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[image: image2.png]Addition and Subtraction Game

Grade Level(s) 2,3,4,5,6,7,8
Subject: Mathematics

Objective: The student will:

1. Practice addition and subtraction facts and processes.

2. Use accuracy in adding and subtracting.

3. Develop speed when adding and subtracting.
Materials:

1. Adie

2. Lined paper

3. Pencil
Procedures:

1. Draw on the board three parallel lines then two intersecting line.
Place a “+”” or “- sign next to the second parallel line. What you
have made is a grid of empty boxes, with three boxes in each of the
three rows.

2. Have students copy this onto their papers.
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Explain to the students that you are going to roll a die and the number that is
rolled is to be placed into one of the squares in the top rows. The bottom row
is for the answer. The die will be rolled until the empty boxes in all the rows,
except the bottom row, are filled.

They are then to work the problem.

The object of the game is to get the highest number if adding or the lowest
number if subtracting.

While the students are putting their numbers onto their paper you are also
playing by putting your numbers into the squares on the board.

Then ask if anyone beat your answer. The best answer is written on the board
and anyone with the answer receives a point.

This should be a group activity.
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Grade Level(s) All

Subject: Mathematics

Objective: The student will:

1. Practice Addition and Subtraction.
2. Develop accuracy in adding and subtracting.

Materials:

A die
Poster board
Markers

W=

Procedures:
1. The student will roll the dice to see which addition or subtraction problem can
be pulled from the numbers.
2. The student will be given 10 seconds to answer the problems.
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Grade Level(s): K-3

Subject: Mathematics

Objective: The student will:

1.

2

Materials:
1.

2
3

Practice addition facts to 21.
Practice problem solving and probability.

A die
Paper
Pencil

Procedures:

1.

2

>

v

0O X0

Pick a partner.

Each person has a place on the score sheet as Player 1 or Player 2. You may
play three games on one score sheet.

One person rolls the die and writes the number down, that person rolls the die
again and writes the number down.

Now add the two numbers together.

Keep rolling the die and adding the amounts until you get close to 21 without
going over.

When it is the second person’s turn to roll the die, they do the same thing.
Whoever gets closer to 21 without going over, wins the game.

Change partners every few minutes

Remember, if you go over 21 you automatically lose the game.
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Grade Level(s): 1,2, 3
Subject: Math

Objective: The student will use drawings to represent basic multiplication facts.

Materials:
1. A Dice
Procedures:
1. Ask a student to join you at the board to model the game Dots.
2. Do each step yourself and then have the partner do the step.
3. Roll the die and announce the number you rolled.
4. Draw that number of big circles on the board. (You rolled 2, so you draw 2
circles)
Draw that number of dots in each of your circles. (You rolled a 6, so you on
draw six dots in each circle)
6. Write a multiplication sentence to match your drawing. (You wrote the
multiplication problem 2x6 = 12 (two groups of 6 =12)
7. Record the total number of dots in your drawing. (12 is your score for this
round).
8. Continue with your partner for four more rounds of play.
9. After five rounds total all the dots.
10. The player with the most dots win
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Grade Level(s) 2, 3
Subject: Math

Objective: The student will:
1. Practice recognizing coins.
2. Practice the five multiplication tables
3. Write multiplication tables.

Materials:
1. Plastic bags
2. Nickels

Procedures:
1. Distribute plastic bags containing 1-10 nickels.
2. Ask students to count and write multiplication facts that go with their bags of

money.
3. Have them trade bags
4. Repeat the activity until they have done all ten bags.
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Grade Level(s): 2

Subject: Math

Objective: The student will:

1.

Practice multiplying whole numbers

Materials:
1. Flashcards
Procedures:
1. Divide class into several even numbered groups (7-10).
2. Each group forms a circle sitting close to each other.
3. Everyone covers their eyes except for one person from each group (Looker-
The looker watches the flashcard person).
4. When the flashcard has been shown, the person holding them says “go” and
everyone uncovers their eyes (flashcard put away).
5. The looker whispers the problem and answer into the person to the right’s ear
(3x3=9).
6. It goes around the circle until it reaches the last person.




[image: image9.png]7. The last person stands up and says the problem and the answer (3x3=9).

8. The first team to get the correct answer gets a point.

9. For the next round, rotate who the looker will be.

10. If the looker does not know the answer they would whisper that (3x3 =1 don’t
know) so that the next person may know it and help.
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TWO BY TWO

Grade Level(s): K-2
Subject: Math

Objective(s): The student will:
1. Practice adding whole numbers.
2. Count by two's

Materials:
1. Adding by 2’s Handout

Procedures:

Give out handout

Give directions

Look at forms

Fill in the blank squares.
Remember you are adding by twos

QNA L=
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Look at the forms below. Fill in the blank squares. Remember you are adding
by 2.

2 8 14 20

22 28 40

13 23 31

10 14 26

Challenge!

88 96 108
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Grade Level(s): 1,2
Subject: Math

Objective: The student will:
1. Practice adding whole numbers

Materials:
1. Dried Beans
2. Two or three players
Procedures:
Decide on a number to work on like 8.

Count out 8 beans.

Like 3 in one hand and 5 in the other.
Show the player the beans in one hand

V0N

Play this again using another combination.

11

The child will place a large amount of beans into their hands.

Place the beans in your hand and hide them behind your back.
‘While they’re behind your back put some beans in each hand.

The other player must tell you how many you have in the other hand.
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Grade Level(s): 1,2
Subject: Math

Objective(s): The Student will:
1. Practice repeated addition.
2. Practice multiplication of whole numbers.

Materials:
1. Dried Beans
2. Small Paper Plates

Procedures:
1. Use small paper plates for the small number and place beans on them for the
multiplier (Ex. 3 plates and 5 beans on each plate is 3x5 = 15).
2. You can also use three plates for the addition problems.
(Ex. Plate one will have 5 beans, plate two will have 5 beans and plate
three will have S beans- 5+ 5+ 5= 15 beans.)
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Grade Level: K

Subject: Math

Objective: The Student Will:

1.

2
3

Materials:

Count the numbers one through ten out loud.
Identify the numbers one through ten.
Show the numbers one through ten using manipulatives.

1. The Gummi Bear Counting Book

3. One sandwich bag for each student containing ten gummi bears.

4. Cut outs in the shape of bears with the numbers one through ten written on
their stomach.

Procedures:

1. Begin the activity by showing a stuffed animal of a bear.

2. Ask the student what animal is it that you are holding.

3. Explain to the student that they will practice counting using bears.

4. Introduce the book, The Gummi Bear Counting Book.

5. As the story is being read to the students place the teddy bear cut outs on the
blackboard, which display the corresponding number.

6. After the story is completed, review the bears on the blackboard by counting
aloud together.

7. Give each student a bag that has ten gummi bears.

8. Make sure to remind them that they are not to eat the bears.

9. Show them the bear cut outs they will receive and show them how they each
have a different number on them.

10. The student must find the bear that has that number on its stomach and use

their gummi bears to show that number on their cut outs.
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Grade Level(s): 1,2
Subject: Mathematics/Probability

Objective(s): The student will:
1. Use guess and check strategies to play the game
2. Use mental mathematics to determine placement of blocks.
3. Look for patterns

Materials:
1. Pattern blocks
2. Paper on which to keep score
3. Calculator

Procedures:

1. Two players are needed to play BLOCK IT. Each player receives three each

Of the following pattern blocks: green triangle, blue rhombus, red trapezoid,

yellow hexagon.

Players agree on assigned points for each color (e.g. green=1, blue=2, red= 3,

Yellow=6).

3. The game begins with one yellow hexagon starting block placed on the
playing surface. This piece does not belong to either player.

4. The first player must place one of her/his blocks such that one side of the
block is completely touching on one side of the blocks(s) on the playing
surface.

5. The scoring for each play is the sum of the values of the block placed and
those that it touches on a side.

&)
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[image: image16.png]6. Playing continues until both players use all of their pieces (Please Read
Example)

Example: Player A selects a green triangle to play, therefore the green
triangle (1point) touches the yellow hexagon (6 points) so 7 points (1+6)
are scored. Player B then places a red trapezoid (3 points) such that it
touches one full side of the green triangle (1 point) and one full side of the
yellow hexagon (6 points); Player B scores 10 points (3+1+6). Player
A places a blue rhombus (2 points) that touches one full side of the green
triangle (1 point) and one full side of the yellow hexagon (6 points) which
scores another 9 points (2+1+6) giving Player A a total now of 16 points.
Player B continues play in this manner..

7. Students may use a calculator to help them keep score.

8. The player with the most total points after all pieces have been used is the
winner.
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Grade Level(s): K, 1,2

Subject: Math

Objective(s): The student will:
1. Determine how much money they have in hand.
2. Find and read the price of a product.
3. Determine which product they would like to buy.
4. Determine if they have enough money for the item.

Materials:
1. Grocery Store Ads
2. Sale papers

Procedures:
1. Each student is given a set amount of coins.
2. Each student decides what he or she would like to buy.
3. The student then counts out how nl1\610h he or she will have to spend.
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Grade Level(s): 1.2

Subjects: Math

Objective(s): The Students will be able to:
1. Read a story and participate in a discussion about size, measurement, and
giants

2. Review the lines and numbers on the centimeter rod and tape.
3. Make estimations (what a giant is)
4. Take measuremens of their own height, length, and circumference.
§  Draw and paint a giant using estimated measurements.
6. Write a story about a giant.
Materials:

1. Jack and the Beanstalk Book

2. Chart paper

3. Centimeter rods and tapes
4. Butcher paper

5. Construction paper

6. Pencils, paints. scissors
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1.
2.

3

4.

5.

The teacher will begin the lesson by reading the big book Jack and the Beanstalk.
Students will make a chart with the teacher of what they think their circumference
and length of foot will be.

Students will review the use of a centimeter rod and tape.

Students will work with a partner and use centimeter rods and tapes to measure each
others height, circumference and length of foot.

Students will return to discussion group and talk about their actual measurements
estimations.

6. Students will then break up into small groups and proceed with one of the following

activities.

a. Making a giant’s foot from construction paper.

b. Making a giant using estimated measurements. Students will paint their giant
on a large piece of butcher paper.

c. Writing a story about a giant.
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Grade Level(s): 1.2
Subject: Math. Time

Objective: The student will:
1. Label hands on clock
2. Idenufy time
3. Count future time

Materials:
1. Copy of blank clock face

2. Cardboard or oaktag
3. Scissors
4. Glue

Procedures:

. Give cach student copy of blank clock face

2. Have each student cut out the copy of blank clock face

3. Cut out circle of oaktag or cardboard

4. Glue clock face onto oaktag or cardboard.

3. Have students label hour and minute hands on clock (hour increments})

6. Have students tabel hour and minute hands on clock (30 minute increments)

Have students draw hour and minute hands on clock (3, 15 & 1 minute
increments}
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Grade Level(s): 1,2

Subject: Math

Objectives: The student will:

[y -

Match numerals to their Roman Numerals
Write the Roman Numerals.
Add Roman Numerals together

Materials:

1

DO A 10

Roman Numeral Chart
Roman Numeral Handout
Pencil

Paper

Hat

Popsicle Sticks

Glue

Procedures:
I

Boue

SRR

Pass out Roman Numeral Chart to students

Go over numerals with students

Make copies of handout

Cut up handouts

Place handout strips into a hat.

Have students pick a strip from the hat.

Have students write answer on strips of paper.

Students can make Roman Numerals out of Popsicle sticks.
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Roman Numeral Charts

math
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Basic Roman Numerais to 1000

I 1 VIII
I 2 IX
IIT 3 X

Iv. 4 XX
v 5 XXX
VI 6 XL
VIL 7 L

Roman Numerals 1o 20

I 1 Vi 6
IT 2 VIL 7
IIT 3 VIII 8
Iv 4 IX 9
v 5 X 10

8
9
10
20
30
40
50

XTI 11
XIT 12
XIIT 13
XIv 14

XV

15

LX

60

LXX 70
LXXX 80

O
00X

90
100
500
1,000

XVl 16
XVII 17
XVIIT 18
XIX 19

XX 20
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Fill in the blanks with the correct Roman Numeral.

13 4 18
5 9 ___ 11
14 16 20
2_ °__ 12
Fill in the blanks:
XX VII IX
X1V XII XIX
XVI XI X1V
IIT Iv v

Add: Write the Roman Numeral first, then the number.
X+VI = =

V+V

IX+IX

IV+II
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Grade Level(s): 1.2
Subject: Math

Objective: The student will:
1. Practice basic addition and subtraction facts to twelve.

2. Use strategies to win at the game of tick tack toe.
Materials:
1. Pencils
2. Paper
Procedures:
1. Divide the class into pairs.
2. Each pair will make a standard tick-tack-toe grid.
3. Instead of using X's and 0s, students use the numbers O through 9. Use

numbers O through 12 for a greater challenge. Each number can be used only
once during a game.
4. The object of the game is to complete any row, column, or diagonal so that
two of the three numbers add up to the third. The order of the numbers does
not matter.
The first move may NOT be in the center. (If the first player is allowed to
make that move. he or she can always win the game.)
6. The second and all other moves. however. can be anywhere on the grid.

n




[image: image25.png]M & M Graphing and Probability

Grade Levei(s): 1.2
Subject: Math

Objective(s): The students will:
1. Count. sort. and classify M& M’s by color.

2 Record data on a chart.
3. Use data from a chart to create a picture graph.
4. Usc date to determine probability.

Materials:
1. Small bags of M&M’s

2. Pencil. paper. rulers. cravons or markers.

Procedures:

1. Give each student (or pair of students) one small bag of M&M’s.

2. Ask students 10 open the bag. sort. and classify the M&M’s according to
color.

3. Ask students to record the information from step 2 on a chart.

4. Afier illustrating a picture graph. ask students to use their data to create their

own picture graph.

Discuss with students the similarities and differences of the graphs.

Have class form small groups of 4-6. Ask the groups to combine their data
and make a new chart illustrating the results {possibly a bar graph).

o
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Grade Level(s): 2
Subject: Math
Objective(s): The student will:

1. Explain that the value of a number increases when digits farthest to the left
have greatest value.

Materials:
1. Number Cards made with the digits 0-9.

2. Scratch paper
Cravons
Procedures:

1. Predetermine the number of digits in the mystery number.

2. Begin with three digit numbers and increase number of digits as students skill
increases.

3. On scratch paper. have students draw lines so that there are the same number
of lines as digits:

4. Shuffle “deck™ of number cards.

5. Select first card. students must write this digit on any one of the lines.

6. Continue this process until all lines have been filled in.

7. Select a student 10 arrange all the selected number cards from greatest to least.
&, All students having this number declare. * [ AM THE GREATEST™

9. Reshuffle the number cards and repeat the game.

[
G
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Grade Level(s): K. 1
Subject: Math

Objective(s): The student will:
1. Count aloud in sequence from one to twenty.
Identify numerals (1-20) in isolation.
Write numerals from 1-20.
Match numerals 10 objects from 1-20.

PR

N

Materials:
1. Anno’s Counting Book & other counting books.

2. Pens or cravons
3 Clear contact paper.
4. Stapler
Procedures:
1. Read aloud Anno’s Counting Book (1975).
2. Explore the pages of the book asking the children to describe what 1s seen.
3.

Allow them to find the printed numeral, the corresponding number of colored
blocks. and one to onc relationships between the picture and the numeral.
Give each student a picce of 8 ¥27 x 117 paper folded venically and imprinted
with 'S Counting Book.
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Have the child write his/here name in the blank and design the cover using his'her
theme. You mayv laminate the cover if you like, add five more sheets of folded
paper and staple the fold.

Allow use of felt tip pens for this project, or stickers, or stamps

Have each child complete page 1 thru 20 using his/her chosen theme i.e.
Butterflies. balls. spaceships or stars.

Have the child read aloud his/her book to other students, classrooms, ctc.
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Grade Level(s): 2

Subject: Math

Objective: The student will practice multiplying whole numbers using cards.

Materials: Numcrous decks of cards

Procedures:

1.

[

n

Before vou start write on the board or the overhead that an Ace=1. Jack=0.
Queen=11. and King =12,

Place students into pairs and have them shuffle their cards.

They deal the cards out evenly and stack them face down in front of them.

Both students turn over their top cards at the same time. They multiply 2
cards and shout the answer.

The winner puts the cards in his‘her winning pile. Ifa tie should occur. keep
turning cards until someone wins the pile.

When all of their original stack has been plaved. they count their winnings.
The winner gets a point or token.
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Grade Level(s) 2

Subject: Math

Objective: The student will

1. Name place values

2. Use Ones, Tens, & Hundreds blocks to show vaiue of numbers

3. Practice writing whole numbers from place value blocks
Materials

1. Place value blocks

2. Place Value to Hundred Chart

3. Place Value Mats

4. Pencil and paper
Procedures

1. Students will use place value blocks to show whole numbers
2. Students will use place value blocks 1o show answers to chart
3. Students may work in groups to show answers to chart
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Fill in the blanks:
Hundreds Tens Ones |Answen
1 2 4
7 6 3
8 842
4 1 941
0 0 4

Now these are harder: Think about it!
hint: 11 tens = 1 hundred + 1 ten

Hundreds Tens Ones Answer
1 11 7
2 7 12
14 8 2
9 14 1

Now make some of your own! Leave some blanks and then give to a friend to try.

Hundreds Tens Ones Answer





