Number and Numeration Goal 1
Fill in the missing numbers.

2, 4, 6, ______, 10, ______, ______, 16

5, 10, ______, 20, _______, _______

10, 20, 30, _______, _______, 60, 70, ________

On the number grid, count by 2s and color each number in yellow.

On the number grid, count by 5s and color each number in blue.

Count by 10s and color each number in green.

Number and Numeration Goal 1
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How much money? ________  cents


                                                     _______ cents

Number and Numeration Goal 1

Count by 5s and place a nickel on the number grid for each number you would say.

Number and Numeration Goal 1

You will play “Before and After” with a partner.  Directions are on My Reference Book page 126 – 127.  You will need a deck of number cards 0-10, four of each.

Number and Numeration Goal 2

Grab some coins from the penny bag and count them.  Record the total on Math Masters page 350.

Number and Numeration Goal 3

You will work with a partner to play Base-10 Exchange.  

· The bank starts with 20 longs and 40 cubes.  Each player will need a Place Value mat (page 428).  You will share a pair of dice.
· Players take turns.  You should roll the dice and take that number of cubes from the bank.  Put the cubes on your mat in the 1s.

· Whenever possible, exchange 10 cubes for 1 long.

· The game ends when there are no more longs in the bank.  The player with the most longs wins the game.  If there is a tie, the player with the most cubes wins.

Number and Numeration Goals 3 and 7
Work with a partner to play the “Digit Game.”  Directions are on My Reference Book page 132.  You will need number cards 0-9, four of each.

Number and Numeration Goal 3

In your small group you will take turns being the leader.  You will need a slate and marker for each student.
The leader will call out a number and everyone will try and write the number on their board.  The leader will say “show” and everyone will check to see if they wrote the same number as the leader called out.

Take turns being the leader.

Number and Numeration Goal 4

Cut out the fraction and circle cards on Math Masters page 272.  You will play a game of memory.  

Turn all of the cards over so you cannot see the pictures.  On your turn, pick two cards and try to make a match.  If the cards match, you keep them.  If they do not match, turn them back over and it is the next person’s turn.

Number and Numeration Goal 5

Complete Math Masters page 54.
Number and Numeration Goal 5

Complete Math Masters page 64.

Number and Numeration Goal 6

With a partner play Top-It.  After each round, write your number on a piece of paper and then show it with tallies.

Number and Numeration Goal 6

Play memory with the number and tally cards.
Turn all of the cards over so you cannot see the pictures.  On your turn, pick two cards and try to make a match.  If the cards match, you keep them.  If they do not match, turn them back over and it is the next person’s turn.

Number and Numeration Goal 7

With a partner, play Top-It.  Directions are on My Reference Book pages 154 – 155.  You will need a deck of cards.

Number and Numeration Goal 7

You will play Monster Squeeze with your small group.

Number and Numeration Goal 7

With a partner play Domino Top-It.

Each person will grab a domino.  The player with the highest total number of dots wins both dominoes.

Number and Numeration Goal 7

You will need a set of number cards 0-9, four each.

One person turns over two cards and makes a two-digit number.  Your partner or small group then records the number either before or after that number on a white board.

Take turns creating the numbers.

Data and Chance Goal 1
Mrs. Meek’s 1st grade classroom took a survey.  They were asked “What is your favorite color?”  Their favorite colors were:

Purple, purple, green, green, green, yellow, red, red, red, red, blue, blue, blue, blue, and blue

	Favorite Color
	Tally Marks

	Purple
	

	Green
	

	Yellow
	

	Red
	

	Blue
	


Data and Chance Goal 2
For each group of numbers, find the maximum (highest) number and minimum (lowest) number.
13, 8, 26, 20, 17
Maximum _______      Minimum _______

21, 35, 48, 25, 12

Maximum _______      Minimum _______
Data and Chance Goal 3

Use the following words to describe these events.


Certain

likely

unlikely

impossible

I will go to sleep tonight. _______________________

I will sleep for 100 nights. ______________________

I will sleep in a tent tonight. __________________________

I will sleep in later on Saturday morning.  ___________________________
Operations and Computation Goal 1
In your small group, play Beat the Calculator.  One person will be the brain, one will be the calculator, and one person will call out the facts.  Directions for the game are on My Reference Book pages 124 – 125.

Operations and Computation Goal 1

Play Penny Plate with a partner.  Directions are on My Reference Book pages 146 – 147.  You will need 10 pennies and a plate.

Operations and Computation Goal 2

Play High Roller with a partner.  You will need two dice and Math Masters page 344.  

Begin by rolling both dice.  Record the numbers in the first 2 boxes on page 344.

Cross out the smaller number and roll that die again.

Record the new number in the third box and find the sum of the two numbers.  Write it on the line.

Operations and Computation Goal 2

Play Coin Top-It with your partner.  You will need a deck of money cards with pennies and nickels on them.  
Each person draws 1 card and finds the total amount of money on the card.  The player with the higher money amount wins both cards.  

If there is a tie, draw again and the player with the most money wins all of the cards.

The player with the most cards at the end of the game wins.

Operations and Computation Goal 2

Play Penny Grab with your partner.  You will need the pennies from your tool-kit.  Put your pennies in a pile with your partner’s pennies.  Take turns grabbing a handful of pennies.  Record the total number of pennies you grab on Math Masters page 350.  The higher total wins the round.

Operations and Computation Goal 2

With a partner play Domino Top-It.

Each person will grab a domino.  The player with the highest total number of dots wins both dominoes.

Operations and Computation Goal 2

Count by 10s to 50.  Now count on from 50 by 5s to 75.  Finally count on from 75 by 1s to 79.

Count by 10s to 30.  Now count on from 30 by 5s to 50.  Finally count on from 50 by 1s to 58.

Write your counts on a piece of paper.

Operations and Computation Goal 2

Use craft sticks to help you solve the following number stories.  Draw a picture to show your work.
1.  Joseph bought 5 tennis balls at the store.  His friend bought 3 tennis balls.  How many tennis balls do Joseph and his friend have altogether?

2.  Mary has 3 puppies.  Her neighbor has 2 puppies.  How many puppies do Mary and her neighbor have altogether?

3.  Jack has 7 slices of pizza.  He ate 3 slices of pizza.  How many pieces are left?

Operations and Computation Goal 2

Play Shaker Addition Top-It with your partner.  You will need Math Masters page 353, 2 dice, and about 20 counters.

Directions:

1.  Take turns shaking and rolling the dice.  Add the numbers and say the sum to your partner.

2. Saying the wrong sum means you lose your turn.

3. The player with the highest sum for each round takes a counter from the pile.  If there is a tie, both people get a counter.

4. The player with the most counters at the end of 10 mnutes.

Operations and Computation Goal 2

Complete the Frames and Arrows problems.

Operations and Computation Goal 2

In your small group, play Beat the Calculator.  One person will be the brain, one will be the calculator, and one person will call out the facts.  Directions for the game are on My Reference Book pages 124 – 125.

Operations and Computation Goal 2

Play Addition Top-It with your partner.  Directions are on My Reference Book page 122-123.  You will need a deck of cards.
Operations and Computation Goal 2

Work with your partner to add and subtract 2-digit numbers.

You will need number cards 0-9, paper, penny, and base-10 blocks.

1.  Each person draws two cards and makes a 2-digit number.  Use base-10 blocks to form the numbers.

2. Flip the penny.  If it is heads, add the numbers.  If it is tails, subtract the 2 numbers.

3. Write the number model on a piece of paper.

Operations and Computation Goal 2

Solve the number stories on a piece of paper.  

1.  The raccoon is 23 inches long.  It grows 3 inches.  How long is the raccoon now?

2. The beaver was 30 inches long.  Now it is 34 inches long.  How many inches did the beaver grow?

3. The kitten weighed 2 pounds when it was born.  The full grown cat now weighs 7 pounds.  How many pounds did it gain?

4. The wing span of an eagle grows from 3 feet to 6 feet.  How many feet does it grow?
5. The raccoon weighed 27 pounds.  He could not fit in the trash can to get food.  He lost 5 pounds.  How much does he weigh now?

Operations and Computation Goal 2

Grab a handful of coins from your tool-kit bag.  

Group the coins into piles of quarters, dimes, nickels, and pennies.  Find the total for each type of coin and write it on a piece of paper.

Find the total for all of the coins.

Operations and Computation Goal 4

Write an addition and a subtraction number story.  Draw a picture for your story and write a number model to solve it.

Complete the Situation Diagram for your number story.

Operations and Computation Goal 4

Play Penny Grab with your partner.  You will need the pennies from your tool-kit.  Put your pennies in a pile with your partner’s pennies.  Take turns grabbing a handful of pennies.  Record the total number of pennies you grab on Math Masters page 350.  The higher total wins the round.

Operations and Computation Goal 4

Play Before and After with your partner.  Directions are on My Reference Book pages 126 – 127.  You will need a deck of number cards.

Operations and Computation Goal 3

On a piece of paper answer the following questions.  Write more or less.

1.  Will 7 + 8 be more or less than 10?

2. Will 3 + 9 be more or less than 15?

3. Will 4 + 7 be more of less than 10?

4. Will 15 – 3 be more or less than 10?

5. Will 20 – 16 be more or less than 0?

Operations and Computation Goal 4

You will need Math Masters page 139, a paper plate, and base-10 blocks.  Solve the problems on the page.
Operations and Computation Goal 4

Use counters and a piece of paper to solve the following number stories.

1.  Brandi had 3 red crayons and 4 blue crayons.  How many crayons does she have altogether?

2. Rick has 5 cookies and Renee has 7 cookies.  How many more cookies does Renee have than Rick?

3. The snow was 2 inches deep in the morning.  By lunch 3 more inches of snow had fallen.  How much snow had fallen by lunch time?

Measurement Goal 1

Use a 12 inch ruler to find objects in the room that are larger than 1 foot and objects that are smaller than 1 foot.  Draw pictures of the objects on paper and label if they are smaller than 1 foot or larger than 1 foot.

Measurement Goal 1

You will need 8 pieces of string that are different lengths.  You should try to find something in the room that is the length of each string.  Use a tape measure to measure the string.
Measurement Goal 2

Play Coin Exchange with your partner.  Directions are on My Reference Book pages 128 – 129.  You will need coins, 2 dice, and a piece of paper labeled “Bank.”

Measurement Goal 2

Use your coins to help solve Math Masters page 226.  You may work with a partner.

Measurement Goal 4

Play Time Match with our partner.  Directions are on My Reference Book pages 152 – 153.  You will need the Time Match cards from Math Masters pages 356 – 358.

Measurement Goal 4

Teacher Led Activity:

Have children predict things that can be done in 1 second and then things that can be done in 1 minute.  Record them on the board.

Next, test each item.  Time 1 second or 1 minute and discuss their predictions.

Measurement Goal 3

Work with a partner to complete Math masters page 93.
Geometry Goal 2

Fold a piece of paper in half.  On one side create a pattern block design and draw it.  On the other side of the fold, build the mirror image (reflection).

Geometry Goal 1

Teacher preparation:  Cut out large polygons from construction paper.  Label the polygon with the names.  Students will need magazines.

Students:  Find pictures in the magazines for each polygon.  Glue them on the polygon.

Geometry Goal 1

For each 3-D object, trace the sides on a piece of paper.   In a small group, talk about what shapes you traced.
Patterns, Functions, and Algebra Goal 1

Complete the Frames and Arrows addition and subtraction puzzles.

Patterns, Functions, and Algebra Goal 1

You will complete Math Masters page 52.  You will need crayons.  Color in each block for the color listed in it.  Complete the patterns, create your own pattern, and describe it to your partner.

Patterns, Functions, and Algebra Goal 1

Complete the “What’s My Rule?” addition and subtraction puzzles.

Patterns, Functions, and Algebra Goal 1

Play the Attribute Train Game with in your small group.  
Directions:

1.  Place attribute blocks in the center of the group.

2.  First player takes a block and places it to start the train.

3.  Second player chooses a block that is different from the first block in only one way (shape, color, or size).  Add that block to the train.

4.   Players continue taking turns until no more blocks can be played.

Patterns, Functions, and Algebra Goal 1
1.  Write the number 5 on a half sheet of paper and circle it.  

2. Place 5 counters on the table in a line.

3. No counters are covered.  Write 0.

4. 5 counters are not covered.  Write +5.

5. There are a total of 5 counters.  Write = 5.

0 + 5 = 5

Create addition facts with 5 counters and write them on your piece of paper.

Patterns, Functions, and Algebra Goal 1

Teacher Led Activity:

Children will go fishing for attributes.

Teacher has children come to the front of the room based on an attribute such as wearing blue jeans.  Children try to guess the rule and “fish” for another student that matches it.

When children understand the game, allow them to pick the attributes.

Patterns, Functions, and Algebra Goal 1

Teacher Preparation:  Cut apart Math Masters page 249 to make puzzle pieces.  Place in an envelope.

Students:

Using Math Masters page 249.  Try to put together your puzzle pieces to create the number grid.

Patterns, Functions, and Algebra Goal 1

You will play Pin the Number on the Number Grid game.

Directions:  

1.  Blind fold the children.

2. Tell the child a number from 1 to 100.  

3. Child may ask other students for hints.

4. They try to place a post-it on that number.

Patterns, Functions, and Algebra Goal 2

Play Addition Top-It with your partner.  Directions are on My Reference Book page 122-123.  You will need a deck of cards.

Record your number sentences on a piece of paper.  Use >, <, or = to compare the sums.

Patterns, Functions, and Algebra Goal 2

Work with a partner to play the “Digit Game.”  Directions are on My Reference Book page 132.  You will need number cards 0-9, four of each.

Record your answers on a piece of paper with <, >, or = between the numbers.
Patterns, Functions, and Algebra Goal 2
With a partner, play Top-It.  Directions are on My Reference Book pages 154 – 155.  You will need a deck of cards.

Record the numbers on a piece of paper and write <, >, or = between the numbers to compare them.

Patterns, Functions, and Algebra Goal 3

You will need 2 dice of different colors and a piece of paper.  

Roll the dice and write two addition and two subtraction facts for the numbers.

Patterns, Functions, and Algebra Goal 3

Draw a domino and write the fact family for it on a piece of paper.
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