Development of the interactive game "Beat the Sage"

The interactive sciensetific game for primary schoolers. Recommended for out-of-school activities with school students and students of out-of-school education facilities.

Objectives

• To develop cognitive primary schoolers’ interest;

• To develop the ability to properly explain one’s view and ask questions;

• To involve parents in work with children while solving unusual problems;

• To acquaint all participants with mathematics as a fascinating, interesting and accessible science.

Equipment

8 tables, 16 chairs, printed "sages’" tasks, pencils, pens.

Duration - 2 hours.

Foreword.


Dear friends! We sincerely welcome you to our Science Holyday! Today we offer you to pit yourselves against real mathematical sages. Apprentices of the club "Twice Two" and of Karazin Small University have prepared extremely interesting tasks of different complexity. Each of you will receive a record book, with which you have to travel between our “sages” and to solve their tasks. "Sage Council" will decide three winners, and you all will get souvenirs from the Training Centre "Landau Centre." The main point is that today all of you will make friends with an exciting, interesting and accessible science - mathematics and will believe in the power of your own mind! All tasks will be available online at http://dvajdi-dva.jimdo.com/ and you can surprise your friends, classmates and even teachers with them!

The rules of the game.

All the "sages" take seats at the tables with printed tasks. Each task is designed for three levels of complexity:

• For 6-8-year children;

• For 8-10-year children;

• For 10-12-year children.

Some tasks have level 4 - for parents.

The tasks designed by participants of the game together with their parents and with the head of the club "Twice Two", a teacher of Karazin Small University HV Hodovana, are listed in Annex 1.

Having received their record books, visitors come up to each of the "sages" in turn, get a task and solve it. After checking the solution, the "sage" gives his/her rating in the record book. The ratings are emoticons, asterisks, plus sign, etc. The record book form is given in Annex 3.

When all the participants have completed solving their tasks, the "sages" take council and decide three winners, comparing the participants’ record books.

Completion.

Winners are announced, they are awarded with certificates and souvenirs. All the participants also receive memorable gifts.

