Mingo

EQUIPMENT

Tree sets of cards: Minimingo (beginner), Midimingo (intermediate) and Mingo (expert); numbers from 1 to 100,121,144; tokens.

Each card is a grid on which each field  contains either a mathematical expression (multiplication), a rectangle composed of little squares, or “Smarties” with a numerical value on each.

PREPARATION

Cut out the numbers.

Each player gets a card (depending on his knowledge of the multiplication table) and some tokens. The teacher places the numbers in a non-transparent bag.

PLAYING THE GAME

The teacher takes out a number, says it out loud, shows it to the players and puts it aside. Each player then has to check his card and look for fields that correspond to the given number (the rectangle has that amount of little squares; the sum of the ‘Smarties’ is that number; or the result of the expression is the given number). If he finds one (or two) such field(s), the player marks it with a token.

AIM OF THE GAME

The first player to complete a vertical, horizontal or diagonal row on his card wins the game.
VERIFICATION

The verification is a very important part of the game, as much to avoid cheating as for the educational process. The winner has to say the mathematical expressions that correspond to the fields of his winning row (horizontal or column) and the correct answer to each. The teacher verifies that the answer is in fact correct and that the number has been said.

 A WORD TO THE TEACHERS

In the beginning, give the students enough time to count the little squares (or use the multiplication table for Midimingo and Mingo). As they get a hand on it, shorten the time period to encourage them to memorize the associations. 

