
Book of Magic is one of mathematics games which is 

available in  RekenWeb (http://www.fi.uu.nl/rekenweb/en/) 

site. This games can be used to teach or practice number 

operation like addition, subtraction, multiplication, and 

division. So that, this game is for 9 until 12 age group 

students.

Get the given number in the book of magic!

Rules:

• Use numbers and the buttons for +, -, x, : on the left page to 
make the given number on the right page of the book

• Numbers have to be used all and each number only can be used 
once 

• The buttons for "+, -, x, :" can be used as many as you want (you 
can use + twice or even three times)

• The outcome of an addition, subtraction, division or 
multiplication can be used in the next calculation/sum.

• You always have to write three sums
• You can skip a hard problem and go to the easier one in another 

page by clicking  on the corner of the page. Right corner is for 
"next page" and the left one is for "previous page"

• If you make a mistake in your calculation and you want to redo 
it, you can press or click "undo".

• If you get the right solution you will see the hidden animal 
(that's why is called magic book)
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Note: 
1. This game is interactive challenging game and very good game to teach or practice about addition, subtraction, division, 

or multiplication because through this game students can build their own thinking and strategies how to get the given 

number use four numbers and free operation sign. This kind of question is very different from the usual question given in 

the traditional class which is usually give the operation-problem and only ask the right result. e.g. 2 + 3 - 4 : 2 = …..
2. Book of magic can be used individually and everywhere because it computer and online based.

3. Besides can be used to teach +, - x, :, this game also can be used to teach or to introduce negative number and decimal 

number like this following image.

4. The given number/result on the right page is different in every page, starts from 31 until 40.

5. Hidden animal and word magic make this game more interesting, because students will curious and try to figure out what 

kind of animal in every page.

6. However, there's no feedback for the wrong solution. We only can not see what kind of animal on the right page if our 

solution is wrong. 

7. The ability to leave the page even though we have not finish it yet, give advantage and disadvantage. It can be useful 

because students can choose and try the easier one but if it is a lazy student then he/she will leave all of the pages blank.

That's why this game will be more effective if used in the class and there's a teacher who will assessing, guiding and 

observing their solution.
8. This game can be used in the middle of teaching and learning process. From here teacher can ask the students how is 
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8. This game can be used in the middle of teaching and learning process. From here teacher can ask the students how is 

their strategy to get the right solution. Maybe It can be happened if there are more then one solution/strategy for every 

problems.
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