Number and Numeration Goal 1

Teacher led activity:  Play “Simon Says.”  

Distribute 24 counters to each child.  Give directions like the following:
· Simon says, “Put your counters in 4 equal rows.”
· How many counters are in each row?
· Simon says, “Put your counters in rows of 3 in each row.”
· How many rows of counters are there?
Etc.



Number and Numeration Goals 1 and 2

Complete the Frames and Arrows puzzles.  
The rules will be +10, -10, +100, or -100.  
You should use your number grid to help you.



Number and Numeration Goal 2

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 Goal 2

Complete the “What’s My Rule?” puzzles.  The rules will be +10, -10, +100, or -100.



Number and Numeration Goal 2

Work with a partner.
1.   Draw two cards.  Place the first card in the 1s column on the Place Value Mat (pg. 428) and the second card in the 10s column.  
2.   Use the fewest base 10 blocks to build the number.
3.   On a sheet of paper, record the number and draw the base 10 blocks you used.
4.   Switch the cards on the mat and repeat the activity.
5.   Work together to do Math masters page 114.


Number and Numeration Goal 2

In your small group, each person will use flats, longs, and cubes to build a building.  
After you are done building, find the “value” of the building if the cubes are 1, longs are 10, and flats are 100.  
Write your number on a quarter sheet of paper.

Group members should put the pieces of paper in order from least to greatest.


Number and Numeration Goal 2

Use number cards to help you solve the place value riddles on Math Masters page 338.



Number and Numeration Goal 3

Use pattern blocks and your pattern block template to complete Math Masters page 228.

Some questions to think about:
1.   What fraction of a yellow (hexagon) block is a green (triangle)block?
2.   What fraction of a yellow block (hexagon) is a blue (rhombus) block?
3. What fraction of a yellow block (hexagon) is a red block (trapezoid)?


Number and Numeration Goal 3

Cut out the circle cards on Math Masters page 241.  Sort them into groups.

Explain to your group members how you sorted the cards.

Next, color the circles that are split into equal parts.  What fraction of the circle is each part?



Number and Numeration Goals 3 and 6

Work with a partner to play Equivalent Fractions game.  The directions are on Math Journal page 199.



Number and Numeration Goal 3

Use a geoboard to solve the problems on Math Masters page 318.



Number and Numeration Goal 4

Decide if each number is even or odd.  Write it on the line.

45  _________					34  ___________

28  _________					83  ___________

22  _________					14  ___________

19  _________					6   ____________
Number and Numeration Goal 5

This center will be teacher led.

Set up a pan balance with an equal sign on the fulcrum.  Use pencils, straws, or blocks to demonstrate ways to say the same number.  For example, 4 + 3 = 5 + 2.  Ask students to suggest ways to arrange the objects to make it equal 7 on both sides.  Write number models on the board as the students create arrangements.



Number and Numeration Goal 6

Complete the Name Collection Boxes for fractions.  You may use the fraction cards and pattern blocks to help you.



Number and Numeration Goal 7

Complete Math Masters page 217.



Number and Numeration Goal 7

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



Number and Numeration Goal 7

Play Fraction Top-It with a partner.  You will both need your fraction cards.

Each person should draw 1 card.  Compare the picture side of the cards.  The player with the bigger fraction wins all of the cards.  If the fractions are equivalent, draw another card and the highest fraction wins all of the cards.

On a piece of paper, write the fractions that each person draws and write a >, <, or = sign between them to show the larger fraction.


Number and Numeration Goal 7

Sort your fraction cards from smallest to largest.  Put equivalent fractions on top of each other.  Write the three smallest fractions and the three largest fractions on a sheet of paper.



Number and Numeration Goal 7

Complete Math Masters page 385.



Number and Numeration Goal 7

Solve the “What’s My Rule?” puzzles.  The rules will be some number more or some number less.



Data and Chance Goal 1

With a partner, ask everyone in the class “What is your favorite pet?”  Create a tally chart to record the information.
                                 Favorite pet		Tallies
                                     Dog
                                     Cat
                                     Fish
                                     Hamster
                                     Other



Data and Chance Goal 1

Predict how high you can count by 1s on your calculator in 15 seconds.

Program your calculator to count by 1s.

I will time you.  When I say go, start counting on your calculators.  When I say stop, you should stop.

We will record all numbers and then find the middle value.

Let’s do it again for counts by 2s.  Predict how high you will count.
Data and Chance Goal 1

On a piece of paper, create a tally chart with the numbers 1-6 on the left side and blank on the right side.  

With a partner take turns rolling a die and writing a tally mark on your paper for each number you roll.  Continue until you have at least five tally marks for each number.

Do you have an equal chance of getting any number from 1 to 6?


Data and Chance Goal 2

Ask the students in your class what month they were born.  Create a tally chart or bar graph for the data.  Write two questions about the data and answer them.



Data and Chance Goal 3

Use words such as certain, likely, unlikely, and impossible to describe the following sentences:

It will snow today.  _________________________

You will have a hot dog for lunch today. __________________

You will go home tonight after school. ______________________

You will eat ice cream tonight.  ________________________
Geometry Goal 1

Use a geoboard to create a design.  The rubber bands can only be used with a row or column of pins enclosed in a straight line.  After you create your design, copy it on Math Masters page 128.  You should use a straightedge to draw the lines.



Geometry Goal 1

Use a straightedge to complete Math Masters page 131.



Geometry Goal 2

Create labels for the shapes you know in the room and post the labels next to the objects.  For example, you might create a label that says rectangle and put it on the white board.



Geometry Goal 3

Fold a sheet of paper in half to create a line of symmetry.  Unfold the paper and lay it flat on the table.

Create a simple design with pattern blocks on the right side of the paper.  Your partner should then create the other half of the design on the left side of the paper.


Operations and Computation Goal 1

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


Operations and Computation Goal 1

Play Two-Fisted Penny Addition with a partner.  You will need pennies and a game board from the games kit.



Operations and Computation Goal 1

Play Domino Top-It with a partner.  You will need a set of dominoes.

To play the game, each person draws a domino and finds the total number of dots on the domino.  The person with the highest sum wins both dominoes.  If there is a tie, draw another domino and the person with the highest sum wins all the dominoes.



Operations and Computation Goal 1

Play the Difference Game with a partner.  Directions are on My Reference Book page 130.  



Operations and Computation Goal 1

You are going to create a doubles facts book.

First, create a doubles fact using pattern blocks.  For example, “Two green triangles would mean…  I have two green triangles in my design.  Three plus three equals six.  There are six sides in my design.”  or  “There are two red trapezoids and two yellow hexagons.  Two plus two equals four.  There are four shapes in my design.”

After you have created your design, use your pattern block template to trace it and paper and color it.  Then write a few sentences to describe your doubles fact such as the examples above.
Operations and Computation Goal 1  (teacher led)

You will need counters and a tens frame (page 422).  
Give the student several subtraction problems (-9 and -8 facts).  Have them start by placing the minuend on the tens frame.  Then think about how many more do they need to make ten and how much more to the subtrahend.
For example, 15 – 9 they would place 9 counters on the tens frame.  You might ask questions such as:
	How much to ten?
	How much more to 15?
	1 + 5 = 6, so 15 – 9 = 6
Operations and Computation Goal 2

Play Coin Top-It with a partner.  You will need the money decks of cards.

To begin playing each person draws 1 card and finds the total amount of money on the card.  The person with the higher money amount wins all of the cards.


Operations and Computation Goal 2

Play Addition Spin with a partner.  Directions are on My Reference Book page 120.  You will need a spinner from Math Masters page 447.



Operations and Computation Goal 2

You will need a tens frame (page 422), 1 set of number cards 0 – 10, blue counters, red counters, paper, red and blue crayons.  

You will begin by drawing 1 number card.  You will place that number of blue counters on the tens frame.  Next, predict how many red counters you will need to fill in the tens frame.  

Check your prediction by filling in the frame with the red counters.  On a sheet of paper, draw your tens frame using red and blue crayons for the counters.  Write a number sentence for your picture.  


Operations and Computation Goal 2

Play Basketball Addition in your small group.  You will need a game mat from the games kit and a deck of cards.



Operations and Computation Goal 2

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



Operations and Computation Goal 2

Use base-10 blocks to help you add three addends.  You will draw three numbers cards.  Using the base-10 blocks, put the longs and cubes on Math Masters page 435 to create each number.  

Try to rearrange the cubes to create groups of 10.  For example:
	12 + 8 + 17 = ?
	12 + 8 = 20		20 + 17 = 37



Operations and Computation Goal 2

Play Spinning for Money with a partner.  Directions are on Math journal page 55.



Operations and Computation Goal 2

Play Name That Number with a partner.  You will need a deck of cards and a recording sheet.  Directions are on My Reference Book page 138.



Operations and Computation Goal 2

Play the Number Grid Difference game with a partner.  Directions are on My Reference Book page 140.  You will need a recording sheet.



Operations and Computation Goal 2

Work with a partner to complete Math masters page 301.  You will need a calculator and your coins from your tool-kit.  My Reference Book page 162 – 163 may help you with your calculator.



Operations and Computation Goal 2

Work in your small group to answer the following questions.  You will need a number grid to help you.

1.  Start at 30.  How many spaces on the number grid is it to 57? _____

2.  Start at 45.  How many spaces on the number grid is it to 68? _____

3.  Start at 22.  How many spaces on the number grid is it to 50? _____

Explain to the people in your group how you found your answers.
Operations and Computation Goal 2

Complete Math Masters page 352.  



Operations and Computation Goal 3

Play Addition Top-It with a partner.  Create an estimate for your cards and record a number model for the estimate.



Operations and Computation Goal 3

Complete Math Masters page 308 with your small group.  Use your number grid to help you.



Operations and Computation Goal 3

With a partner solve Math masters page 349.  You will need a tens frame, $1 bills, and dimes.



Operations and Computation Goal 4

Play Array Bingo with a partner.  Directions are on journal page 154.



Operations and Computation Goal 4

Complete Math masters page 94.  You will need a plate divided as shown on the page and counters.



Operations and Computation Goal 4

Solve Math masters page 180.  Check your answers with a partner and discuss if your answers are different.



Operations and Computation Goal 4

In your small group solve and discuss the problems on Math Masters page 189.



Operations and Computation Goal 4

Write a number story.  Trade your story with a partner.  

Solve your partner’s number story using the situation diagrams on Math Masters page 437 to help you.



Operations and Computation Goal 4

Complete Math masters page 358.



Operations and Computation Goal 4

Solve the problems on Math masters page 389.



Operations and Computation Goal 4

Complete Math Masters page 393.  When you are finished, explain how building the arrays helped solve the problems.



Measurement Goal 1

Solve the problems on Math Masters page 253.



Measurement Goal 1

Using the foot on Math Masters page 258, find at least three things in the classroom that are “Shorter than 1 foot” and three things “Longer than 1 foot.”  

Fold a sheet of paper in half on one side label it “Longer than 1 foot” and draw the objects you find.  On the other side, label it “Shorter than 1 foot” and draw those objects.



Measurement Goal 1

Teacher led activity:

You will need a few different sized boxes.  Discuss what is meant by the length of a side of the box.

Have children estimate the length of the side.  The students should then measure the side to the nearest inch.  Ask them to identify any other sides that might be the same length.  Before the measure any side, have them make an estimate first.

Measurement Goal 2

Using cubes, solve the problems on Math Masters page 282.



Measurement Goal 2

Create a rectangle on a geoboard.  Count the squares inside the rectangle to find the area.  You may cover each square with a penny to help you count them.



Measurement Goal 4

With a partner play Penny-Nickel Exchange.  
Put 20 pennies and 10 nickels in a pile for the bank.

On your turn, roll a die and collect the number of pennies shown on the die from the bank.  When you have 5 pennies, say “exchange” and trade 5 pennies for 1 nickel.  The game ends when there are no more nickels.  
The person with the most nickels wins the game.



Measurement Goal 4

With your partner play Penny – Dime – Dollar Exchange.  You will need Math Masters page 428.

Partners put 40 pennies, 40 dimes, and 1 dollar in the bank.  You will share a Place Value Mat.  On your turn, roll two dice.  Take that total of cents from the bank.  When possible exchange 10 pennies for 1 dime.  The first player to trade 10 dimes for 1 dollar wins.



Measurement Goal 5

Teacher led activity- see lesson 4.4 Part 3 Readiness activity

Students will need Math Masters pages 101 – 103.



Measurement Goal 6

Cut apart Math Masters page 64.  On the back of the cards, draw a picture of things you do during the day.  On the clock side, draw a minute hand and hour hand to show the time of day when the activity occurs.

Mix up your cards clock side up and put them in order.  Turn the cards over and use the pictures to check and see if you are correct.

Trade cards with your partner and repeat.


Measurement Goal 6

With your partner complete Math Masters page 379.



Patterns, Functions, and Algebra Goal 1

Color a pattern you see on the number grid.  Write a few sentences to describe the pattern you found.



Patterns, Functions, and Algebra Goal 1

Complete the Frames and Arrows puzzles.



Patterns, Functions, and Algebra Goal 1

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



Patterns, Functions, and Algebra Goal 1

Teacher led activity – 
Each student will need 1 tens frame and 19 counters.

See lesson 2.4, Part 3 Readiness activity



Patterns, Functions, and Algebra Goal 1

Complete Math Masters pages 120 and 121.  You will also need Math Masters page 109.



Patterns, Functions, and Algebra Goal 2

Play Name That Number with your partner.  You will need a deck of cards and a recording sheet.  Directions are on My Reference Book page 138.



Patterns, Functions, and Algebra Goal 2

Write a number story.  Solve your story and write a number model.



Patterns, Functions, and Algebra Goal 2

Complete Math Masters pages 186 – 187.  You will need pattern blocks, pattern block template, and 1 die.



Patterns, Functions, and Algebra Goal 2

Play Fraction Top-It.  You will need your fraction cards.  Directions are on journal page 203 – 204.  Record the fractions on a sheet of paper and use >, <, or = to show how the fractions compare.

For example:  1/3  <  4/5



Patterns, Functions, and Algebra Goal 3

Practice your fact triangles.  On a sheet of paper, draw one of the fact triangles and write the fact family.



Patterns, Functions, and Algebra Goal 3

Draw 5 dominoes from the domino set.  On a piece of paper, draw a picture of your dominoes and write the fact families for each.


