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Athanasia (Sia) Mpalomenou holds a PhD Diploma in Mathematics 

Science, and she is a graduate of the University of Patras, Greece. She 

is, also, the coordinator of the Western Greece Mathematics Education 

Project and she has been appointed as the Director of the Experimental 

High School of Patras. She is a research associate at the University of 

Patras and her teaching experience in schools is 21 years. Her success 

story is based on her teaching experience in the 1st Summer School of 

Elis regional unit, Greece. 

The class that she chose to speak about consist of 25 students at the age 

of 13 and she was their teacher during summertime classes. She would 

describe the level of pupils’ motivation to learn math as very low. She said: “Pupils find math not 

interesting, repulsive, and very difficult.” She did not have an assistant, but she had a colleague 

with whom they organized and executed the summer program in Math for pupils who attended the 

1st Summer School of Elis. She was motivated by the pupils who were failing to connect the 

application of math in real life, and by her colleague who is also a passionate educator. She said:  

“Both my colleague and I have been trying to have students see math from another perspective and 

realize that it’s a useful and appealing subject. The students did not have any learning difficulties, 

however, their interest in math was alarmingly low.” 

It is very common that students in general have a fear of mathematics and consider it to be an 

abstract subject, the content of which they think will not be needed in their lives. Many pupils have 

been complaining that math is not easy to understand, and all exercises seem too theoretical without 

an application in real life. As Ms. Mpalomenou said: 

“In my opinion, math seems difficult and repulsive to students in the way they are taught in the 

traditional teaching model.” 
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A Tangram 

The problem of the students is that the low interest in Math is leading to low commitment in the 

participation in class and eventually to less dedicated time for Math during homework. The problem 

arises when pupils start expressing negative feeling about math and talk 

negatively about themselves “I am no good in Math” or “I hate it”, 

avoiding Math related activities.  

Ms. Mpalomenou chose a different teaching approach of digital 

gamification teaching, so that pupils could experience new mathematics 

modules and even modules that are of great interest in modern times 

(e.g. graph theory, probability theory, cryptography, prime numbers, 

Pascal triangle). Ms. Mpalomenou introduced online games to her pupils with the use of school 

computers and personal tablets, such as digital Tangram, and online Sudoku. Additionally, Ms. 

Mpalomenou replaced the conventional written quizzes with tests that were created in the form of 

questionnaires in Google Forms, where she could use interesting visual material in order to make 

the tests less intimidating and more appealing to young minds. Multiple choice questions that 

included photographs, colorful shapes and familiar emojis, were used for both official assessment of 

the pupils regarding their progress, and for their own self-assessment to become more familiar with 

Mathematical topics. With method of blended learning and gamification, Ms. Mpalomenou took 

advantage of the pupils’ affiliation for digital technologies, and their high level of digital 

competences, in order to prevent students from having irrational fears about the evaluation process. 

All these activities served as engagement and motivational methods in order to integrate 

Information and Communications Technology (ICT) into her classroom, in an attempt to show the 

students that geometry and calculus can be fun topics. 

Additionally, the students were not convinced that Math is needed in our everyday life. Ms. 

Mpalomenou and her partner attempted to prove to the students that they need math in their lives to 

deal with real issues that may arise. The two teachers materialized this idea through a teaching 

technique of gamification. The technique was organized as a game of hidden treasure in the school 

premises, where in the end the pupils would need to use 

simple formulas in Excel in order to calculate the points 

earned. At first, the pupils were divided into groups and were 

asked to search for hidden items, solving riddles that led them 

to hidden mathematical puzzles. The answer to each puzzle 
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corresponded to a letter of the alphabet; the right answer to all the puzzles gave a word that 

corresponded to the treasure hiding in the school, and solving each puzzle corresponded to earning 

points. In the end, the students were made to realize on their own that in order to decide the winning 

team, they needed math to reach a correct conclusion regarding the winner. The pupils, with the 

guidance of the teachers, were introduced to Microsoft Office Excel, where they used very basic 

formulas such as SUM and MULTIPLY in order to calculate the points earned by the pupils for 

each team. The team with the most points and the best time to solve the puzzles would be the 

winning team and win a prize. It was a practical method to show that math is a practical subject that 

helps you solve problems that you deal with in real life. As Ms. Mpalomenou mentioned: 

“All students were particularly interested in seeking out and solving puzzles, engaging in 

experiential learning, being actively and collectively involved in problem solving, embracing 

collaboration through a creative process, cultivating soft skills of the 21st century.” 

When the game was over, the students gathered at the school's auditorium. There, they discussed 

with each teacher and student each puzzle individually. The correct answer for each of these puzzles 

was presented, and the pupils discussed which Mathematics module it fits in and where it applies 

either in everyday life or in modern science. The students seemed impressed with this hidden-in-

riddles Math, which until then were completely unknown to them. When the prize was awarded to 

the winning team, the students said that they wanted to repeat such games. In addition, they showed 

particular interest in dealing with some of the mathematics units, presented to them, in the future. 

The positive attitude of the students was shown 

both by their increased active participation and 

the interest they showed in all stages of the game, 

as well as in the assessment of the teaching result 

using a questionnaire distributed to the students 

upon completion of the process. The results of the 

game-lesson evaluation were presented at the 

36th Panhellenic Conference of the Greek Mathematical Society that took place in November 

2019 in Larissa. The results revealed that children involved sought to delve deeper into the subject 

of math, showing more interest during class-time with their teachers or to their parents. Moreover, 

the attitude of the pupils towards assessment was clearly changed after a few weeks, as the pupils 
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seemed to be a lot more engaged during the assessment tests that involved Google Forms than the 

traditional method of pen and paper. 

To sum up, Ms. Mpalomenou suggested alternative methods of teaching Mathematics depending on 

the age and interests of the target group as well as the teaching objectives. In addition, she would 

recommend utilizing available material, technical, technological and human resources as well as 

out-door education, lessons in museums, laboratories, nature, workplaces and more. A great way to 

help your students enjoy math is with digital games. There are so many fun math games to play 

during class time. Students love riddles and board games. The secret to discover your pupils’ 

interest in math is boosting their confidence and helping them see that they can be winners in math. 

 

Questions for reflection: 

1. Why do some children think that math seems like an abstract non-practical subject? 

2. How can the use of specific physical games such as treasure hunting, affect students’ 

attitudes towards math? 

3. What games can one come up with to involve children in riddle solving with math? 

 


