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Pipo is a collection of educational games on CD-ROM that, through their
presentation and the creative way they treat different themes, quickly capture
children’s interest. The programs build up different areas of the school curriculum
and the skills necessary for children's learning and development.
They have been created and coordinated by child psychology professionals,
including contributions from teachers and specialists in each area of
education. Clear, simple and very stimulating, they aim to let children work
through the activities by themselves at their own pace and learn through play,
encouraging and stimulating intuition,reasoning and creativity...
Although the child sees these games as just games and has fun trying to solve them,
from a teaching point of view each one delivers a specific set of learning goals for
children. They cover an extensive range of ages, going from 2 years old up to 8, 10
or even 12 years old. Children move forward at their own personal learning pace,
depending on their age and prior knowledge.The duration of each game will vary
according to the speed of learning, needs and capabilities of each player.
The aim is not to play just for the sake of playing. Through this program, we aim to
develop fully the incredible capacity for learning that children have - much
greater than that of adults.
Some programs also include the possibility of regulating the level of difficulty. These
have proved to be very useful for children with learning difficulties or in special
education. The educational contents of Pipo are complementary to the curriculum
content for preschool and elementary school and with the goals set by current
teaching practice.

TRAVEL IN TIME WITH MATHEMATICS

2nd Level  Pipo in classic GREECE

 general introduction

CONTENTSS

www.pipoclub.com

At Pipo club on the

Internet you will find

program information and the 

program store where you will 

find the CDs and other Pipo 

products. 

You can also activate a free 

trial session to experience 

activities in mathematics, read-

ing, english...
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content for preschool and elementary school and with the goals set by current

teaching practice.

Pipo in Classic Greece is part of a new collection “Travelling Through Time with

Mathematics”.The collection is framed within current educational mathematics

objectives focusing on primary level content. Mathematics content is presented in

different eras in history in an informative and interesting manner. The mathematics

in this CD is directed towards children between 8 and 9 years of age in about

third grade.

Other titles in this collection address content from first to sixth grade and addresses

elementary mathematics from 6 to 12 years of age.

COURSE

CURSO 

TITLE AGE

1º Pipo en el Egipto Faraónico 6-7 años

2º Pipo en la Grecia Clásica 7-8 años

3º Pipo en la China Imperial 8-9 años

4º Pipo en el Imperio Maya 9-10 años

5º Pipo y los Vikingos 10-11 años

6º Pipo en la Edad Media 11-12 años

Each game is arranged into 5 sections with a total of 19 activities each programmed with

clearly defined content objectives. Logical reasoning and mathematics content is all

too often presented in complex formats that children find uninviting and overwhelming.

This software was purposefully created in a form children could clearly understand and

enjoy using while learning important mathematics content. Children are not just

playing a game, they are enjoying an activity that is strengthening key mathematical

content knowledge. With this in mind the intention is to activate and maximize the young

child’s incredible capacity for learning…a capacity far superior to that of an adults’

Games encompass mathematics content taught in classrooms over extended periods
of time. For this reason constant moderate use of this product is recommended. In
other words, it is much better that children play for short periods of time every
day or several days a week, simultaneously playing different games.
If the children get too intense in pursuit of their math explorer diploma, they
could "perish" in their intent by becoming disheartened if the goal of the diploma is
not quickly reached. Instead they could be encouraged to use the progress sheet
to mark partial objectives. We can say, "Let see if you can complete level 2 of the
addition section. When you have finished you can print the outcome." We need to
remember that this is elementary school academic content which will take time to
master if children are to truly learn from the activities. We can motivate the child
to pursue the winning of "precious stones" which in essence means that the levels of
difficulty will be increasing as content knowledge is being acquired.

pipo in classic Greece 

Parents and educators
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Wide screen
option.

Games: regular 
screen size.

Progress tally in the games: to solve the games you must achieve 100% on the
score bar. You should bear in mind that there are three levels of difficulty in the
games and you have to gain 100% in the third level to solve the game (children can
skip the lower levels if they want to). The percentage depends on the numbers of
exercises solved as well as the mistakes made.
The scoring system should not be used to compare one child with another. The
program is designed so that children obtain 100% when they have solved enough
exercises with sufficient consistency. The score tally tracks the number of exercises
solved and is saved when the child has solved the game.
You should be aware that the scores in themselves are not important. The aim of
the game is not that the player should get the maximum score but that, whether
quickly or slowly, they should arrive at the situation (100%) where they
understand the contents of the game they are playing.
It is very important that children be left to look for the answers by themselves.
When children are in difficulties, you should not rush in to give the solution. You
should help as little as possible so that the children can reach the correct answer on
their own. In other words, the children have to reflect on and thus learn from their
mistakes.
In all the games you are able to click on the green question mark or the F1 key (for
Windows users) to get a summary of each game and screen. You can also connect
to the general help section, which can be printed if you wish, and where you will
find a summary of the program’s features.

This includes the following sections:

1."The trip through time with Mathematics"

2. How the program works

3. Games

4. Generalities

5. Academic advice (for parents and educators)

To begin the game,two options are given: To play without changing the resolution or to play by

enlarging the screen. We recommend the second because it provides a better visualization of the

images and facilitates it's use to the participants.

Pipo starts up his space ship to travel through time to  ancient Greece. Our mission 
is to rescue Zeus from his temple prison.

Once we have landed, we can access the games clicking on the
button "Play" or going to the options window, where we can see the summaries
of all the programs' activities and games.

to begin

SKILLS

Clicking on the F1 key will
give you contextual help.
Clicking on the heading will
give you specific
information on the topic.
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Help Screen: view content summaries, program’s functions, and didactic tips 

Options Visuals and brief explanation of games

  Access to configuration screen 

Scores: current levels and mastery for each child in each games

EL MAPA DE LA GRECIA CLÁSICA

Una vez pulsado el botón “jugar”, se accede al mapa de Grecia.

Hay 19 juegos a los que se podrá acceder a través de 5 grupos de actividades:

Each activity has a determined number of levels that need to be mastered in order to
to complete the mission. The game comes configured by default, in a progressive
method, one level cannot be passed to another level beforethe previous one is
mastered. In any case, there does exist the possibility of playing at any level, if
the teacher or parent considers it to be appropriate. The adult can give this control by
accessing theconfiguration screen and selecting that option (F8).
The final goal of the levels system is that children obtain a cumulative understanding and
advance their learning by delving deeply into skills and content. The majority of the games
are configured in this way. Although there are other games in which increasing the
level provides access to innovative activities in the same content, they are not more
 difficult, but the dynamic of the game changes at the conceptual level.

Mastery at each level is realized upon reaching 100% in each activity. Once 
reaching this point the student will recieve a precious stone which in turn culminates 
in the final reward (see page15).

Having achieved mastery of a level does not prohibit the child from returning to 
the activities already mastered. Simply stated a goal has been reached and the 
level can be revisited and a tally of correct and incorrect responses continues 
for the exercises will be about the same content but presented differently. 

Your location on the 
globe is indicated 
here.

Problems

Cálculo Mental

City of Athens

City of Sparta

Robot's operations 
journal

Exit
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First time players must 
enter name exactly the 
same way two times 

Credits

Play

If you have played 
previously just click 
on your name.

Options F5

Exit

LEVELS

Dialog boxes contain: 
current levels, percentage 
of games played and the 
concepts addressed at 

those levels.

Mastered levels are 
marked with a green 
check mark. Inactive 
levels are shaded in 

brown. 

   PRECIOUS STONES 

 

F9 
A precious stone is awarded upon
 mastery of a level. Look for them
in each game and place the stones
 you have won in the basket in the
 temple where Zeus is imprisoned.

Your Mission

The giants have 
imprisoned Zeus in a 

hidden temple.

To free him we must find 
all the precious stones.



Clicking on the F5 key allows us to take a quick look at the entire product.

This game offers the possibility to change :
LEVELS:
The game comes configured as a progressive method, in a way that if the measure of a level

is enhanced, it passes to the next one (always at the user's convenience, depending if

 Pipo asks for such a change). The game can also be configured to access any desired

 level (without a progressive method). This change only affects the selected player.

MONETARY UNIT:
This refers to the ability to select the monetary unit employed in daily life by the players
(Euros or dollars). This change is then configured automatically for all the players.

These activities teach and reinforce concepts and skills related with measurement 
units, geometric forms and the number system. It is recommended that the “Help”  
or F1 key be used to clarify game objectives and goals.

Academic Objective:
Recognize number through colors.

How to play?
You will color the picture according to the zones. Select the color from the paint can  
matching the number of the zone.As you color you will also work with numbers 1--999.

OPtions

SPARTA

CONFIGURation

Brief explanation of 
each game and short 
historical note of the 
era in time..

F8

The F8 key allows
change in program

operation.

Levels: Play 
in progressive 
mode or play at 
any level.

Money: Euros
or dollars

F5
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THE ANCIENT VASE OF COLORS

Build the column

Patterns on the frieze

“Precious stones tray”
will take you to the 

Temple of Zeus. The F9
key La tecla F9 para ver 
tus
gives you access to scores.

The Races

Connect Dots

Compare en el Podium

The numbers machine

The ancient vases of
colors

 TRAY of Precious 
Stones

Click on the tray of 
precious stones to 

access the ”Temple of 
Zeus”.

The F9 key takes you to a 
breakdown of the scores. 
.

Click on the arrows to
preview all the activities.

     
      F9 Progress

  Exit



4 Levels of difficulty:

Level 1.Tens 10 - 100.
Level 2. Numbers 10 to 100. Review.               
Level 3. Hundreds 100 to 1000.                                     
Level 4.Numbers from100 to999.

Academic Objective :
Learning and recognizing number system.

How to play?
Connect the dots in order to complete the picture.

5 Levels of difficulty:

Level 1: Numbers  1 to 99. Review.
Level 2: Tens  10 to 500. 
Level 3: Tens10 to 990. 
Level 4: Numbers  100 to 999.

Academic objectives :
Identify three digit numbers using place value.

How to play?
Listen to Pipo  and find his number. the level of difficulty is determined by number 
of digits and on the last level according to place value.

4 Levels of difficulty:

Level 1: Numbers 1 to 99.
Level 2: Numbers  100 to 200.
Level 3: Numbers  201 to 999.
Level 4: Numbers  100 to 999.

THE MYTHOLOGICAL CEMETERY

Click on bar if you 
need sentence 
repeated.

Connect the dots 
from least to great, 
beginning as indicated 
by Pipo.

Levels Icon

SKILLS

Number recognition 
and sequencing

Handeye coordination

Fine motor

Number 
discrimination 

SKILLS

Discrimination and 
number relationships

Handeye co-
ordination

Number recognition

Fine motor skills
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LAS EAS

Click on the car with 
the correct answer.

    Levels Icon
Tally of correct and incorrect 
responses.

SKILLS

Number recognition
Discrimination

Sequencing

Comprehension

Categorization

6
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Academic Objective:
Recognize and create 1 to 3 digit numbers with appropriate place value.

How to play?
Two modes are can be changed after every 3 exercises.

1. Find the number: Find the number Pipo indicates and is found at the bottom 
of the screen. Usa las flechas de la máquina y crea el número.

2. Write the number: Select a word from the bottom of the screen and place it in 
the correct order on the middle section of the machine.

4 levels of difficulty:

Level 1: Numbers  10 to 99.
Level 2: Numbers  100 to 200. 
Level 3: Numbers  200 to 500. 
Level 4: Numbers  500 to 999.

Academic objective: 
Stimulate recognition of numbers up to 3 digits. To foster 
logical reasoning

How to play?
Place in order the parts of the column in order from greatest to least starting from 
the bottom up. Largest on bottom and smallest on top.

4 Levels of difficulty: 
Level 1: Numbers 1 to 99.
Level 2: Numbers 100 to 200.
Level 3: Numbers  201 to 999 
Level 4: Order using the following vocabulary: hundreds, tens and ones. h, t, o.

Academic Objectives:
Foster development of logical mathematical reasoning and number sequence. 
Identify number relationships and use symbols to indicate  and describe relation 
(< >, +, -, x, etc)
.

THE NUMBERS MACHINE

Click on the sentence 
if you need to hear the 
question once again.

Levels Icon

Correct and 
incorrect response 
tally. Record of 
percentage 
mastered.

SKILLS

Recognition and 
ordering numbers

Sequencing

Categorization

Composition and
decomposition

Fine motor

7

Click on the 
column piece and 
drag to form the 
column.

build a column

SKILLS

Logical-mathematical 
reasoning     

Discrimination

Abstract and/or de-
ductive reasoning

Comprehension

Deduction

The column piece with 
the smallest number 
goes on top and the 
largest goes on the 
bottom of the column.



Complete the podium as you select the stones that fit best using the comparison symbols 
: more than (>), less than (<), equal (=). Use the natural numbers and comparison 
symbols.

3 Levels of difficulty:

Level 1: Compare 2 digit numbers.
Level 2: Compare 3 digit numbers .
Level 3: Compare equations using simple arithmetic.

Academic Objective: 
Practice and review number order. 
Foster mental math skills.

How to play?
Complete the number line appearing on the palace wall . Use the numbers held by 
the people in the background.

7 Levels of difficulty:

Level l 1: Simple arithmetic series. Series of consecutive numbers (+1).  
Level 3:  Arithmetic series (+50, +100).
Level 4: Even number arithmetic series (+2, +4).
Level 5:  Odd number arithmetic series (+2).
Level 6: Arithmetic series (+3).
Level 7:Inverse arithmetic series. Decreasing series  (-1, -2, -5, -10).

These activities provide practice to reinforce concepts and skills related to 
measurement, geometric figures, and the number system. It is recommended that you 
use  “Help” , or the F1 key, to clarify game objectives.

SKILLS

Abstract reasoning

Logical reasoning

Deduction

Mental math

Discrimination

Select and fill the 
holes with the correct 
stones.

Levels Icon

THE PALACE FRIEZE

SKILLS

Agility and mental 
math

Recogition of 
numbers and num-
ber order
Sequencing

Discrimination

Concentration

Abstraction

Compresion

Generalization

Fill in the missing 
numbers.

Levels Icon

CITY OF ATHENS

8

Theatre figures 

Hercules

Mars

F9  Progress

Athena's Offering 

The philosophers

La Bandeja de las
Precious stones, to 

access Templo Zeus.

Precious Stones tray 
on bar
Bar

On the bar click on 
precious stones tray to 
access Tenple of Zeus

The F9 key gives you access 
to see the scores 



Academic Objectives:
Learning to use a ruler for measuring.
Practice addition and subtraction.

How to play?
Place the object at the start of the ruler (On the 0 mark), Note the correct measurement 
and give it to the philosopher holding the matching measure. Careful with the units.

3 Levels of difficulty:

Level 1: Measure the objects I. Without units numbers 1to30.
Level 2: Measure the objects II. With units(cm), numbers 1 to 100.
Level 3: Measure the objects III. With units (cm y m), numbers  nº 1 to 150. Must 
carefully note the units being used. 100 cm =1m

Academic Objectives:
To foster and stimulate logical mathematical thinking.
Using a conventional balance scale.

How to play?
The scale must be balanced by manipulating the weights on each side of the scale. The 
units for measuring mass (Kg) and capacity (l) will be utilized.

3 Levels of difficulty:
Level: Balance the scale I (addition). Balancing the scale by placing equivalent 
weight on the left side as determined by weight on the right.
Level 2: Balance the scale II (Subtraction).Balancing the scale by taking weights 
away.
Level 3: Balance the scale III (addition/subtraction). Balancing the scale by adding 
and subtracting weights.

Academic Objectives 
Foster the recognition of polygons and their attributes.
Foster the recognition and understanding of 3 dimensional geometric shapes. 

How to play?
Select the geometric shape described in the sentence at bottom of the screen..

The weights are kept 
here.

Manipulate weights 
on the left.

Match this weight.

Click F1 key for help.

SKILLS

Mental math

Estimation

Deductive thinking

Personal Strategies

Composition and

decomposition

Abstraction and

concentration

Comprehension and

interpretation

MARKET BALANCE SCALE

THE THEATER ACTORS

SKILLS

Agility and mental math

Numeric Discrimination

Mathematical Reasoning

Handeye Coordination

Comprehension

Categorization

Abstraction

Sequencing

Find the measurement 
then click on the philo-
sopher holding the 
matching measure.

9
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5 Levels of difficulty:

Level 1: Lines. Line recognition:straight, curved, open and closed.         
Level 2: Polygon attributes. Sides and vertices.
Level 3: Plane geometry. Triangles,the circle,the square and rectangle. 
Level 4: The cubo and the sphere.
Level 5:  Curved and flat surfaces.

Academic Objectives: Learning to to tell time on analog and digital clocks.
How to play?
You must move clock hands or numbers (digital) to reflect time indicated by Pipo. 
Click on the “OK” button when you think you have the correct answer. Play 
alternates between the two clocks after every three activities .

       

4 Levels of difficulty:

Level 1: Hour to the hour and half hour. Analog clock.
Level 2: Hour to the hour and half hour Digital clock.
Level 3: Hour to the hour and half hour;quarter till and quarter after.Analog clock . 
Level 4: Hour to the hour and half hour;quarter till and quarter after. Digital clock.

Academic Objectives :
Learning to use coins appropriately.
Learning to discriminate the value of a collection of coins.

How to play?
Place the appropriate amount indicated by Pipo in the corresponding vessel.

HeRCULES'S CLOCK

ATHENA'S OFFERING
SKILLS

Logical mathematical 
reasoning 

Composition and
decomposition

Numeric discrimination

Estimation

Categorization
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ANALOG: Click on the numbers
.to locate the clock hands on correct time.

Click on “OK” 
button when 
correct answer 
is selected.
.

10

Click on coins 
and bills
to select and drag 

to appropriate 
vessel.

Levels icon

Tally of correct and in-
correct responses and 
percentage of game 
mastered

SKILLS

Comprehension,
attention and
concentration

Abstraction

Logical mathematical 
reasoning 
Estimation 

Discrimination

Fine motor skills

SKILLS

Visual memory 

Categorization

Abstraction

Discrimination and 
recognition of
shapes

Long and Short 
term memory

emory

10

Click on the actor 
holding the shape 
Pipo is indicating. 

DIGITAL: Use the arrows to move 
numbers to reflect correct time.

If you want to see your 
scores after winning a 
precious stone, click on 
the F9 key.



2 Levels of difficulty:

Level 1: Determine value using only coins.
Level 2: Determine the amount in dollars.

Here you will practice basic addition and subtraction facts as well as beginning 
multiplication facts.

Academic Objective:
Practice addition.

How to play?
Robot's energy has been depleted solve the problems to reenergize him.

4 Levels of difficulty:

Level 1: Addition with 2 digit numbers. Without trading.
Level 2: Addition with 3 digit numbers. Without trading. 
Level 3: Addition with 2 digit numbers. With trading. 
Level 4: Addition with 3 digit numbers. With trading.

Academic Objective:
Practice subtraction.

How to play?
Robot's energy has been depleted solve the problems to reenergize him.

4 Levels of difficulty:

Level 1: Subtraction with 2 digit numbers. Without trading. 
Level 2: Subtraction with 3 digit numbers. Without trading.

 robot operations manual
SKILLS

Concentration and
attention

Agility and mental 
math

Logical deductive
reasoning

solving addition

,
For help click on 

the question mark 
and Pipo will tell 
you how to solve.

Levels Icon

Write your answer 
here.

To see your scores 
click on the F9 key.

solving subtraction

,
For help click on 

the question mark 
and Pipo will tell 
you how to solve.

Levels Icon

To see your scores 
click on the F9 key
.
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Solve multiplication

Solve addition

Solve subtraction



Level 3: Subtraction with 2 digit numbers. With trading.                                      
Level 4: Subtraction with 3 digit numbers. With trading.

Academic Objetive:
To learn the 1, 2, 3, 4 and 5 multiplication tables.

How to play?
Type in the answer to the multiplcation problem.
If you do not know the answer click on the sheild for the answer.

5 Levels of difficulty:

Level 1: The 1's table.
Level 2: The 2's table. 
Level 3: The 3's table. 
Level 4: The 4's table. 
Level 5: The 5's table.

The primary mathematical objective in this section is the use of addition, subtraction, and 
multiplication to practice the composition and decomposing of numbers to perform rapid 
mental calculation .

Academic Objective: 
Learn to add and carryout mental calculation.

How to play?
Trap the soldier with the correct answer as quickly as possible.

5 Levels of difficulty:

Subtraction

Addition

Look at the 
number sentence 
and select the 
correct answer.

Botón de Niveles

To see your scores click 
on the F9  key.

MENTAL MATH

addition

THE MULTIPLICATION SHIP

12

Type in if you know 
the answer.

With the arrows see the table 
on the sail and the answer 
on the sheild.

Click here and Pipo will 
recite the entire table with 
which you are working

Multiplication



Level 1. Single digit addition with and without trading.
Level 2. Two digit plus one digit addition, with sums up to  12.                  
Level 3. Three addend addition with one digit numbers.
Level 4. Three addend addition: hundreds + tens+ ones.
Level 5. Two digit plus Two digit addition. 

Academic Objective:
Practice subtraction while doing mental calculations.

How to play?
Select the woman carrying  the correct answer.

4 Levels of difficulty:
Level 1: Two digit minus one digit without trading and a difference of tens.
Level 2: Two digit minus one digit without trading (II). Random difference.
Level 3: Subtract
Level 4: Subtracting tens from hundreds with trading.

Academic Objectives: To learn the 1, 2, 3, 4 and 5 multiplication tables using 
mental math calculations.

How to play? Catch the harpy with the correct answer as quickly as possible.

5 Levels of difficulty:

Level 1: 1's table.
Level 2:  2's table 
Level 3: 3's table. 
Level 4: 4's table. 
Level 5: 5's table.

Academic Objectives :

Learning to plan solutions to simple problems basic operations. Foster develop-
ment of personal strategies.

problems

Multiplication

Select the woman 
carrying  the 
correct answer.

Levels Icon

Levels Icon.

1313

Move the 
arrows to find the 
correct answers.

SUBTRACTION
sub



How to play?
Read the problem careully and complete the colored boxes Pipo has left for you.

In the problem solving process we have tried to differentiate between computation 
and appropriate application to a problem situation. Many activities have already 
engaged students in basic computation practice. for this reason in the problem solving 
section the focus is on appropriate application. The process is emphasized and the 
student must complete the colored boxes correctly.

The green colored boxes indicate operations symbols.

The red colored boxes indicate a number.

With the calculator computation can be carried out .

This progrom diferentiates all students and provides progress reports and scores for 
each student. This helps students maintain the motivation to continue improving 
skills in order to move forward. 

ZEUS'S TEMPLE

The F9 key takes you directly to the scores screen. Each student's progress can be easily 
reviewed. To help student's focus a record of each precious stone earned is also found 
here.

Click on the on the “Bandeja de las piedras preciosas” to enter the Templo de Zeus. 
This is where the giants have imprisoned him. Your mission is to free Zeus. To do so you 
must earn all the precious stones and place them on the tray outside the door where
Zeus is being held. The door will open when all the stones are placed on the tray.  

The precious stones are merely a representation of the students acomplishments and 
progress. However, for students the stones are more motivating and engaging. Parents and 
educators

scoring

SKILLS

Comprehension

Abstraction

Interpretation

Logical mathematical 
reasoning

Attention and
deductive thinking

Composition and
decomposition

14

SCORING

F9 Key

Progress 
Report

Parents and educators 
have access to an or-
ganized graph complete
with each students scores 
and progress towards 
mastery of each objective.

TRAY BAR

Click on the 
“Tray of precious 

stones” icon to go to 
the  ”Templo de Zeus”.

The F9 key takes you to 
scores screen.

From here view 
record of precious 
stoneostones won and the 
amount remaining to 
be won.

“Bandeja de piedras
preciosas”: 
Click here to access 
the Temple of Zeus.

Place the stones in the 
tray outside the door of 
the temple. Collect all 
the stones to open the 
door and free Zeus.

.

Calculator

Click here to place 
answer into colored 
boxes.

Problem

Complete the 
solution 
correctly

)



have access to current scoring/progress reports they can print. Each has the student's name, 
the date, and the most current scores, including levels mastered marked with a green check mark.

With mastery of the program Pipo will present students with a Explorador Matemático 
de 2º curso diploma.

DIPLOMA
When you rescue Zeus 

you will receive a 
“Diploma de Explorador 

Matemático de 2o Curso” 
with your name and the 
date you completed the 

program.

You can print the 
diploma in color or 
in black and white  
to color yourself.

15



C
O

O
R

D
IN

A
C

IÓ
N

V
IS

O
M

O
T

R
IZ

M
O

T
R

IC
ID

A
D

 F
IN

A
 Y

/O
G

R
U

ES
A

R
EC

O
N

O
C

IM
IE

N
T

O
N

U
M

ÉR
IC

O
 Y

 S
ER

IA
C

IÓ
N

M
EM

O
R

IA
 C

P
 O

 L
P

(C
O

R
T

O
/L

A
R

G
O

 P
LA

Z
O

)

M
EM

O
R

IZ
A

C
IÓ

N
 V

IS
U

A
L

Y
 F

O
T

O
G

R
Á

FI
C

A

D
IS

C
R

IM
IN

A
C

IÓ
N

(N
Ú

M
ER

O
S

,, 
FI

G
U

R
A

S
,..

)

C
O

N
C

EN
T

R
A

C
IÓ

N
 Y

A
T

EN
C

IÓ
N

C
O

M
P

O
S

IC
IÓ

N
 Y

D
ES

C
O

M
P

O
SI

C
IÓ

N

R
EP

R
O

D
U

C
C

IÓ
N

A
G

IL
ID

A
D

 Y
 C

A
LC

U
LO

M
EN

T
A

L

R
A

Z
O

N
A

M
IE

N
T

O
 L

Ó
G

IC
O

M
A

T
EM

Á
T

IC
O

P
EN

SA
M

IE
N

T
O

A
B

ST
R

A
C

T
O

 O
D

ED
U

C
T

IV
O

ES
T

IM
A

C
IÓ

N
R

ES
U

LT
A

D
O

S

IN
T

ER
P

R
ET

A
C

IÓ
N

 O
C

A
T

EG
O

R
IZ

A
C

IÓ
N

A
B

ST
R

A
C

C
IÓ

N

SE
C

U
EN

C
IA

C
IÓ

N
 O

C
O

M
P

R
EN

SI
Ó

N

LAS ÁNFORAS DE
COLORES 

EL PANTEÓN
MITOLÓGICO 

LAS CARRERAS DE
CARROS 

LA MÁQUINAS DE LOS
NÚMEROS 

CONSTRUYE LA
COLUMNA 

EL PODIO

ES
P

A
R
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A

EL FRISO DEL PALACIO

LOS FILÓSOFOS

LA BALANZA DEL
MERCADO 

LOS ACTORES DEL
TEATRO 
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LA OFRENDA A ATENEA

RESUELVE LAS SUMAS

RESUELVE LAS RESTAS
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EL TRIRREME DE LAS
MULTIPLICACIONES 

SUMAS

RESTAS

C
Á
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A
L

MULTIPLICACIONES

PROBLEMAS

Tabla didáctica
HABILIDADES
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