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(Or any “mania”, for that matter)
Activity Summary: In this fun, animated game, students race to solve problems as timely and accurately as possible.  Although originally created for math classes, this game may be adapted for any subject and for many levels.
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Large Clasp Envelopes—$3.00-$5.00 for an entire class
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Activity Introduction / Motivation: 

Remind or review concepts that the students have been learning and that might be useful in the game.  Also, the teacher explains the rules of the game and divides them into teams.
Activity Plan:  Once the students are divided into their teams, each group is given a clasp envelope.  The envelopes contain the same 6-10 problems, each on separate sheets of paper.  At the top of each paper are the numbers 1 through 10 (see Sample Math Mania Game).  When the teachers says to start, each group may pull out no more than one problem.  They work on the problem and when they believe they have gotten the correct answer, a representative from the team brings it to the teacher.  If correct, the teacher circles the “10” on the sheet of paper and keeps it.  This amounts to 10 points for that team.  If the answer is incorrect, however, the teacher crosses out the “10” and hands it back to the student.  That group may then attempt the problem again for 9 points.  If at any time a group does not want to work on their problem, they may put it back inside the envelope and pull out another problem.  At the end, the team with the most points is the winner.
Assessment:  The teacher may award a grade based on participation.  Additionally, as a prize the teacher may award bonus points based on the scores of the team.  That way, all the groups benefit from working hard, no matter what place they land in.
Learning Objectives:
· Students review the material they have been learning.
· Students practice working fast without the penalty of a grade attached to mistakes.
Trouble-Shooting Tips:  In order to prevent students from simply giving up because the problems are too difficult, it is advised to vary the range of difficulty considerably.  Additionally, having the students work in smaller groups that are pre-assigned by the teacher prevents groups that choose to socialize rather than play.
Materials List: 

· 1 copy of problems per group
· 5-8 large clasp envelopes

· Prizes for winners
