Number and Numeration Goal 1

Play High Number Toss and build a place value tool.

Directions are on SRB pg. 252
Materials needed: 
1 die



Sheet of Paper or Math Masters pg. 487

Number and Numeration Goal 1

Create a Compact Place Value book using Math Masters pages 399 – 402.  Use a Compact Place Value Flip Book to solve problems on Math Masters page 49.  
Number and Numeration Goal 1

Play Base-10 Exchange.
Base-10 Exchange 


The object of the game is to be the first player to exchange for a flat (1).
1. The bank starts with 1 flat, 20 longs, and 20 cubes.

2. Players take turns.  A player rolls two dice, announces the total, takes that number of cubes (hundredths) from the bank, and places them on Math Masters page 458.

3. Whenever possible, a player exchanges 10 cubes (hundredths) for a long (tenths) from the bank.

4. The first player to exchange 10 longs (tenths) for 1 flat (1) wins.

Materials needed:
Math Masters 458



Base-10 Blocks




2 dice

Number and Numeration Goal 1

Play Fishing for Digits
Directions are on SRB pg. 242
Materials needed:
Math Masters 472

Calculator
Number and Numeration Goal 1

Build the following numbers with Base 10 Blocks.  Draw pictures of the blocks on a piece of paper.
35

457

87

93

125

Number and Numeration Goal 1

Play Number Top-It with your partner.
Directions are on SRB pg. 255
Materials needed:
Number Cards 0-9




Place Value Mat (Math Masters pgs. 492-493)

Number and Numeration Goal 1

Use What’s My Rule to complete place value practice problems with rules such as +10, -10, +100, -100, and so on.

Number and Numeration Goal 2

Complete Math Masters page 283.
Number and Numeration Goal 2

Complete Math Masters page 286 using counters.
Number and Numeration Goal 3

In your small group, play Buzz or Bizz-Buzz.  
Directions are on SRB page 234.
Number and Numeration Goal 4

Play Name that Number 

Directions are on SRB pg. 254
Materials needed:
Deck of Cards

Number and Numeration Goal 5

Play Fraction Match.
Directions are on SRB pg. 243.
Materials needed:
Math Masters pgs. 473-476
Number and Numeration Goal 5

You will create a number line model for fractions and use it to identify equivalent fractions.
Materials Needed:  Math Masters pgs. 204 and 205
1. Cut out the fraction strips on page 204.  The top strip shows the whole or ONE.  

2. Tape it over the strip on page 205.

3. Fold the “halves” strip in half, make a mark at the crease, and label it ½.  Tape it on page 205.

4. Fold, mark, and label the rest of the strips.  Tape them on page 205.

5. Next use a straightedge to vertically line up fractions on the poster that are equivalent to:

a. ¼

b. 1/3

c. ½

d. 2/3

e. ¾

6. Fractions will be equivalent if they line up along the straightedge.

7. Record the equivalent fractions on an exit slip. 

Number and Numeration Goal 5

Use the Name Collection Boxes to create name collection boxes for equivalent fractions.

Differentiation Handbook Master pg. 145

Number and Numeration Goal 5

Complete Math Masters page 289.

Number and Numeration Goal 5

Have students find equivalent names for fractions by shading grids.  Complete Math Masters page 445.
Number and Numeration Goal 5

Use the Name Collection Boxes master to create name collection boxes for fractions and mixed numbers.  

Differentiation handbook pg. 145

Number and Numeration Goal 6

Have students play High Number Toss.
High Number Toss

Directions are on SRB: pg. 252
Materials needed:
Math Masters pg. 487 or sheet of paper



6-sided die

Number and Numeration Goal 6

Play Number Top-It
Directions are on SRB pg. 255-256
Materials needed:
Math Masters pgs. 492-493




Number Cards

You may also play the decimal version.  Directions are on SRB pg. 256.

Materials needed:
Math Masters pgs. 490-491 

Number Cards
Number and Numeration Goal 6

Have students compare estimates for the fraction of a collection.  Complete Math Masters page 292.
Operations and Computation Goal 1

Have students play Addition Top-It and Subtraction Top-It

Directions are on SRB pg. 263
Materials needed:
Number Cards
Operations and Computation Goal 1

Practice your addition and subtraction facts using the Addition/Subtraction Fact Triangles.
Math Masters pgs. 384-387
Operations and Computation Goal 1

Use Frames-and-Arrows master, the “What’s My Rule?” master, and the Math Boxes C master.  You will solve  problems for each of these routines that practice addition and subtraction facts.
Frames and Arrows

Differentiation Handbook masters A and B pgs. 142-143 
What’s My Rule

Differentiation Handbook master pg. 144
Math Boxes

Differentiation Handbook master pg. 136
Operations and Computation Goal 2

Play Subtraction Target Practice.
Directions are on SRB page 262.
Materials needed:
Number cards




Calculator for each player
Operations and Computation Goal 2

Have students solve parts-and-total number stories using base-10 blocks.  Complete Math Masters page 59.
Math Masters pg. 405

Operations and Computation Goal 2

Have students find total cost for items and compute change.  
1. Cut apart the item slips and bills from Math Masters pgs. 114 and 428.
2. Place the slips face down in a pile and take turns being the “customer” and “sales clerk.”

3. The customer draws two slips and turns them over.  These are the items to be purchased.  The customer computes the cost of the items without using a calculator.

4. The sales clerk uses a calculator like a cash register to find the total cost.

5. Then the customer gives the sales clerk a $10 bill.  The sales clerk gives the customer the correct change by counting back the money.

Operations and Computation Goal 2

Have students use the decimal version of the number grid to add and subtract decimals.  Compare Math Masters pg. 427 with the class number grid.  Write the similarities and differences on an exit slip.
Solve the following problems by using the decimal number grid.

0.02 + 0.07 = ________

0.14 + 0.10 = ________

0.34 + 0.05 = ________
0.56 – 0.14 = ________

0.47 – 0.08 = ________

Operations and Computation Goal 3

Play Division Arrays.

Directions are on SRB pg. 240
Materials needed:
Number Cards



1 die




18 counters

Operations and Computation Goal 3

Play Multiplication Top-It
The directions are on the Top-It game board from the games kit.

Materials needed:
Top-It game board




Everything Math cards 0-10 (4 of each)

Operations and Computation Goal 3

Play Bizz-Buzz.

Directions are on SRB pg. 234

Operations and Computation Goal 3

Have students make rectangular arrays with centimeter cubes.  Complete Math Masters pg. 76

Operations and Computation Goal 3

Have students use the number grid to explore skip-count patterns. 

Complete Math Masters pg. 79.  How might you use skip-count patterns to solve multiplication problems?

Operations and Computation Goal 3

Have students play Product Pile-Up

Directions are on SRB pg. 259
Materials needed:
Number Cards

Operations and Computation Goal 3

Practice your Multiplication/Division Fact Triangles.
Operations and Computation Goal 3

Use Frames-and-Arrows to practice with skip counting using addition rules

Differentiation Handbook masters A and B pgs. 142-143

Operations and Computation Goal 4

Model multiplication with base-10 blocks.  You will need Math Masters pages 442 and 443.  Cut these pages apart and tape them together.
On the array paper, draw the following arrays:

4 by 28

17 by 32

Cover each array using as few base-10 blocks as possible.  Now multiply each of the above problems using partial products.  Match each part of the partial products problem with the base-10 blocks on the arrays.
Operations and Computation Goal 4

Complete Math Masters page 152.  You will need base-10 blocks.

Operations and Computation Goal 4

Find patterns in the Fact Lattice.  Complete Math Masters pgs. 161 and 435.
Operations and Computation Goal 4

Play Division Dash

Directions are on SRB pg. 241
Materials needed:
Number Cards
Score Sheet

Operations and Computation Goal 4

Solve division problems and interpret remainders.  Complete Math Masters pg. 353.  Remember that depending on the situation a remainder may be handled in different ways.

· The remainder might be regarded as a fractional or decimal part of the whole.  For example, leftover parts of a dollar can be converted into cents.

· The remainder might indicate that the quotient should be rounded up to the next larger whole number to obtain the answer.  For example, if 30 people need to be transported in vans that hold 8 people each, it makes sense to order 4 vans rather than 3.75 vans.

· The remainder might be ignored because it represents a “leftover” amount that cannot be split up further.  For example, leftover people or cars cannot be split up easily.

The remainder might be ignored, and the answer is the quotient.  For example, if CDs are $9 and I have $50, I can only buy 5 CDs.

· Operations and Computation Goal 5

Play Fraction Top-It by drawing two cards on each turn, find the sum of the fractions, and comparing their sums.

Directions are on SRB pg. 247
Materials needed:
1 deck of 32 fraction cards

Operations and Computation Goal 5

Use Frames-and-Arrows to solve fraction addition and subtraction problems.

Differentiation Handbook masters A and B pgs. 142-143 

Operations and Computation Goal 6

Complete Math Masters pages 145 and 149.
Operations and Computation Goal 7

Play Division Arrays.

Directions are on SRB pg. 240
Materials needed:
Number Cards 6-18




1 die




18 Counters

Operations and Computation Goal 7

With your partner, read Each Orange Had Eight Slices:  A Counting Book, by Paul Giganti, Jr. (Greenwillow Books, 1992)
Use rate language to describe each situation.  For example: “Two juicy oranges.  Eight slices per orange.  Two seeds per slice.”

In a Math Log, illustrate your own rate situations and describe them.
Operations and Computation Goal 7

Explore comparison-shopping problems.  Complete Math Masters pgs. 348 using page 428.
Data and Chance Goal 1

Complete Math Masters page 62.
You will need the following pattern blocks:

4 hexagons, 8 trapezoids, 2 triangles, 4 squares, 6 blue rhombi, and 3 tan rhombi.

You will also need Math masters page 406.
Data and Chance Goal 2

Analyze the median and mean of a data set by completing Math Masters pg. 340.
Data and Chance Goal 3

Play Chances Are.
Directions are on SRB pgs. 236-237
Materials needed:
Math Masters pg. 462-466
Data and Chance Goal 3

Discuss the likelihood of everyday events using the language of chance.  Fill-in the blanks using words such as certain, very likely, likely, 50-50 chance, unlikely, very unlikely, and impossible.
1.  The sun will rise today. ___________________________

2.  It will be 72 degrees outside today. __________________________________

3.  We will have music today. __________________________________

4.  We will have indoor recess today. _____________________________________

5.  You will have homework in math tonight. ____________________________

6.  Make up your own event that is unlikely to happen.

7.  Create your own event that has a 50-50 chance of happening today. 

Data and Chance Goal 4

Explore probability in the context of a regular deck of playing cards.  Complete Math Masters pg. 210
Measurement and Reference Frames Goal 1

Use your compass to measure the side lengths and angle openings for each of the following drawings.  See the Student Reference Book Geometry section for more information about constructions.


Measurement and Reference Frames Goal 1

Play Angle Tangle.
Directions are on SRB pg. 230
Materials needed:
Protractor 




Straightedge




10 blank sheets of paper

Measurement and Reference Frames Goal 1

Have students make and use a waxed-paper protractor.  Complete Math Masters pg. 191.  You will need a sheet of waxed paper.
Measurement and Reference Frames Goal 1

Model specified types of angles with rope.  
With the three people in your group, create rope angles.  One person will be the vertex and the other two people will be points on the rays of the angle.  The vertex will state a type of angle (acute, obtuse, straight, right, or reflex) and the other two people need to create that angle or the vertex names an angle measurement and the other two need to try and create an angle close to that measurement.  See SRB pg. 93 for additional help.
Measurement and Reference Frames Goal 1

Measure the length of objects to the nearest foot.  Cut out Math Masters pg. 251.  Use it to measure objects around the room to the nearest foot.  Record the object and measurement on an exit slip.  How does having the ½ foot mark help to determine the nearest foot measurement?
Measurement and Reference Frames Goal 1

Estimate and order weights.  Complete Math Masters pg. 389
Measurement and Reference Frames Goal 2

Play Rugs and Fences. 

Directions are on SRB pgs. 260-261
Materials needed:
Math Masters pgs. 498-502

Measurement and Reference Frames Goal 2

Construct rectangles and squares of a given perimeter on a geoboard.  Complete Math Masters pgs. 248 and 437.  On page 437, sketch your rectangles.
Measurement and Reference Frames Goal 2

Explore area using square block patterns.  Complete Math Masters pg. 257.
Measurement and Reference Frames Goal 2

Build rectangular prisms with the same volume.  Use 24 cubes to build as many rectangular prisms as possible, each with a different base.  The area of the base must be greater than 1 cm 2 and the height must be greater than 1 cm.  Create a table on Math Masters pg. 389 to organize your work.  The table should include the area of the base, the height, and the volume of each prism.  Include the units.
Measurement and Reference Frames Goal 3

Measure objects in the room with both inches and centimeters.  Record the objects use measure and the measurements in both inches and cm on an exit slip.  Describe any relationships you see between the two measurements.
Measurement and Reference Frames Goal 3

Use the “What’s My Rule?” master to solve practice problems with rules involving equivalent measures.  For example, the in numbers are the number of feet and the out numbers are the number of inches.

Differentiation Handbook pg. 144

Measurement and Reference Frames Goal 3

Put containers in order according to capacity.   You will need a variety of containers and sand, rice, or pasta for this activity.  One of the containers is the target container.  Your teacher should tell you which one that is.  On an exit slip, Math Masters pg. 389, create a table with the following headings:  more than, less than, and about the same.  Compare if the containers will hold more than, less than, or about the same as the target container.  Record your thoughts on the exit slip.  Use the sand, rice, or pasta to check your estimates.
Measurement and Reference Frames Goal 4

Play Grid Search.

Directions are on SRB pgs. 250-251
Materials needed:
2 playing grids (Math Masters pg. 486)

Geometry Goal 1

Play Sprouts.  
Directions are on SRB pg. 313.

Geometry Goal 1

Play Sz’kwa.  

Directions are on SRB pg. 310.  

Materials Needed:  Math Masters pg. 505
Geometry Goal 1

Make line segments and parallel line segments on a geoboard.  Complete Math Masters pgs. 9 and 16.
Geometry Goal 2

Play Polygon Pair-Up.
Directions are on SRB pg. 258.
Materials needed:
Math Masters pgs. 496-497

Geometry Goal 2

Read The Greedy Triangle and use straws and twist-ties to make the polygons from the story.  Record your work on Math Masters pg. 20.
Geometry Goal 2

Build polygons with straws and twist-ties and describe the properties of the polygons they build on an exit slip.
Geometry Goal 2

Have students build polygons with straws and twist-ties and compare the properties of the polygons on an exit slip.

Geometry Goal 2

Build 3-D shapes with straws and twist-ties and compare the shapes.

Geometry Goal 2

In your small group, sort common household objects into groups based on appearance and discuss how the objects in each group are the same and how they are different.  
Then have another student sort them into new groups according to a different attribute and have the group try and figure out what the new attribute rule is.

Finally sort the objects by use.

Answer the following questions on an exit slip:

· Which containers would be easiest to pack together in a box?

· Why might containers for liquids and dry materials have different shapes?

· Why might the word container be a good description for most of the objects?
Geometry Goal 3

Make paint reflections.  
Fold a large sheet of paper in half and then unfold it.  Paint a simple design, using several colors, on half of the paper without touching the fold line.  Before the paint dries, refold the paper and unfold it again.  The result will be a reflection on the other half of the paper.  

Use a dark marker to highlight the fold line and label it line of reflection.  Label the image you painted, preimage and the new one image.

On Math Masters pg. 389 answer the following questions:
· What did you notice about your design?

· How are the designs on both sides of the fold alike?  How are they different?

· What does the fold represent?

· How would you describe a reflection to someone who did not know what it was?
Geometry Goal 3

Make reflective designs with pattern blocks or centimeter cubes.  
Create a preimage on a piece of paper using pattern blocks.  Have your partner try to create the reflections on the right side of the paper.  
On Math Masters pg. 389 explain how you made your reflection.
Patterns, Functions, and Algebra Goal 1

Use Frames-and-Arrows to solve practice problems.

Differentiation Handbook masters A and B pgs. 142-143 

Patterns, Functions, and Algebra Goal 1

Play Seega.
Directions are on SRB pg. 309.

Materials Needed:  Math Masters pg. 503
Patterns, Functions, and Algebra Goal 1

Explore perimeter patterns.  Complete Math Masters pg. 73 using pattern blocks to help you.
Patterns, Functions, and Algebra Goal 1

Use the “What’s My Rule?” master to solve practice problems.  

Differentiation Handbook pg. 144

Patterns, Functions, and Algebra Goal 1

Create and continue geometric patterns using pattern blocks.  One student should begin a pattern using pattern blocks.  The other students in the group take turns continuing the pattern.  Create a drawing of your pattern by tracing the blocks or using your templates.  On Math Masters pg. 389 describe how you created your pattern suing words such as slide, flip, or turn.
Patterns, Functions, and Algebra Goal 2

Play Name That Number and record number sentences, with parentheses where appropriate, for their solutions.
Directions are on SRB pg. 254
Materials needed:
Card Deck
Patterns, Functions, and Algebra Goal 3

Complete Math Masters pgs. 98 and 424.
Patterns, Functions, and Algebra Goal 4

Play Multiplication Wrestling.

Directions are on SRB pgs. 157 and 253.
Materials needed:
Math Masters pg. 488



Number Cards or 10-Sided Die
