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Background of Topic

The topic of this three-part workshop is to invelve and inform parents/family in

i

their child's mathematical education. “I Never Learned Math Like That” will provide

parents the opportunity to be introduced to their child's new standards-based Everyday
Math Series curticulam:~The workshop programs are designed to emphasize the
philosophy, purposes, and approaches of the district's newly adopted curriculum. They

will strengthen mathematical understanding and confidence, as well as model specific

pedagogical techniques. 1t will allow parents to experience mathematics the innovative

way their children are involved in a day-to-day basis. By involving parents from t];;:
community, this three-part workshop provides activities and materials to reinforce
mathematic classroom instruction and make a direct impact on home involvement. By
exposing and informing parents to current teaching views, demonstrate the importance of
learning through hands on materials and games, creating references for inventive
algorithms and supplying helpful homework tips, support is provided to parents and
students to achieve mathematical mastery and be successful.

I chose this theme for numerous reasons. Education in school cannmbe isolated
from the hom;r_i__f_’ositive effects in achievement are made when parents are involved in
tﬁe;r child's education. For involvement to be most effective, subject matter must be

comprehensible. The M.Ed. in Education concentration in Teaching Children



Mathematics (TCM) curriculum at William Paterson University provided me the
opportunity to become a better educator. All of my courses have enlightened me on
current mathematical practices and the importance of adapting to the students’ needs
today and in the future, Multiple Representations of Mathematics provided me the
foundation to use hands-on experience with a manipulative to help students connect the
symbolic to concrete forms of mathematics in a representational model of instruction.
Introducing students to multiple techniques of instruction affords students the opportunity
of a diverse learning environment where all can achieve. Adapting Mathematics
Instruction For the Inclusive Classroom continued providing me with m(;ré of these
technigues of adapting to meet the needs of students in my classroom. This course
enlightened me on positive ways to incorporate current curriculum standards with a
multitude of developmentally diverse group of students mainstreamed in the classroom
today. Mathematics For Young Children fine-tuned the process of observing and
interpreting what place in the developmental process students were currently, and what
steps are needed to be taken to develop their mathematical skills further to achieve
success. Meath Clinic allowed me to work one-on-one with a student identifying where in
the developmental process the child was and scaffold the mathematical content to help
build future tools for success. Contemporary Issues and Trends in Mathematics
Lducation along with Multiculturalism and Acculturation prepared me for the diverse
population in which I am currently teaching. The needs of various ethnic and
sociocconomic backgrounds were addressed and linked to current practices and

currictlum standards today.



My knowledge from these courses and through teaching experience, 1 feel these
workshops are important to educate parents on current teaching practices and provide
them the opportunity to appreciate mathematics through a variety of techniques. Through
these workshops, parents will appreciate the importance of games and hands-on activities
to increase mathematical understanding,

The National Council of Teachers of Mathematics (NCTM, 2000) encourages
early childhood education to nurture children's intuitive understanding of mathematical
concepts by taking advantage of learning activities that naturaily occur during everyday
activities. The fourth grade Number and Operations Standards include understanding
various meanings of multiplication and division. Students are enabled to understand
relationships between operations, such as division as the imverse of multiplication.
Properties of operations to help solve problems and how they relate to each other are
expectations of instructional programs. Teachers are encouraged to emphasize the
processes involved in learning and doing mathematics, including problem solving,
reasoning, and communicating by representing and connecting.

The districts newly adopted Everyday Math Series is standard based. 1t is aligned
with Core Curriculum Content Standards in New Jersey (NJCCCS, 2002} and
requirements for standardized state testing. Using innovative ways to learn mathematics,
students are taught through hands on activities, games, and collaboration. These
practices have raised issues with parents in our schools community. Although parents are
eager to help their children, they are not accustomed to present mathematic practices.
They have voiced concern and frustration with presented algorithms used and the

incorporation of present methods of teaching. These workshops were designed to help



ease these concerns and make parents more knowledgeable so a partnership can be
established between home and school. Having support at home will help lead to students
mathematical success.

The following literature review emphasizes the importance of parent involvement
in students’ mathematical achievement and key elements for conducting a successful
parent workshop to help accomplish this goal.

In a study done by Sheldon and Epstein (2005) connections were examined
between family involvement activities that supported mathematical learning at home and
student achievements in mathematics.

The participants of the study included 18 schools from seven states coast to coast.
They included Ohio, Maryland, Wisconsin, Minnesota, Michigan, and California. Ten of
the schools that participated were elementary level and eight were middle high schools.
Seven of the schools were located in inner cities, four in urban, three suburban, and four
rural. School size ranged from 120 students to 1,280 students. Seventy — five percent of
the schools served economically disadvantaged students receiving Title | funding and
free or reduced lunch.

The two-year study consisted of implementation and perceptions of effectiveness
of 14 partnership activities that connected family and the community to student’s
mathematics work and progress. Example of practices included, conducting workshops
during day time, conduct similar workshops in the evening, information on how to
contact teachers and school, issue certificates for mastery of new mathematics skills,
individual parent conferences, videotapes on mathematics skills that families can view at

home or at school, mvite parents to student awards ceremonies, requests commumnity



volunteers to tutor students in mathematics, assign homework that involved a family
member, offer mathematics game packets to be used at home, organize family
mathematic activities on Saturdays, and organize presentations for students on how
mathematics is used by businesses, government and different industries.

The authors found schools that effectively implemented activities that encouraged
parents to participate with their children in the home learning activities reported
improved percentages of students who were proficient in mathematics from year one to
the next. Activities that supported mathematics learning included homework assignments
that required students and parents to interact and talk about mathematics and mathematics
material and resources provided for families to use at home. The relationships between
implementation of these activities in mathematics achievement were strong and positive.
Strategically planned family mvolvement activities that encourage and enable
interactions between students and family members relevant to the mathematics
curriculum contribute to students increasing and maintaining their mathematics skills.

In a similar study Civil and Bernier (2006), studied the effects of parental
involvement in mathematics education.

The four-year study worked with several different schools in Latino communities in
Tucson and Chandler, Arizona, Las Vegas in New Mexico, and San Jose, Californa.
Participants included leadership teams of 120 parents and 60 teacher/administrators.

Math and Parent Partnership in the Southwest (MAPPS) worked to promote
parents in mathematics activities in home and school through three components.
Leadership development sessions in which parents, teachers, and administrators came

together to explore different learning styles, and to learn how to faciiitate workshops for



the larger parent community were formed. Mathematics Awareness Workshops
(MAWS) were open to all of the parents in a given district and ranged over key topics in
K-12 mathematics. Math for Parents (MFP) courses in which parents on the leadership
teams had the opportunity to explore mathematical topics in more depth, these courses
met over eight weeks m 2- hour sessions. The goal of MAPPS workshops was to strive
for conceptual understanding in mathematics. Participants explore mathematical
concepts through problem-solving task. The workshops reflect standard base mathematics
and include topics that references equity in mathematics valuing different learning styles
and the use of hands on activities to develop deep understanding of mathematical
concepts.

The authors found connections that are established when parents talk to other
parents about mathematics and potential differences form from participation in which
parents knowledge is recognized and valued. The authors also concluded that parents
that engage in this type of collaboration are viewed as an intellectual resource in parent
involvement, and therefore effects student achievement.

In a related article Whiteford (1998) discusses the importance of conducting
workshops teaching parents current approaches to mathematics to help improve students

mathematical achievement.

he seven one- hour series of workshops were conducted every two weeks during

the spring semester with parents with students in an elementary school in Richmond,
Vermont. The workshops focused on the development of parent’s conceptual knowledge
to complement their procedural knowledge thev had previously learned in elementary

school. The intention of helping to develop a better understanding of their children's



math skills would then enhance students learning at home. At the conclusion of each
workshop, parents were given a handout entitled “Math At Home™ to help reinforce the
contents of the workshop with everyday tasks that children and parents could do together.

The author found parents felt more confident helping their children after
participating in the workshops. Parents were more informed and knowledgeable with
conceptual understanding of elementary mathematics and were therefore able to be more
acute teaching partners in their children's mathematical education.

Related to the current topic Hendrickson, Siebert, Smith, Kunzler and Christensen
(2004) address parents concerns about the current mathematics reform during parent
involvement workshops.

The authors worked with parents in implementing and adaptation of curriculum
reform in 26 elementary schools and five junior high schools. They suggest several
things to help ease parents concerned about the standard-based mathematics and
curriculum materials in two types of settings. One was during evening group meetings
and the other was one on one conversation with the parents.

The evening meetings were provided for support and consisted of a 45- minute
general presentation, handout on homework, parent visit to classrooms, and a question
and answer period with district and school representatives. The workshop provided an
opportunity for parents to view videos of actual students working on problems and the
depth of understanding the students possessed. Examples of open- ended, contextual
homework problems were provided and an explanation of parent involvement with
mathematics homework. Visits to student classrooms provided parents the opportunity to

view and handle materials their children were currently using. In the classrooms teachers



gave a brief presentation and discussed how the activities help children learn
mathematics. Parents were also given the opportunity to meet with school and district
leaders with comments and concerns.

One-on-one discussions by the authors addressed parents concerns on the nature
of mathematics, the learning and activities used to learmn mathematics, and the
implications the reform curriculum would have on students” future learning. Each
concern was addressed and an explanation of strategies, research, and the benefits of
application of knowledge were given.

The last article Schussheim (2004) discusses ways to conduct a friendly event for
parents and students to increase ;Ixathem_ati_cal learning.

The article provides a detatled session for Family Math Night and preparation
needed to make it a success. The session is one hour long. The first 30 minutes of the
time is dedicated to parents and students participating together in data collection
activities, and visiting stations of activities from the Family Math book. Six stations are
set up with tangrams, guess and group, perfect people, and grocery store activities. The
last 30 minutes are spent with parents and children in groups of 20 to 25 people in
individual classrooms. There, a teacher and leads a hands -on activity that are open
ended and can be continued at home, Each family receives a take-home packet of
activities, a certificate of participation and an event evaluation form. Follow-up to the
workshops include sending home collected data from the first part of the session,
discussion of evaluation forms, and brainstorming of the presenting committee on the

positives and improvements needed for the next session.



This literature review concludes that parent involvement is important to a
student's mathematical achievement success. When parents are involved in a students
curriculum program and are knowledgeable to be helpful at home, students benefit.
Workshops designed to increase parental involvement and knowledge, make the greatest

impact.
The foilowlng three \mrkshaps were deszggied for the fourth grad@/ They wouici

Description of the Community and Parents/Families Whom Will Pamcmate

take piace in an elementary school, servicing pre-kindergarten through sixth grade. Itis
located in an 1nner city Abbott School district in Northern New Jersey, receiving Title I
funding. It is predominately a low socioeconomic Hispanic and African American
community. The Hispanic community consists primarily of Mexican, Puerto Rican and
Dominican decent. This school provides a free breakfast and funch program for all 1, 846
students. It also provides free before and after care until 6:00 p.m. for students. Parents
are supplied outsourced mathematic and literacy tutoring programs to choose for their
children to attend. This elementary school is one of 16 graminar schools that provide an
education to more then 13,000 students in a 3.2-mile radius in the district. Parent
mvolvement in the community 1s low, and strong efforts by the district are being made to
help increase it.

Specific Learning Goals of the Parent/Family Education Plan

The learning goals of this three- part workshop are:
1. To educate parents on differences between traditional and current

views of teaching and learning mathematics.



10.

To learn about the roie of games in the current investigations

curriculun and how these games can support students” learning at
different levels throughout the year.

To understand how games are used as an opportumty to practlce

computation,

To Iearn how games serve as a link between home and school

learning,

To learn how games can be used to better understand students
mathematical thinking, and to set goals for the students.

To consider ways that games can be adapted to meet the needs of
individual students,

To help participants understand the balance among written, mental,
and machine compu@tiorffl. the Evervday Mathematics Series.
To give parents experience with the Everyday Mathematics
approach to mulnphcauon and divasmnvof mu}thd;gst numberr.sr
especially the use in the curriculum of standard, mvented and

alternative algorithms.

To examme severa} low-stress mult;phcatlen and division

algorithms from Everyday Mathematics.
To educate parents on helpful and creative ways to be involved in
their child's mathematical success and provide materials that will

Emk home and school,
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“] Never Learned Math Like That”

Workshop 1

The Importance of Games

-Question/Answer
Period

-Raftle Giveaway
-Evaluation for
completion

all activity games
and parent
information to bring
home.

-fveryday Math
card decks and prize
giveaways.
-Evaluation forms

Activity Description ‘Materials Time
Welcome Stress- free warm- | Line Up Activity 5 minutes
up
General presentation | Information about PowerPoint 20 minutes
the Everyday Math | presentation and
Series and the lecture notes.
importance of
games in the
curricuium,
(Game centers Rotation between 4 | Directions and game | Approximately
activities supplies for; I Hour
approximately 15- ~Close to 100/1000
minutes each. -Fraction Cookie
Game
-Double Compare
-Factor Bingo
Intermission Light supper and Finger sandwiches, | 20 minutes
time for community | refreshments, coffee
socialization, and dessert.
Wrap-Up -Make and Take -Prepared packets of | 15 minutes




Workshop 2

Multiplication

Activity Description Materials Time

Welcome Stress- free warm- Peculiarities 5 minutes
up Activity

(General presentation | Information about PowerPoint 20 minutes
the Everyday Math | presentation and
Series including lecture notes
algorithms and the | including algorithms
importance of used for
nmultiplication multiplication.
games in the new
curriculum.

Game centers Rotation between 4 | Directions and game | Approximately
activities supplies for; 1 Hour
approximately 15- | -Multiplication
minutes each. Wrestling

-Multiplication Coin
Drop
-Multiplication
Baseball
~Multiplication
Bulls Eve

Intermission Light supper and Finger sandwiches, | 20 minutes
time for community | refreshments, coffee
socialization, and dessert.

Wrap-Up -Make and Take -Prepared packets of | 15 minutes
-Question/Answer all activity games
Pertod and parent

-Raffle Giveaway
-Evaluation for
completion

information to bring
home.

~Everyday Math
card decks and prize
giveaways.
-Evaluation forms




Workshop 3

Division

Activity Description Materials Time

Welcome Stress- free warm- Constructive 5 minutes
up Feedback Activity

General presentation

Information about
the Kveryday Math
Series including
division algorithms
and the importance
of division games in
the new curriculum.

PowerPoint
presentation and
lecture notes
including algorithms
used for division.

20 minutes

-Raffle Giveaway
-Evaluation for
completion

information to bring
home.

-Everyday Math
card decks and pnize
giveaways.
-Evaluation forms

(Game centers Rotation between 4 | Directions and game | Approximately
activities supplies for; I Hour
approximately 15- -Division Top -it
minutes each. -Division Dash

-Getting To One
-The Golf Game

Intermission Light supper and Finger sandwiches, | 20 minutes
time for community | refreshments, coffee
socialization. and dessert.

Wrap-Up -Make and Take -Prepared packets of | 15 minutes
-Question/ Answer all activity games
Period and parent




Preparation to Set Up the Workshop Prosram

To prepare for these workshops, 1 would begin by sending home an invitation to
attend on school grounds. The invitation would be for parents and their fourth grade
child. It would have a return sheet attached so I could prepare for the proper amount of
families participating. The response would also indicate if babysitting was needed for
younger siblings. Our schools parent liaison and older students would provide this benefit
as a community service requirement fulfillment. I would also recruit the fourth grade
bilingual teacher to attend. Considering the high percentage of Spanish speaking parents
in the community, she would be a necessary tool to make the program successful. We
would co-present information and she would be available to translate any questions or
concerns the parents may have. In hopes of having a large participation, the 2-hour
workshops would be conducted mn the evening to accommodate the working parents of
the community. They would be conducted from 6:00 — 8:00 p.m. and a light supper
would be provided. A percentage of the schools budget money would be used to provide
finger sandwiches, cold salads, refreshments, coffee and dessert. A purchase order could
be approved for funding under community/parent education requirements imposed by the
state. Janitorial staff would be available to help set and clean up. Administration would
also be in attendance to answer any questions or concerns. As an incentive for maximum
attendance, an ice cream party would be provided to the class with most participants over
the three part workshops.

Materials Used To Implement Plan

Workshop 1 The Imporiance of Games

1. Ice breaker activity sheet (Line Up)
2. Standard-based Curriculum presentation PowerPoint



3. Purpose of Games in Investigations PowerPoint presentation
Centers
1. Close to 100/1000
¢ Direction sheet
¢ Decks of numeral cards
e Score sheet
Factor Bingo
e Direction sheet
+ Laminated 100 charts
¢ Laminated multiplication tables
¢ Deck of factor bingo cards
+ Bingo chips or colored pens
2. Fraction Cookie game
¢ Direction sheet
¢ TFraction cube dice (2 of one color and one of another color)
+ [Laminated hexagon sheet
¢ Bucket of pattern blocks
3. Double Compare
¢ Direction sheet
e Numeral card deck
Wrap up
- Prepared take home packets of game directions, necessary game sheets and
suggested parent activities to do with children at home list,
- Everyday Math Playing cards and Sets of pattern blocks as raffle
giveaways
- Evaluation Forms

Workshop 2 Multiplication

1. Ice breaker activity sheet (Peculiarities)
2. PowerPoint presentation on algorithms used for multiplication
3. Brief “Where’s the Mathematics™ PowerPoint

Centers

1. Multiplication Wrestling
¢ Direction sheet
¢ Deck of number cards
e (Calculator
2. Mualtiplication Coin Drop
o Direction sheet
Chips/pennies
Plaving mat
Slate board
Dy erase marker

* * & »




3. Multiphcation Baseball
¢ Direction sheet
e Dice
¢ (Game board
4. Multiplication Bulls Eye
Direction sheet

¢ Number cards
¢ H-sided die
e (alculator

- Prepared take home packets of game directions, necessary game sheets
and suggested parent activities to do with children at home list.

- Evervday Maih Playing cards and 6-sided dices as raffle giveaways

- Evaluation Forms

Workshop 3 Division

1. Ice Breaker Activity (Constructive Feedback)
2. PowerPoint presentation on algorithms used for Division
3. Brief “Where’s the Mathematics” PowerPoint

Centers

I Division Top It

s Direction sheet

» Deck of cards numbers 1-10
2. Division Dash

¢ Direction sheet

o (Calculator

¢+ Score sheet
3 Getting To One

s Direction sheet

o Calculator
4. The Golf Game
Direction sheet
Spinner
Map of golf course
Score card
Centimeter cubes
Paper and pencil

2 & & & » »

Wrap u
- Prepared take home packets of game directions, necessary game sheets

and Parent Do-Anytime Activities Pack.
- Fvervday Math Playmg cards and calculators as raffle giveaways
- Evaluvation Forms



Realistic Quicomes Expected

I feel these workshops were designed to be successful. Each of the goals was
addressed throughout the format and workshop design. [ believe parents will find the
information helpful and appreciate the resource tools provided to them. The program
takes into account many of the factors that would pose an issue for parents such as time
of day, younger sibling, location, and language diversity. Exposing parents to current
views in mathematics, algorithms, and games from their child’s curricutum allows
parents to be more comfortable and involved. The goal is to have maximum
participation. Incentives would be provided to the class with the top amount of
participants for attendance overall. Realistically, [ would expect 40 families out of the
130 currently in the fourth grade. Community participation is low, but these workshops

could make a positive impact on school / home connections.
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Materials Used To Implement Plan

Workshop 1 The Importance of Games

1. Ice breaker activity sheet (Line Up)
2. Standard-based Curriculum presentation PowerPoint
3. Purpose of Games in Investigations PowerPoint presentation

Centers
1. Close to 100/1000

e Direction sheet
e Decks of numeral cards
e Score sheet
Factor Bingo
Direction sheet
Laminated 100 charts
¢ Laminated multiplication tables
* Deck of factor bingo cards
e Bingo chips or colored pens
2. Fraction Cookie game
¢ Direction sheet
¢ Fraction cube dice (2 of one color and one of another
color)
¢ Laminated hexagon sheet
¢ Bucket of pattern blocks
3. Double Compare
o Direction sheet
e Numeral card deck

Wrap up
- Prepared take home packets of game directions and
necessary game sheets
- Everyday Math Playing cards and Sets of pattern blocks
as raffle giveaways
- Evaluation Forms




Line Up

This exercise is good for a group of
20 or more. It helps participants get to

ow each other in a stress free way.
The activity should take approximately
five minutes. It is a friendly competition
among groups. The leader will give
instructions for the groups to line up ina
particular way. Groups should perform
the given task as quickly as possible.
When the group is lined up appropriately
all members should clap to indicate they
have completed the task. The first team
to clap is announced the winner of the
round.




LINE UP ACTIVITY SHEET FOR THE LEADER

1. Line up in order by shoe size.

2. Line up in order by length of arm's reach.

3. Line up in order alphabetically by favorite color.

4. Line up in order by number of siblings you have.

5. Line up in order by hair color, lightest to darkest.

6. Line up in order by age, youngest to oldest.

7. Line up in order by length of time with current employer.
8. Line up in order alphabetically by first name.

9. Line up in order alphabetically by last name.

10. Line up in order by number of pets owned.

11. Line up in order by hair length, longest to shortest.

12. Line up in order by the number of bones you've ever
broken.
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lce Breakers to help create a warm, friendly, personal learning environment, Page 1 of |

Peculiarities

This activity can be used & any time during 8 short or long session, with parlicipants who know one ancther walf or with complste strangers, o
introducs the topic of diversity

Group Size: 120 60 Estimated Time: 2 to 5 mingas
What you nesd. Peculiarities Activity Sheet for leader, simple prizes such as candy, stickers, or pers.

Inslructiong

it

. Ask participants to sfend.

2 Explain that the object of the activity i$ to isoover peoulianties in ths roun.

3. Tell participants that you will read items from & list, one at @ time. Asi them to come farward (o receive 3 prize if they have thet peculiarity. s &
varigtion pass out the bs! 1o perticipants and ask them to B & out ndividually, then find others in the room who have maried the same categories.
nclude some categonies that you know apply By more than one person,

Tine Keep this quick and fun. Add peculiarties to the fist relating fo organizational quirks or noms, o a9d specfic peculiariies that Yot know
aboul peopis in the group. Click an the fitle to download 4 usabie copy of the autivity sheel.

1. Wae born on Februsry 25

2. Has or had a dog named Bpof, Midnight, Lucky, or Shadaw,

3 s wearing an arlicle of clothing that was chosen and purchased by someone else.
4 i wearing # family heirloom,

5 Orives a car more than five yesrs oid,

8 Competes In sporting events such as running, skiing, sic.

7. Ldkes plers with anchovies,

8. Volunteers for charity fund diives,

& Was bom in ansther slate.

i Was bom in anather country.

11 Ham won & prize.

12, Pos hean to kaho,

13 Writes songs or poetry.

14, Has an organired, clean desk

15 Has a twin biother or sigter,

. Has 2 shoe size of 12 or greater.

17, Has mitked g cow

18. Has been to the top of the Washington Monument,
18. Coligcts stamps or ofher collectibles.
20, Remembers sodas fo five cenis.

2% Hes beento 3 consert in the fast month,
22, Has fve or more siblings.

23, Prafers winter to surmmer,

4. Haes been on a radio or TV show,

25 Restores ol oare of frucks.

2B Has won g jrize o0 money with 2 mailin form




Procedures for Multiplication
& Division in Everyday Mathematics

Lattice Multiplication




Procedures for Multiplication
& Division in Everyday Mathematics

Place Value in Lattice Multiplication




Procedures for Multiplication
& Division in Fveryday Mathematics

One Cell’s Value




Procedures for Multiplication & Division in Everyday Mathematics

Array Grid

Start here,
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Workshop 2 Multiplication

I

lee breaker activity sheet (Peculiarities)

2. PowerPoint presentation on algorithms used for multiplication

3

2,

Centers

1.

2.

Lt

he

Wrap up

Brief “Where’s the Mathematics™ PowerPoint

Multiplication Wrestling

s  Direction sheet
s  Deck of number cards
¢ Calculator

Multiplication Coin Drop

¢ Direction sheet

e Chips/pennies

e Playing mat
Slate board

¢ Dry erase marker

Multiplication Baseball

s Direction sheet
¢ Dice
s  (Game board

Multiplication Bulls Eve

s Direction sheet
Number cards
6-sided die
Calculator

* & &

Prepared take home packets of game directions, necessary game sheets
and suggested parent activities to do with children at home list.
Evervday Marh Playing cards and 6-sided dices as raffle giveaways
Evaluation Forms
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o-Anytime Activities
for Grades 4-6

Mathematics means more when it is rooted in real-life situations. The
following activities allow children to practice mathematics skills while
riding in a car, doing chores, helping with shopping, and performing other i
everyday routines. These “do-anytime” activities are organized by topic and
grade level. -

Addition, Subtraction, Multiplication, and Division

@ Continue working on multiplication and division facts by using
Fact Triangles and fact families or by playing games in the Student
Reference Book.

@ Give your child multidigit numbers to add and subtract, such as
427 + 234,72 ~ 35, and 815 — 377,

© Practice extending multiplication facts. Write each set of problems so
that your child may recognize a pattern.

Set A 6+*10 6 * 100 6 * 1,000
Set B 5*10 5* 100 5 * 1,600
Set C 10 {7s] 160 [7s] 1,000 [7s]

& When your child adds or subtracts multidigit numbers, talk about
the strategy that works best. Try not to impose the strategy that

works best for you! Here are some problems to try:
487 + 343 = _ = T61 + 79
894 — 444 = 842 — 59 =

® Consider allowing your child to double or triple recipes for you
whenever you are planning to do that. Watch your child to make sure
he or she does the math for every ingredient. Or your child can halve a
recipe if your cooking plans call for smaller amounts.

® Have your child calculate the tip of a restaurant bill through mental
math and estimation. For example, if the bill is $25 and vou intend to
tip 15%, have your child go through the following mental algorithm:
10% of $25.00 is $2.50. Half of $2.50 (5%} is $1.25.
$2.50 (10%) + $1.25 (5%) would be a tip of $3.75 (15%). The total

amount to leave on the table would be $28.75.

& 2002 Everyday Learning Corporation
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© Have your child keep a running tally of when the school bus arrives. Or

have your child time him- or herself to see bow long it takes to walk to
school in the morning compared to walking home in the afternoon. After
a week, have your child plot the times, look for variations, and try to
describe the times by using an equation.

® While playing a game that uses a die, keep = tally sheet of how many

times a certain number lands. For example, find how many times
during the game the number 5 comes up. Have your child write the
probability for the chosen number. {';' is the probability that any given
number on a six-sided die will land.) The tally sheet should show how
many times the die was rolled during the game and how many times
the chosen number came up.

® Watch with your child for events that occur without dependence on any

68 Home Conmection Handbook

other event. In human relationships, truly independent events may be
difficult to isolate, but this cbservation alene helps to define the random
events in games. Guide your child to see the difference between
dependent events and random events. For example, “Will Uncle Mike
come for dinner?” depends on whether or not he got his car fixed.
However, “Will 1 get heads or tails when I flip this coin?” depends on no
other event. ‘

uogriodiory Jupnea Aephmng 7007 O




Geometry Explorations
€ Help your child recognize and identify real-world examples of right
angles (the corner of a book) and parallel lines (railroad tracks).
@ Encourage your child to identify and ¢lassify acute (less than 90,
ohtuse (between 90° and 180%), right (90°), straight {(180°), and reflex
(between 180° and 360%) angles in everyday things (the architecture of
a building, a bridge, a ramp, or a house).
€} Have your child compile a shapes portfolic or create a cellage of labeled
shapes. Images can be taken from newspapers, magazines, and
phutographs.
) When you are at home or at a store, ask your child to identify different
types of polygons, such as triangles, squares, pentagons, and hexagons.
€ Ask your child to identify 2-dimensional and 3-dimensional shapes
around the house.
® Ask your child to find apparent right angles or other types of angles:
acute (less than 909 and obtuse (between 90° and 180%). Guide your
child to look particularly at bridge supports for a variety of angles.

® While you are driving in the car together, direct your child to lock
for congruent figures {figures with the same size and shape):
Windows in office buildings, circles on stop lights, many street
signs, and so on, are all congruent figures.

Patterns and Algebra Concepts

€Y Have your child lock for frieze patterns on buildings, rugs, floors, and
clothing. Have your child make sketches of friezes that he or she sees.

€3 If your child has an interest in music, encourage him or her to study the
mathematical qualities of the patterns of notes and rhythms. Composers
of even the simplest tunes use reflections and translations of notes and
chords (groups of notes),

& Review tessellations with your child. Encourage your child to name the
regular tessellations and to draw and name the eight semiregular
tessellations. Challenge your child to create nonpolygonal Escher-type
transiation tessellations. You may want te go to the library first and
show your child examples of Escher’s work.

ata, Chance, and Probability -

Help your child look up the population and land area of the state and
city in which yeu live and compare these facts with those of other states
and cities.

€@ Encourage your child to recognize the language of probability used in
everyday situations, such as weather reports and scientific findings.
Have your child make a list of things that could never happen, things
that might happen, and things that are sure to bappen.

£} Visit the Web site for the 17.8. Bureau of the Census at

hittp//yww.census.gov/. Have your child write three interesting pieces of

information that he or she learned from the Web site.

o

& 2002 Everyday Learning Corperation
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. Fractions, Decimals, and Percents

1 € Have vour child look for everyday uses of fractions and percents. Areas

i to explore would be games, grocery of fabrie stores, cookbooks, measuring
cups and spoons, the evening news, and statistics in newspapers.

@ Encourage your child to incorporate such terms as whole, halves, thirds,
and fourths into his or her everyday life.

€ Write whole numbers and decimals for your child to read, such as 650
(six hundred fifty} and 42.5 {forty-two and five-tenths). Ask your child to
identify digits in the various places——thousands place, hundreds place, tens
place, ones place, tenths place, hundredths place, and thousandths place.

© Help your child identify advertisements in signs, newspapers, and
magazines that use percents. Help your child find the sale price of an
item that is discounted by a eertain percent. For example, & $40 shirt’
that is reduced by 25% is $30.

® Encourage your child to incorporate the vocabulary of fractions and
decimals into his or her everyday speech. Make sure he or she
understands that one-tenth is equivalent to 10%; quarter, to 25%;
three-quarters, to 75%; and so on.

® Encourage your child to read nutrition labels. Have him or her calculate

the percent of fat in the itern.
fat cnlories perventof fat (1)
totnl ealoties 1HOO%:
Your child should use cross-multiplication to solve the problem.

Measurement

© Work with your child on drawing a scale map of your city, town, or
neighborhood, or have your child do a scale drawing of the floor plan of
your house or apariment.

© Encourage your child to develop his or her own set of personal measures
: for both metric and U.S. customary units.

'€ Encourage your child to create his or her own mnemonics, or sayings, to
help in remembering conversion measurements. Start with “A pint’'s a
pound the world 'round,” and have your child create his or her own from
there.

® If you have carpentry hobbies, consider allowing your child to measure,
cut, or add and subtract measures for you. Expect him or her to be able
to measure to the nearest eighth of an inch and to be able to add and
gsubtract such measures.

® If you are planning to paint or carpet a room, consider allowing your
child to measure and calculate the area. Have him or her write the
formula for Area (Area = length * width) and show you the calculations.
If the room is an irregular shape, divide it into separate rectangular
regions, and have your child find the area of each one. If a wall has a
cathedral ceiling, imagine a line across the top of the wall to form a
triangle. Your child can use the formula 7 * base * height = Ato
calculate the area of the triangle.

vopmodio Junues Aephisag 2007 @
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Math Workshops

Fun & Learning

4™ Grade Parents & Children
Come and join us for current information
and helpful ways to help your child succeed
in math.

Date:
Time: 6:00-8:00
Place: School Cafeteria

Light Supper Door Prizes
Make & Take

Yes, 1 will be able to attend the math workshop

Parent’s Name babysitting needed

Student’s Name




Taller de Matematicas

Diversion y Aprendizaje

Padres del 4° grado y sus hijos
Vengan a reunirse con nosotros para
informacion de maneras utiles para
ayudar a su hijo(a) tener exito
en la matematicas.

Fecha:
Horario: 6:00-8:00
Lugar: La Cafeteria escolar

Una cena breve  Premios
Hacer y llevar ejemplos

Si, podre asistir el taller de matematicas.

Nombre del padre
Necesita cuidado de ninos

Nombre del estudiante




Parent Response Form

Workshop #
Family Name Homeroom Babysitting
Teacher Needed







Welcome, Please Sign In
Workshop #

Parents Name | Students Name Homeroom
Teacher







PROCEDURES FOR MULTIPLYING
& DIVIDING IN EVERVDAY MATHEMATICS

wannour §

Multiplication Wrestling

Materials: a deck of 0—9 number cards
{4 of rach number for a total of 40 cards)

Number of players: 2

Object of the game: To get the largest product of two 2-digit numbers.
Directions: Shuffle the deck of cards and place it facedown. Each player draws
4 cards and forms two 2-digit numbers. There are many possible combinations of
2-digit numbers. Each player must pick a pair of numbers 1o use.

Example:

Player 1

Form 75 Form 64

Form 84 Form 91

Each player creates two “wrestling teams” by writing each number as a sum of tens

and ones.
Piayer 1. Flayer 2
75 0+ 84 & o+ g1
Teams: (TO+5) = (80 +4) 60+ 4} » (80+ 1)

Each member of the first team (for example, 70 and 5) is muitiplied by
-gach member of the second team {for example, B0 and 4). Then the four
products are added.

E Next, each player's two wrestling teams wrestle each other in this way:

Player 1. 5600

2890

{70+5) = (B0 +4) 400

(70 =80} + (FO* 4} + (5% 80) + (5= 4} + 20
5600 +« 280 + 400 + 20

1

s

5000
1200

100
6300

6300

it

& 1985 Everyday Learning Comoration. Games Master 3

Bridges to Classroom Mathematics Grades 4 & 5 © Everyday Learning Corporation
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PROCLEDURES FOR MULTIPLYING
& DIVIDING IN EVERYDARY MATHEMATICS

Multiplication Wrestling (continued)

5400

60

360

+ 4

5000

5824 700
120

4

5824

Player 2:

(60 +4) * (90 + 1)
(B0 *90) + (BO*1) + (4%90) + (4% 1)
5400 + 60 + 360 + 4

il

t

The player with the larger result wins the round. To find the winner’s score,
subtract the loser’s result from the winner’s result and record the difference on a
score sheet like the one below. For example, Player 1 scores 476 points
because 6300 - 5824 = 476. Player 2 scores no points.

Players’ Names: Player 1 Player 1
Round 1 476 0
Round 2
Round 3
Total

In each round, each player forms two new numbers. Decide ahead of time on how
many rounds or how long to play. At the end of the game, players add their scores.
The player with the largest total wins.

Players may use a calculator to find the winner's score for a round and their total
score for the game. They may also use a calculator to check a player’'s score for a
round by multiplying the two numbers. (For example, to check Player 1's score,
muitiply 75 * 84.)

Bridges to Classroom Mathematics Grades 4 8 5 & Everyday Learming Corporation



Multiplication Coin-Drop

Materials: 5 pennies per player, another 5 pennies per player to be in the bank,
playving mat, slate

Number of players: 2-4

Directions: Each player starts with five pennies. Place the playing mat on a soft, flat
surface. In each round, players drop one of their pennies onto the game mat from
about I foot above the mat. If the penny lands on a line between squares, the player
moves the penny to either of the two squares. If the penny lands so that it touches
more than one square, the player must decide which of the squares to use. If the
penny does not land on the mat or lands on a square that already has a penny on it, the
player tries again.

On therr slates, players write the product of the numbers in the square on which their
penny landed. The player with the highest product takes a penny from the bank.

Leave the coins on the mat and play another round. The player with the most counters
at the end of 5 rounds wins the game.

Division Coin Drop

Materials: 5 pennies per player, another 5 pennies per player to be in the bank,
playing mat, slate

Number of players: 2-4

Directions: Division Coin Drop is played in the same way as Multiplication Coin
Drop except that the player with the highest quotient wins a round.

&7



Multiplication Coin Drop Playing Mat

5*2 3*4 7%*3 6*2 3*5 5*1

4*7 8*4 6*5 3*9 7*5 8*6

1*9 6%6 3*2 2%7 3*3 8*9

7*7 6*4 5*9 8*4 3*6 4*4

2%2 4*3 2*8 3*%6 5%6 4*7

5*5§ 8*7 3 *7 9%9 2*2 5*8

9*4 2*%4 8*8 2*9 7*9 4*5

5*7 6*7 5*%3 4*2 6*9 6*7

68




Multiplication Coin Drop Playing Mat (Advanced)

J0*4 (13%500 5*20 (60%*2 70*3 500*1
80*300,700*5 (4*70 (3*900 (6*50 800 * 60
60*40 3*600 70*7 (800*4 50*9 400*4
400*3 50*6 (20%20 (30*6 |20*8 |400*7 |
80*7 [2%200 [50*50 [90*90 [300*70]50*8
240 70*90 |900*40:2*900 800*8 4*50
600%6 [30*300/100*9 [20*7 30*20 80*9
600*7 16*900 S50*700/40*20 50*3 |6*700

69




hasebalimull

Basic Game:

Materials:

MNumber of Plavers:

Dirgotions:

%

E:d

&

#

Page | of 2

1 Baseball Multiplication Record Sheet (Game Master

%)

& pennies (or counters) for each partrership or smali

group

2 reguior dice

I Multiplication/Division Facts Table (Game Master 6)
or a calculator (optional)

Two (2] equal-sized teams

Someone flips a coin to decide which team "bats”
first. The game rules are similar to the rules for
baseball. But here a game lasts seven innings or
until time runs out. In each inning, each team
bats until it hos made three outs. The team with
the most run when the game is over wins.

Pitctung and Botting: Dice rolls correspond to
baseball pifches. Members of the pitching team
take turns being “pitcher” by rolling the tweo
dice. Players on the batting team take turns
being "batter" by multiplying the two numbers on
the dice and giving the product. Batters can ask
others on their team for help.

Players on the pitching team check the batter's
solution by using a Multiplication/Division Facts
Toble or o calculator (optional). If the solution is
correct, depending on the size of the product,
the batter either pops "out” or moves a penny
along the diamond for a single, double, triple, or
home run (see Scoring Chart below). An
incorrect solution is a "strike," and another pitch
{dice roll} is thrown., Three strikes make gn out,

How runs are scored! When a player hits a single,
he or she moves a penny to first base; for a
double, the move is to second base: for a friple,
third base; and for a home run, all the way areund
the boses, Any pennies already on bases are



basebalimult Page 2 of 2

moved ahead of the batter's penny by the same
number of bases.

A run is scored every time a penny crosses home
plate.

SCORING CHART (for regular dice)

36 =Home run &-15 =Single (go to Ist
£6-35 =Triple 5 or lessbase)
1£-25 =Double =0ut (record an out)

Hew an out /s made! An out is made when a
batter hag three strikes (errors)--or when the
product of a two-dice throw (roll) is 5 or less.

Keeping score! For each inning, players keep
track of the runs scored and the outs made in
the Runs and Outs columns on Game Master 5. At
the end of each inning, plavers record the total
runs for that inning on the Scoreboard. {For
future games, children can use slates or scrateh

paper.}

7o win: The team with the most runs of the end
of seven innings, or when time runs out, wins,



Baseball Multiplication Record Sheet
(6ame Master 5)

Scoreboard Runs and QOuts Table
Inning 1 2 3 4 5 6 | 7 Team 1 Team 2
Runs | Outs Runs | Outs
Team 1
Team 2

Scoring Chart
(for regular dice)

36 = Home run(score arun)
26-35 = Triple (go to 3rd base)
16-25 = Double {(go to 2nd base)

6-15 = Single (go to Ist base)
5 or less = Qut (record an out)

2nd Base

3rd Base y 15t Base




Multiplication Bullseye

Materials: number cards (4 each of the numbers 0 through 9), a 6-sided die, a
calculator

Number of players: 2

Directions: Shuffle the cards and place them facedown on the playing surface. The
players will take tums.

At each turn the player will:

L. Roll the die. Look up the target range of the product in the table.

Number on Die Target Range of Product

] 500 or less

501- 1000

1001- 3000

3001- 5000

5001- 7000

Chjlh sl b

More than 7000

2. Draw 4 cards from the top of the deck.

3. Use the cards to try to form 2 numbers whose product falls within the target range.
Please Do Not Use a Calculator. You need not use all 4 cards and you may not
begin with 0.

4, Use the calculator to multiply the 2 numbers to determine whether the product falis
within the target range. If it does, you have hit the bull’s-eye and score 1 point. it
doesn’t, you score () points.

The game ends when each playver has had 5 turns. The player with the most points
wins the game.

Sample turn

A plaver:

Rolls a 2. The target range of the product is between 501- 1000

The player tums overa 5, 7, 2, and 9 from the deck of cards.

The player uses estimation to try to form 2 numbers whose product falls within the
range- for example, 72 and 9.

The player finds the product to be 648 on the calculator.

Since the product is between 501- 1000, the player has hit the bull’s-eve and scores |
pont,

64
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Activities To Do With Your Children At Home

. Continue working on Muitiplication Facts by using Fact

Triangles, and or by playing games that the children learned in
school.

Allow your children o help with the cooking. Have the double or
triple the recipes you are cooking.

Have your child calculate the tip of a restaurant bill through
mental math and estimation. Ex. — 10% of a $25.00 dollar bill
would be $2.50 then 20% would be $5.00

Use the daily newspaper to have your child find anything to do
with math. Ex. Sale prices, have the children figure out the cost
after taking off the discount.

Encourage the use of math vocabulary in their everyday life.

. Read nutrition labels with your child. Calculate the amount of

fats or vitamins in each item.

. Help your child recognize and identify real world examples of

different shapes and angles.

. Have your child make a shape porifclio by collecting pictures of

different shapes from either magazines or newspapers.

Ask vour child to find two and three dimensional shapes around
the house.

10. Using the computer have your child look up the population and
land area of New Jersey and compare these facts with other places
in the United States.

11. Have your child explain the different ways of doing a problem
and then try to do and practice them with the children.



12. Encourage your child to incorporate the vocabulary of fractions
and decimals info his or her everyday speech. Make sure he or
she understands that one-ienth is equivalent to 10%, guarter is
25%, and three-quarters is 75% and so on.

13. Help the children to make a floor plan of your house. Help
them to figure out the area and perimeter of each of the rooms.

14. Have lists of the measuremenis around the house. Keep
reviewing the conversions of the measurements.

15. If Dad is doing some carpeniry work have the children help fo
measure and then add or subtract the measures.

16. Visit the website for the U.S. Bureau of the Census at
. and have your child write down three interesting
pieces of information that he or she learned from the Web site.
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Workshop 3 Division

1. Ice Breaker Activity (Constructive Feedback)
2. PowerPoint presentation on algorithms used for Division
3. Brief “Where’s the Mathematics™ PowerPoint

Centers

I Division Top It

e Direction sheet

*  Deck of cards numbers 1-10
2. Division Dash

¢ Direction sheet

¢ Calculator

¢ Score sheet
3. Getting To One

e Direction sheet

¢ (Calculator
4. The Golf Game
Direction sheet
Spinner
Map of golf course
Score card
Centimeter cubes
Paper and pencil

* & & » 4 »

Wrap u
- Prepared take home packets of game directions, necessary game sheets
and Parent Do-Anytime Activities Pack.
- Everyday Math Playing cards and calculators as raffle giveaways
- Evaluati




Constructive Feedback

Group size 6 1o 12
Estimated time three to six minutes
Materials needed, 30 pieces of wadded paper

Your participants will value the benefits of constructive feedback as
they try to accomplish a goal that is not possible without feedback from their
peers. It works best with several small groups of people who can all
- participate. Conceptual thinkers will make the most of the activity if you
ask them to draw conclusions, concrete thinkers will appreciate the
experimental demonstration.

Instructions; ask for one volunteer. When that person comes forward,
position the volunteer in a standing position and place an empty cardboard
box somewhere behind him or her, but not directly behind. Place the 30
pieces of wadded paper within reach of the volunteer.

Explain to the group that their job is to give clues to the volunteer that will
help him or her to throw the wads into the cardboard box without turning
around.

Give examples of clues such as, “a little further to the left”.

Begin the activity. About half way through, remind the volunteer of some of
the clues given. Ask which ones were actually helpful and why that was
true. Keep the activity going until the volunteer has successfully thrown
three wades into the cardboard box. Ask the group to describe what is true
about feedback based on what occurred in the exercise.

Explain feedback was expected and welcomed. One person and could not
make the goal in a timely manner, without hearing other perspectives and
suggestions. When the goal was accomplished, everyone participated in
enjoying the success. This is the same when groups of work in a
collaborative manner during mathematics.
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* I deck of cards with 4 each of the numbers 1 through 10
Mumber of Plavers:

Twe (2} to Four (4)

Ubject of the game:

Te collect the most cards.

Directions:
Shuffle the cards and place the deck number-side dewn on the plaving surface.

Each player furns over 2 cards and cails out the sum of the 2 numbers. The player with the lorgest
surn wing the round and takes all the cards. Tn case of a te for the largest sum, each ted player
turns over Z more cards and cails out the sum. The player with the highest sum wins the round and
tokes all the cards from both plays.

Answers can be checked with an Addition Table or with ¢ calculater,

Play continues until there are too few cards left for sach player to have another furn. The player
whe took the most cards wins. Or, players may toss a penny to determine whether the player with
the most or the fewest cards wins.

Variation:

Each player turns over 2 cards and finds the sum.

Advanced Vepsion:

Players furn over 4 cards, form twe 2-digit numbers, and find the sum. Players should consider how
they form their numbers since different arrangements have different sums. For example, o player
turnsover 2.5 7 and £ 74+ 52 has o greater sum than 25+ 47,

Each player Turns over 3 cards and uses them fo generate division probizms as follows:
# Choose 2 cards fo form the dividend.

¥ Use the remaining card as the divisor.

Divide and drop the remcinder. The player with the largest quotient wing the round and takes gif
the cards.

Advonced Yergion:

Turn over 4 cards and choose three of them to form g 3-digit rumber. Divide it by the remaining
aumber. The errangement of the numbers may result in g greater quotient, For example: 462/5 is
 greater than 256/4, but 654/2 is even greater,




Division Dash

Materigls: A calculator for each player
Mumber of Players: 1or 2

Olbsject of the Qsma: To reach 100 or more
Direetions:

1. Each player chooses a number at lsast ihres digits long and enters it into the
calcuiaior,

2. Each player presses the sguare-root key [V |. If the number in the display has
orily one of two digits, start over. If the final dignt is O, start over.
kach player uses the final digit as the divisor and the two digits before the final
digit as the dividend.

5. Divide the dividend by the divisor, Record the whole-number part, or quotient.
fgnore the leftover part, the remainder. Players calculate mentally or on paper,
not on the caleulator,

4. Flayers take turns repeaiing Steps 2 and 3, starting with whatever number is in
the display. Each player keeps track of the sum of his or har guotients. The
first player to reach a sum of 100 or more wins.

Example: Player enters 5878,

PressV andget 75352504984 . Guotients
Divide 48 by 4. Record the resull. (12, ignoring the remainden 12
Press ¥ again and get 8680582062
Oivide 6 by 2. Record the result. (3) 3
Press V againand get2.946282753 .
Divide 75 by 3. Record the result. (25) 25
40

i there is only one player, the object of the game is to reach 100 or
more by solving the fewest number of division problems.

Challenge Version:

Attach 0 to each divisor and dividend. For exampla, if the disoiay s 2948182827,
the problem would be 820 divided by 70,

flossieion
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Rules for Getting to One Game

Materiafs: calculator
Number of players: 7

Object of the game:

One plaver chooses a rmystery number. The other player tries to guess the number in as
few tries as possible. Players then trade roles. The player who guessed the mystery number
in fewer tries wins the round.

Directions:

1. Player & chooses a mystery number less than 100

2. Player A then secretly enters the number in the calculator and divides i+ by itself.
For example, if the mystery number is 65, Player A enters 65[+] 65 [=]. (on calculators
with a [K] key, enter 6% [+] 85 [K] i=]} The result should be 1,

3. Player B guesses the mystery number and, without clearing the calculator, enters the
guess and [=] in the calculator,
o If the caloulator shows a rumber less than 1, then the Guess was 100 low,
® Iif it shows 3 number greater than 1, then the guess was too large.
 if it shows a 1, then Player 8 guessed the mystery number.

Player B enters guesses until the result is 1. Player A keeps track of the rnumber of gussses.
Do not clear the talculator until the number has been guessed,

Example: Mystery number = 5

Player B enters: Caleulator shiows:
55 {=j 0.8461538 100 smatll
70 [=] 1.076923 too big
67 [=] 10307692 ton big, but closer
85 [=] 1 hust right!

It took Player B four tries 1o guess the mystery number,

Scoring.

One way is 1o play 5 rounds in which there ware no ties. The plaver who won more rounds
wins the game.

Anather way is to play 5 rounds and 1o keep track of the number of guessesfor each
round. The player with fewer guesses in all wins the game.,

For a harder version of the game, allow mystery numbers up to 1000,




ACTIVITY 7
The Golf Game

TEKS 4.4 Number, operation and quantitative reasoning, The student multiplies and divides to solve meaningful
problems involving whole numbers. The student is expected to: (B) represent multiplication and division situations
in picture, word and number form.

Objective: The students’ goal is to make their way down a fairway without overshooting the greens.

Number of students: Students can play in pairs or in groups of four.

Materials:
s Spinner
s Map of the golf course
s Score card
s  Each player needs nine game pieces {centimeter cubes) of the same color.
= Paper and pencil

Steps:
Step |: Spin the spinner. The person with the highest number goes first. Each player should have a score card.

Step 2: Look at the description of the first hole. How far is it to the flag? You will have a maximum of four
strokes to reach the hole.

Step 3: Spin the spinner and record this number on the recording sheet.

Step 4. Choose a club. This can be any factor between | and 9. Once you choose a club, you can not change
that number.

Step 5: Multiply the number of your club by your spin; this is the total distance of your first drive. Record that
product or distance on your score card. Play continues with the goffer sitting to your left. That person
will spin, choose a club and record the distance of his or her first drive {product) on his or her score
card.

Step 6: On your next stroke, spin, choose a club and find the product. Add that product to the total on your
first turn. Record this total under the column that says “Total after second stroke.” Play continues with
each golfer,

Step 7. The golfer who is closest to the flag after four strokes or fewer, without going over, wins the hole. Place
your game marker on that green to show that you weon that hole. The person who wins the most holes
wins the game.

| R

** travelocity anrTen



ACTIVITY 7
The Golf Game

Example:

s The first player rofled a 6.
s Hechose a 9 iron to use.
¢ 6 X9 =54yards. He recorded 54 yards on his recording sheet,

+ Player 2 goes. Play continues until someone reaches or is closest to the green, without going over.

Extensions/Modifications:
Teachers or students can create their own spinners with larger or smaller numbers, decimals, or fractions.

*3+ travelocity iwrorer
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MATH

Gar Tadeo You Ploces

Distance
{(yards)}

Total
after
Stroke 2

Total
after
Stroke 3

Total
after
Stroke 4

Did you win
this hole?
Yes or No

157

160

185

110

136

143

122

108

124

Distance
{yards)

Total
after
Drive 1

Total
after
Stroke 2

Total
after

Stroke 3

Total
after
Stroke 4

Did you win
this hote?
Yes or No

Hole 1

157

Hole 2

160

Hole 3

185

Hole 4

110

Hole 5

136

Hole 6

143

Hole 7

122

Haole 8

108

Hole 9

124
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How to Play Close to 100

Materials
*  One deck of Numeral Cards
¢ (lose to 100 Score Sheet for each player

Players: 1,2, 0r 3

How to Play

1. Deal out six numeral cards to each player.

2. Use any four cards to make two numbers. For example, a 6 and a 5 could
make 65 or 56. Wild cards can be used as any numeral. Wild cards can be
used as any numeral. Try to make numbers that, when added, give vou a
total that is close to 100.

3. Write these numbers and their total on the Close to 100 Score Sheet. For
example: 42 + 56 = 98,

4. Find your score. Your score is the difference between your total and 100.

5. Put the cards you used in a discard pile. Keep the two cards vou didn't use
for the next round.

6. For the next round, deal four new cards to each player. Make more numbers
that come close to 100, When you run out of cards, mix up the discard pile
and use them again.

7. After five rounds, total your scores. Lowest score wins.

Variations

Alternate Scoring

Write the score with plus and minus signs to show the direction of your total away
from 100. For example: If your total is 98, vour score is -2, If your total is 1053, your
score is +5. The total of these two scores would be +3. Your goal is to get a total score
for five rounds that is close to 0.

Close to 1000

two numbers that total as close as possible to 1000. For example, if you are dealt 4, 5,
8,3,2,9.9 and §, vou might try 420 + 383 (1003}. The score for each round is the
difference of the total and 1000, In the example above, the score is 3. Play five
rounds. The total lowest score wins, Again, as students become comfortable with
this version, negative and posifive integers may be introduced as a scoring
variation.

Close to 0 with Two or Three Digit Numbers

To play with 2-digit numbers, deal out 6 cards to each player. Each plaver uses any
four cards to make two numbers whose difference is as close as possible to 0. For
3-digit numbers, deal out 8 cards to each plaver. Each player uses any six cards to
make two numbers whose difference is as close as possible to 0. With the numbers
above, & plaver might try 402 - 399, Three is 3 away from U, so the plaver's scored
would be 3. Play five rounds and the lowest total score wins,




Close to 100 and Close to 1000 Score Sheets
Close to 100 Score Sheet

Name: Score:
Kound 1: + -
Round 2: + =
Round 3: + = _
Round 4: + -
Round 5: , + -

TOTAL SCORE:

Close to 1000 Score Sheet

Name: Score:
Round 1: + =

Round 2: + =

Round 3 4+ =

Round 4: + = N
Round 5: + _ =

TOTAL SCORE:




R,

Numeral cards for Close to 100/1000 (can be used for Double Compare)
Numeral Cards A (1 of 3 pages)




A

Numeral Cards B




Numeral Cards C




Multiple Bingo and Factor Bingo Instructions

Basic Activity

Multiple Bingo and Factor Bingo are versions of the traditional Bingo game. The object of the

game i to mark five numbers in a row, either across,

up andd down, or diagonally. The numbers

that can be marked are determined by drawing cards. Both versions can e played either as a

whole class, with a pertner, or in a small group

These games are designed to give students practice finding factors and multiples of numbers.

Several variations of game play for Multiple Bingo and Factor Bin

are offered or the following

page. The basic rules for both games are provided in the fist below:

Multipie Bingo

Factor Singﬂ

Materials:

# 100 for 300} Chart (1 per plaver)

* Multiple Bingo Cards {1 deck per playing group)
© crayon or marker (1 per player)

# calculators {optional}

Materials:

* Multiplication Table (1 per player)

® Factor Bingo Cards {1 deck per playing [lesatkisy
* crayon or marker {1 per player)

* caiculators (optional)

Procedure:

Step 1: Gather all the materials needed for the
activity. Hach plaver has & 100 or 300 chart, and 4
crayon or marker. Each playing group has a deck
of Muiltiple Bingo cards in 2 pile face down in the
middle of the fable.

Step Z: Draw a card from the face down pile.
Players take furns turning over a card for the
group.

Step & Choose a number to mark. Every plaver
marks one number on the 100 chart that is a
multiple of the number on the card drawn. Players
write the original number in a corner of the square
for checking later. For example, if someone turms
over a 8 card, players could mark any one of the
nunbers 5, 10, 15, 20, 25, and so forth. In the corer
of the chosen square, the player would write 5,
{(With the 300 chart, players will simply have
mote options.)

*Ha Wild Cord is drawn, the player who turned
it over can decide on the number that is fo be used.
The best strategy is 1o choose & number that helps
the player'’s own game but doesn't help the other
players. In Multiple Bingo, the most useful number
to pick is often a prime number,

Step 4 Repeat the process until there is a winner.
The game continues until a player marks five
numbers in  row for a Bingo. The remaining
players car choose to continue until they also mark

L Step 4 Repeat the process until there is 2 winner,

five in a row,

Procedure:;

Step 1: Gather all the materials needed for the
activity. Each player has a Muliiplication Table
and a crayon or marker. Each playing group has a
deck of Factor Bingo cards in a pile face down in
the middle of the table.

Step 2: Draw a card from the face down pile,
Flayers take turms turning over a card for the
group.

Step 3 Choose a number to mark, Every player
marks one nuniber on the Multiplication Table thas
is a factor of the number on the card drawn. For
example, if someone tums over a 100 card, plavers
could mark any one of the numbers 1,2, 4, 3, 16, 285
25, or 100, In the corner of the chosen square, the
player would write 100,

* I a Wild Card is drawn, the player who turned
it over can decide on the number that is 1o be used.
The best strategy is to choose a number that helps
te player's own game but doesn't help the other
players. In Factor Bingo, the most useful number to
pick is often: the exact number you want to cover.

The game continues until a player marks five
numbers in & row for a Bingo. The remaining
piavers can choose to continue until they also mark
five ir a row.




Muitiple Facior Bingo: 100 Chart
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Factor Bingo: Multiplication Table
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Factor Bingo Cards
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Fraction Cookie Game Instructions

Basic Activity

Students play this game in pairs. The object is to be the first to collect or give away a
given number of hexagon "cockies.” The fraction die or Fraction Card tells vou
what to add to {or subtract from) your cookie.

The Fraction Cookie game provides practice with recognizing and visualizing
commumnon fraction combinations based on sixths, such as one third plus one sixth
equals one half. Students focus on:

g

&

®

Identifying fractional parts

Exchanging equivalent fractions

Adding and subtracting fractions

Relating numerical fractions to equivalent visual representations

Materials

& Fraction dice or Fraction Cards (in two colors) (1 per pair)
® Pattern blocks

* Copies of the Hexagon Cookie Sheet

* Colored pencils, markers, or cravons

Procedure

Beginning Game (One Die)

Each pair of students should have a set of pattern blocks, a fraction die or deck of
Fraction Cards, copies of the Hexagon Cookie Sheet, and something to color with,
Pairs put the pattern blocks in 2 pile between them. Plavers take turns rolling the die
or drawing a card and picking an equivalent pattern block to add to their cockie. For
example, if a student rolis 1/3, the player takes a blue diamond (1/3 of a vellow
cookie). Before beginning, students decide how many cookies are needed to win the
game.

"Trading up" is a basic part of the game. Players must find combinations of two or
more smaller blocks and exchange them for single, larger pieces which are equal to
those combinations. In this way, students should have the least amount of pattern
blocks possible at the end of each tumn. For example, a player with 2 1/2 cookies
should have 2 yellow and one red {1/2) patiern block.

After each round, students check each other's work.

MNote: Players can build’ their cookies on top of the Hexagon Cookie Sheet, and
remove them when a whole cookie is completed. These sheets are also useful if certain
blocks (particularly yellow hexagons) are in short supply, as students can color them
in to record their completed cookies,




Fraction Cookie Game Instructions {(cont.)

Variations

Intermediate Game: Adding Fractions (Two Dice)

As students seem ready, increase the level of difficulty by adding another fraction
die to the game. Students now throw two dice or draw two cards, and must add the
fractions to determine how muz:h cookie to take. Asin the basic game, students
finish their turm by “trading up” to end with the fewest possible pieces, and by
checking each other's work,

Advanced Game: Adding and Subtracting (Three Dice}

When studenis are comforiable with the Infermediate level, introduce a third die of 2
different color (or a second deck of cards of a different color). Players niow roli three
dice and add the amounts on the same-color dice, and then subtract the fracton on
the die of the other color. (Students playing with cards draw two cards of the same
color, and one card of the other color, and follow the same instructions.) They then
add or subtract the result to thelr cookies. In this version, studerts start with two
hexagon cookies so they won't run out when they subtract. Again, students "trade
up” and check each other's work at the end of each tum.

Subtracting

Hach student begins with three whole yellow hexagons or cookies. Players subtract
the amount they roll from their cookies. The goal is to be the first player with no
coukies left, Piévers must finish with the exact fraction {for example, a player with
one-sixth of a cookie left cannot remove it when one-half is rolled or drawn; they
maust roll 2 one-sixih),

Players may decide to play with only one die or with two dice throughout or each
player may choose whether they roll one die or two for each turn throughout the
game.







Double Compare Instructions

Materials:  Deck of Number Cards (4 each of 0-10) Note to families:
ve the Wild Cards) In this game, vour child
(remove the ATaE) will be finding the totals
Plavers: 3 of pairs of numbess.
y You will need a set of
@b} ect: Decide which of two sums is greater. Number Cards to play
this game.
How to Play

1. Mix the cards and deal them evenly to each player.
Place your stack of cards face down in front of you.

2. At the same time, both of you turn over the top two cards
in your stack. Compare your cards to your partners to
determine which sum is more. If your total is more than
the other player's, say "Me!" If the two totals are the
same, turn over the next two cards and compare these
SUIMS.

Sometimes you may be able to decide which pair is more
without actually figuring out the total.

3. Keep turning over two cards. Say "Mel" each time your
total is more.

4. The game is over when you have both turned over all the
cards in your stack.

Variations
#  Remove the 7-1{ cards from the deck, and play with just the 0-6 cards.

¢ Play Compare. Players turn over one card on a turn. The player with the larger
number says "Me!”

* Add the four wild cards to the deck. A wild card may be used as any number.
Challenge students to use it for the lowest number that will allow them to win,

* Play Triple Compare. Players tumn over three cards on a turn. The player with
the larger total says "Mel"




Numeral cards for Close to 100/1000 {(can be used for Double Compare)
Mumeral Cards A ¢ of 3 pages)




Numeral Cards B




Numeral Cards C




Activities for Parentis to do at Home

Practice counting numbers with the childrer. Sometimes start
with numbers such as 38 instead of one and have children
either count up or count backwards.

Azk your child to count by certain intervais such as — start al
yero and count by two's, ten's or five's.

Using the number grid have children point to the number that is
one more or one less than the number given.

Use Fact Triangles or flash cards 10 practice either addition or
subtraction skills.

Ask guestions about everyday situations such as: if | eat one
Hershey bar and you eat five Hershey bars how many more did

you eat than i did?

Ask gquestions that involve equal sharing: Exarnple — A box of
crayons has 24 crayons init Three chiidren will have 1o share
them. How many crayons wili each chiid get?

Start a family penny jar. Have children count the pennies from
fime to time.

a

Oractice counting money with the children. Put pennies,
nickels, dimes and guarters together and have children count

waw much money they have.

Practice measurement by recording the heights of ail the family
members. Have them arrange the people from shortest 1o the

tallest.

Practice vocabulary words the children iearn in schoot by
including them in your everyday conversations: greater than,
iegs than, tallest, shortest, digits, efc.



Play "1 Spy” with your child. Give clues about an obiect and see
if the child can guess what it is. Example: The first clue can be
- | Spy something that is round and the second clue can be - |
Spy something that is round with fwo hands. What is t7 This
will reinforce shapes that the children learmed.

Praclice telling time. Tell the children what time dinner is or
what tima their bedtime is and have them show it to vou on the
clock. After g few times the children should know exactly what

time 1o go 1o bed.

iscuss the calendar with your child. Have them tefl you what
day it is and tell you what day it was vesterday and what day it

will be fomorrow.

(Give children different numbers and have them tell you whether
the number is aven or odd. Have them explain why.



Entrenamiento para Padres

Evalustion
Fyaluacidn
Date:
Forha:

Plegse circle the appropriate response to each of the following:

Strongly Strongly
Agrese Slaagres

The Q{aﬁgﬁiaﬁ&:’z wWas ety 3 3 3 4 5
srganized, i
Visual aids were well designed s " 3 a =
and used effectively, ‘ ' ~
The .Eg}%fa%%? if%ieéé‘ aond 1 > 3 2 #
presantation skills,
The speaker approoriataly . . 5 5 -
invalved the asudtdiencs, * © ) =
Participants’ quastions were s 3 5 4 5
snswared satisfactorily. -
The presentat 1oy
fhe preseniation met my . 3 3 4 5

aEpactations.

1. What did yvou leam from or like best about the training?
sUue aprendld o le gusto mas del entrenamienio?

2. What information or ideeas will vou use 1o help your child?
& Qué informacion ¢ ideas va a poner en praclica para ayudar 2 sus hijog?

3 What could have been better?
. Gud podemos mejorar de este enfrenamienio?

4. What other trainings would you like?
¢ Lhug otros entrenamienios ie gustaria?
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