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Mathematical game  
Find the secret number
Produced by Athanasia Alexopoulou  
The Teacher of  Information Τechnology and Communication (ICT)

This mathematical game (Scratch programming environment) is produced in order to help students aged 7-8 years old to practice in mathematical  meanings  smaller, bigger and equality between numbers (<, >, =)
Procedure -rules
Each time  two students can play this game or  more but they must be divided into two groups.
At first  a number of trials is selected. (The second player –group select  trials to find out the first player’s- group secret number).
 The first group- player has to type the secret  number. The second player –group  must find out-guess the Secret number of the first player-group in the number of trials was at first  selected . 
Τhe game itself provides assistance to the second player-group by giving  important  information each time the second player-group doesn’t  find the correct number . This information is:  choose a smaller number or choose a bigger number.. Otherwise the second player-group is a loser. If the second player-group finds the secret number then the second player-group is the winner.
Buttons like Start, Help, Check the numbers or Secret number are helpful and can be used during the game. 

ΑΙΜ
[bookmark: _GoBack]The main purpose of the game is to help students with the mathematical concept of the smaller and bigger numbers in an innovative and interactive way of learning and consolidation of these concepts. This game provides the gradually discovery and collaborative learning and because of this, it can be considered very useful for the students. 
Also, the game may be played by older students in order to understand the concepts of larger and smaller between numbers over 1.000, or 10.000 etc.  or even between decimal numbers.
However, at the same time, the teacher  can use the table and note the numbers typed by  the second player - group and then in a second phase as an extension of the game the teacher  can ask from both of  the students –players- groups to place the numbers that have been typed in ascending or descending order. Here the button check the numbers can be very helpful. 

Duration-teaching time
45 minutes
Materials  Blackboard,   Personal,   video projector
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