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We have created this game in a way that even a person with little mathematical knowledge can solve it. This game is based of little mathematical problems. There are three rows and three columns. The person playing has to pick a picture and put it in a box where it belongs. It will only be solved if the person playing will put all the pictures in correct boxes. Since it is a 2D game, the person playing has to consider correct row and column otherwise it will be wrong.
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Figure Nr.1 – Empty game (source: own presentation)

Above you can see an empty game (Figure Nr.1), in which there are some numbers in light green boxes. The solution is linked to these numbers. 
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Figure Nr.2 – Answer cards (source: own presentation)

As you can see some numbers above, these numbers will be used to solve the game. 
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Solution Explained

The important thing about the solution is the link between these numbers and the numbers in the empty game. If you think and try to solve you will realize that these numbers are multipliers of the numbers in the empty game. If you want to solve you will have to find a link between these numbers and the numbers in the empty game.
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Figure Nr.3 – Solution visualized (source: own presentation)

Now if you look at the solved game above that if you find the link between all the numbers it is very easy to solve.
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Figure Nr.4 – Repetitions and their treatments (source: own presentation)

As you can see, the repetitive answer cards should have an additional pattern. These patterns are the bordered figures of Excel-cells in row*column-view. The users/players have to identify these additional patterns before setting the cards.
Vision
The game can be produced in two different mode: the row- and column-headers could namely be changed. This can lead to different reaction times and solving patterns. The LOG-data could analyzed for example: to detect reading preferences (origin, mother-tongue) and/or robustness of symmetry in calculation challenges (e.g. 6*5 <?=?>6*5).
Alternative approaches:
· only bordered patterns
· [bookmark: _GoBack]bordered patterns for each card
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· https://miau.my-x.hu/miau2009/index.php3?x=e0&string=2dm
· https://miau.my-x.hu/mediawiki/index.php/QuILT-IK045-Diary
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