
Republic of the Philippines 

NUEVA VIZCAYA STATE UNIVERSITY 
3700 Bayombong, Nueva Vizcaya 

November 16, 2017 

FLORDELIZA C. GECOBE, Ph.D., CESO VI 
Officer-in-Charge 
Office of the Schools Division Superintendent 
Bayombong, Nueva Vizcaya 

Dear Madam, 

Greetings of Peace and Joy! 

We would like to inform you that the 2017 NVSU Mathematics Festival is slated to be held on 
December 08, 2017 at NVSU-Bayombong. Th is activity is an annual provincial-wide event and it is already 
in its 4th year of implementation. This is spearheaded by the Department of Mathematics and Statistics 
under the College of Arts and Sciences in cooperation with the Mathematics Club, Computer Science 
Society, and the Future Information Technologies Society with the following objectives: 

1. To increase the appreciation of Mathematics through the use of Mathematics manipulative, 
2. To promote camaraderie among mathematics teachers and students in the province, 
3. To let the pupils/students enjoy and experience Mathematics through the fun way, 
4. To serve as a venue of sharing ideas in using manipulatives in teaching, and 
5. To assess the mathematics competency of the students in the province through Quiz bee. 

There will be contested activities intended for elementary and high school levels. 

Participants will compete within their level. There will be certificates and cash prizes for the 
winners in all the different competitive events. likewise, trophies will also be awarded for the top three 
schools with the most number of winners. 

In this connection, may we invite Elementary and Secondary schools in the Division to participate 
in this Mathematics activity. There will be a registration of P10.00 per participant to defray expenses for 
certificates, also, portion of it will be used in preparing manipulatives to be used in different competitive 
events. The organizers will prepare all materials for the different events except for the Rubik's cube 
wherein participants are requested to bring their own Rubik's cube. 

Attached is the 2017 NVSU Mathematics Festival General Mechanics for the different competitive 
events. We appreciate so much if the participating schools would register on/or before December 04, 
2017 to give time for the organizer to prepare all the needed manipulatives, materials and venues. 

Thank you very much for your support and hoping for a large number of participants com in~ from 
your schools. November 30, 2017 

MEMORANDUM 

To: PSDS's/ DIC's 
Secondary School Principals 

For information and dissemination. 

FLORO~ GECOBE, Ph.D. CESO VI 
Officer-In-Charge 

Office of the Schools Division SuperintendrQ., 



2017 NVSU Mathematics Festival 
December 8, 2017 
NVSU Gymnasium 
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1. Manipulatives 

Tower of Hanoi 
Tangrams 
Rubik's Cube 
Magic Square and 

Sudoku 

2 participants 
2 participants 
2 participants 
2 participants 

2 participants 
2 participants 
2 participants 
2 participants 

Schedule 
........................................................................................................ --········· .. ·-··-

9:00 - 11:00am 
(All games will be 

conducted simultaneously. 
There will be separate 

contests for elementary 
Soma Cubes 2 participants 2 participants and high school 
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III. Math Quiz Bee 2 participants 

GENERAL MECHANICS: 

2 participants (Separate hall venues for 
elementary and high 
school participants.) 

1. Each participating school shall provide two participants for each event. 
2. A registration fee of P10.00 per contestant will be collected to defray the expenses for 

certificates and subsidy for the construction of the following manipulatives: Tangrams, Magic 
Square, Soma Cubes, and Tower of Hanoi. 

3. Participants of Rubik's Cube will provide their own materials. 

4. Participants should address their complaints to the game master after each round. The 
decision of the game master shall be deemed final and irrevocable. 

5. In all the events, there will be three winners, 1st, 2nd and 3rd placers. Each will receive a medal, 
certificate and cash prizes. 

6. The participating schools will also be ranked as 1st, 2nd and 3rd placers. Each will receive a 

trophy. Basis for the ranking of schools shall be the number of gold, silver and bronze medals 

obtained by the schools in each contested activity. 

7. Schools are requested to pre-register on or before December 4. 2017. 
8. Refer to the additional mechanics for each contested activities. 

Secretariat Contact Details 
email jrccastriciones@yahoo.com 

CP Nos.: 0925-378-5788/0917-569-6885/0905-878-3063 

Manipulative 1: TOWER OF HANOI 

Objective: Move all the disks over to Tower 3 with the shortest possible time. 
Rules: 

ELIMINATION ROUND 
1. Each participant in all teams will be required to solve the puzzle. 
2. Their time will be recorded, where they will be ranked accordingly. 
3. The first ten teams with best times (shortest recorded time) will move to the final round. 

FINAL ROUND 
1. The ten qualifying teams will be required to solve the puzzle. 
2. The members of each team will face each other with the Tower of Hanoi at their center. 
3. The participant in each team shall alternately move only one disk at a time without placing a larger 

disk on top of a smaller disk. 
4. All disks, except the one being moved, must be on a peg. 
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Manipulative 2: TANGRAMS 
Objective: Form a specific shape (based on a given outline or silhouette) using only seven pieces, 

which must not overlap. Participants in each team are expected to work together in 
finishing the puzzle within the set time frame. 

Rules: 
1. Each team will be given a set of tangrams. 
2. In each puzzle, the time starts when the game master signals "GO". 
3. There are three rounds: Easy, Average and Difficult. 

Easy Round: Eight puzzles will be given and the allotted time for each puzzle is 10 seconds. 
Each team must solve at least five puzzles to qualify for the average round. 

Average Round: Six puzzles will be given and the allotted time for each puzzle is 20 seconds. 

Each team must solve at least four puzzles to qualify for the difficult round. 
Difficult Round: Six puzzles will be given and the allotted time for each puzzle is 30 seconds. 

Each team must solve the given puzzle to qualify for the next puzzle. This shall 
be done repeatedly until the 1st, 2nd and 3rd placers are determined. 

Manipulative 3: MATH SQUARE PUZZLES (Counting squares, Magic squares and Sudoku) 

Objective: Solve each puzzle as fast as possible with at most accuracy. 
Rules: 

COUNTING SQUARES 
1. Each participant will be given five sets of squares to count for two minutes. The time starts after 

the game master signals "GO". The team will decide their answers for each puzzle. They will write 
their answers on the answer sheets provided. 

2. Another five sets of squares to count will be given. The team again is given two minutes to answer. 
Their answers will be written on their answer sheets. 

3. The total scores of the team shall be accounted. The five lowest scoring teams shall be eliminated. 

4. The rest of the teams shall qualify to play the Magic Squares Round. 

MAGIC SQUARES 
1. Each participant in a team will be given a magic square to solve. They will be given one minute to 

answer the puzzles. The time starts after the game master signals "GO". 
2. The total scores of the team shall be accounted. The five lowest scoring teams shall be eliminated. 
3. The successful teams shall qualify to play the Sudoku Round. 

SUDOKU 

1. Each participant in a team is given a Sudoku puzzle to solve. 

2. At the signal of the word "GO", participants shall answer their respective Sudoku puzzles. 
3. Both participants in a team must answer their Sudoku puzzles completely before submission to 

the game master. The game master will mark their papers 1st, 2nd, 3rd and so on ... but this shall 
not guarantee their final rankings. 

4. The first three teams who achieved the shortest time and the highest total score for the solved 
Sudoku puzzles shall be ranked accordingly to determine the 1st, 2nd and 3rd placers. 

Manipulative 4: SOMA CUBES 

Objective: Assemble the seven pieces made out of unit cubes into a 3 x 3 x 3 cube. 
Rules: 

ELIMINATION ROUND 
1. Each participant will be given a soma cube to solve. 
2. At the signal of the word "GO", participants are expected to assemble the pieces to a soma cube. 
3. The time elapsed for each participant shall be recorded. 
4. The ten teams with the least time lapsed (sum of time) will be qualified in the face-off round. 



FACE-OFF ROUND 
Teams will be grouped into two batches. 

Batch 1 (First 5 teams): The top three teams with least time lapsed in solving the puzzle will 
forward to the final round. 

Batch 2 (First 5 teams): The top three teams with least time lapsed in solving the puzzle will 

forward to the final round. 
FINAL ROUND 
The team will work out on a soma cube. The top three teams with the least time lapsed shall be ranked 
accordingly to determine the 1st, 2nd and 3rd placers. 

Manipulative 5: RUBIK'S CUBES 

Objective: Solve the given Rubik's cube. 

Rules: 
PRELIMINARIES 
1. Each participant will bring out their own arranged Rubik's cube. 
2. The game master gives the following orders: 

a. Pass the Rubik's cube to your right counterclockwise thrice. 
b. Each participant shall place the Rubik's cube at their back and rearrange the Rubik's cube 

according to the orders of the game master. 
c. Pass the Rubik's cube again counterclockwise thrice. 

ELIMINATION ROUND 
1. At the signal of the word "GO", participants are expected to solve their Rubik's cube. 
2. The time elapsed for each participant shall be recorded. 
3. The ten teams with the least time lapsed (sum of time) will be qualified in the face-off round. 

FACE-OFF ROUND 
*Perform the preliminaries for each batch. 
Teams will be grouped into two batches. 

Batch 1 (First 5 teams): The top three teams with least time lapsed in solving the puzzle will 
forward to the final round. 

Batch 2 (First 5 teams): The top three teams with least time lapsed in solving the puzzle will 
forward to the final round. 

FINAL ROUND 
*Perform the preliminaries for the qualified teams. 
The team will solve their given Rubik's cubes. The top three teams with the least time lapsed shall be 
ranked accordingly to determine the 1st, 2nd and 3rd placers. 

Manipulative 6: MATH MAZE 

Objective: Solve the given Math Maze. 

Rules: 
ELIMINATION ROUND 
1. At the signal of the word "GO", each team is expected to solve the given Math maze. 
2. The time lapsed for each team shall be recorded. 
3. The five teams with the least time lapsed will be qualified for the Final Round. 

FINAL ROUND 
1. At the signal of the word "GO", each team is expected to solve the given Math maze. 

2. The time lapsed for each team shall be recorded. 

3. The top three teams with the least time lapsed will be ranked accordingly to determine the 1st, 2nd 

and 3rd placers. 



MATHamazing RACE 

Objective: Finish the race in the shortest time possible. 

Rules: 

1. Each team will be composed of five high school students. 
2. Interested schools are required to pre-register on or before December 4. 2017. Failure to pre-

register will forfeit the school from participating in this game. 
3. Each team will be given a map to follow and an assigned BS Math student. 
4. Tasks are given at each station. 
5. After finishing the task in each station, the team will be allowed to move to the next station. 
6. The first three teams to reach and accomplish the final task at the last station will be ranked 

accordingly to determine the 15t, 2nct and 3rct placers. 

MATH QUIZ BEE 

Objective: 

Rule: 

Solve the given problems accurately. 

The quizmaster will give the mechanics. 



November 16, 2017 

FLORDELIZA C. GECOBE, Ph.D., CESO VI 
Officer-in-Charge 
Office of the Schools Division Superintendent 
Bayombong, Nueva Vizcaya 

Dear Madam, 

Greetings of Peace and Joy! 

We would like to inform you that the 2017 NVSU Mathematics Festival is slated to be held on 
December 08, 2017 at NVSU- Bayombong. This activity is an annual provincial-wide event and it is already 
in its 4th year of implementation. This is spearheaded by the Department of Mathematics and Statistics 
under the College of Arts and Sciences in cooperation with the Mathematics Club, Computei Science 

Society, and the Future Information Technologies Society with the following objectives: 
1. To increase the appreciation of Mathematics through the use of Mathematics manipulative, 
2. To promote camaraderie among mathematics teachers and students in the province, ·· 
3. To let the pupils/students enjoy and experience Mathematics through the fun way, 
4. To serve as a venue of sharing ideas in using manipulatives in teaching, and 

5. To assess the mathematics competency of the students in the province through Quiz bee. 

There will be contested activities intended for elementary and high schoolleve!s. 

Participants vvill compete within their leveL There will be certificates and cash prizes for the 
winners in a!l the different competitive events. Likewise, trophies will also be awarded for the top three 
schools with the most number of winners. 

In this connection, may we invite Elementary and Secondary schools in the Division to participate 
in this Mathematics activity. There vvill be a registration of PlO.OO per participant to defray expenses for 

certificates, also, portion of it will be used in preparing manipulatives to be used in different competitive 

events. The organizers will prepare ali materials for the different events except for the Rubik's cube 
wherein participants are requested to bring their own Rubik's cube. 

Attached is the 2017 NVSU Mathema~ics Festival General Mechanics for the different competitive 
events. We appreciate so much if the participating schools would register on/or before December 04, 

2017 to give time for the organizer to prepare all the needed manipulatives, materials and venues. 

Thank you very much for your suppo~t and hoping for a large number of participants coming from 
your schools. 

Truly yours, 

ANDRES Z. TAGUIAIVl, Ed.D. 
University President 


