Number and Numeration     Goal 1

Play Number Top-It.  Directions are on SRB pg. 326 and 327.

Number and Numeration Goal 1

Play High Number Toss.  Directions are on SRB pgs. 320 – 321.
Number and Numeration     Goal 1

Find patterns in the place-value chart.  


Complete the table on p. 191 and describe the patterns you find.



Number and Numeration     Goal 2

Play Fraction Of.

Directions are on SRB pg. 313.
Number and Numeration     Goal 2

Find fractions of a whole with pattern blocks.

Complete p. 128 by finding fractional parts of a whole with pattern-block shapes.

Number and Numeration     Goal 2

Use p. 146 to create practice problems in which the rule is to find a fraction of a number.

Number and Numeration     Goal 2

Find errors in “fraction-of” and “percent-of” problems.  

On p. 242 describe the errors by telling what should have been done.  Share your descriptions of the errors in the two tables.  

Number and Numeration     Goal 2

Use a calculator to find percents of numbers.

Complete p. 245.  Use the fix function to round.  There are examples on pages 50 and 53 in your Student Reference Book.

Number and Numeration     Goal 2

Use p. 146 to create practice problems in which the rule is to find a fraction of the in number.

Number and Numeration     Goal 3

Play Factor Captor.

Directions are on SRB pg. 306.

Number and Numeration Goal 3

Play Factor Bingo.

You will need Math Masters page 452.

Directions:

1. Shuffle the deck of number cards.  Turn over and announce the top card.  This is the target factor.

2. Each player places a counter on one square that contains a number that is a multiple of the target factor.

3. Turn over the next card and continue in the same way.

4. The first player to get five counters in a row, column, or diagonal calls out “Bingo!” and wins the game.  A player who places 12 counters anywhere on the game mat may also call out “Bingo!” and win the game.

5. Play should continue until there is a winner of the game.  Reshuffle the cards as needed.
Number and Numeration     Goal 3

Use p. 147 to create practice problems.  Record prime-factorization names for numbers.

Number and Numeration     Goal 3

Use p. 144 to create practice problems in which the rules are simple multiples like * 2 and * 3.

Number and Numeration     Goal 4

Play Name That Number.

Directions are on SRB pg. 325.
Number and Numeration     Goal 4

Use p. 147 to create practice problems for Name-Collection Boxes.

Number and Numeration     Goal 5

Play Frac-Tac-Toe 

Directions are on SRB pg. 309.

Number and Numeration Goal 5

Play Fraction/Percent Concentration.

Directions are on SRB pg. 315.
Number and Numeration     Goal 5

Use the fraction sides of the Everything Math Deck to find equivalent fractions.  

Example:  Take out the 1/2 fraction card and then find all other cards in the deck with a fraction equivalent to 1/2.  Order the cards by denominators (least to greatest or greatest to least).  What relationships do you see between numerators and denominators?

Number and Numeration     Goal 5

Record the probability of events on the Probability Meter.  List events on the Class Data Pad along with their probability expressed in words and as a fraction, decimal and percent.

Number and Numeration     Goal 5

Rename whole numbers as fractions and find common denominators.

Example:  Any number can be thought of as a fraction with a denominator of 1.  The denominator represents how many parts it takes to make a whole.  If it takes only 1 part, then the numerator represents wholes.

Write each number as a fraction.  Repeat the numbers and rename each as a fraction with a denominator of 2.

5   ____     ____
   
  3.5  ____    ____

  2 * 5  ____     ____

        1           2    
                      1          2                               1           2

7  ____     ____

  1  ____     ____

  100%  ____     ____

       1           2                            1           2                                  1           2

                                                                                           3

140  ____     ____

 0.5  ____     ____ 
    
     2      ____     ____

           1           2                          1           2                                1           2

Number and Numeration     Goal 5

Use p. 147 to create practice problems for fractions or mixed numbers.

Number and Numeration     Goal 5

Play Spoon Scramble.

Directions are on SRB pg. 330.
Number and Numeration     Goal 5

Write ratios in simplest form.  

Use p. 357 to write ratios as fractions in simplest form.  What are you solution strategies?

Number and Numeration     Goal 6

Play Build It.

Directions are on SRB pg. 300.
Number and Numeration     Goal 6

Play High-Number Toss.

Directions are on SRB pgs. 320 – 321.

Number and Numeration     Goal 6

Play Getting to One.
Directions are on SRB pg. 318.

Number and Numeration     Goal 6

Use p. 146 to create practice problems in which the rules are written as relationships between numbers.

Example:  100 more or 1,000 less

Operations and Computation     Goal 1

Play Addition or Subtraction Top-It.

Directions are on SRB pg. 333.

Operations and Computation     Goal 1

Play Subtraction Target.

Directions are on SRB pg. 331.

Operations and Computation     Goal 1

Play Top-It with Positive and Negative Numbers.

Directions are on SRB pg. 335.
Operations and Computation     Goal 1

Use p. 144 and 145 to create practice problems with rules that involve addition and subtraction.

Operations and Computation     Goal 2

Play Multiplication Top-It.

Directions are on SRB pg. 333.

Operations and Computation     Goal 2

Play Factor Captor.

Directions are on SRB pg. 306.
Operations and Computation     Goal 2

Practice with Fact Triangles.

Operations and Computation     Goal 2

Play Division Top-It.

Directions are on SRB pg. 333.

Operations and Computation     Goal 2

Play Name That Number.

Directions are on SRB pg. 325.

Operations and Computation     Goal 2

Review divisibility rules for 1-digit divisors.  Read p. 11 of the Student Reference Book and complete the Check Your Understanding problems.

Operations and Computation     Goal 2

Use. P. 147 to create practice problems using multiplication and division.

Operations and Computation     Goal 2

Play Baseball Multiplication.

Directions are on SRB pgs. 297 – 298.

Operations and Computation     Goal 2

Play Division Dash.

Directions are on SRB pg. 303.

Operations and Computation     Goal 2

Use p. 146 to create practice problems with rules that involve multiplication or division.

Operations and Computation     Goal 3

Play Name That Number.

Directions are on SRB pg. 325.
Operations and Computation     Goal 3

Use base-10 blocks to make an area model for the partial-products algorithm.  Solve the problems on p. 56.

Example:  Using p. 416 and 417 to cover the array using as few base-10 blocks as possible.  

Use the partial products method to solve 4 * 28.  

1. There are 2 longs in each of 4 rows, so there are 80 cubes.

2. There are 8 cubes in each of 4 rows, so there are 32 cubes.

3. There are 80 + 32, or 112 cubes in all.

Example:  Use p. 416 and 417 to cover the array using as few base-10 blocks (flats, rods and cubes) as possible.

Use the partial products method to solve 17 * 32.  Now match each part of the 17-by-32 array with a partial product.

1. There are 10 rows with 30 cubes in each row (3 flats).

2. There are 7 rows with 30 cubes in each row (21 longs).

3. There are 10 rows with 2 cubes in each row (2 longs).

4. There are 7 rows with 2 cubes in each row (14 cubes).

5. There are 300 + 210 + 14 or 544 cubes in all.

Operations and Computation     Goal 3

Use p. 146 to create practice problems with multiplication and division rules.

Operations and Computation     Goal 3

Play Division Dash.

Directions are on SRB pg. 303
Operations and Computation     Goal 3

Model and solve division problems with base-10 blocks.  Complete p. 114.

Example:  623 divided by 4

Model the dividend with base-10 blocks.  To divide by 4 means the 623 blocks are to be grouped into 4 equal piles.  You will have to make trades.

Operations and Computation     Goal 4

Play Fraction Capture.  Record number sentences when you shade areas in more than one square on a turn.

Directions are on journal pg.  198.  You will need Math Masters pg. 460.

Operations and Computation     Goal 4

Play Fraction Action and Fraction Friction and record a number sentence to 

represent the final total for each round.

Directions are on SRB pg. 312.

Operations and Computation     Goal 4

Use p. 146 to create practice problems in which the rule is to add or subtract a fraction or mixed number.

Operations and Computation     Goal 4

Explore an alternate method for adding mixed numbers.  

Use journal p. 252.

Operations and Computation     Goal 5

Compare area models to reinforce the use of the word of to indicate multiplication.

Complete p. 233.

Operations and Computation     Goal 5

Use p. 146 to create practice problems in which the rule is to multiply by fractions or find the fraction of the in numbers.

Operations and Computation     Goal 6

Play Multiplication Bull’s-Eye.

Directions are on SRB pg. 323.
Operations and Computation     Goal 6

Make estimates.

Complete p. 35.

Operations and Computation     Goal 6

Make ballpark estimates for computation problems before solving the problems.

34 * 25 = 

Ballpark _________       Actual _________

258 + 379 =

Ballpark ________

Actual ________

567 / 3 = 

Ballpark _________
Actual _________

Operations and Computation     Goal 6

Play Estimation Squeeze.

Directions are on SRB pg. 304.
Operations and Computation     Goal 6

Write number stories, make ballpark estimates and solve the number stories.

Operations and Computation     Goal 7

Build arrays and find the total number of counters for each array.  Describe your array using the words row and column.

Complete p. 9.

Operations and Computation     Goal 7

Investigate square-number facts.  

Build arrays for the products in a Multiplication/Division Facts Table that are square numbers.  Which arrays are similar?  

Complete p. 21.

Operations and Computation     Goal 7

Analyze pictograph ratio problems.

Complete p. 354.  Compare representing ratios in pictographs with using numbers (fractions, decimals or percents) to represent ratios.

Data and Chance     Goal 1

Collect and organize survey data, for example, favorite pet, methods of traveling to school and more.

Data and Chance     Goal 2

Read tables, charts and graphs.

Answer questions about Student Reference Book p. 361.  Complete p. 69.

Data and Chance     Goal 2

Review data landmarks using survey data.

Analyze the snack-survey data on journal p. 158.  Use p. 199-121 in the Student Reference Book.  

Minimum – smallest value

Maximum – largest value

Range – difference between the minimum and the maximum

Mode – most frequent value or values

Median – middle value

Mean (average) – quotient of the sum of the data set divided by the number of values in the set

Data and Chance     Goal 2

Explore stem-and-leaf data.  

Complete p. 171.

Data and Chance     Goal 2

Make tally charts and graphs for survey data, for example, height, time it takes to get to school or time it takes to do homework.  Find the data landmarks for the survey data sets.

Data and Chance     Goal 3

Post probabilities for events on the Probability Meter, for example, the probability that everyone will turn in his or her homework, that it will rain tomorrow or that there will be outdoor recess.

Data and Chance     Goal 3

Compare probabilities using the language of chance.  Fill in the following statements with words such as certain, very likely, likely, 50-50 chance, unlikely, very unlikely, and impossible.

1.  A child will be able to swim. ________________________

2.  A newborn baby will be a boy. ______________________

3.  A house will catch on fire this year. ______________________

4.  There will be an earthquake in Ohio this year. __________________

5.  Most people will fly in an airplane at least once in their lifetime. 

_________________________

Data and Chance     Goal 4

Conduct probability experiments with spinners and coin tosses.  Design the experiment, predict the outcome and test your prediction.  Report on your experiment.

Give the reasoning behind your prediction and then test the prediction by repeating the experiment 100 times.

Measurement and Reference Frames     Goal 1

Play Angle Tangle.
Directions are on SRB pg. 296.
Measurement and Reference Frames     Goal 1

Measure line segments.

Complete p. 84.

Measurement and Reference Frames     Goal 1

Complete p. 147 using measurement names for numbers.

Example:  12 is one name for the number of inches in a foot

Measurement and Reference Frames     Goal 1

Measure sectors in a circle graph using a Percent Circle.  

Complete p. 428.

Measurement and Reference Frames     Goal 1

Measure and draw line segments.  

Complete p. 159.  Share your descriptions of the pattern when measuring the same length in centimeters and millimeters.  

Example:  How many millimeters in 5 cm?


       How many centimeters in 48 mm?


       How many millimeters in 7 cm?

Measurement and Reference Frames     Goal 1

Measure angles.

Complete p. 162.

Measurement and Reference Frames     Goal 2

Compare the perimeters and areas of rectangles.

Complete p. 266.

Measurement and Reference Frames     Goal 2

Explore the area formulas for parallelograms and triangles.

Fit two pattern block triangles together and name the new figure that is formed.  The relationship between parallelograms and triangles can be used to find their areas.  Complete p. 270 – 272.  

Measurement and Reference Frames     Goal 2

Play Rugs and Fences.

Directions are on journal pg. 380.

Measurement and Reference Frames     Goal 2

Compare the volume of cylinders.

Construct and compare two paper cylinders.  Construct one cylinder with the largest volume you can make.  Construct one cylinder with the smallest volume you can make.  What is the relationship between the height and the area of the bases in determining volume?  

Measurement and Reference Frames     Goal 2

Discuss displacement.

Tell which character you think is responsible for the mishap in the book. Read the book Who Sank the Boat?  Predict which character displaced so much water that the boat finally sank.  How did characters balance each other on the boat?  

Measurement and Reference Frames     Goal 3

Use p. 146 to create practice problems in which the rule is to convert to an equivalent measure.  

Example:  the in number is the number of inches and the out number is the number of feet

Measurement and Reference Frames     Goal 3

Explore equivalencies between units of capacity and weight.  

Example:  Measure, weigh and compare cups, ounces and pounds.  

How would you measure amounts of rice to be used in a recipe?

How would you find the weight of 1 cup of uncooked rice?

How can we use this weight and the empty containers to find the weight of pints, quarts, half-gallons and gallons?

Make a poster showing how many ounces and how many pounds are in a pint, a quart, a half-gallon and a gallon.
Measurement and Reference Frames     Goal 3

Use p. 146 to create practice problems for equivalent measures.  

Example:  the in number is the number of hours and the out number is the number of minutes

Measurement and Reference Frames     Goal 4

Play Hidden Treasure.

Directions are on SRB pg. 319.

Measurement and Reference Frames     Goal 4

Find locations on a map.

Complete p. 255.  Which locations can be named with more than one point and why?

Measurement and Reference Frames     Goal 4

Build a coordinate grid.

Complete p. 262.

Geometry Goal 1

1.  Draw < BAC.

What are two other ways to name this angle? _________________________

What is the vertex of the angle? ____________

2.  The name of this angle is < QRP.  Do you agree or disagree with this statement and why? 

_____________________________________________________________
____________________________________________________________

_____________________________________________________________


Geometry Goal 1

Complete Math Masters pg. 81 to review concepts of points, lines, and angles.

Geometry Goal 1

Working with your partner, model parallel and intersecting line segments and angles of various measures using your arms.

Geometry Goal 2

Play Polygon Capture.

Directions are on SRB pg. 328.

Materials Needed:  Math Masters pgs. 494 – 495

Geometry Goal 2

Play What’s My Attribute Rule?

Materials Needed:  Math Masters pgs. 508 – 509

Geometry Goal 2

Play 3-D Shape Sort.

Directions are on SRB pg. 332

Materials Needed:  Math Masters pgs. 505 – 507

Geometry Goal 2

Collect and label geometric solids from home.  Create a Venn diagram to compare and contrast two of the geometric solids you bring in to school.   Discuss the properties of the solids.

Geometry Goal 3
Use pattern blocks to create a tessellating pattern.  Remember that a tessellation has no gaps and no overlaps.  Draw your pattern on a sheet of paper.

Geometry Goal 3

Find examples of tessellating patterns and non-tessellating patterns in the classroom.  Create a table for the lists.

Patterns, Functions, and Algebra Goal 1

Complete Math Masters pg. 311 to find errors in graphs.

Patterns, Functions, and Algebra Goal 1

Solve the “What’s My Rule?” puzzles.

Patterns, Functions, and Algebra Goal 2
Play High Number Toss.  On a sheet of paper, record your numbers using <, >, or = to compare your number and your partner’s numbers.

Directions are on SRB pg. 321.

Materials Needed:  Number cards
Patterns, Functions, and Algebra Goal 2

Play Name That Number.  On a sheet of paper, record your solutions with number sentences.

Directions are on SRB pg. 325.

Materials Needed:  Number cards
Patterns, Functions, and Algebra Goal 2

Play Algebra Election.

Directions are on journal pgs. 118 – 119.

Materials Needed:  Game Board or Math masters pgs. 442-443, 456-457; 1 die; 4 counters; and a calculator

Patterns, Functions, and Algebra Goal 2

Complete Math Masters pg. 120 to solve for unknown quantities.
Patterns, Functions, and Algebra Goal 2

Play First to 100.

Directions are on SRB pg. 308.

Materials Needed:  Math Masters pgs. 456 – 457, 2 dice, and a calculator

Patterns, Functions, and Algebra Goal 2

Using a pan balance, find objects that balance the pans and have about the same weight.  You might try using pennies, nickels, paper clips, and centimeter cubes.

When you find some objects that balance, draw them on Math Masters pg. 295.

Patterns, Functions, and Algebra Goal 3

Play Name That Number.  On a sheet of paper, record your solutions with number sentences.  Be careful to use the correct order of operations.
Directions are on SRB pg. 325.

Materials Needed:  Number cards
Patterns, Functions, and Algebra Goal 3

Play First to 100.

Directions are on SRB pg. 308.

Materials Needed:  Math Masters pgs. 456 – 457, 2 dice, and a calculator

Patterns, Functions, and Algebra Goal 3

Complete Math Masters pg. 201 to explore the order of operations using two different types of calculators.
Patterns, Functions, and Algebra Goal 4

A fact family begins with 3 numbers.  In a multiplication/division fact family, these numbers are used to name 2 multiplication facts and 2 division facts.

8 * 7 = 56   Name the parts of this number sentence. 
___________________________________________________________

56 / 8 = 7   Name the parts of this number sentence.

___________________________________________________________

If needed read the definitions for dividend, divisor, and quotient in your Student Reference Book glossary.

In a fact family, each number can be thought of in different ways.  In the fact family for 8, 7, and 56, 8 and 7 are factors in multiplication, and divisors or quotients in division; 56 can be the product in multiplication, and the dividend in division.
Write several multiplication facts on your white board.  Answer the following questions for each fact.

· What numbers are in this fact family?

· If I now write a division number sentence for this fact family, what number will be the dividend?
· What number will be the divisor?

Patterns, Functions, and Algebra Goal 4

Practice your fact triangles for multiplication and division.  As you work with a triangle, record the fact family on a sheet of paper.
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