Place Value: Grade 1

Objective: 

Given a list of 1, 2, and 3 digit numbers verbally, student will be able to arrange the ones, tens and hundreds places 9 out of 10 times using their cut out color coded numbers. 
Materials:


Education Lab will provide the following:

i. Pasta Counters
ii. Dinosaur Figures
iii. Plastic Toy Airplanes
iv. Ellison Dye Cut Machine
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Directions:


Students will be provided a list of assorted 1, 2, and three digit numbers verbally. They will be asked to arrange their colored numbers to mirror the verbal prompt. They will then arrange their pasta, dinosaurs and planes to mirror the number. For example:




5 7 3
 Five Dinosaurs

 Seven Pasta Pieces

 Three Planes
Mend My Broken Heart
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Topic: Addition


Materials: Scissors, Red Construction Paper, Pencil, Markers, Heart Cut-Out & One Large Plastic Baggie
OBJECTIVE: The students will be able to match math equations to their correct answers three out of four times.

INTRODUCTION: After reviewing addition problems, introduce this activity by asking the students if they know what it means to have a "broken heart”.

1) For Valentine's Day, cut red paper hearts according to class size or number of problems you wish to address. 

2) On each heart, write a math problem on half of it, and the answer on the other half. 

3) Cut each heart in half (with zigzag edges).

4) Mix up the hearts, pass them out, and tell students they have two minutes to "mend their broken hearts” by pairing up with another student who has the answer to their equation.
5) Tell the students you will say, “Mend your broken heart” when it’s time to start moving around. Also tell the students that when you say “freeze”, they most stop next to their match and hold the pieces together to make a complete heart.
5)  After students are matched up, go one by one and check each problem. Have that group state out loud their equation and the answer.

6) Play the game again, with each person starting with a different puzzle piece.
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Subtraction Flash Cards
Topic: Single digit subtraction

Objective: The student will demonstrate proficiency in single digit subtraction by choosing the correct answer 85% of the time when given a choice of three possible answers.

Materials: 7 index cards, markers, and scissors

Directions:

1. Write 2 sets of numbers (0-9) with a marker on index cards.  Each card will have 3 numbers written on it. You will also need to make a subtraction and an equals sign.  You may also make dots below each number for student to count (if desired)

2. Cut each card into three pieces.

3. Present child with a subtraction problem (for example 9-6) 

4. Below the problem, present the correct answer with two incorrect answers.  

5. The student will choose the correct answer and repeat the problem with its answer (“9-6 equals 3”)
Viva Las Vegas

Topic: Place Value

Objective:  Given a die and a piece of paper, the student will demonstrate multiple ways to represent whole numbers.

Materials: 1 die, 1 piece of paper per student, 1 pencil per student

Directions on how to make the die:

1.  Take wooden cube

2.  Using a marker (or Sharpie) draw dots on each side.  One side is one dot, another is two dots, another is three dots, another is four dots, another is five dots, and the last is six dots.

Directions on how to play:

1.  Decide how many digits you want to use (based on what place value you are learning about, example __ __, __ __ __).  

2.  Have the students draw this on their piece of paper.  Make sure the students are putting the commas in the appropriate places.

3.  The first person rolls their die and reads their number aloud.

4.  Everyone puts that number in any place they wish, but once they write a number, they can’t move it.

5.  Repeat steps 3 and 4 until all the spaces are filled.

6.  Each player reads their numeral aloud he or she created.  Discuss strategies they used (Where did you write the large numbers?  Where did you put the small numbers?  Why?)

Extensions:

1.  See who can make the smallest numeral.

2.  See who can get closest to a predetermined numeral, such as 2,500.

3.  Order everyone’s numerals, smallest to largest

4.  Put decimals in.

Author:

Penny Craig

http://www.uen.org/lessonplan/preview.cgi?LPid=1129
Mulitplication-3rd grade

Objective: Given a multiplication problem student will demonstrate knowledge of basic multiplication facts including 2x2 through 10x10 by orally giving the product to a random multiplication problem 9 out of 10 times.  

Directions: In groups of two or more, students pass the ball around, answering the question located under their left thumb. Game play can be cooperative as entire class plays as one, trying to better its own time and score in each game
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Materials: one inflated beach ball, a permanent marker, and multiplication factor equations 
                              GONE FISHIN'

Items needed:

1) Clear plastic cups (small tody size)

2) 1-2 bags of Goldfish snacks

3) Subtraction worksheet

Start by introducing the days lesson regarding subtraction.  Explain to the student that the cups are our  aquarium / fish tank, and we must see how many fish that we can catch while doing our subtraction problems and place them in the tank.

Now, with the worksheet laid out, attack the first problem.  For example, let's say the first problem is 9 – 3.  Place 9 goldfish in front of the student and explain that these 9 fish represent a “school” of fish.  If there are 9 in the school, and we remove 3 from the school, how many do you have left?  6! So, now take away the  3 goldfish and model the answer to the student: “so, we see that 9 fish – 3 fish equals 6 fish.  What does 9 – 3 equal?  That's correct, 9 – 3 equals 6. Good job!”.  Finally, take away the 3 goldfish, place them in the “tank”. Leave the 6 goldfish (the answer) on top of the problem, so as to be able to come back and review when the worksheet is completed (retest). 

Next, work through the problems on the worksheet, repeating this process.  Of course this works best when working with one column subtraction facts.  At the completion of the worksheet, reward the student by letting him/her eat the goldfish from the problems that they answered correctly.  They should have a 100% correct response rate, as this is a great visual way to teach subtraction. Go fishin' with your student and have fun!  

Triangle Flash
This is a great game to help your child learn number concepts in multiplication and division.

 

What You Need:
Index Cards

Scissors

Marker

 

What To Do:
 

Step 1 

Create the Triangle Flash cards: Cut an index card into a triangle. In each of the corners of the flash card write numbers belonging to a multiplication/division fact. For example if you write 63 at the top of the triangle, you would write 7 in one corner and 9 in another. Continue creating all the multiplication/division facts through nines.

 

Step 2
Play the game: Hold the card up for your child to see and place your thumb over one of the corners, covering a number. Your child should identify the number that is covered by recognizing the other uncovered numbers as part of the multiplication/division fact. Continue playing the game with the cards, varying which section you cover each time.

 

Step 3
Keep a record: While playing, keep a list of facts that yout child misses, or has a harder time remembering. On a different day, go back and practice those facts, covering different numbers as a way to practice both multiplication and division.
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Topic: Money

Objective:  For children to be able to add up money and add up to the correct amount.  They will also be able to give the cashier the correct amount to pay for their items.

Materials: grocery lists (2 pre-made, 2 blank), note cards, pictures of food (fruit), pictures of money (coins and dollars, both American), and expo marker, calculator or play cash register, coin purse for money, construction paper, scissors, markers.

Directions on activity: 

 The student is given some money.  They are to go grocery shopping and pick out the items on the pre-made list or create their own.  They will record the price of each item that they pick on their grocery list using expo markers.  Then when they have completed their shopping trip they will pay the cashier (teacher or another student) the cashier can use a play register or calculator to add up purchases.

Directions for materials:

1. Cut out pictures of fruit and place them on the note cards.  Add a price to the fruit.

2. Cut out the money and stick the front to a note card and then cut it out and then place the back on the other side of the note card.

3. Money holder:  Trace the money holder on a piece of construction paper.  Cut along the solid lines.  Fold in ward on the dotted lines.  Cut a slit at the top of each rounded edge about ½ inch.  Decorate to taste. (Great way to start the unit or lesson on money).

Variations:

1. The students can be on a budget and have to stay with in a certain amount.

2. Use real change and more really money to buy items in the store.

3. Use plastic food and empty cartons of food stuff in the grocery store.

Addition Fact Recall

Objective:  


To maintain addition facts throughout the school year

Materials:


Numbers written on pieces of paper (2 of each, 0-9)


Paper bag


Student chart

Directions:


Pass the bag around the room


Each student retrieves tow numbers from the bag and calls them out in the form of 



an addition equation


All students fill the sum in the appropriate spot in their charts


The first student to finish filling out their whole chart accurately, wins!

Multiplication War

Make-and-Take Activity
Objective

Students will increase fluency of fact recall for basic multiplication facts.  
Materials

1 deck of cards per two students or players
Directions
· Write on the board – Ace = 1, Jack = 0, Queen = 11, King = 12

· Students pair up and 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 the 2 cards and shout the answer.  The winner puts the cards in his/her winning pile.  It a tie occurs, keep turning cards until someone wins the pile.  When the original stack has been played, they count their winnings. The winner gets a point, token, skittle, etc.  Then, they can switch partners.

Modifications
· This could be played with a whole class or only two students.  
· It could be modified for addition or subtraction facts – add the cards or subtract the larger of the two cards from the lesser.
Website

Activity taken from www.multiplication.com under Classroom Games category

(Please see for further multiplication resources)
Who Has It???
Topic:  Time

Objective: Given a index card with a clock and time on it, student will be able to identify the time that is on their clock.

Materials:  Index cards, Clock, Marker

Directions on how to make the cards:

1. Write a time without a clock on the 1st index card for teacher to use to start the game

2. Glue clocks on index cards

3. Put time on clocks

4. Write time on index cards; make sure you have a digital time (written time) to go with each clock, but not on the same card,

a. Example: back of index card has a clock showing the face of 12:30, the front of the card should not say 12:30 rather a different time which the next student will have.

Directions on how to play:

1. Teacher starts out by stating a specific time

2. Student whose index card has a clock face that matches time called out then turns the card over and asks who has the written time on the front of the index card

3. Everyone will eventually have read the face of a clock and asked who has the next time.

Memory Time
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Objective: When shown an analog clock students will be able to write down the correct time in a digital format.

Materials: 12 big index cards, markers or pens, scissors

Directions: Cut each of the 12 cards in half.  Divide the cards into 2 equal groups.  On one set of cards draw analog clocks, 1 for each hour (1-12).  On the second set of index cards write the digital times on the hour (1-12).  (You can make many different sets of these cards.  You could have a set for half hours, a set for quarter hours, and a set for every 5 minutes)

Rules for Game:  Divide students into small groups.  Have each group place the cards face down in two separate groups on the desk or floor (analog times in 1 group, digital times in another).  For each student’s turn they turn over one card from each pile, if the cards match they pull them out and keep them.  If the cards do not match they turn them back over.  Continue until all cards are gone.  The student with the most pairs of cards wins the game.
