your correct code.

• Select all four cells and use the fill handle to drag down as many rows as you will allow

students attempts to break the code. (Using six possible digits, a student could easily break

the code in 6 tries.) It is not necessary to edit the formulas after you drag them down, since

the “correct” value does not change.

• For more information on the components of the IF statement, refer to the “self‐test”

example provided on another page.

Be sure to “protect” the sheet so that students can not see the correct code when they click on the

cells. When protecting the sheet, remember to unlock the cells where students will type their

guesses.

