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Mazes and Graphs
You may think that mazes are like games, not math. I will show you how mazes are related to math and how to solve mazes using a math method known as graph theory.
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Find your way through this maze by totalling digits
(in any straight line direction - no diagonals) to form the next consecutive number
Each number starts in any direction adjacent to the end of the previous one
For a start we have taken you from numbers 1o 5 inclusive
You must end the maze with number 25

There are plenty of misleads
Don't get lost
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Method 1: If a maze does not have an island (walls that are disconnected from the rest of the maze) then you can get out or through by putting your right hand on a nearby wall and simply moving forward without ever taking your hand off the wall.
Method 2: Convert the maze to a graph of nodes and arrows.
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Design your own maze
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From lower dot to upper dot.
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From left dot to right dot.
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  Enter & exit without ever making a left turn.
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From clockwise on the ring road to counterclockwise, 

From 0 to 9 with valid sums at all steps;
always following the arrow directions.



Then go from 9 to 0
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From upper dot to lower dot.
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