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I ntroduction
Transform content mastery into a fun and energising learning game. Your
students will enjoy mixing and quizzing each other so much, they won’t even
notice how much information they’re learning. Mix-N-Match is a great
classbuilding activity too. Students are out of their seats, having fun, and
learning with all classmates.

Introduction

How to Play
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On the following pages, you’ll find
step-by-step instructions. Here’s a
nutshell description of Mix-NMatch: Students each receive a
Mix-N-Match card. They stand up
and pair up. Students each quiz
their partner, then get quizzed by
their partner, then trade cards. They
repeatedly quiz, quiz and trade,
each time with a new partner.
Finally, the teacher has them find
their partner with the matching
card.
There are numerous additional
learning games you can play with
the Mix-N-Match cards in this book.
We’ll get to those in a few pages.

When to Play
The 12 Mix-N-Match sets in this
book were designed to help students master basic information and
skills. Pull out the corresponding
Mix-N-Match set when you’re
studying a topic. The cards are
great for acquiring the content and
for review. If the content on the
cards is new content for your
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students, it is recommended that
you introduce the content before
they play.
One word of caution: Content
mastery is important, but it’s just
one part of the entire educational
picture. These sets were designed
to supplement other great things
you do in your classroom: the
investigations, the
projects, the
discussions...
They are not
intended to
replace them!

What’s In
This Book
Intro Page
Each Mix-NMatch set has
an intro page.
On the intro page are
“Quizzing Questions.” These are
questions you can have
students ask each other
as they quiz their partners
using their cards.
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Worksheets
Following the intro page, there are
two reproducible worksheets
associated with each Mix-N-Match
set. These worksheets can be used
to practise the concepts before
playing Mix-N-Match or for reinforcing the concepts after Mix-NMatch.
You can use a variety of Kagan
structures for the worksheets, or
even have students work independently. We recommend you use the
RallyCoach structure to have students do the problems on the
worksheet. For RallyCoach, students
pair up. Partner A solves the first
problem while Partner B watches,
checks, and praises or coaches. For
the next problem, Partner B solves
the problem while Partner A
watches, checks, and praises or
coaches. Partners take turns solving
each problem. This structure allows
students to watch how their peers
solve problems and allows for peer
tutoring when necessary.
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Mix-N-Match Cards
Next, and at the heart of the book,
are the Mix-N-Match Cards. On
each two-page spread you will find
the matching cards, so it is easy to
see at a glance which cards are a
“match.” The card in the upper left
corner on the even page matches
the card in the upper left corner on
the odd page.
Answer Page
On the last page of
each card set, there is
an answer page. On
this page, you will
either find the answers to all the
matches in the card
set, the answers to
the worksheet, or
additional helpful
information for students.
You can use these pages
to check students’ answers or when introducing or reviewing the
matching content.
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Mix-N-Match
SET-UP
Copy a Mix-N-Match card set for your class. Cut out the cards, or have students
cut out the cards. Distribute the cards so each student receives one card.

S T E P S

1
2
3
4

Students Stand Up,
Hand Up, Pair Up
With a card in their hands, students
stand up, push in their chairs, and
put their hands up. They keep a
hand up until they find a partner.
Students use the card to quiz their
partners. For example, for the
Reading Time set, the student with
the analog clock asks, “What time
am I?”
Students Quiz
Partners
The partner answers. If correct, the
partner receives a compliment
(“Excellent job!” “Great work!”), or a
high five. If incorrect or no answer is
given, the partner is given the
answer and coached how to
remember it.
Switch Roles:
Students Quiz
Partners
The other partner quizzes, then
praises or coaches. For example,
the student with the digital clock
asks, “Where would my hour hand
be?”

5

Repeat with
New Partners
Partners split up and repeat Steps 1
to 4 a number of times, repeatedly
quizzing new partners and being
quizzed by new partners.

6
7
8

Teacher Calls “Freeze”
After numerous pairings and ample
quizzing time, call, “freeze.”
Students Freeze
Students freeze, look at their cards,
and think of their match.
Students Find
their Match
Students move to the centre of the
room, find their match, and quickly
move away from the centre of the
room with their new partner.

Extension
Once students are around the room in pairs,
have them each quickly share their match.
For our example, one student says, “Six
o’clock...,” and his or her partner says, “the
hour hand is on six and the minute hand is
on twelve.”

Partners Trade Cards
Partners trade cards and say,
“thank you,” or “good-bye.”

quiz, quiz, Trade
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B

6
x
7

42

Students practise multiplication by matching multiplication
problems with their correct answers.

A Cards: Multiplication Problems
• What is my answer?
B Cards: Answers
• I am the product of what two numbers?
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Multiplication
Solve the problem. Write the answer in the computer screen.

5
1

6x3

3

3x5

2

5x6

4x5

4

6x8

10
6

4x6

7

8

9

5x7

6x9

3x7

7x4

15
11

8x5

12

7x8

3x9

13

3x8

14

9x5

20

16

7x9
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17

18

19

4x9

6x7

4x8
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8x9
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Multiplication
Find the missing number.

1.

x 5 = 15

2. 6 x
3.

= 18
x 3 = 21

4. 8 x
5.

= 24
x 3 = 27

6. 4 x

= 20

7.

x 6 = 24

8. 4 x
9.

= 28
x 8 = 32

10. 4 x

= 36

11.

x 6 = 30

12. 5 x
13.

x 8 = 40

14. 6 x
15.

= 42
x 9 = 45

16. 6 x
17.

= 48
x 9 = 54

18. 7 x
19.

= 56
x 9 = 63

20. 8 x
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= 35

= 72
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Multiplication

3
x
5
Multiplication © Hawker Brownlow Education

7
x
3
Multiplication © Hawker Brownlow Education
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6
x
3
Multiplication © Hawker Brownlow Education

8
x
3
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Multiplication

15
Multiplication © Hawker Brownlow Education

21
Multiplication © Hawker Brownlow Education
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18
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24
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