CRACK THE CODE - GRADE 1

Saitama's Hero Training Lock

Use the values of the hero badges to solve the addition problems and find the four-digit code to open the training locker.
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Every symbol is a whole number from 1 to 9.

ol

@) CRACK THESE

1_4”,‘::] 2_*+¢=C]

3
A
*
A

5 ‘+8=C] 6 *4.1:[: CODE 3
7 '+‘+*=C] s 13-¢ - coDE 4

9. i ; -+ ' 13 Draw the shape: [j 10. * -+ E = 7 Draw the shape: [j

€ THE VAULT CODE

Write the ONES digit of your answers to problems 2, 4, 6, 8 (the ones tagged CODE 1-4),
in that order. That opens the saitamas yellow training.

make your own at mathmystery.app
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Answer Key
Saitama's Hero Training Lock - Grade 1 Crack the Code

The key
4' lightning bolt = 4 @ heart=9 ‘ hexagon = 2 W star=5

Every symbol is a whole number from 1 to 9.

1. 4 + @ (lightning bolt + hexagon) 6
2. X + 4 (star +lightning bolt) 9
3. 10 - 4 (10 - lightning bolt) 6
4. W - 4 (star - lightning bolt) 1
5. @ + 8 (hexagon +8) 10
6. 4 + 1 (lightning bolt + 1) 5
7. @ + @ + 4 (heart+ hexagon + lightning bolt) 15
8. 13 - @ (13-heart) 4
9. i i+% =13 (2 +heart) lightning bolt
10. W+ ! =7 (star+?) hexagon

Vaultcode: 9 1 54

make your own at mathmystery.app



