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Addra-Kid-Abra 
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Thanks for having your child participate in ADDra-Kid-Abra!  These notes are provided to help you 

assist you child in mastering the tricks.  The notes are based on our 15 hour program.  If yours is less, 

not all this material will be covered, so some of it will be extra.  If you have questions on anything, 

please let us know.  314-961-6912   info@abrakid.com  Good luck!   
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1+5=10 (Chinese Wallet) 
 

 

Effect:  You put a play penny & dime into a wallet.  They change into a quarter, thereby proving that 1+10=25!   

 

Props:  Chinese wallet, and a play penny, dime, & quarter.  (Sub real coins when you get home if you wish.)  

 

Secret/Prep:  The wallet has 2 identical sides.  Before the trick starts, put the quarter in one side.  During the 

trick, put the penny & dime in the other side.  You secretly flip it over to make the switch.  Put a small pen dot 

on the quarter side of the wallet that only you will notice.  This helps you know if the wallet is quarter side up 

or the other side up. 

 

Handling:  Switch sides naturally and unnoticeably.  Here is a good way.  Wallet is in your right hand.  Open it 

like you are opening the front cover of a book (to the empty side).  Put the penny & dime in.  Close the back 

cover of the book, which secretly flips over the wallet.  Distract their attention for a moment by having them tap 

the wallet or say some magic words.  Open the book again from the front cover and you should find the quarter!       

 

Presentation:  “What is 1+10?  (Spectator says 11)  No, it’s 25.  I’ll prove it.  Here is a penny & a dime.  I’ll put 

them in my wallet.  Can you say Abra-Kid-Abra?   (Switch sides of the wallet, as above.)  I’ll tap it 2 times.  

When we open it, the coins have changed to a quarter.  Which goes to show that 1+10=25!”  

 

 

Additional Thoughts: 

• Put the penny & dime diagonally side by side, not on top of each other; otherwise the wallet gets too 

thick. 

• You can use other combos. E.g. 1+5=10 (penny & nickel change to dime).  

• The patter insures, and reinforces, that the students know 1+10=11.  They are just pulling someone’s 

leg by claiming it equals 25.    
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The Even-Odd Psychic 
 

Effect:  The magician announces that she has some coins in her hand.  It is either even or odd.  She has heard 

that the spectator has great psychic powers—is this true?  Let’s find out.  What does the spectator think it is, 

even or odd?  The spectator is correct!  He is psychic!   

 

Props:  3 play coins:  1 penny, 1 nickel, & 1 dime. 

 

Secret:  The 3 coins total 16 cents.  Hence, the coins can either be shown as even—16 cents—or odd—3 coins, 

as the spectator says!   

 

Presentation:   

 

“Is it true that you have psychic powers?  I’ve heard that is the case.  Let’s try an experiment.  I have some 

coins in my hand.  (Show fist closed.  You have the 3 coins inside.)  I’m going to concentrate on either even or 

odd, and try to send my thoughts to you.  Are you ready?  Did you get any impression?  What do you think—

even or odd?  (Spectator answers even or odd.)  How did you know that?  I think you really are psychic!  (Show 

that spectator was correct.)”   

 

Teaching Tips:   

• Don’t play this as showing the spectator wrong by showing the opposite of what he says.  This could 

suggest that you are saying that you are the great magician & he is the dumb spectator.   Showing the 

spectator that he has great mental powers is a much better presentation. 
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41 Cent Trick 
 

Effect:  You dump some change from your coin purse onto the table, and ask the spectator to pick 3-4 coins.  

You put the rest back in your purse, putting it away.  You put the selected coins into your left fist, 

counting the money as you do.  E.g. 25 cents, 30, 40, 41 cents.  When you open your left fist, all you 

have is a quarter—the rest of the money has disappeared!  

 

Props:  Approx 8 play coins—2 each of penny, nickel, dime, & quarter.  Thumb tip, coin purse. 

 

Secret:  The coins other than the quarter go into the thumb tip, which steals them away. 

 

Mechanics: 

1. To start:  coin purse with coins, and the loose thumb tip is in right pant pocket (or case).   

2. Right hand removes coin purse and dumps coins on the table.  Ask spectator to choose 3-4.  

Be sure a quarter is 1 of them.  If not, add a quarter in.   

3. Put the unselected coins back in the purse, and the purse back in your pocket.  When right 

hand comes out of the pocket, it comes out with the tip on right thumb.  To cover the moment 

it takes to get it on in your pocket, left hand arranges the coins in a row on the table, drawing 

audience’s attention there, so it isn’t on your right pocket.   

4. Right hand is going to pick up the quarter and put it into the left hand, secretly adding the tip.  

Here is how.  Right fingers sweep the quarter toward the table edge.  Your thumb (with tip 

on) clamps it when quarter gets to table edge.  It’s a little awkward handling the quarter with 

the tip on, but with practice, you’ll get the hang of it.  Right hand puts the quarter beside the 

tip into the left fist.  It should look just like you put the quarter in the left fist. 

5. Right hand picks up the remaining 3-4 coins off the table one at a time, holding each between 

right thumb & first finger, and puts them into the left fist.  They go right into the tip.  

6. As you put the last coin in, right thumb stuffs it into the tip and comes out with the tip on.  As 

you withdraw the tip, left fist turns so back of the hand faces the floor.  (This creates a little 

motion to draw the eye there, away from the right hand.)  The right hand, with thumb behind 

fingers, goes to right pocket, ditching the tip, and coming out with the coin purse.  Open the 

left hand to show that only the quarter remains—the other coins have disappeared!   

 

Presentation: 

“In this purse is the extent of my life savings.  (Dump coins on table.)  Would you select 3-4 coins 

and push them aside.  Very well.  Just for fun, we’ll add one more (quarter—say this if quarter isn’t 

picked).  I’ll put the rest of the coins back in the purse.  (Pocket the purse, getting on the tip.)  Any 

particular reason you chose these particular coins?  Let’s see how much we have.  25-30-31-36-37.  

(Count the money into your left fist, however much it is.)  Now I have to confess that I have a 

problem.  I try to hang onto my money.  (Bring purse back out of your pocket, ditching the tip in 

right pocket as you go in to get the purse.)  But for some reason, it seems to slip through my fingers.  

(Open left hand to reveal that only the quarter is left.)  I better get this quarter back in the purse 

before it disappears too!” 

 

Note:  Why 3-4 coins?  More than that, along with your thumb, won’t fit into the tip.   

 

Math Learning:  Facility in counting varying amounts of change. 
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4 Dice Test 
 

Effect:  You are suddenly struck by a premonition, which you jot on a slip of paper, and set it face down on the 

table,  You ask a spectator, while you look away, to put the same number atop all 4 dice—e.g. all 4’s, all 2’s, 

whatever.  She does so.  Suppose she chooses four 6’s.  Then, still looking away, you ask her to turn any 2 of 

the dice upside down.  I.e. the number that is now on top will go on the bottom, and whatever number is on the 

bottom will go on top.  She does so.  Presume two of the dice now show 1’s.  You turn around and remind the 

spectator that she could have picked any number combinations, but these 4 are the ones she chose.  Out loud, 

add the total 1 die at a time.  E.g. 6-7-13-14.  “14 is the total you wound up with.  You remember that before we 

started, but made a prediction.  Would you read the prediction out loud.  (14!).  A round of applause for my 

psychic assistant!” 

  

Props:  4 dice, pad of paper 

 

Secret:  The answer is always 14.  Why?  The opposite sides of a die always total 7.  When the same 4 numbers 

are face up, and 2 of them are turned face down, you are left with 2 numbers face up and the opposite 2 

numbers also face up—which total 7+7=14! 

 

Math Learning:  Mental addition of different numbers each time totaling 14.  

 

Note:  Make sure the MAGICIAN adds the 4 numbers out loud, to provide practice adding various number 

combinations.   
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Dice Cubes 
 

Effect:  Ask a spectator if they want to use 1,2, 3, or 4 dice for this trick.  Have the spectator put this number of 

dice in a cup, and shake up the cup to roll the dice.  He is then to lift the cup to peek at the bottoms, and add the 

bottom numbers.  You mind read the sum!   

 

Props:  3 dice and a clear, 9 oz clear plastic cup 

 

Secret:  Mentally add the numbers the spectator rolled, and subtract this total from 28 if using 4 dice, 21 if using 

3 dice, from 14 if using 2 dice, or from 7 if using 1 die.  E.g. if a spectator rolls 3, 4, and 5, this = 12, so the 

bottoms would total 9  (21-12).  This trick is based on the fact that opposite sides of a die total 7. 

 

Presentation:   

 

“Do you play any games with dice?  What?   

 

I’m going to attempt to read the dice’s minds.  Do you think I can do that?  How many of these dice would you 

like to use?  (Suppose 3.)  Would you put 3 dice in the cup, shake them up, then set them on the table.  

(Mentally total the numbers.)  Now we can see the numbers on top, but the ones on the bottom, we can’t see.  

Would you lift the cup so you—not me--can see the numbers on the bottom, and total them.  (Subtract total 

from 7, 14, 21, or 28, based on whether there are 1,2,3, or 4 dice.)  Do you have the total?  Is it ___?” 

   

 

Notes:   

• You can do this without the cup, having the spectator pick the dice up in a clump and look at the bottom.  

However, the cup enhances the trick.     

• Giving a spectator a choice of 1-4 dice adds variety in that the magician subtracts from different 

numbers depending.  

 

Math Learning:  mental addition and subtraction of 1 digit numbers.  
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Dice Flourish 
 

Effect:  You hold a stack of 3 dice horizontally between your thumb and first finger.  You drop the middle die, 

retaining the outer 2 between your fingers.   

 

Props:  3 dice 

 

Secret:  This just takes a little practice.   

 

Mechanics:  Drop the die into your other hand, so you don’t wind up chasing the dice all over the place!   
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Petals Around the Rose 
 

Effect:  In this puzzle, you roll the 4 dice repeatedly, in each roll announcing how many petals are around the 

rose.  You then see if any of the audience can catch on so they know how many petals are around the rose.   

 

Props:  3 or more dice 

 

Secret:  “Petals around the rose” refers to spots on the dice face that are around a dot in the middle.  So, 3 has 2 

petals around the rose (i.e. 2 spots around the middle spot on its dice face).  5 has 4 petals around the rose (1 dot 

in the middle and 4 around it).  1,2,4, and 6 have 0 petals around the rose.  So, e.g. if you roll a 1,3, and 5, there 

are 6 petals around the rose (0+2+4).  If you roll three 5’s, there are 12 petals around the rose (4+4+4).  If you 

roll a 1, 2, and a 4, there are 0 petals around the rose.   

 

Presentation: 

 

Make a few rolls, announcing how many petals are around the rose in each roll.  See if anyone can catch on so 

they know how many petals are around the rose.   If 1 or 2 people get it, and others still don’t, it drives them 

even more crazy!   

 

Math Learning:  This trick helps teach numerical patterns.     
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Cattle Rustlers 
  

Effect:  Objects jump from 1 hand to the other amidst an intriguing story. 

 

Props:  7 (same colored) poms (or pennies) per person.  Poms are more decorative and easier to handle.  

Optionally, an 8th different colored pom (or nickel) is helpful, but not essential.  Something to hold the balls—

e.g. an envelope (in this case). 

 

Secret:  In this story, you will pick up the 5 balls, alternating hands; put the 5 balls back, alternating hands; and 

pick up the 5 balls again.  Whenever you pick up the balls, always start with the right hand (so it gets 1 more 

ball than the left hand—3 vs. 2 balls).  When you put them back, start with the left hand. 

 

Performance:    

o Set out 5 balls in a #5 pattern (like on a dice).  Set the 3 other balls nearby.   

o “Once upon a time, there was a farmer (point to the ball, or object representing the farmer) who 

had 5 prize cattle.  (Point to the 5 balls in figure 5 configuration.)  One day, 2 guys asked if the 

farmer could put them up for the night.  The farmer said, ‘Alright, you can sleep in 1 barn (put 1 

ball in 1 hand), & you can sleep in the other (put other ball in other hand).  But whatever you do, 

do not mess with my prize cattle!  Then the farmer went off to sleep.  (Move farmer ball away.) 

o “Hey, Billy Bob!  (moving 1 fist a little)  Yes, Joe Bob?  What do you say we split those cattle 

up between us?  So they took the cattle (start with right hand & alternate picking up the 5 balls in 

each fist til they’re all in the fists).”   

o “But then they heard the farmer coming.  Quick, let’s put them back!  (put them back on the 

table in figure 5 configuration, but start with left hand, alternating hand to hand.  When the 5 are 

back on the table, the audience thinks you have 1 in each hand, but actually you have 2 in the 

right fist & 0 in the left.   

o (Move the farmer ball over near the cattle)  “The farmer came over.  Is any funny business going 

on over here?  (wave right fist)  No, we’re just sleeping in our beds, right Billy Bob?  (wave left 

fist)  That’s right, Joe Bob.  ‘OK, then, said the farmer’, and he went back to sleep.  (move 

farmer away). 

o (move 1 fist)  “Hey, Billy Bob.  Let’s split up those cattle again.  (alternate fists taking the 5 

balls, starting with the right hand, til all 5 are in the fists).  But this time the farmer was quicker.  

He came over, saw the cattle were gone, and said ‘I’m gonna get my shotgun, and the only way 

I’m not going to use it is if the 2 of you are in 1 barn, and my cattle are in the other!’  ‘That’s 

exactly the case, sir’, they said.  We were cold so we huddled up in this barn (open left hand, 

showing 2 balls.  Place them on the table.).  And we were worried about the cattle, so we put the 

5 of them over in the other barn. (open right hand, showing 5).   

o The farmer went back to sleep, and to this day, doesn’t know how those cattle rustlers did that.  

 

Teaching Math with This: 

How does 1 hand wind up with 5 & the other with 2?  Let’s follow the math of each hand. 

  Hand #1:  starts with 1 ball, gets 3, puts back 2, gets 3.  1+3-2+3=?  (5) 

  Hand #2:  starts with 1 ball, gets 2, puts back 3, gets 2.  1+2-3+2=?  (2) 

Alternatively, you might put up the 2 equations.  Ask for the total of each.  Ask how these relate to this trick!   

 

Math Learning:  Counting 
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Mental Choice Light 
 

Effect:   You pull 4 balls out of an envelope and put them in 2 piles—a pile of 3 and a “pile” of 1.  Ask the 

spectator to choose a pile.   You then reveal a prediction showing you knew which pile she would select! 

 

Secret:  You have 2 different predictions ready to show, based on which pile they choose.  If they choose the 3 

pile, you open the envelope and show that you have 3 balls in there—the same number they picked!   

 

If they choose the one pile, you turn the envelope around and show what is written on the envelope:  “You will 

choose the pile with one item.”  

 

Props:  7 pom balls, a 6.75 paper envelope (3 5/8” x 6.5”), and a pen or sticker that says “You will choose the 

pile with one item.”   

 

Preparation:   Afix the sticker (address label) to the non-flap side of the envelope (i.e. the side where you would 

write the address).  Or write the prediction on the envelope.  Put the 7 balls in the envelope.   

 

Mechanics:  Be sure not to flash the side of the envelope with the prediction—when you are taking out the 4 

balls at the beginning, and if you wind up showing the 3 balls inside the envelope as your prediction.   

 

Math Learning: counting, contingent thinking.   
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Mighty Mentalist 
 

Effect:  Spectator thinks of a number from 1 to 25.  Magician asks if the number is in a series of boxes.  

Magician then divines the number! 
 

Props:  A mighty mentalist (business card size with round corners) card for each student;  a large version (3 

cards laminated) for the show.   
 

Secret:  As explained in the instructions on the back of the card, whichever box(es) the spectator’s number is in, 

you add the first number of the box to divine the number. E.g. if their number is in the top 2 boxes (whose first 

numbers are 1 and 2), their number is 3 (1+2=3).  If it is only in the bottom box (whose first number is 16), it is 

16.   
 

Presentation:  “I need a volunteer from the audience.  (Have her come up, introduce yourself, shake hands, 

position them facing the audience.)  Would you think of a number between 1 and 25, but don’t tell me what it 

is.  Do you have one?  Good.  I’ll turn around and you point to it somewhere on this card so everyone else 

knows it.  (You hold up the stage version of this trick so they can point to the number.  If you’re doing this with 

your smaller card, have the person whisper it to the others, or hold up their fingers to convey the number.)   
 

Your number can be in 1 or more of these boxes.  Is is in this box?  (point to first box)  This one?  (point to each 

of the 5 boxes.  Add as you go along.)  This takes a great deal of mental concentration.  (Put hand to your 

forehead, concentrating.)  Was it… ____?  Thank you.  This trick works 1 out of 25 times, so I was lucky it 

worked that time!”     
 

Teaching Points:   

• If you are new to adding, you can ask the spectator to choose a number 1-10.   

• Add as you go along.  E.g. spectator says the # is in the 1st 2 boxes, think 1+2=3.  Not in next box.  Still 

think 3.  In next box:  3+8=11.  Etc.  Why?  You can announce the total faster this way.  
 

Math Learning:  Adding a variety of number combinations quickly & mentally.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
    1    3    5    7    9 

11   13   15   17   19 

      21    23    25 

      4    5    6    7 

   12   13   14   15 

   20   21   22   23 

     8    9    10   11 

   12   13   14   15 

           24   25 

      2    3    6    7 

   10   11   14   15 

   18   19   22   23 

   16   17   18   19 

   20   21   22   23 

          24   25 



Copyright 2017 Abra-Kid-Abra  St. Louis, MO  314-961-6912                13 

Lost at Sea 
 

Effect:  You show a prediction slip, and a sheet with a bunch of different numbers in a grid.  (See below.)  A 

spectator is asked to point to any row or column and call out the (3 or 4) numbers.  You jot these on the 

blackboard, and total.  The total matches your prediction! 

 

Props:  Lost at Sea sheet for each student, notepad, and pen or pencil.   

 

Secret:  Although there are different numbers throughout, all rows & columns add to the same total—30.  If you 

forget the total, just add 1 of the rows or columns to get it.  

 

Presentation:  “I was on the beach one day and a bottle washed up onto shore.  There was a paper inside with a 

bunch of numbers.  (Show it.)   7, 3, 17,11.  (Point out a few different numbers.) 

 

 

           

 

 

 

   

 

        

 

 

I thought I might try a trick with it.  May I have a volunteer from the audience.  Hello.  I am going to jot down a 

prediction.  I will set it on the table.  I’d like you to pick any row or column.  (Spectator does so.)  Uh oh.  

Nobody has ever picked that one.   Would you call out the numbers in that row (or column).  (Jot them on the 

blackboard--or pad of paper if no board is available).  (Put Lost at Sea paper out of sight.)  Alright, now let’s 

add the numbers.  (Do so out loud so audience is with you.)  30.   (Pick up prediction.)  Sometimes I don’t get 

the prediction quite right (you say with trepidation).  Fortunately though, tonight I did!  (Show prediction says 

30!)  A round of applause for my assistant! 

 

Teaching Tips:   

• If the audience asks to see this trick again, should you repeat it?  No, then they’ll find out the secret—

that whichever row or column they pick adds to 30.   

• If you like, cut out the missing squares to have it look like an old, torn, weathered piece of paper. 

 

Challenge Version:  On the back is a version with higher  

numbers that adds to 125.  Have older kids use this. 

 

Math Learning:  Adding four 1 and 2 digit numbers.  

Have the magician add the numbers.  If she is too young 

to add them, have the spectator do so. 

 

 

 

        

                7           12          11 

 

   13          8            1            8 

 

     3          4           17           6 

 

   14         11                         5 

        

                21          36         68 

 

    74         24           3         24 

 

     9         12          86         18 

 

    42        68                       15 
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Spectator Lightning Calculation 
 

Effect: Three 4-digit numbers are written in a column on a sheet of paper—2 suggested by spectators & 1 by 

you.  You mention that your assistant has the ability to add faster than lightning!  You quickly show her the 

numbers.  She immediately jots a number on a slip of paper, and you and the spectators add the three 4-digit 

numbers.  The total matches your assistant’s lighting calculation! 
 

Props:  2 slips of paper & 2 pens or pencils. 
 

Secret:  The first 2 numbers are randomly selected by spectators.  You write the third  

such that your number plus the 2nd number add to 9999.  In our example, the 2nd number  

is 6347.  Subtract each of these numbers from 9 to get 3652.  3652 + 6347 = 9999.  Tell  

your assistant in advance that when you flash the paper, she need only note the 1st number.   

Tack a “1” onto the front of it, and subtract 1 from the last digit.   

 

Math Learning:  Subtracting a variety of numbers from 9, and subtracting 1 from different numbers.   

   4328 
   6347 
+ 3652 
 14327   
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Mystic Symbols 
 

Effect:  You show a stack of cards with 2 geometric symbols on each, like dominos: triangle, circle, star, 

diamond, plus sign, and a snowflake.  You jot a prediction, then ask a spectator is lay the cards out in domino-

like fashion (with a symbol on 1 card touching the same symbol on another card), in any way she’d like.  

Spectator lays out the cards.  You note the symbols on each end of the chain, and how these could have been 

any number of different symbols, depending on how the spectator chose to lay out the cards.  You show your 

prediction.  You correctly predicted the 2 symbols on the ends!   

 

Props:  10 mystic symbol cards, pad of paper, & pen.    

 

Secret:  Before the trick begins, take away 1 of the cards.  Jot its symbols on your prediction.  These will be the 

symbols on the ends of the chain!  The trick is self-working. 

 

Presentation:  “Do you believe in ESP, STP, that sort of thing?  I have a pack of cards.  As you can see, they 

each have different symbols.  (Call out a few of the symbols—9 dots, star, spiral,etc.)  I have heard that you are 

a great mind reader.  Is that right?  I am going to jot a prediction on this paper.  (Do so.)  I’d like you to lay 

these cards out in a chain on the table, in any order you like, like dominos.  So, you lay out a card.  (Do so.)  

Then you lay out another with the same symbol, so symbols are touching.  Then you lay out another so its 

matching symbol touches, etc.  I have written 2 symbols that I think will wind up on the 2 ends of your chain.  

I’d like you to try to read my mind and lay out the cards so the ends match my prediction.  If you can do that, 

we’ll go to Hollywood together.  Any questions?  (Spectator lays out the cards.)  Are you done dealing?  You 

could have laid these out in any number of ways.  What patterns are on the 2 ends?  Can you read my prediction 

out loud.  A round of applause for the Great Mind Reader!” 

 

Teaching Tips:   

• You can repeat this trick, with a different result.  Secretly add the card you removed back to the stack, & 

secretly take out a different card.   

• Challenge version:  Start with all 10 cards.  Lay them out in a chain on the table.  Keep moving the end 

card to the other end, demonstrating how, depending on how they are laid out, the end symbols are 

different.  Square up the cards into a pile.    Then, palm a card in your right hand, handing the stack of 9 

to the spectator.  As your right hand goes into your case to get your pad & pen, secretly leave the card 

there & note its symbols so you can predict them on your sheet.   

 

 

 

 

 

 

 

 

 

 

 

 

Math Learning:  Geometric symbols.  Similar and different.   
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The Queen Knows 
 

Effect:  You have a spectator select a card, show it around, and put it back in the deck.  You spread the deck and 

1 card is face up in the middle.  His?  No.  But wait, the face up card is a queen.  She whispers to you that the 

chosen card is 6 ¾ cards down.  “6 ¾?” you ask.  She must be mistaken.  You count down 1-2-3-4-5-6 cards.  

The next one has the corner—about ¼ of the card—torn off, making it a ¾ card!  The one after it is the selected 

card! 

 

Props:   Deck of cards. 

 

Preparation:  Tear the corner off of a joker.  The corner you tear off should be approximately ¼ of the card. 

 

Secret/Mechanics:    

1.  Start with a stack of 8 cards on the bottom of the deck as follows:  A face up queen (on top of the 

stack), any 6 cards face down, then the ¾ card joker face down on the bottom.   

2. Spread the deck face down between your hands, inviting spectator to select a card.  Don’t spread so far 

down that he sees the face up queen. 

3. Have spectator show the card to the audience.  Square up the deck, holding it face down.   

4. Have spectator put his card back on top.  Cut the deck, burying it in the middle.  This puts your secret 

bottom stack right on top of his card!   

5. Spread through the cards in your hands, coming to the face up queen.  Ask if that is his card?  He says 

no, thinking you messed up!   

6. “Wait a minute”, you say.  Close up the half of the deck with the queen on top.  If you like, you can also 

close up the top half of the deck above the queen.  Hold the queen to your ear.  She says that his card is 

6 ¾ cards down.  Act like you think this must be a mistake.  “The queen gets a little confused 

sometimes”, you explain. 

7. Count down 1-2-3-4-5-6 cards.  Then you come to the ¾ card, which you count as ¾.  Ask the spectator 

what was his card?  He names it.  Turn over the next card, showing his card.   

 

Notes:  

• Why ask spectator to name his card, then turn it over?  Can you, alternately, turn over the card and ask 

spectator if it was his?  The first way is better.  It builds better to a dramatic climax.  The second way, 

the climax is asking the spectator if it was his card.  He could mess with you and say no.  Or he could 

take a moment before answering.  These deteriorate the climax.   The first way is more sure fire. 

 

Math Learning:  Familiarizes with fractions.  Also, practices counting for the younger ones.   
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Double Divination 
 

Effect:  You show 10 cards, ace through 10, and mix them up.  A spectator cuts the packet.  You show them 2 

cards (the one they cut to and the next one), put them back, bury them in the middle, and have the spectator cut 

the cards.  You have the spectator deal the cards in to 2 equal face down piles, alternating back & forth.  You 

then look at the card in each pile, setting out 1 face down card on the table from each pile.  These are the cards 

the spectator picked!   

 

Props:  10 cards, ace through 10, preferably of the same suit.        

 

Secret:  When you begin, the cards are in order ace through 10.  When you mix them up, you give them single 

cuts, which does not disturb the order.  (i.e. when you are done cutting, the cards will be something like:  4 5 6 7 

8 9 10 A 2 3.)  Note that they alternate even-odd.  When you show the spectator the 2 cards he cut to, when you 

put them back, you subtley reverse the order.  Now, instead of all the cards alternating even-odd, these 2 in the 

middle will be the only ones not alternating.  I.e. you’ll have something like:  even odd even odd odd even even 

odd even odd.  When the cards are dealt into 2 equal, alternating piles, 1 pile will have all even & 1 odd card, 

and the other pile, all odd & 1 even card.  So all you do is find the one in each pile that is different.  I.e. pull out 

the odd card from the even pile, and the even card from the odd pile. 

 

Mechanics: 

1.  Start with the cards in order Ace thru 10 in a face down packet.  (Doesn’t matter whether ace is on top 

or bottom.)   

2.  Give the cards a few single cuts, supposedly mixing them up.      

3. Set packet face down on the table.  Ask spectator to cut the cards.    

4. Pick up the card he cut to in your right hand, and the one beneath it in your left  

hand.  Show these cards to the audience, but don’t look at them yourself.   

5. Put them back where you got them.  The right hand, subtly, puts its card beneath  

the left hand’s card.  This subtly switches the order of these 2 cards without the audience being aware.   

6. Set the top half back on the bottom half, burying the 2 selected cards back in the middle from whence 

they came.   

7. Have the spectator cut the cards and complete the cut (to further mix them a bit).   

8. Ask the spectator to “deal the cards back and forth (point with your finger to 2 spots on the table) into 2 

equal piles”.   

9. Pick up the first pile, look at the faces, and pull out the oddball card and set it face down on the table.  

(i.e. if you have the even pile, pull the odd card.  If you have the odd pile, pull out the lone even card)  

Do the same with the 2nd pile.  While doing this, you might say something like “Now you could have cut 

the cards any place you like.  Was there any reason that you chose those 2 particular cards?”   

10. Ask the spectator which cards he selected.  Turn your 2 over to reveal his 2 cards!   

 

Challenge Version:  The 2 cards the spectator selects will be consecutive (e.g. 4 and 5).  If you like, when 

putting the cards in order at the beginning, mix up the odd cards.  E.g. you might have:  3-2-7-4-A-6-9-8-5-

10.  (Note that they still alternate even-odd.)  Then the 2 cards the spectator selects won’t likely be 

consecutive.    Also, if you have 2 spectators, you can have them each take their cards instead of you 

holding them.  #1 picks his, # 2 takes hers.  Have #1 put his back, then #2 put hers back.  This subtly 

reverses their order.   

 

      Math Learning:  even-odd 
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Half Baked Prediction (torn card prediction) 
 
Effect:  Spectator selects a card.  You pull a card partially out of an envelope, asking if this is her card.  Your card is seen 

to be, e.g. the 10♦.  Spectator says no.  “What was your card?”, you ask.   Spectator says the 5♦.   You pull the card fully 

out of the envelope and it is seen to be only a half card.  It does have 5 diamonds!   

 

Props:  A deck of cards and an envelope for each child, plus 1 extra deck from which to give each child a prediction card.  

 

Secret:  While the spectator thinks he has a free selection, you actually force him to choose the 5 ♦.  Before you start, 

place the 5 ♦ so it is the 10th card from the top. 

 

Presentation:  Before the trick begins, have your half prediction card in an envelope nearby.  Invite a spectator up from the 

audience.  Have him come around to the same side of the table as you, facing the audience.   

 

“Have you ever selected a card mathematically before?”  (No)  Good, this will be a new experience.  Can you name any 

number between 10-20.  (e.g. 15)  Any particular reason you chose that one?  Would you deal (from the top of the deck) 

that # of cards into a (face down) pile.    

 

Now, just for fun, I’d like you to add the digits of the number you selected together.  (e.g. 15:  1+5=6)  What do you come 

up with ?  (6)  Good.  Would you pick up the pile you just dealt and deal 6 (or whatever the digit total) cards onto my 

hand.   Would you take the top card of the pile.  Show it around to the audience, don’t let me see it.  (Reassemble the rest 

of the deck while he shows it.)  Have you ever thought of becoming a mathematician?   

 

Before all of this began, I placed a prediction card in this envelope.  (Slide card out as far as you can without revealing it’s 

torn in half.)  Was this your card?  (No)  It wasn’t?  What was your card?  (5♦)  The 5♦?  That’s what I have!  (Pull card 

all the way out of the envelope, showing it only has 5 diamonds!) 

 

Teaching Points:   

• Act like you messed up.  Then you show that you really did get it right. 

• Note:  The force doesn’t work with 20.  So ask for a number must be “BETWEEN 10-19”.  

 

Math Teaching: 

You may want to teach why the force works, which is as follows. 

Spectator deals any number of cards from 10-20.   

  10    1+0=? (1)  10-1=?  (9) 

  11 1+1=? (2)  11-2=?  (9) 

  15 1+5=? (6)  15-6=?  (9) 

The point:  Many different equations = the same number.  No matter how many cards the spectator deals, it always = your 

card! 

 

Question: These equations = 9.  Why is it the 10th card, not the 9th?  Answer: When you deal the 2nd pile, you start 

counting with the first card, which, in effect, gets double counted.  If you dealt 10 cards on the table in a row, then started 

on the last card and counted 1 as the next card, it would be 9th from the top.   

 

Math Learning:  1)  Half of 2-10 even.  2) Practice adding various 1 digit numbers in the math force.   
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Pyramid Puzzle 
 

Challenge:  Show 2 identical red plastic pieces.  Each has various geometric shapes on its sides:  triangle, 

square, parallelogram,…  Challenge:  Can you put the 2 red plastic pieces together to form a pyramid?  

(photo #1)  After the spectator has struggled for a few minutes, show that your colleague, The Great Mind, 

can!   
 

Props/Secret:  This uses 2 identical red plastic pyramid pieces.  Put the rectangular side on each piece 

together belly to belly (photo #2).  

 

 

 

 

 
Math Learning:   Geometric shapes.   
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Table Coin Card 
 

Effect:  Showing a picture of a table (see below), you ask a spectator what does he think is the largest coin that 

will fit on the table without going over the edge—penny, nickel, quarter, or half dollar?  He will likely be 

surprised by the answer! 

 

Props:  Table coin card and some coins, including a penny. 

 

Secret:  None of the coins will fit on the table, even though it looks like  

they will!  This is not a trick, but rather, an optical illusion.   

 

 

 

 

 

                  

                                                                                               

 

 

 

 

Math Learning:  measurement.  Familiarization with different coins and their denominations. 
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Number Soothsayer (pocket puzzlers-camp) 
 

Effect:  You ask for 3 volunteers.  You turn your back, and volunteers A & B each hold out a hand with any number of 

fingers showing.  Volunteer C announces the total—at which point you mind read how many fingers A & B each have 

showing!  This is repeated 2 more times.  
 

Secret:  Volunteer B is a confederate.  He puts up 3 fingers the first round.  In future rounds he puts up however many 

Volunteer A had the previous round.  You, then, are able to know how many fingers each has up.  E.g. Round #1 suppose 

A shows 2 & B 3.  C announces 5.  You know B has 3, so A must have 2 (5-3).  Round #2, B shows 2 & suppose A shows 

4.  C announces 6.  You know that B has 2, so A must have 6-2=4.   
 

Math Learning:  Addition and subtraction. 

 

 

Pick 2, Eliminate 1 (pocket puzzlers-camp) 
 

Effect:  There are 7 different objects on the table.  Comb, pencil, key, etc.  You and the spectator alternate turns.  One of 

you picks 2 objects, and the other eliminates one of those 2.  This is done until only 1 object remains.  You reveal a 

prediction naming that object! 
 

Props/Secret:  Gather 7 different items, a pen, and paper.  Whenever you choose, you pick 2 that are not the predicted 

item, so whichever spectator eliminates, it can’t be the predicted item.  When the spectator chooses 2, you always 

eliminate 1 that is not the chosen item.  Use an odd number of items.  You go first.   
 

Presentation:  “I’d like to try something with a number of different items.  Do you have any different items in your 

pockets, or nearby that you can set in a row on the table.  So, we have ____ (name each item.  Comment briefly on any 

that might be funny.)  I have a premonition and I’m going to jot it on this paper.  (Jot 1 of the items on the paper in big 

letters, and set it aside, in view.)  We’ll come back to this later—if this works!  If it doesn’t work, we’ll forget I ever had a 

premonition.   
 

This game is called pick 2, eliminate 1.  I’ll pick 2 (point to 2, not pointing to your chosen object).  You pick 1 of these to 

eliminate.  Which do you choose?  (Set aside the one he picked.)  Now it’s your turn to pick 2, and I’ll eliminate one.  

(Continue until 1 item is left.)  Now we could have picked and eliminated any item, but this is the one that is left.  (Pick 

up the prediction.)  Sometimes this trick doesn’t quite work.  (Pause.)  Fortunately, this time it did!  (Turn paper around, 

showing you correctly predicted the item!)   

 



Copyright 2017 Abra-Kid-Abra  St. Louis, MO  314-961-6912                22 

Color Vision Box  (art trick) 
 

Effect:  Show a box in which there is a cube with a different number on each side.  While your back is turned, 

spectator is asked to put the cube in the box such that a number of spectator’s choice is on top.  Then close the 

lid.  You put the box behind his back, shaking the box, then hold it up to his ear to hear the number.  You then 

put the box behind his back and correctly announce the chosen number! 

 

Props:  Color vision box and cube, and sharpees. 

 

Preparation:  Have the kids write a different number, 1-6, on each side of their cube, using the sharpee.  Have 

them write big and legible. 

 

Secret:  Behind your back, you remove the lid and put it on a different side of the box.  (See diagram.)  When 

you shake it by your ear, you see the chosen number, though to the audience, nothing appears awry.  When you 

put the box back behind your back, close up the lid, so all will be normal when you bring it back out. 

 

 

 

 

 

 

 

 

 

 

 

 

Presentation:  “Inside this box is a cube with 6 different numbers.  I’m going to turn around.  Would you select 

1 of the numbers, show it to the audience, put the cube in the box so your number is facing up, then put the lid 

on the box.  Let me know when you are done.  (Take the box from spectator.  Start shaking it as you put it 

behind your back & move the lid to a different side.)  Did you know that different numbers have a different 

sound?  I have a very well developed sense of hearing.  I’m going to listen to the box.  (Put it by your ear, 

glancing casually at the number.)  Ah ha, very interesting.  (Put it back behind your back & put the lid back on 

the normal side.)  Was it…3 (name the number you saw)?  Thank you. 

 

Teaching Tips:   

• When bringing the box out from behind your back to glimpse the number, pass it in front of your eyes 

en route to your ear, so you’ll easily see it.  (I.e. if box is in your right hand, transfer it to your left in 

front of your eyes, glimpsing it.  The left hand continues with the box, shaking it by your left ear.) 

• Be sure as you bring it behind your back not to flash the number visible on the cube.   

• You can repeat this trick. 
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Arrowheads  (art trick) 
 

Effect:   You show 7 pieces of card stock.  Challenge #1:  Can someone put them together to form 4 

arrowheads, each the same size?  Challenge #2:  Can you put the together so they make 5 arrowheads (again, 

each the same size)?   

 

Props:  A strip of turquoise card stock with 4 arrowheads & instructions (see below), and kids scissors. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Secret:   Challenge #1:  Put the 7 pieces together as above.  Challenge #2:  See below.  The 5th arrowhead is the 

space in the middle! 

 

 

 

 

 

Presentation:   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

     

 

 

 
Arrowheads 

 

Cut out the 4 

arrowheads. Then 

cut along the 3 sets 

of dotted lines to 

make 7 pieces total. 
 

Challenge: Can you 

put the pieces 

together to make 4 

arrowheads? Can 

you make 5? 

See if a spectator can do these challenges.  Perhaps 

he can do #1.  Many won’t be able to do #2.  You 

can either show the solution yourself.   

 

Or, do this as a 2 person trick.  Bring in the great 

puzzle master who, believe it or not, can solve the 

2nd challenge!   
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Bendover Bills  (art trick) 
 

Effect: You show 5 bills.  You turn 3 of them upside down.  When you snap them, they are all facing the same 

way!   

 

Props:  7 play bills, glue sticks. 

 

Secret:  2 of the bills are double sided.  They have a face (president’s picture) on each side.   

 

Preparation:   Make 2 double sided bills.  Using the glue stick, glue 2 bills back to back, faces out.  Repeat with 

2 more bills.  End result:  You have 5 bills:  3 normal & 2 double faced.   

 

Mechanics: 

1. To start, put the 5 bills face up in  a pile, with the double face bills 2nd & 4th—i.e. every other bill. 

2. Spread the bills face up, showing the bills.   

3. Deal the bills onto the table, turning bills 1, 3, & 5 upside down (back up).  Bills 2 & 4 stay face up.  

(See photo 1 below.) 

4. Square the bills up into 1 pile.   

5. Lift up the short end that’s away from you (photo 2).  Now flip the short end toward you underneath and 

away from you, the result being that you have turned the stack over in a flourishy kind of way. (photo 3) 

6. Spread the bills between your hands, or deal face up on the table, showing that they are back to all 

facing in the same direction (face up)! 

 

Presentation: 

 

“Are the bills in your wallet facing different directions, or do you like to have them all facing the same 

direction?  My friend works in the bank, and he must have the bills all facing the same direction at all times.  

One day, his bills got messed up.  (Deal face up and face down on the table, as in above mechanics.)  Some 

were face down, some were face up.  It was a mess!  The manager was coming, what was my friend going to 

do!  Fortunately, I happened to be there.  I said Abra-Kid-Abra (turn over the stack as above in #5) and lo and 

behold, the bills were all facing the same direction again!  It pays to know a magician!” 
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Lorax Card  (art trick) 
 

Effect:  You show a  picture with a number of trees on it.  When you transpose the top 2 pieces, 1 of the trees 

disappears! 

 

Props:  Lorax card (pictured below), kids scissors. 

 

Secret: There is no 1 tree that disappears. Pars of a number of trees disappear, which add up to 1 tree.   

 

Mechanics: Cut the picture into 3 pieces along the dotted lines.  When you swap the top 2 pieces, a tree 

disappears! 

 

Presentation: “How many of you have read The Lorax by Dr. Seuss?   You remember there were some trees in 

the book.  Do you recall the name of the trees?  Tufula Trees.  Let’s count together how many there are.  (Count 

out loud—15.)  What happened in The Lorax?  A factory kept chopping down the Trufula Trees to make 

Thneads.  The number of trees diminished, animals had to leave, and the place became very barren.  Can you 

swop the top 2 cards.  Now let’s count the trees out loud again.  (Only 14.)  Congratulations!  You made a tree 

disappear!  Don’t tell anybody how you did it!” 
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                           T-Shirt Prediction Trick (Art Project) 
 

Effect:  Magician asks spectator to choose 1 of 3 items on the front of her shirt:  

rabbit, hat, or rose.  She then reveals a prediction of which item spectator would select!   
 

Props:  Per child: 1 T-shirt with rabbit in the hat. For group:  2 boxes of fabric-marking 

crayons; 1 sheet showing the spelling & location of each prediction. 
 

Secret:  Inside the shirt are 3 different predictions.  You reveal the appropriate one!   

1. If they choose the rabbit, show the prediction behind your neck:  “RABBIT”. 

2. If they pick the hat, untuck the front & flip up the inside bottom: “HAT”.  

3. If they pick the rose, flip out the back inside of your sleeve, “ROSE”.   
 

Note:  You can remember these by position.  The rabbit is highest, so it is the collar.  The hat  

is lowest, so it’s prediction is the shirt bottom.  The rose is in the middle, so it is the sleeve.   
 

Preparation:  First have the kids color in the rabbit in hat and words to get used to the fabric crayons. Then they write the 

3 predictions. Set out the sheet showing spelling & location. Don’t write on the stitching. All predictions go inside the 

shirt. 1) Flip up front bottom of shirt so the inside shows. Write “HAT”. When shirt is flipped back normally, “HAT” is 

upside down. 2) Flip the inside back of the sleeve so it faces out. Write “ROSE”. When you flip the sleeve back in, 

“ROSE” is upside down.  3) Write “RABBIT” on the inside back collar, next to the tag (right side up). 

 

If the writing shows through the shirt a little, it won’t be seen.  The  

shirt is tucked in, hiding the bottom one.  The top one is behind the neck.   

The sleeve prediction goes behind the arm, invisible from the front. 

 

 

Presentation:  “I’m going to show you a trick.  This is an important 

occasion for me, so you’ll notice I’ve even tucked in my shirt!  (Pull up 

pants a little, subtly showing a little of the tucked shirt as normal.)  

You’ll also notice that there is nothing up my sleeve (show the sleeve 

with the prediction empty, but don’t expose the prediction).  It’s a little 

hot under the collar (lift collar to show nothing hidden there) but I’ll do 

the trick anyway.  Did you notice that on my shirt there is a rabbit, a hat, 

and a rose?  Please think of 1 of them—whichever is your favorite.  Do 

you have one in mind?  Which one were you thinking of?  (suppose they 

say the rabbit)  Aha!  I had a feeling you may choose that one.   
 

1)  If they pick the hat, say “Remember how I mentioned that I tucked my shirt in for this trick?  That’s where I 

have the prediction.  Can you read out loud what it says.”  

2) If they pick the rose, say “Remember how I mentioned there was nothing up my sleeve?  I lied.  That is 

actually where I keep my prediction.  Can you read out loud what it says.”   

3) If they pick the rabbit, say “Remember how I mentioned I was hot under the collar?  That’s where I keep my 

prediction.   Can you read out loud what it says.”   

Tips:    

• Only do this once for the same audience! If someone sees you reveal a 2nd prediction, they’ll know the trick! 

• By mentioning tucking in your shirt, your sleeve, & your collar before hand, you subtly show these empty.  You also 

give a reason to come back to them with the prediction.   
 

 

 

T-Shirt Trick Mental Choice Spelling Sheet 
 

RABBIT     
Inside back collar.  Not on stitching.  Next to 

tag.  Right side up. 
 

HAT 
Inside front bottom. Flip front bottom out & 

write. When shirt is flipped back in  

normal position, prediction is upside down. 
 

ROSE     
Inside back sleeve.  Flip sleeve out and write 

(not on stitching).  When it is flipped back in    

normal position, prediction is upside down. 
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1.  Pants Pocket 
 

If you have $5 in your 

left pocket, $2 in your 

right pocket, and $3 in 

your back pocket, what 

do you have?  
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2.  Cookie Jar 
 

 

If a jar contained 10 

cookies, and Jim ate 

all but 3, how many 

would be left? 
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3.  Elapsed Time 
 

 

The clock shows noon.  

The big hand is on top of 

the little hand.  The 

teacher asks everyone to 

come back from lunch and 

recess the next time the 

big hand is over the little 

hand.  What time is this?  

How many minutes is it 

from now? 
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4.  18+61=100? 
 

 

 

 

 

 

 

 

What is 18 + 61?   

In 1 move, can  

you make it = 100? 

 
 

www.abrakid.com © 2012 0063a 

 

 

 

 

 

 

           

 

5.   Cowboy Ride 

 

A cowboy rode for 

24 hrs to get to the 

nearest town.  It 

also took 24 hrs to 

ride back to the 

ranch.  Yet he did it 

all on Sunday.  

How can this be? 
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6.  An Odd  

     Challenge 
 

 

You have 6 objects and 3 

cups.   

 

Challenge:  Using all 6 

objects, can you put an 

odd number of objects in 

each cup?   

 

(For objects, use crumpled 

balls of paper, coins, 

toothpicks, etc.) 
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   7.  4 Triangles,  

       6 Toothpicks 
 

 

Using only 6 toothpicks, 

can you form 4 equilateral 

triangles? 
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8.  Change for $1 
 

 

You have 6 values of coin 

you can use for this:  $1, 

$.50, $.25, $.10, $.05, & 

$.01.   

 

How do you make $1 

with:  1 coin?  2 coins?  3 

coins?  4 coins?  5 coins?   

 

Challenge version:  do 6 

coins through 10 coins. 
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9.  How Many Sides 
 

Tear off a strip of paper 

11” long.  Make it into a 

circle, put 1 twist in it, and 

tape the ends.   

 

Many sides does this 

circle with a twist have?   

 

How can you know?  
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  10.  Bikes & Trikes 
 

Sarah saw bicycles and 

tricycles on the 

playground.  Bikes have 2 

tires and trikes, 3 tires.  

Sarah counted 12 tires 

total.  How many of each 

were there?  
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Solutions 1A 

 

1. Someone else’s 

pants! 

2. 3   

3. 1:05pm.  65 mins.   

4. Turn it upside down. 

81+19=100   

5. His horse was 

named Sunday. 

6. In the 3 cups, put 1, 

1, and 4 objects.  Put 

a cup with 1 inside 

the cup with 4.           

 

.   

 

Solutions 1B 
 

.   7.  Pyramid. 3 on table  

         in triangle. 3 like a  

         tepee. 

8. 1: $1 coin; 2: 2 $.50s.  

3: $.50 & 2 qtrs.  4: 

qtrs.  5: $.50, $.25, 2 

$.10s, 1 $.05.  6: $.50, 

5 $.10s.  7: $.50, 2 

$.10s, 4 $.05s. 8: 2 

$.25s, 2 $.10s, 4 $.05s.  

9: $.50, 2 $.10s, 6 

$.05s. 10: 10 dimes.   

9. 1 side. Draw a line 

going all the way 

around it.    

10. 2 trikes & 3 bikes.          

 

 

 

 

 

 

 

Addra-kidabra Puzzlers 

18+61 
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11.  Counting from  

       10 to 1  

       Backwards 
 

Can you count out loud 

from 10 to 1 backwards?   
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12.  Socks Puzzle 
 

 

Sam has 6 green & 6 blue 

socks in his drawer.  

When it's dark and he can't 

see, what is the minimum 

number he must grab to 

make sure he has a 

matching pair? 
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13.  5+6=1? 
 

 

 

 

 

 

Lay out 5 toothpicks as 

above.   

 

If you add 6 more, how 

many would that make? 

 

Challenge:  Can you add 

six to make one?  (If so, 

would this prove that 

5+6=1?) 
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14.  Which Group of  

       Numbers? 
 

 

0,3,6,8, & 9 are in Group 

A.   

 

1,4,7,11, & 14 are in 

Group B.   

 

2,5,10, 12, & 13 are in 

Group C.   

 

Which group is 15 in?  

Why? 
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15.  Just 2 Line 

       Segments 
 

 

11=553311 
 

 

Can you insert 2 line 

segments in the above 

equation to make it true?   
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16.  11 Squares from  

       11 Toothpicks? 
 

 

 

Using 11 toothpicks, can 

you make 11 squares? 
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   17.  III = II 
 

Write the above equation in 

toothpicks, or on paper. 

 

Can you add 1 toothpick to 

make this equation true?  

 

Challenge Version:  Can you 

do it adding the toothpick to 

the left side of the equals sign?  
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18.  How Many? 
 

How many squares? 
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19.  5 Triangles 
 

 

 

 

 

 

 

 

Start with 1 equilateral 

triangle made by 6 

toothpicks.  Challenge:  

add 3 toothpicks to result 

in a total of 5 equilateral 

triangles. 
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  20.  Knuckle  

         Months 
 

Put your fists together, 

knuckles up.   

 

Can you use your 

knuckles to show how 

many days each of the 12 

months has? 
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Solutions 2A 

 

11.  10-1 backwards is:   

        1-2-3-4-5-6-7-8-9-10 

12.    3. 

13.  

14.    C.  Group A’s numbers  

         are curved.  Group B’s 

         are curved.  Group C’s  

         are straight & curved. 

15.  11=55-33-11 

16.  Use 7 to make 2 squares  

        side by side. Use 2 to  

        make a cross inside ea  

        sq. = 8 sqs. + 3 big ones.  
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Solutions 2B 
                 

17.  There are 2 solutions.  a)  

III=III (add I to right side)  

b) I+I=II  (add 1 to L side, 

making middle I a +) 
 

18.  17.  12 singles & 5  

        with 4 squares ea. 

        

  19.  

 

 

20.  Name ea mo. in order, staring 

with Jan, touching the next 

knuckle or valley btwn knuckles 

for ea.  Knuckle mos have 31 days 

(Jan, Mar, May, Jul, Aug,Oct, & 

Dec). Valley-30.Exception: Feb-

instead of 30, it has 28 (29 if leap 

year).  
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