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Do you know?

s
¢ Where did the Pac-Man idea first come from?

e Who invented the game SimCity?

¢ Which is the best-selling game system in the world?
e Where did chess start?

e What game uses stones?

e Who is the Queen of Hearts?

e Who do some people think invented mah-jong?

Read this book and find the answers to these and
other questions. Learn about games around the

world. You’ll have fun!




It's a Record

Listen to this amazing record.
In 2002, 11,320 people played
chess at the same time!




Hey Sue! Let’s get our
names in your record
book. We can find a
game and set or break

our own record!

J/

‘k" NOTES

set arecord Bl T4

break a record ¥THE4E%
Guinness / 'ginis / Book of World
Records (FRHIttRLRKL)

Let’s start by looking at computer
games. | know a lot about them.



That’s such a good idea, Dan.
Where should we start? There are
so many different kinds of games.




Do you know these games?

Match the names of the games with the correct pictures.

1.go 5. monopoly
2. scrabble 5. mah-jong

3. bridge /. chess
4. bingo 8. dominoes
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| There are so many! |
. Let me show you

8 one by one.
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Computer Games

Pac-Man started as
an arcade game in
1981. People played it
on a big machine. In
its first year, the
inventors sold more
than 100,000
machines! Today, we
can play Pac-Man on
computers. More than
10 billion people

around the world have

played Pac-Man!

An arcade machine

In 2001, England voted Pac-Man the
best computer game character ever.

| ﬁ*?i © NOTES

- \ " arcade / a:'kerd / game

§ (FFSRi7) RYBBRGRERK, HTHLHERK
e’ : inventor / m'vento’ / X BB &

¥ vote / voot / 1R, 3

“ character / 'karokto' / B, AY)




A Japanese man, Tohru lwatani (1955-),
invented me. He got the idea when he
saw a pizza with a slice missing. It

looked like an open mouth! In the game,

| eat pills and fruit and run away from
ghosts in a maze. | must eat everything
to go up a level. Then the game gets

faster. You need to go through all 255

levels with ONE Pac-Man in order to get
the highest score - 3,333,360!
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pill / pil / Z54, Hf
ghost / goost/ &, ER
maze / meiz/ XS

score / skor | 87, B



Computer Games

Early computer games always had a
goal, for example, to kill an enemy.
But in 1988, Will Wright (1960-)
invented a game without a goal. He

called it SimCity.

Sim is short for simulated. This
means that something looks real.

NOTES

goal / gavl / B¥r
short for &5, A
simulated / 'simjolertid / LY

Will Wright




When you play SimCity, you name your city and build
everything in it from houses to roads. You also need

to manage your city and control all the people in it.

A simulated city

If your decisions are good, people move into your city
and it grows. But bad things can also happen, like

flooding, fires and

earthquakes. In fact, it is NOTES

just like real life. manage / 'manids / &2
flooding / 'fladm / Kz
earthquake / '3:0kweik / #:7E
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