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            TEASER GAME: TIGUOUS

          

        

      

    

    
      Math Concepts: addition, subtraction, multistep calculation.

      Players: two or more.

      Equipment: gameboard, three six-sided dice, pencil or marker(s), scratch paper for keeping score.

      Set-Up

      You can print the Tiguous gameboard from the Number Game Printables Pack, download the Contig, Jr. game from Terry Kawas’s MathWire website, or have your children make their own gameboard.⁠i

      If students make their own board, they can arrange the numbers however they like:

      
        
          	
        Draw a 6 × 6 grid of squares, each big enough for a two-digit number.
      

      

      

      
        
          	
        The first player writes the number one in any square. The next chooses a square for the number two. Players take turns writing the numbers 1–18 anywhere they wish, one number per square.
      

      

      

      
        
          	
        After eighteen, the next player goes back to one, and the turns continue until the board is full.
      

      

      

      How to Play

      On your turn, roll all three dice. If any die falls off the table or lands at a slant, all three dice must be rolled again. Do not touch the dice with your hands after they are rolled, though you may use a pencil or marker to scoot them next to each other.

      Add or subtract these three numbers in a two-step equation that equals the number in any unmarked square on the gameboard. Think of as many possible combinations as you can, in order to choose the highest-scoring square. Mark your answer on the gameboard with a large X. At the same time, say out loud how you calculated the number.

      You score 1 point for the square you marked, plus 1 point for each already-marked square that is touching (contiguous to) any side or corner of your number’s square. The maximum score for any turn is 9 points. If all the numbers you can make have already been marked, you score a zero—but if anyone else can find a valid calculation using your dice, that player may challenge you, mark the square, and “steal” those points.

      If another player thinks you made an arithmetic mistake, that person may challenge your answer before the next player rolls the dice. If your answer was wrong, the challenger takes the points you would have won, and you score zero. If your calculation is correct, you get one bonus point for having withstood the challenge.

      Play until each player has had ten turns, or five turns each for three or more players. Whoever has the highest total score wins the game.

      
        
          [image: A game of Tiguous in progress, with a dice roll of 2, 4, and 5.]
        

        Which square would you mark?

      

    

  


  
    
      
        
          
          

          
            READERS LOVE DENISE’S PLAYFUL MATH BOOKS

          

        

      

    

    
      
        
        “These games are great for using and practicing maths skills in a context in which there is some real motivation to do so. I love how they provide opportunities to explore a wide variety of approaches, including number bonds and logical thinking.

        “My children are always pleased, even excited, when I suggest one of these games. Sometimes they even ask to play them unprompted!”

        —Miranda Jubb, online reader review

      

      

      

      
        
        “It revolutionized our homeschool this year.”

        —Caitlin Fitzpatrick Curley, My-Little-Poppies.com

      

      

      

      
        
        “I have played several of these games with my son, and each one was met with delight on his part and the sharing of delightful conversation about numbers and thinking between us.

        “I love what Gaskins has to say about working with your children as opposed to simply assigning them work to do. This sums up the philosophy that I try to keep forefront in our home.

        “Highly, highly recommended.”

        —Amy, Hope Is the Word blog

      

      

      

      
        
        “Wonderful games for elementary students. The author includes a link for printable game boards, ensuring that I don't spend more time making games than playing them. Variations for each game = SO many ways to explore numbers. You will love this book.”

        —Marisa, online reader review
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            JOIN DENISE’S FREE NEWSLETTER

          

        

      

    

    
      Denise writes a monthly (give or take) email newsletter sharing tips and resources for playing math with your kids. Also, you’ll be one of the first to hear about her new math books, revisions, and sales or other promotions:

      
        
        DeniseGaskins.com/MathNews
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            PREFACE TO THE MATH YOU CAN PLAY SERIES

          

        

      

    

    
      The playful, puzzle-solving side of math has always attracted me. In elementary school, calculations were a tedious chore, but word problems provided the opportunity to try out my deductive powers. High school algebra and geometry were exercises in logical reasoning, and college physics was one story problem after another—great fun!

      As my children grew, I wanted to share this sort of mathematical play with them, but the mundane busyness of everyday life kept pushing aside my good intentions. Determined to make it happen, I found a way to defeat procrastination: invite friends to bring their kids over for a math playdate. We grappled with problems, solved puzzles, and shared games. Skeptical at first, the kids soon looked forward to math club. When that gang grew up and moved on, their younger siblings came to play, and others after them. Sometimes we met weekly, sometimes monthly or just off and on. At our house, at the library, in the park—more than twenty years of playing math with kids.

      Now I’ve gathered our favorite math club games into these Math You Can Play books. They are simple to learn, easy to set up, and quick to play, so even the busiest parents can build their children’s mental math skills and promote logical thinking.

      I hope you enjoy these games as much as we have. If you have any questions, I would love to hear from you.

      
        
        —Denise Gaskins,

        Rural Illinois, March 2015

        Denise.Gaskins@TabletopAcademyPress.com

      

      

      P.S.: If you read more than one of the Math You Can Play books, you will notice that I repeat myself in the first and last sections. I’m including the setup information and math teaching tips in each book to make sure they can all stand on their own.

      Besides, it’s far too easy for us adults to fall back on the expectation that our children should learn the same way we were taught. Those “teaching math through play” tips are worth reading more than once.
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      Prof. Triangleman’s Abbreviated List of Standards for Mathematical Practice

      
        
        by Christopher Danielson

      

      

      PTALSMP 1: Ask questions.

      Ask why. Ask how. Ask whether your answer is right. Ask whether it makes sense. Ask what assumptions you have made, and whether an alternate set of assumptions might be warranted. Ask what if. Ask what if not.

      PTALSMP 2: Play.

      See what happens if you carry out the computation you have in mind, even if you are not sure it’s the right one. See what happens if you do it the other way around. Try to think like someone else would think. Tweak and see what happens.

      PTALSMP 3: Argue.

      Say why you think you are right. Say why you might be wrong. Try to understand how someone else sees things, and say why you think their perspective may be valid. Do not accept what others say is so, but listen carefully to it so that you can decide whether it is.

      PTALSMP 4: Connect.

      Ask how this thing is like other things. Try your ideas out on a new problem. Ask whether and how these ideas apply to other situations. Look for similarities and differences. Seek out the boundaries and limitations of your techniques.

      
        
          [image: Four shapes, three squares and a triangle, divided into different-sized pieces with one part colored on each.]
        

        Practice applying Professor Triangleman’s Standards to this puzzle. Which one doesn’t belong? Can you find reasons for more than one answer?
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