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MATH LESSON 
Blacks in Canada: A Long History 

 
Lesson Overview:   
 
Students will examine population patterns of blacks in Canada. 
 
Length of Lesson: Two 45-minute periods 
 
Notes:  This lesson is particularly suitable for grades 6-8 
 
Instructional Objectives: 
 
Students will:      
 

• Organize and display data on charts and graphs, using a variety of tools (e.g., graph 
paper, dynamic stat software). 
 
• Read, discuss, interpret, and draw conclusions from data presented in graphs. 
 
•   Identify and describe trends from graphs (gr.7). 

 
Supplies: 
 

• Projector 
• Overhead Transparency 
• Chart Paper 
• Markers 
• Article “Blacks in Canada: A long history” By Anne Milan and Kelly Tran (attached: 
page 27) 

 
Instructional Plan: 
 

Warm Up  
 
As a class, students will begin by conducting a survey on the ethnic 
origins of their peers.  You may wish to gather your primary data 
from your class, grade or division.  Students will then need to organize the data collected (e.g, on 
a tally chart).  
 

Introductory and Developmental Activities 

Introduce and demonstrate the use of a variety of graphs.  Discuss their purpose and when it 
would be most appropriate to use them. 
 
There are three groupings of graphs: 
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a) Graphs that Compare  
 

 Bar Graphs: a graph that uses bars to compare sets 
of data.  

 Pictographs: a graph that uses pictures or symbols to 
compare data. 

 Histograms: a graph that shows how often data falls 
into different ranges. 

 Circle Graphs: a circular graph that shows how a 
whole is broken into parts. 

 
b) Graphs that Show Change Over Time   
 

 Line Graphs: a graph that uses a line or lines to show how one or many things 
change over the same time period. 

 
c) Graphs that show how Data are Clustered 
 

 Stem-and-Leaf Plots: a graph that allows you to easily see the greatest, least, and 
median values in a set of data. 

 Scatter Plots: a graph that plots corresponding numbers from two sets of data as 
ordered pairs. 

Guided Practice 

 
As a class, discuss which graph is most appropriate 
to display the data collected in the warm up activity.  
Create the graph on chart paper and justify its use. 
 
On overhead transparency, present the statistics on 
the population increase of blacks in Canada (found 
in the Statistics Canada article “Blacks in Canada: A 
Long History, pg.3…{page 27 of this document}). 
 

In groups, have the students reflect and discuss the following questions in order to help students 
interpret and draw conclusions:  
 

 What factors may have contributed to the increase in the black population from 1871 to 
2001? 

 Where do you think most of Canada’s black population migrated from? 
 What could account for the population decline in 1951? 
 The population increased drastically from 1971 to 1981.  Why might this have happened? 

 
As a class, share and record group responses.  Ensure that students have justified their 
interpretations of the data. 
 
Provide the class with a summary of the key points presented in the article.  Discuss how they 
compare to the interpretations generated by the students. 
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Independent Activity 

 
In this activity, students will take the data presented in the chart and select an appropriate graph 
to represent it.  In doing so, students must justify the type of graph chosen and explain why it is 
appropriate. 
 
As an extension, students can also predict future trends and justify them. 

Closure 

 
Have students share their graphs and justifications. 
 
Assessment: 
 
Students should use the following Assessment Rubric to evaluate their work. 
 
 

 
EXPECTATIONS 

 

 
OVER ALL LEVEL 

 
Representing:  graph accurately displays 
data (proper title, labels, and scales). 
 

 
1           2           3           4 

 
Communicating:  effectively communicates 
mathematical justification for choice of 
graph. 
(gr.7 – and predictions for future trends) 
 

 
 

1           2           3           4 

 
Reasoning and Proving:  effectively 
applies reasoning skills to make 
conjectures and justify conclusions (e.g., 
choice of graph, trends). 
 

 
1           2           3           4 

 
Reflecting:  effectively demonstrates that 
they are reflecting and monitoring their 
thinking to help clarify their understanding 
 

 
1           2           3           4 

African Mathematics…Awari  - The Game 
http://members.aol.com/sstev74322/awari11.htm 

Awari is a popular member of the Mancala family of board games. There are many variants to the 
rules of this game, which is for two players. This version is between a player and the computer.  
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Awari uses a board with 14 cups and 36 stones as shown below. The top row of six beige cups 
belongs to the computer and the bottom row of six pale blue cups belongs to the player. Initially, 
the six cups in two rows each contain 3 stones. The darker beige cup at the left is used to store 
stones captured by the computer. Similarly the darker blue cup at the right is used to store the 
player's captured stones.  

The board contains two radio buttons which allow the player to select who shall have the first turn, 
the player or the computer. The game starts when the player clicks on the Start button. If the 
computer is to have the first turn, it makes its move immediately the Start button is pressed. The 
player takes his turn and then initiates each subsequent computer move by clicking on the 

Computer's Turn button.  

A turn consists of one or two moves. To make a move, you must select one of your cups by 
clicking on it. The stones from the selected cup are automatically 'sown' in an anti-clockwise 
direction, one stone being sown in each cup, starting immediately next to the selected cup. The 
cups used for captured stones are also included when sowing stones. If the number of stones 
permits, the sowing continues into your opponent's row.  

If the last stone sown is in the cup used for your captured stones, you may take a second turn. If the 
last stone sown is in an empty cup and the cup opposite contains one or more stones, you will 
capture all the stones in the opposite cup and also your last stone sown. When captures (if any) are 
complete, it will then be the opponent's turn to sow stones. The game ends when a player has no 
stones left to sow. The winner is the player who has captured the larger number of stones. (If at any 
time a cup contains more than 7 stones, their number is displayed in the cup concerned.)  
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Mancala – The Game 

http://imagiware.com/mancala/mancala.cgi 

History 

Mancala may well be the oldest board game in the world since, like Morris variations, it can be 
easily played with whatever medium happens to be around. For instance, in Africa, people often 
play with pebbles using hollows scooped into the earth, with cowrie or other seashells in rings in 
the sand or specially carved wooden board with seeds. It is a wholly mathematical game - its 
more complex versions have as much scope as Chess, despite its primitive origins.  

Stone Mancala boards have been found carved into the 
roofs of temples in Memphis, Thebes and Luxor - the 
game was definitely being played in Egypt before 
1400BC. It appears that the game might have evolved in 
Egypt from boards and counters which were used for 
accounting and stock taking; evidence for such record 
keeping boards having been found in even more Ancient 

Sumeria as well as Ancient Egy 

The initial order of play may be altered for any subsequent game.  

Mancala is played with seven pits -- six playing pits plus one score 
pit, the Kalaha -- per player. At the beginning of the game, each of 
the (12) playing pits contains 3 seeds (or beads or stones or balls or 
whatever).  
 
To play, the player chooses one pit from which to "sow" the seeds. 
Each seed in the pit is then placed, one at a time, into the successive 
pits, moving counter-clockwise around the board. Seeds placed in a 
Kalaha are points for that player. Seeds are not sown in the 
opponent's Kalaha. If the last seed in a play is placed in the player's own Kalaha, they get 
another turn. If the last seed is placed in an empty pit on their own side of the board, then they 
Capture the seeds in the opposite (their opponent's) pit. 
 
 All captured seeds, as well as the capturing piece, are placed in the player's Kalaha. The game 
ends when all of the pits on one side of the board are empty. The player with seeds remaining 
gets to put them into their Kalaha. The winner is the player with the most seeds. 
 
To play, first select a difficulty level. The new computer player has three settings: "Easy", 
"Intermediate", and "Difficult". Enter a name that will appear on the Mancala Scoreboard, if you 
do well enough, and press the "Play Mancala" button. Good luck!  You always get to go first (for 
now). To play just click on the pit from which you'd like to move. If you want a hint, press the 
"Hint" button and Mancala Web will suggest a move for you. That's it. Oh, one final note: Be 
sure to wait for the page to finish loading before you select your next move. Otherwise, your 
game might get messed up. 
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