MATH GAMES NOT ONLINE

MATH GAMES NOT ONLINE OFFER A VALUABLE ALTERNATIVE TO DIGITAL LEARNING TOOLS BY PROVIDING INTERACTIVE, HANDS-ON
EXPERIENCES THAT ENHANCE MATHEMATICAL UNDERSTANDING WITHOUT THE NEED FOR ELECTRONIC DEVICES. THESE GAMES
ENGAGE LEARNERS OF ALL AGES IN CRITICAL THINKING, PROBLEM~SOLVING, AND NUMBER SKILLS THROUGH PHYSICAL MATERIALS
AND FACE-TO-FACE INTERACTION. UNLIKE ONLINE MATH GAMES, WHICH REQUIRE INTERNET ACCESS AND SCREEN TIME, MATH
GAMES NOT ONLINE PROMOTE SOCIAL INTERACTION, TACTILE LEARNING, AND CAN BE PLAYED IN VARIOUS SETTINGS SUCH AS
CLASSROOMS, HOMES, OR COMMUNITY CENTERS. THIS ARTICLE EXPLORES A WIDE RANGE OF MATH GAMES THAT DO NOT RELY ON
ONLINE PLATFORMS, HIGHLIGHTING THEIR BENEFITS, TYPES, IMPLEMENTATION STRATEGIES, AND TIPS FOR EDUCATORS AND
PARENTS. BY FOCUSING ON TRADITIONAL AND CREATIVE APPROACHES, IT DEMONSTRATES HOW MATH GAMES NOT ONLINE CAN
COMPLEMENT FORMAL EDUCATION AND SUPPORT DIVERSE LEARNING STYLES EFFECTIVELY. THE FOLLOWING SECTIONS PROVIDE A
COMPREHENSIVE GUIDE TO UNDERSTANDING AND UTILIZING THESE ENGAGING EDUCATIONAL TOOLS.

o BeNEFITS oF MATH GAMES NoT ONLINE

Typres oF MATH GAMES NoT ONLINE

IMPLEMENTING MATH GAMES NoT ONLINE IN EDUCATIONAL SETTINGS

TIPS FOR SELECTING AND DESIGNING MATH GAMES NoT ONLINE

e ExAMPLES ofF PopuLAR MATH GAMES NoT ONLINE

BeNEFITS oF MATH GAMES NoT ONLINE

MATH GAMES NOT ONLINE OFFER NUMEROUS ADVANTAGES THAT CONTRIBUTE TO EFFECTIVE LEARNING AND SKILL DEVELOPMENT.
THESE GAMES PROVIDE A TACTILE AND INTERACTIVE EXPERIENCE THAT ENCOURAGES ACTIVE PARTICIPATION AND DEEPENS
CONCEPTUAL UNDERSTANDING. THEY FOSTER SOCIAL INTERACTION THROUGH COOPERATIVE OR COMPETITIVE PLAY, ENHANCING
COMMUNICATION AND TEAMWORK SKILLS. ADDITIONALLY/ MATH GAMES NOT ONLINE REDUCE SCREEN TIME, WHICH IS BENEFICIAL
FOR EYE HEALTH AND ATTENTION SPANS, PARTICULARLY IN YOUNG LEARNERS. THESE GAMES ALSO ACCOMMODATE DIVERSE
LEARNING STYLES, INCLUDING KINESTHETIC AND VISUAL LEARNERS, BY INCORPORATING PHYSICAL MANIPULATIVES AND VISUAL
AIDS. FURTHERMORE/ MATH GAMES NOT ONLINE CAN BE ADAPTED EASILY TO SUIT DIFFERENT AGE GROUPS AND SKILL LEVELS,
MAKING THEM VERSATILE TOOLS FOR DIFFERENTIATED INSTRUCTION.

ENHANCED ENGAGEMENT AND Focus

PHYSICAL MATERIALS AND FACE-TO-FACE INTERACTION IN MATH GAMES NOT ONLINE HELP MAINTAIN LEARNER ENGAGEMENT AND
Focus. UNLIKE DIGITAL DISTRACTIONS, THESE GAMES REQUIRE ACTIVE PROBLEM-SOLVING AND STRATEGIC THINKING, PROMOTING
SUSTAINED ATTENTION AND COGNITIVE INVOLVEMENT IN MATHEMATICAL TASKS.

DeVvELOPMENT ofF SociAL AND COMMUNICATION SKILLS

PLAYING MATH GAMES IN GROUPS ENCOURAGES COMMUNICATION, NEGOTIATION, AND COLLABORATION. MATH GAMES NOT
ONLINE CREATE OPPORTUNITIES FOR LEARNERS TO EXPLAIN THEIR REASONING, ASK QUESTIONS, AND RECEIVE IMMEDIATE
FEEDBACK, WHICH SUPPORTS LANGUAGE DEVELOPMENT AND SOCIAL SKILLS ALONGSIDE MATHEMATICAL PROFICIENCY.



SUPPORT FOR DIVERSE LEARNING PREFERENCES

BY INCORPORATING HANDS-ON ACTIVITIES AND VISUAL ELEMENTS, MATH GAMES NOT ONLINE CATER TO A VARIETY OF LEARNING
PREFERENCES. KINESTHETIC LEARNERS, IN PARTICULAR, BENEFIT FROM MANIPULATING OBJECTS, WHILE VISUAL LEARNERS CAN
BETTER UNDERSTAND ABSTRACT CONCEPTS THROUGH CONCRETE REPRESENTATIONS.

TypPes oF MATH GAMES NoT ONLINE

THERE IS A BROAD SPECTRUM OF MATH GAMES NOT ONLINE THAT UTILIZE DIFFERENT FORMATS AND MATERIALS TO TEACH
MATHEMATICAL CONCEPTS. THESE GAMES RANGE FROM BOARD GAMES AND CARD GAMES TO PUZZLES AND PHYSICAL ACTIVITIES,
EACH DESIGNED TO TARGET SPECIFIC SKILLS SUCH AS ARITHMETIC, GEOMETRY, LOGIC, AND SPATIAL REASONING. THE DIVERSITY
OF THESE GAMES ALLOWS EDUCATORS AND PARENTS TO SELECT OR CREATE OPTIONS TAILORED TO INDIVIDUAL LEARNING
GOALS AND CONTEXTS.

BoarD GAMES

BOARD GAMES ARE A POPULAR CATEGORY OF MATH GAMES NOT ONLINE THAT OFTEN INVOLVE COUNTING, STRATEGY, AND
PROBABILITY. CLASSIC EXAMPLES INCLUDE GAMES THAT USE DICE AND TOKENS, WHICH HELP REINFORCE ADDITION, SUBTRACTION,
AND MULTIPLICATION SKILLS WHILE ENCOURAGING STRATEGIC THINKING AND PLANNING.

CaArD GAMES

CARD GAMES DESIGNED FOR MATH LEARNING FOCUS ON NUMBER RECOGNITION, OPERATIONS, AND PATTERN IDENTIFICATION. THeSE
GAMES ARE PORTABLE, EASY TO SET UP, AND CAN BE ADAPTED FOR VARIOUS SKILL LEVELS. THEY OFTEN PROMOTE QUICK
MENTAL CALCULATION AND MEMORY SKILLS.

MANIPULATIVE-BASED GAMES

USING PHYSICAL MANIPULATIVES SUCH AS BLOCKS, COUNTERS, OR GEOMETRIC SHAPES, THESE GAMES ALLOW LEARNERS TO
EXPLORE MATHEMATICAL CONCEPTS CONCRETELY. MANIPULATIVE-BASED MATH GAMES NOT ONLINE SUPPORT UNDERSTANDING OF
FRACTIONS, MEASUREMENT, AND SPATIAL RELATIONSHIPS BY PROVIDING TANGIBLE EXPERIENCES.

PuzzLes AND LoGic GAMES

PUZZLES AND LOGIC GAMES CHALLENGE LEARNERS TO APPLY REASONING AND PROBLEM-SOLVING STRATEGIES. THESE GAMES
OFTEN INVOLVE PATTERN RECOGNITION, SEQUENCING, AND CRITICAL THINKING, WHICH ARE ESSENTIAL FOR DEVELOPING HIGHER™
ORDER MATH SKILLS.

PHYsicaL AND MOVEMENT GAMES

INCORPORATING PHYSICAL MOVEMENT, THESE MATH GAMES NOT ONLINE ENGAGE THE BODY AND MIND SIMULTANEOUSLY.
ACTIVITIES SUCH AS HOPSCOTCH WITH NUMBERS OR MATH RELAYS HELP DEVELOP NUMBER SENSE AND COORDINATION, MAKING
MATH LEARNING DYNAMIC AND ENJOYABLE.

IMPLEMENTING MATH GAMES NOT ONLINE IN EDUCATIONAL SETTINGS

SUCCESSFUL INTEGRATION OF MATH GAMES NOT ONLINE INTO CLASSROOMS OR LEARNING ENVIRONMENTS REQUIRES THOUGHTFUL
PLANNING AND ALIGNMENT WITH EDUCATIONAL OBJECTIVES. TEACHERS AND EDUCATORS SHOULD SELECT GAMES THAT



COMPLEMENT CURRICULUM STANDARDS AND TARGET SPECIFIC SKILLS. CREATING A SUPPORTIVE ATMOSPHERE WHERE LEARNERS
FEEL COMFORTABLE EXPERIMENTING AND MAKING MISTAKES IS ESSENTIAL FOR MAXIMIZING THE BENEFITS OF THESE GAMES.
ADDITIONALLY, INCORPORATING MATH GAMES NOT ONLINE INTO DAILY ROUTINES OR LESSON PLANS CAN ENHANCE MOTIVATION
AND REINFORCE CONCEPTS THROUGH REPEATED PRACTICE.

ALIGNING GAMES WITH LEARNING GOALS

CHOOSING MATH GAMES NOT ONLINE THAT ALIGN WITH CURRICULUM STANDARDS ENSURES THAT GAMEPLAY SUPPORTS
MEASURABLE LEARNING OUTCOMES. EDUCATORS SHOULD IDENTIFY THE MATHEMATICAL CONCEPTS TO BE REINFORCED AND SELECT
GAMES THAT PROVIDE APPROPRIATE CHALLENGES AND OPPORTUNITIES FOR SKILL DEVELOPMENT.

FACILITATING GROUP INTERACTION AND COLLABORATION

MATH GAMES NOT ONLINE OFTEN THRIVE IN GROUP SETTINGS WHERE LEARNERS CAN COLLABORATE AND DISCUSS STRATEGIES.
FACILITATORS SHOULD ENCOURAGE COMMUNICATION, PROVIDE GUIDANCE WHEN NEEDED, AND PROMOTE A POSITIVE COMPETITIVE
OR COOPERATIVE ENVIRONMENT.

ASSESSING LEARNING THROUGH GAMEPLAY

OBSERVING LEARNERS DURING MATH GAMES NOT ONLINE OFFERS VALUABLE INSIGHTS INTO THEIR UNDERSTANDING AND PROBLEM-
SOLVING ABILITIES. EDUCATORS CAN USE GAMEPLAY PERFORMANCE TO IDENTIFY AREAS OF STRENGTH AND AREAS REQUIRING
ADDITIONAL SUPPORT, INFORMING INSTRUCTIONAL DECISIONS.

TiPs FOR SELECTING AND DeSIGNING MATH GAMES NoT ONLINE

CHOOSING OR CREATING EFFECTIVE MATH GAMES NOT ONLINE INVOLVES CONSIDERING SEVERAL FACTORS TO ENSURE
EDUCATIONAL VALUE AND ENGAGEMENT. GAMES SHOULD BE AGE~APPROPRIATE, ADAPTABLE TO DIFFERENT SKILL LEVELS, AND
FOCUSED ON SPECIFIC MATHEMATICAL CONCEPTS. SIMPLICITY IN RULES COMBINED WITH OPPORTUNITIES FOR STRATEGIC THINKING
ENHANCES ACCESSIBILITY AND CHALLENGE. INCORPORATING ELEMENTS OF FUN AND COMPETITION CAN INCREASE MOTIVATION AND
PARTICIPATION. ADDITIONALLY, USING READILY AVAILABLE MATERIALS OR DESIGNING GAMES WITH LOW-COST RESOURCES
MAKES MATH GAMES NOT ONLINE MORE ACCESSIBLE TO A WIDER AUDIENCE.

ConNsIDER AGE AND SKILL LEVEL

SELECTING MATH GAMES NOT ONLINE THAT MATCH THE DEVELOPMENTAL STAGE AND PROFICIENCY OF LEARNERS MAXIMIZES THEIR
EFFECTIVENESS. GAMES THAT ARE TOO EASY OR TOO DIFFICULT MAY LEAD TO FRUSTRATION OR BOREDOM, SO ADAPTABILITY IS
KEY.

Focus oN CLEAR OBJECTIVES

EVERY MATH GAME NOT ONLINE SHOULD HAVE CLEARLY DEFINED LEARNING OBJECTIVES TO GUIDE GAMEPLAY AND ASSESSMENT.
THIS FOCUS ENSURES THAT THE GAME REINFORCES TARGETED SKILLS AND CONCEPTS RATHER THAN SERVING AS MERE
ENTERTAINMENT.

Use SIMPLE AND ENGAGING RULES

RULES THAT ARE EASY TO UNDERSTAND ENCOURAGE PARTICIPATION AND REDUCE TIME SPENT ON EXPLANATIONS. ENGAGING
MECHANICS LIKE SCORING, TIME LIMITS, OR CHALLENGES KEEP LEARNERS INTERESTED.



INCORPORATE PHYSICAL MATERIALS

USING TANGIBLE ITEMS SUCH AS COUNTERS, DICE, CARDS, OR BOARDS ENHANCES THE SENSORY EXPERIENCE, MAKING ABSTRACT
MATH CONCEPTS MORE CONCRETE AND ACCESSIBLE.

ENCOURAGE REPLAYABILITY

GAMES THAT OFFER VARIABILITY AND MULTIPLE LEVELS OF DIFFICULTY PROMOTE REPEATED PLAY, WHICH REINFORCES LEARNING
AND SKILL RETENTION OVER TIME.

ExAMPLES oF PopuULAR MATH GAMES NoT ONLINE

SEVERAL WELL-ESTABLISHED MATH GAMES NOT ONLINE HAVE PROVEN EFFECTIVE IN ENHANCING MATHEMATICAL SKILLS AND CAN
BE EASILY INTEGRATED INTO EDUCATIONAL SETTINGS. THESE GAMES RANGE FROM TRADITIONAL CLASSICS TO CREATIVE
ADAPTATIONS THAT SUIT VARIOUS LEARNING OBJECTIVES.

MATH BINGO

MATH BINGO COMBINES THE FAMILIAR GAME OF BINGO WITH ARITHMETIC PRACTICE. PLAYERS SOLVE MATH PROBLEMS TO MARK
NUMBERS ON THEIR CARDS, REINFORCING SPEED AND ACCURACY IN CALCULATIONS.

FrRACTION W AR

A CARD GAME WHERE PLAYERS COMPARE FRACTIONS TO DETERMINE THE LARGER VALUE, FRACTION W AR HELPS BUILD
UNDERSTANDING OF FRACTION SIZE AND EQUIVALENCY THROUGH COMPETITIVE PLAY.

MATH JEOPARDY

MODELED AFTER THE POPULAR QUIZ SHOW, MATHJEOPARDY INVOLVES ANSWERING MATH QUESTIONS OF VARYING DIFFICULTY
TO EARN POINTS. THIS GAME PROMOTES QUICK RECALL AND COMPREHENSIVE REVIEW OF MULTIPLE MATH TOPICS.

SubokuU

THIS CLASSIC LOGIC PUZZLE REQUIRES PLACING NUMBERS IN A GRID ACCORDING TO SPECIFIC RULES. SUDOKU DEVELOPS LOGICAL
REASONING AND PATTERN RECOGNITION WITHOUT RELYING ON ARITHMETIC OPERATIONS.

CounTING AND NUMBER LINE GAMES

GAMES THAT USE NUMBER LINES OR COUNTING BOARDS HELP LEARNERS VISUALIZE NUMERICAL ORDER, ADDITION, AND
SUBTRACTION. THESE GAMES ARE PARTICULARLY EFFECTIVE FOR EARLY LEARNERS DEVELOPING NUMBER SENSE.

MATH BoArD GAMES Like “SuM Swamp”

SUM SWAMP IS AN EXAMPLE OF A BOARD GAME DESIGNED TO PRACTICE ADDITION AND SUBTRACTION IN A FUN, THEMATIC
SETTING. PLAYERS NAVIGATE A SWAMP WHILE SOLVING MATH PROBLEMS, COMBINING ADVENTURE WITH LEARNING.
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FREQUENTLY AsSkeD QUESTIONS

\WHAT ARE SOME FUN MATH GAMES THAT CAN BE PLAYED WITHOUT THE INTERNET?

SOME FUN OFFLINE MATH GAMES INCLUDE SUDOKU, MATH BINGO, T ANGRAMS, MATH CARD GAMES LIKE ‘24, AND BOARD GAMES
LIKE ‘SUM SWAMP’ THAT HELP PRACTICE ARITHMETIC SKILLS.

How CAN | MAKE MATH GAMES ENGAGING FOR KIDS WITHOUT USING ONLINE RESOURCES?

YOU CAN USE PHYSICAL OBJECTS LIKE DICE, CARDS, OR BLOCKS TO CREATE INTERACTIVE MATH CHALLENGES, INCORPORATE
STORYTELLING, USE COMPETITIVE TEAM PLAY, AND REWARD PROGRESS TO KEEP KIDS MOTIVATED AND ENGAGED.

ARE THERE ANY CLASSIC MATH GAMES THAT DON'T REQUIRE A COMPUTER OR INTERNET?

YES, CLASSIC MATH GAMES SUCH AS 'MATH JEOPARDY', ‘FLASHCARD RACES’, ‘MATH PUZZLES', AND PEN-AND-PAPER GAMES
LIKE ‘DoTS AND BoxEs’ or 'KENKEN' ARE EXCELLENT OFFLINE OPTIONS.

How CAN TEACHERS INCORPORATE OFFLINE MATH GAMES INTO THEIR CLASSROOM
CURRICULUMP

TEACHERS CAN USE MATH GAMES AS WARM-UP ACTIVITIES, GROUP COMPETITIONS, OR HANDS-ON LEARNING STATIONS THAT
REINFORCE CONCEPTS LIKE ADDITION, SUBTRACTION, MULTIPLICATION, DIVISION, AND LOGICAL REASONING WITHOUT RELYING ON
TECHNOLOGY.

\WHAT BENEFITS DO OFFLINE MATH GAMES OFFER COMPARED TO ONLINE MATH GAMES?

OFFLINE MATH GAMES PROMOTE HANDS-ON LEARNING, REDUCE SCREEN TIME, ENCOURAGE FACE-TO-FACE SOCIAL INTERACTION,
ENHANCE FINE MOTOR SKILLS, AND CAN BE MORE ACCESSIBLE IN ENVIRONMENTS WITH LIMITED INTERNET CONNECTIVITY.

ADDITIONAL RESOURCES

1. MATH GAMES FOR Kips: HANDS-ON ACTIVITIES THAT MAKE LEARNING FUN

THIS BOOK OFFERS A VARIETY OF ENGAGING, HANDS-ON MATH GAMES DESIGNED FOR CHILDREN TO DEVELOP THEIR NUMERICAL AND
PROBLEM-SOLVING SKILLS. EACH ACTIVITY ENCOURAGES INTERACTIVE LEARNING WITHOUT THE NEED FOR SCREENS OR
ELECTRONIC DEVICES. |T°S PERFECT FOR PARENTS AND TEACHERS LOOKING TO MAKE MATH ENJOYABLE AND ACCESSIBLE.

2. THe BiG Book oF MATH GAMES: GRADES 1-6
PACKED WITH CREATIVE AND EDUCATIONAL MATH GAMES, THIS BOOK TARGETS EARLY ELEMENTARY TO MIDDLE SCHOOL



STUDENTS. THE GAMES FOCUS ON FUNDAMENTAL MATH CONCEPTS SUCH AS ADDITION, SUBTRACTION, MULTIPLICATION, AND
DIVISION THROUGH PLAYFUL COMPETITION AND COLLABORATION. |T PROVIDES CLEAR INSTRUCTIONS AND MATERIALS LISTS,
MAKING IT EASY TO IMPLEMENT IN CLASSROOMS OR AT HOME.

3. MATH ON THE MoVE: ENGAGING PHYSICAL ACTIVITIES TO TEACH MATH CONCEPTS

THIS BOOK INTEGRATES PHYSICAL ACTIVITY WITH MATH LEARNING BY PRESENTING GAMES THAT INVOLVE MOVEMENT AND MATH
THINKING. | T°S DESIGNED TO HELP KINESTHETIC LEARNERS GRASP MATHEMATICAL CONCEPTS THROUGH FUN, ACTIVE
PARTICIPATION. TEACHERS AND CAREGIVERS WILL FIND A RICH COLLECTION OF ACTIVITIES THAT COMBINE EXERCISE WITH
NUMERACY SKILLS.

4. HANDS-ON MATH GAMES FOR MippLE SCHOOL

T ARGETING MIDDLE SCHOOL STUDENTS, THIS BOOK PROVIDES A DIVERSE SET OF MATH GAMES THAT FOCUS ON MORE ADV ANCED
TOPICS LIKE FRACTIONS, DECIMALS, GEOMETRY, AND ALGEBRA. THE ACTIVITIES ENCOURAGE CRITICAL THINKING AND TEAMW ORK
WHILE REINFORCING KEY MATH SKILLS. IT’S A VALUABLE RESOURCE FOR EDUCATORS SEEKING TO MAKE MATH LESSONS DYNAMIC
AND INTERACTIVE.

5. BrAIN-BoosTING MATH GAMES FOR EVERYONE

SUITABLE FOR A WIDE AGE RANGE, THIS BOOK FEATURES MATH PUZZLES, LOGIC GAMES, AND STRATEGIC CHALLENGES THAT
STIMULATE MATHEMATICAL REASONING AND CREATIVITY. THE GAMES REQUIRE MINIMAL MATERIALS AND ARE DESIGNED TO BE
PLAYED IN GROUPS OR INDIVIDUALLY. THIS RESOURCE IS IDEAL FOR FAMILY GAME NIGHTS, CLASSROOMS, OR MATH CLUBS.

6. CLAassrooM MATH GAMES THAT Work

THIS PRACTICAL GUIDE OFFERS A COLLECTION OF TRIED-AND-TRUE MATH GAMES THAT HAVE BEEN SUCCESSFULLY USED IN
CLASSROOMS TO ENHANCE STUDENT ENGAGEMENT. THE GAMES COVER A BROAD SPECTRUM OF MATH TOPICS AND ARE
ADAPTABLE TO DIFFERENT SKILL LEVELS. TEACHERS WILL APPRECIATE THE CLEAR INSTRUCTIONS AND TIPS FOR CLASSROOM
MANAGEMENT INCLUDED.

7. FUN wiTH NumBers: MATH GAMES AND ACTIVITIES FOR YOUNG LEARNERS

FOCUSED ON EARLY CHILDHOOD AND KINDERGARTEN STUDENTS, THIS BOOK INTRODUCES BASIC NUMBER CONCEPTS THROUGH
PLAYFUL GAMES AND INTERACTIVE ACTIVITIES. |T EMPHASIZES COUNTING, NUMBER RECOGNITION, AND SIMPLE ARITHMETIC IN

WAYS THAT CAPTIVATE YOUNG CHILDREN’S INTEREST. PARENTS AND EDUCATORS WILL FIND IT A HELPFUL TOOL FOR EARLY
MATH DEVELOPMENT.

8. MATH PuzzLES AND GAMES FOR CRITICAL THINKING

THIS BOOK CHALLENGES READERS WITH A VARIETY OF MATH-BASED PUZZLES AND GAMES THAT PROMOTE LOGICAL REASONING
AND PROBLEM-SOLVING. |T IS SUITABLE FOR UPPER ELEMENTARY TO HIGH SCHOOL STUDENTS WHO WANT TO DEEPEN THEIR
UNDERSTANDING OF MATH CONCEPTS THROUGH ENGAGING CHALLENGES. THE PUZZLES RANGE FROM SIMPLE BRAIN TEASERS TO
COMPLEX PROBLEMS THAT ENCOURAGE PERSEVERANCE.

9. OuTpOOR MATH GAMES: LEARNING NUMBERS IN NA TURE

COMBINING OUTDOOR PLAY WITH MATH LEARNING, THIS BOOK PRESENTS GAMES THAT USE NATURAL ELEMENTS AND THE
ENVIRONMENT TO TEACH MATH CONCEPTS. |T ENCOURAGES CHILDREN TO EXPLORE AND INTERACT WITH THEIR SURROUNDINGS
WHILE PRACTICING COUNTING, MEASURING, AND GEOMETRY. PERFECT FOR EDUCATORS AND PARENTS WHO WANT TO TAKE MATH
LESSONS OUTSIDE THE CLASSROOM.
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