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@ Introduction

o you like to work with
numbers? Or do you sigh with
relief when you finish your math
homework?

D

Numbers are an essential part of
daily life. Just think of all the things
you do that involve numbers. Numbers
can be fun, too. For thousands of
years, people all around the world
have been using numbers to play games.

essential [I'senfla'senfol] a.s4%6h, A AKuh

royalty ['romlty, ' roplt] n. E#4%, 2%

Chess was a popular
game of royalty, as
this painting from the
early 1300s shows.

-

This painting shows
the queen Nefertiti,
an Egyptian queen
from the fourteenth
century, playing a
game called senet.
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At first, number games were
very simple. The first game
boards were drawn on the ground

. . Chess is a
with sticks. Stones were used as famous game in
playing pieces. With time and the which each piece
spread of games to different cultures, can be moved

only a certain

the rules sometimes changed. These bl
changes, in turn, often changed the squares. In
game itself. existence since

at least 500 a.p,
chess is believed
 to have been
first played in
India. It is also

Many people enjoy playing chess today.
This boy and his father are an example.
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Bl Magic Square

its a
M agic -squares are similar to F&CTE
crossword puzzles. You can
think of them as the crossword &
puzzles of math. &

Magic squares date back thousands
of years to ancient Egypt and Greece.
They were also played in the Arab
world and in China in the twelfth
century. In more modern times, magic
squares were a favorite of Benjamin
Franklin. He loved to make his own.

The idea behind magic squares
is simple. No matter how you add
a series of numbers—

vertically, horizontally,
or diagonally—the sum
is the same.

Benjamin Frdnklin ‘& % 54
(1706—1790, £ B#GE R A=#HF R )
diagonally [dar'&gonali,dai &egnli] 7
ad 4% 3
horizontally [ hor'zontali,
Jhora'zantl] ad. K-
Lo River &7
turtle ['ta:tl,'t3:t]] n.i& &

vertically ['va:tikli,'v3-tikli]
ad. 5 18] e




In “magic nine,” each of the
numbers from one to nine must be
placed so that the sum of three
numbers in any line is 15.

@) Can you solve
these magic squares?
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crayon ['kreron, krean] n.:%
marker ['ma:ka(r),'marka]
nAEARILE TR (45 )

Make Your Own
Magic Nine Game

What you need:

e two square pieces of stiff
cardboard (one about 6
by 6 inches and the other
about 4 by 4 inches)

* ruler

e quarter or similar-size disk

* pencil

* crayons or markers
(optional)

* SCISSOrs

What to do:

1. Use a ruler to mark
up the larger piece of
cardboard so that it has
four squares across and
four squares down. Make
your guidelines light
unless you want them to
form a pattern on your
finished game. This is
your game board.




MAGIC SQUARES
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2. On the game board,
trace around the quarter
nine times, as shown.
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3. On the smaller piece of
cardboard, trace around
the quarter nine times
and then cut out the
nine disks.

How to play:

1. Divide the disks between
you and another player.
One player should take
the odd numbers, the

4. Color the disks or leave
them plain. Write the
numbers 1 through 9

on them.
other the even numbers.
8. Decorate your game (You can switch off from
board if you wish. game to game.)

&. The person with the
@ . . odd numbers goes first,
| putting a disk on any of
' the game-board circles.
‘ . @ 3. Players take turns until

one player completes a
. . . row of three numbers
i ' that add up to 15. This

even ['i:vn,'ivan] a. {84k player is the winner.
odd [od,ad] a.¥4 %9
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z Tangrams

Atangram is a Chinese game that
is played with seven geometric
shapes that form a large square. The
shapes include two large triangles, one
medium triangle, two small triangles,
a small square, and a parallelogram.
Each of these shapes is called a tan.
The object of the game is to make a
tangram, or design, using all seven
shapes.

geometric [dzo'metrik, ,dz0 ' metrik] a.JULAT 5 &9
o square parallelogram [, pero'lelogreem, pero lels,gram]
n.-FATw A H
tangram ['tengrem, tengrom] n.-L 3744

Gtriangle

parallelogram




The - designs can be a variety
of things: animals, people, vehicles,
for example. So far, more than
1,600 tangrams have been assembled:
You can make your own tangrams
by following the designs provided
in books available in your library
or a bookstore.

assemble [o'sembl,a'sembl] v. 3t
available [o'veilabl,a'velobl] a. =T A&, T #F 2|49

.
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o sailboat o '

person running

1] 4
p

@ vird in flight

y

o person walking

4
f

John Quincy
Adams (the
second president
of the United
States), Napoleon
Bonaparte (ruler
of France from
1799 to 1814),
Edgar Allan Poe
(the mystery
writer), and Lewis
Carroll (creator
of Alice in
Wonderland)

are just a few
of the famous

people who
enjoyed tangrams.




CHAPTER 2

Qg vyeaQn ® 0 ® 0 e 0 ® U ® 0 Q ® O ® 0 Q ® O ®

Make Your Own Tangram

e

* piece of poster paper or cardboard
about 3% inches square

e ruler
* pencil
® SCISSOTS

e crayons or markers

(2 Can you figure out how to put :
the square back together?




TANGRAMS
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What to do: Q\
O

1. Draw a diagonal line across the
square. Cut along the line to
make two large triangles.

. Fold one large triangle in half as
shown. Cut along the fold.

3. Fold the point of the other large
triangle as shown. Cut along that '
fold, too.

4. Fold the larger piece in half and

cut it.

8. Fold one of these pieces as
shown and cut along the fold.

6. Fold the other small piece as
shown and cut along the fold.

How to Blax:

Make your own design. Remember
that you must use all seven tans in

one picture.
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This is a
traditional

wari board.

g Shamba’s Game

- K ing Shamba’s game, and others

like it, have been played since
. the days of ancient Egypt. Games
of this kind—known as mankala
games—have turned up in Asia and
Africa. Also known as wari, the
game reached South America and the
West Indies when Africans arrived
there.

The origin of King Shamba’s game
is thought to be in a problem the
king faced. His people, who lived
along the Congo River in Africa,
were always arguing. They argued
among themselves, as well as with
their neighbors. Finally, no one
would trade with them. Realizing
that he had to do something,
King Shamba invented a game
that required following rules,
communicating, and reaching
agreement. His people loved to
play it, and as a result, they
became peace-loving.

Congo ['kopgav] n. K| £
turn up HM
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If you can get a tradi-

tional wari board, you will

be able to play in style.

N0

#

What you need:

e empty carton from a
dozen eggs

e markers or paints
(optional)

* tWO paper cups Or
small bowls

* 48 small game pieces
(beads, dried beans, etc.)

- ® 4 - & J ~ 1 e 1 "

But you can still enjoy
the game with your own
homemade board.

fﬁ'»f/ Make Your Own Wari Board

-J [ e e J ® e J e

What to do:

1. Cut off the top of the
egg carton, unless you
want to store your
game pieces in it.

&. Decorate the carton if
you wish to.

bead [bi:d,bid] n.%F
carton ['ka:tn, kartn] n.s4&48 &

o decorated wari board

® 4 ¥ @
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How to Play:
In this version of the game, the goal

is to capture more pieces (at least 25)
than the other player.

1. The board is placed between
Player A and Player B so that a
row of 6 holes—called houses—
faces each player.

Player Player

A B

8. The players put 4 game pieces in
each of the 12 houses.

3. Each player places a cup to the
right of his or her six houses to

hold captured pieces.

D | G player B’s cup

v
ik

player As cup Q
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