

Order of Operations
Math Mix-Up!!!  A fun way to practice new skills or review old skills. It is a game of knowledge, teamwork and a LOT of luck!!!  This game will keep your students moving!!!
This game was designed for upper elementary GT/middle school students who will be learning the order of operations
Math Mix-up is played with the whole class.  Separate the class into teams and have a competition completing order of operations problems.  
Your students will love the chance to “play games” in math class!!!
This product includes everything you will need to play:   teacher’s notes, instructions, playing cards and the answer key.   
Math Mix-up!!!
Teacher’s Notes:

Materials needed:

Game cards (included)

Team number cards (I just write these on a post-it note and stick to team desk)

One regular die

*** Spinner (numbered 1-3 in black; 1-3 in red) or a die (numbered 1-3 in black; 1-3 in red) or I often have 6 post-it notes (numbered 1-3 in black; 1-3 in red) – this will be referred to as a spinner in the instructions but any of these three methods work fine.
white boards/markers or paper/pencil

Copy the following game cards onto cardstock or colored paper.  The first page of cards (p. 6) is a cover you can use on all cards.  The next 3 pages (p. 7-9) are the actual cards to play the game.  After copying and cutting them out, you may want to laminate them.  The number at the bottom of each card is NOT the answer…it is the card number to match up on the answer key.

This game is for the whole class.  Split the class into teams.  I use 3 students on a team.  If you get more than 3 on a team, then someone is usually sitting and not participating.  Number each team; I usually stick a paper with the team number on the front of that group of desks.  Have students pull their desks together as a team.  I usually try to have the teams form a circle/semi-circle in the classroom in numerical order.  Within each team, have the students number off 1, 2, 3 (if you have more than 3 students on a team, you will have to number up to that number, each person on a team has a separate number.)  On the board write the TEAM numbers.  Score will be kept by team number…however, the mix-up comes when we start mixing students on the teams.  Most students will NOT end up on the team they begin with!!!  This is where the luck and fun come in to play.  

Students can have them use paper and pencil or white boards to work the problems.  White boards are easier to see.   I have them work the problem on the white board and as soon as they have the answer, they hold up the white board so I can quickly see who has the correct answer first.  If you use paper and pencil, I would have them bring you the paper and the first one to show you the correct answer would win the points.
To make it easier for you and the students, you may want to write the problems on the overhead for everyone to see; or make a transparency of the cards and cut them out.  To help organize the transparency cards, I clip them to the page they belong with.  When playing the game, I lay out the sheet of originals and place the cards over the top of the originals.  When a student draws a card I can quickly find the correct transparency card.  

(The numbers on the bottom of each card is for your reference to the answer key…it is NOT the answer to the problem.)
Instructions:

Shuffle all cards.  Turn the first card over.  Write the problem on the overhead or use your transparency card.  All teams work the problem.  The first team to answer correctly earns a point.  Write the point under the TEAM number.  A member from the team that answered correctly spins the spinner and rows the die.  Here is the fun part.  Each student with the number spun on the spinner on every team is going to move to a new team.  The color of the number (red or black) will determine the direction the student will move (Ex:  red moves left, black moves right)  The roll of the die determines how many places (teams) to move.  


Purchase this product for the rest of the instructions, cards, and answer key.
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