Number and Numeration Goal 1

With a partner, play the Base-10 Trading Game.  You will need 2 flats, 20 longs, 40 cubes, 2 dice, and 2 place value mats (Math Masters page 411).  You will begin the game by placing 1 flat on your place value mat.

Directions:
Take turns.  On each turn, a player does the following:
1. Roll the dice and find the sum of the dice dots.
2. Return that number of cubes to the bank.  (Whenever there are not enough cubes on your mat, make exchanges.)
3. The player who is not rolling the dice checks their partner’s exchanges.
4. The first player to clear his or her mat wins the game.


Number and Numeration Goal 1

Work with a partner to create 2-digit numbers using base-10 blocks and the place value math on Math Masters page 411.  You will need base-10 blocks, place value mat, and a deck of cards.  Begin by drawing two cards and creating a 2-digit number on the mat.  You should then create the number using base-10 blocks.    On a half-sheet of paper, draw what you created and write the number in standard notation and expanded notation.


For example:

30 + 4 = 34  You would draw 3 longs and 4 cubes.



Number and Numeration Goal 1

You will work with a partner to play Base-10 Decimal Exchange. 
1. The bank begins with 1 flat, 20 longs, and 30 cubes.  You will also need 2 copies of Math Masters page 146.
2. Players take turns.  A player rolls the dice, takes that number of cubes (hundredths) from the bank, and places the cubes on the place value mat.
3. Whenever possible, a player exchanges 10 cubes (hundredths) for a long (tenth) from the bank.
4. The first player to exchange 10 longs (tenths) for 1 flat (1) wins.


Number and Numeration Goal 1

Work with a partner to play Number Top-It.  Directions are on Student Reference Book pages 302, 304, or 305.  You will need a deck of cards and a place value mat.



Number and Numeration Goal 1

Work with a partner to play Spinning for Money.   



Number and Numeration Goal 1

Each partnership will need four index cards labeled with the terms thousands, hundreds, tens, and ones.  Create the following numbers with base-10 blocks.  Each person should create two of the numbers.  Record how you made the numbers on Math Masters page 122.

Partner 1:
357
1, 251

Partner 2:
604
1,507


Number and Numeration Goal 2

Work with a partner to complete Math Masters page 246.  You will need a pattern block template and pattern blocks.



Number and Numeration Goal 2

In your small group, compare the class number line and a ruler.  You will need Math Masters page 249 and 250.



Number and Numeration Goal 3

Play Multiplication Bingo.  Directions are on Student Reference Book page 293.  



Number and Numeration Goal 3

Using the number grid master, you will color all of the patterns for the counts of 2s, 5s, and 10s.  Count by 2s and color those numbers with a yellow crayon/pencil.  Count by 5s and color those numbers with a green crayon.  Finally, county by 10s and color those numbers with a blue crayon.  What patterns do you notice?



Number and Numeration Goal 3

Work with a partner using base-10 blocks and a calculator to complete Math Masters page 221.


Number and Numeration Goal 4

Working with a partner, play Name That Name.  Directions are on Student Reference Book page 299.  



Number and Numeration Goal 4

Complete the Name Collection Boxes.  Give at least 4 names for each number.  Remember to use addition, subtraction, and multiplication names.  You may also want to try and use a division name.



Number and Numeration Goal 5

With a partner, play the Equivalent Fractions game.  Directions are on Student Reference Book page 283.  You will need a deck of fraction cards or the Everyday Math deck of cards.



Number and Numeration Goal 5

Complete Math Masters page 254.  You will need a crayon or colored pencil.



Number and Numeration Goal 6

Working with a partner, play Number Top-It.  You will need a deck of cards.  Directions are on Student Reference Book page 302 – 305.



Number and Numeration Goal 6

With a partner, play Fraction Top-It.  You will need a deck of cards.  Directions are on Student Reference Book page 287.



Number and Numeration Goal 6

Play Decimal Solitaire.  Directions are on Math Masters page 447.  You should record your number sentences on a piece of paper.



Number and Numeration Goal 6

Complete the Frames and Arrows puzzles.  The rules will be 10 more/less or 100 more/less.  You may use a number grid to help you.



Number and Numeration Goal 6

Working with a partner, complete Math Masters page 125.  Be prepared to share your strategies for comparing the numbers.



Operations and Computation Goal 1

With a partner, play Addition Top-It.  Directions are on Student Reference Book page 270.  You will need a deck of cards and recording sheet.



Operations and Computation Goal 1

With a partner, play Name That Number.  Directions are on SRB page 299.  You will need a deck of cards and recording sheet.



Operations and Computation Goal 1

Complete the Name Collection Boxes.  Be sure to use addition and subtraction sentences as well as fact extensions.



Operations and Computation Goal 1

With a partner, play the Number Grid Difference Game.  Directions are on SRB page 301.  You will need a deck of cards, recording sheet, 2 counters, and a number grid.



Operations and Computation Goal 2

With a partner, play Spinning for Money.



Operations and Computation Goal 2

In a small group, each person should tell either an addition or subtraction number story.  The other members of the group will solve the story using their number grids to find the sum or difference.



Operations and Computation Goal 2

With a partner, play Addition Top-It.  On each turn, draw four cards to make two double digit numbers and find the sum.  Whoever has the higher sum, wins all the cards.



Operations and Computation Goal 2

Complete the Name Collection Boxes.  Use names that contain 2-digit addition or subtraction.



Operations and Computation Goal 2

With a partner, play the Number Grid Difference Game.  Directions are on SRB page 301.  You will need a deck of cards, recording sheet, 2 counters, and a number grid.



Operations and Computation Goal 2

Complete the addition or subtraction Frames and Arrows puzzles.



Operations and Computation Goal 2

Complete Math Masters page 364.



Operations and Computation Goal 3

With a partner, play Division Arrays.  Directions are on SRB page 282.  You will need a deck of cards, a die, and counters.



Operations and Computation Goal 3

Play Baseball multiplication.  You will need dice and a game mat from the classroom games kit.



Operations and Computation Goal 3

With a partner, play Multiplication Top-It.  Directions are on SRB page 297.  You will need a deck of cards.



Operations and Computation Goal 3

With a partner, play Factor Bingo.  Directions are on SRB page 285.  You will need a deck of cards and 2 game mats.



Operations and Computation Goal 3

Using a Geoboard, complete Math Masters page 97.



Operations and Computation Goal 3

Complete the multiplication “What’s My Rule?” puzzles.



Operations and Computation Goal 4

Complete the “What’s My Rule?” puzzles if the rules are x100, divide by 2, or divide by 5.



Operations and Computation Goal 4

With a partner, complete Math Masters page 281.  You will need base-10 blocks.



Operations and Computation Goal 5

Create a number story, write a ballpark estimate for your story, and then solve it.  Use Math masters page 407.



Operations and Computation Goal 6

With a partner, play Factor Bingo.  Directions are on SRB page 285.  You will need a game mat, counters, and a deck of cards.



Operations and Computation Goal 6

With a partner, play Array Bingo.  Directions are on SRB page 273.  You will need the Array Bingo cards.



Operations and Computation Goal 6

Create a number story on Math Masters page 407.  Trade your number story with a partner.  Then solve the new number story by 1)  writing a ballpark estimate; 2) filling in the situation diagram on page 141; and 3) solving the problem.



Operations and Computation Goal 6

Complete Math Masters page 291.  Create a drawing to help you solve each problem.



Operations and Computation Goal 6

With a partner, create different flags using Math Masters page 86.  You will need paper, a die, and counters.



Operations and Computation Goal 6

Complete Math Masters page 88.  You will need cubes, die, and cm grid paper (page 416).


Data and Chance Goal 1

Working with a small group, you will survey other students in the school to determine their favorite color.  Create a tally chart to record your data.
                                      Favorite Color                        Number of Students

                                      Red
                                      Blue
                                      Green
                                      Yellow
                                     Purple
                                     Pink




Data and Chance Goal 1

Tally the number of Ms in the classroom.  Write the number represented by the tallies.



Data and Chance Goal 2

Look through magazines or newspapers to find tables and graphs.  Pick one of the graphs you find.  Cut it out and create a poster of the graph.  Write a title for the graph.  Create three or more questions about the data shown in the graph.



Data and Chance Goal 3

Describe the following events as certain, very likely, likely, 50-50 chance, unlikey, very unlikely, or impossible.


1.  It will rain today. ________________________________


2.  We will go home at 2 PM.  _______________________________

3.  You will meet a dragon. ______________________________

4.  You will get a dog for your birthday.  ________________________________

5.  We will eat lunch today. __________________________________

6.  When I toss the coin, I will get heads.



Data and Chance Goal 3

Write 1 statement that is sure to happen and 1 statement that is impossible to happen.



Data and Chance Goal 3

Complete Math Masters page 376.



Data and Chance Goal 4

Work with a partner, play Spin to Win.  Record why you choose your number to win.



Data and Chance Goal 4

Play the Block Drawing Game.  Directions are on SRB page 280.  Record how you make your predictions as to what blocks are in the bag.



Measurement Goal 1 

Complete the “What’s My Rule?” puzzles if the rule is 1 foot = 12 inches.



Measurement Goal 1

Complete the “What’s My Rule?” puzzles if the rule is 3 feet = 1 yard.



Measurement Goal 1

With a partner, play Angle Race.  You will need the cards and a game mat from the games kit.



Measurement Goal 1

You will create a measurement book.  Your book should have 4 pages and a cover.  The pages will be titles About 1 inch, About 3 inches, About 6 inches, and About 1 foot.  On each page, find several items in the classroom that are each of the measurements.  Draw pictures of the items and record the name of the item.



Measurement Goal 1

With a partner, complete Math Masters page 328.  You will need a scale and a bag of pasta.



Measurement Goal 2

In your small group, use the squares from the pattern blocks and find as many shapes as you can that have an area of 5 square inches.  The tiles must line up along the sides (not just touching the corners) and not overlap.  These shapes are called pentaminoes.  There should be 12 different shapes.  Record them on Math masters page 418.  Make sure each shape is unique (you may need to flip them over to make sure you don’t already have the shape created).



Measurement Goal 2

With a partner, using cm cubes find all possible ways to cover 4 square centimeters so that the centimeters are connected on at least one side.  There should be 5 possible combinations.  Once you have found all five ways, color them on the grid paper.

Each shape has an area of 4 square cm.



Measurement Goal 2

In your small group, create the following rectangles on the Geoboards:  5 by 4 rectangle; 3 by 6 rectangle; 2 by 5 rectangle; and a 3 by 3 rectangle.  To help answer the following questions, lay pennies in each square as you are counting them.

1.  How many squares are there in a row?
2. How many equal rows of squares are inside the rectangle?
3. How many squares are there in all?



Measurement Goal 3

Complete the “What’s My Rule?” puzzles for the relationships of time (minutes in an hour, hours in a day, days in a week).



Measurement Goal 4

Record the start and stop time at the top of your journal page on a daily basis.  Figure out how many minutes it took you to complete each page.



Geometry Goal 1

Using a Geoboard, create examples of line segments and angles.  Show me when you are finished.



Geometry Goal 1

In your small group, use a Geoboard to complete Math Masters page 168.



Geometry Goal 1

1.  Extend your arm straight out in front of you.
2. Bend your elbow and slowly move your hand toward your face.  
3. Think of the parts of your arm above and below your elbow as two sides of an angle.  The angle becomes smaller as your hand moves closer to your face.
4. Now do the following:
a. Make a large angle (obtuse angle).
b. Make a small angle (acute angle).
c. Make a square corner (right angle).


Geometry Goal 2

In a small group, play Touch and Match Quadrangles.   You will need two copies of the quadrangle cards.  One set should be placed on the table.  The other set will be hidden for each round.  Players take turns being the rule maker.  The rule maker decides on a shape from the hidden set to hide in a bag.  Students will now take turns feeling the shape and trying to match it to one of the shapes lying on the table.  The student should describe why they matched those shapes.  If they are correct, they become the rule maker.



Geometry Goal 2

With a partner, play Shading Shapes.



Geometry Goal 2

Fold a piece of paper into quarters.  In each quarter (front and back) use the Pattern block template the draw 1 shape.  Label each shape with its name.  You may use SRB pages 107-108 to help.  



Geometry Goal 2

Using a Geoboard, construct the shapes found on SRB page 103.  Record your shapes on Math masters page 415 and write the name of each shape below your drawing.



Geometry Goal 2

Working with a partner, complete Math Masters page 176.  You will also need page 429.



Geometry Goal 2

In your small group, complete Math Masters page 197.  You may find SRB pages 102 – 109 helpful.



Geometry Goal 3

Fold a sheet of paper in half.  This will create a line of symmetry.  Unfold the paper and lay it flat on the table.  Create a simple design using pattern blocks on the right side of the paper.  Use pattern blocks to create the other half of the design on the left side of the paper.  Draw your favorite design by either tracing the blocks or using your template.



Patterns, Functions, and Algebra Goal 1

Complete the “What’s My Rule?” addition, subtraction, or multiplication puzzles.



Patterns, Functions, and Algebra Goal 1

Complete the Frames and Arrows puzzles.



Patterns, Functions, and Algebra Goal 1

Complete Math Masters page 103.  You will need your calculator.  If you need help to using your calculator to skip count, please ask me.



Patterns, Functions, and Algebra Goal 1

Working with a partner, complete Math Masters page 257.  When you are done, discuss the patterns you see.



Patterns, Functions, and Algebra Goal 2

With a partner, play Name That Number.  Directions are on SRB page 299.  You will need a deck of cards and a recording sheet.



Patterns, Functions, and Algebra Goal 2

With a partner, play Addition Top-It.  Directions are on SRB page 270.  You will need a deck of cards and a recording sheet.  For each round, use <, >, or = to show the results of the round.  For example:

4 + 10 = 14
5 + 8 = 13
14 > 13



Patterns, Functions, and Algebra Goal 2

Create a number story using Math Masters page 407.  Write a number model for your story.



Patterns, Functions, and Algebra Goal 3

With a partner, play Name That Number.  Your number sentences should use parentheses.  Record your cards, target number, and number sentences on a piece of paper.  Directions are on SRB page 299.  You will need a deck of cards.



Patterns, Functions, and Algebra Goal 4

Practice your fact triangles.  On a piece of paper, draw the fact triangle and write the fact family for them.



Patterns, Functions, and Algebra Goal 4

Choose 5 dominoes and draw the domino on a piece of paper.  Below your drawing, write the fact family.



Patterns, Functions, and Algebra Goal 4

Cut out the facts table on Math masters page 210 on the dotted lines.  
Fold it diagonally along the blank squares.  Notice that equal products and factors fold onto themselves.  

Why does this happen?  
Discuss with your partner.  

Find some turn-around facts.  
Fill in the blank boxes along the diagonal and share your strategies with each other.  
Why are these numbers not mirrored like the other numbers?




