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INTRODUCT ION
Ve i
T.1.L.C. ELEMENTARY DO IT AND UNDERSTAND
CURRICULUM ACTIVITIES

*PART |

This booklet Is a collection of 133 fileld-tested learning
activities produced at the Teacher Interactive Learning Center for
teacher use with elemenféry students. The ldeas have been contrlibuted
" by public and ﬁ&%-publlc teachers, paraprofessionals, Intern-teachers
and retired teachers. While some ideas were origlnal, others werée
modiflcafl9ns or aqapfaflons of exlsflnd resources. Some activitles
and models contalned in this booklet ldentify fhé name and town of
the contributor.

The T.1.L.C., Teacher Interactlive Learnlng Center-of Hartford,
Connecticut, was an Innovative regional staff development program
established and operated from 1972-1975 with the leadership of

Helen DiCorleto, Title Il Director,

*¥PART 11
Under separate cover a hooklet, T.l.L.C. LOW-COST / HO COST

LEARNITIG CNVIRONMENT PROTOTYPES AND MODELS




PART |

.1
I33“DO IT AND UNDERSTAND CURRICULUM ACTIVITIES

To facllitate the exchange of these moflvafional'learning tools,
minl-models of the acflvlfles‘were catalogued and housed In a curriculum
bank; a letter or number sysfem)plus a content Tlfle)ldenflfled each deposlt
box of the bank. The deslgn structure and the directlions for each activity ,
were made aval lable along with the "hands-on" materials for the teacher to
"see" as well as "do and understand," Participants made the declslon elther
to replicate a learning actlvity, modify It for thelr students, or to create
a prototype to fit a speclal need. In fact, particlpants were eﬁcouraged to
utllize a d;slgn structure or Idea and to tallor 1t to meet the_specific
learning styles and needs of their students, Thus, rather than trylng to
f1t chlldren's needs t3 Inflexible commerclal tools, teachers selected and
created learning activities tallored to their own puplls! needs,

Fleld testing had bee} accomp]lshed prior to the recelpt of each con-
tribution, Teachers felt that these were some of rhelr!besf teaching-learning
actlvities which had been most effective in presenting concepts and In extendling
the learnlng'experlences of thelr students. Not all actlvities have an Indicated
grade level slnce it was observed that many fine motivational learning activitles
provided a cross-grade structure which could be modified to meet a considerable
range slmply by varying the content material developed for use with the actlvity,

The T.1.L.C. was a voluntary program, Participants were encouraged to be
self-directed and to determine by the assessment of thelr students' needs
whether to use an actlvity for the pres~ntation of a new concept, or for reln-

forcement of a newly-acquired skill, or for the purpose of enrlichment.

-




No sequence has been attempted In thls collection, although the
actlvitles are classified by content area;
Communlcatlon Arts Actlivitles
Mathematlics Activitles

Learning Disabl litles Activities

Actlvitles are coded to a content key of objectlives. Recognlzing the
reallty of Individual teaching styles and of Individual student learning

styles a number of actlvitles may be coded to one particular objective.

o

KtY OF OBJECTIVES FOR 38 "DO IT AND UNDERSTAND'" COMMUNICATION ARTS
CURRICULUM ACTIVITIES

Mastery Will Be Shown By The Student Demonstrating 90% Effectiveness
In The Acquisition OF:

21 the abi ity 16 recognlze letters O —— o ST

22 the competency to recogn%i’/]nlfial consonant sounds and to make
word families

4

25 the skill in recognizing and using blends, digraphs, suffixes, and
word parts

24 the recognition ;f words as contractions and the ability to make them

25 the recognition and making of compound words and of syllables

26 the concept of sequence

27 the abillity to make inferences, analoglies, draw conclusions, and classify
28 the knowledge of correct usage, of parts of speech, and of punctuation

29 the capabdbility to think creatively ;nd express oneself In creative lanquage

30 familiarity with children's classics

31 the ability to read ond follow ‘'lrections

32 proficlency In word recognition

33 the eyc-hond coordination required

34 spatial relationships oand visual perception and rotor skills required

35 the skills relating to learning disabilities

-2~ +)




KEY OF OBJECTIVES FOR 73 "DO IT AND UNDERSTAND" MATHEMATICS
LJURRICULUM ACTIVITTES

Mastery Will Be Shown By The Student Demonstrating 90% Effectiveness
In The Acquisition Of:

s

0!l number sequence
02 the meaning of the mathematicai symbols for "greater than" and "less than"

03 the concept of fewest and most

04 the ability to add to any sum
05 undersfand‘ing the difference between cardinal and ordinal mnumbers
06 the skill in counﬂng.fnom [-10

07 symbol recognition for cardinal numbers

08 recognlﬂoh of geometric shapés and names

09 the undersfandi_ng of place vaExe

I0 the abllity to tell t1me >

Il the understanding and the vsage of monev
12 the abillity to subtract from any number

< /
/

I3 the concept of multiplication as repeated addition and the ability to
perform the process

14 +the concept of division as repeated subtraciion and the ability to perform
the process

IS5 the idea that fractions express equal parts of one whole unit or one
whole set; the ability to express a fraction numerically (2/4)

16 the understanding and use of the units of l|inear measurement
17 the ability to discover and continue a pattern

I8 the reading, the interpretation, and the construction of various
types of graphs

19 the abllity to use various units of metric measure

20 the skill In the recognition and reading of numbers in both Spanish and
English '

&
<ot




KEY OF OBJECTIVES FOR 22 "DO IT AND UNDERSTAND" CURRICULUM ACTIVITIES FOR

LEARNING DISABILITIES

Mastery Will Be Shown By The Student Demonstrating 90% Effectiveness In
The Acqulsitlon Of:

35-32
35-21
35-08
35-06
35-06
35-12

35-27
35-22

35-07
35-33

35-34

- 35-01
35-26

35-31

proficlency In w.rd recognition

the abillty to recégnize_leffers

recogniflo; of geometric shapes and names

the skill In counting from |-10

the abl |Ity to add to any sum

the abi Ilty to subtract from any number

the ability to make inferences, analoglies, draw concI:slons

and classl fy

the competency fo recognize Initial consonant sounds and make
word faml|les ¥

symbol| recognltion for cardlnal numbers
the eye-hand coordination required

spatial relationships and vilsual perception and motor skills

required

number sequence
the concept of sequence

the ability to read and follow directions




INITIAL CONSONANTS

Make a cake.” Place the letters AKE on the cake. Cut 2 sltlts before the

letters. Make .a sllder contalnlng thé letters that wlll make words when
placed befofe AKE .

c
)
m AN

]

SLI?CLfLY‘ \

\ : '\

v Yvonne Brown, (Canto
.23 - FIND THE RIGHT HOUSE !
One player - chlld flills up board.

T hL.C. /?73\/
/
5 players - each chlld plcks a house,

In turn each chlid plcks a word.

If It
matches his house, he fllls up a space towards hls house wlth the card.

Teacher makes words with the endIngs In houses, Can be used with blends, wvowels,
dlgraphs, suffixes, etc.

FIND THE RIGHT HOUSE

A &6 &

ToIoLoCo ’975 ..




-23 -

CL_SOUND

SIi¥ mouth So Fhat +Hhe ‘I’ong/ud
C,O'j slide. \n and out:

-29 - ¢ \
Vi S CLUE
X3 “J'\‘” ~

Pick a clue fro. each envelope, I.ake
up a dtective story with the clues.,

’

ssk one of your classuates to solve it,
T o A IS ————— |

o ;
Mha When Mhere

.
| [

' ]
1 ‘ : . ;
fm o L_, - ——

e e v—————— o

o THIN s we 40 - gun
| ) T L L.C 19"




- 25 - SYLLABLLYES

Write syllalles in different colors to help in recognition of syllatles.
Cut up words, have child rut words back together. Self corroctive: Number pieces
of word with same’ nunver. For the sccond player's cards, letter the vacks of the
pieces. . ‘
Two players. Eachuliyer takes an cavelope.  First player to make all 10 words wins.
Game may ve played'vy one.

}=40 - AT
[xadl [T [o ¢l [ [zad
[gqs o | llinel] wWanl [der| 'l

Hmo | |t/ [vatz 1lex] lete m@'ﬂ
' 1
L -

Tl"L-Cl
- 24, 25 - / b0. T OF FLOEAS ! . -
1. Teacheor chuoses idea of day. 2. Child writes his own words. or 3. Friend und he
write rhy.ing words (or other vords). Fersor fetting rost words wins.

Use gresse pencil or crayon o filnm.
Sug.: ihymring words, antonyis, synonyrs,, horonyms, contractions, comyuund words.

197

TLLC. 1975

arline Hbaelsteln
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' - 21 - LETTER RECOGNITION
L Cut squares apart.

2. Children fit the squares together In a 4 x 4 array so that fhe edges

that touch are the same letter

| Ala mim 4D
J L % E’{
J | ,
7 k -

: ‘ B K h i P E
b N P e
R e
H * < ¥

gG Wilw Viv
. T.1.LC.
‘\ 1975

-21 - RECOGNIZING LETTERS

Clrcle the correct Iéﬁer. It a capltal A Is at the fop of the card, the

chlld Is to fInd al | A's on the card and clr'cie them, On the back of the garne, Ao’cs

&,

w!ll glve the number of A'S the child should flnd.

A

BRC AK
DAF R
AGAS

|




- 24 - HANG ON

.

PURPOSE: A game used to teach the'use of contract lons.
/

Directlons:  Two persons my play this game. See who can match the most contrxtlons
with the words from which they are shortened. ' .

Cllp the clothespin wlith the correct contractlon to the card with the two words
trom which It was formed. |

!
b T.am
\ L

» \ "
/] )‘
’ Pat Hockenberry

Batchelder o
- T.I.L C. 1975
- 25~ - COMPOUND WORD EXPRESS *

Compound Word Express Is a game for 3rd or 4th grade chlldren,

Two chl ldren may play. Each chlld matches the puzzle pleces of the compound words

to torm freight traln cars. The colors match two. The child who forms the longest -
train Is the winner. . -

Y m il K shaKe

“
%_Compoc:nd Words _ |
- NI \

ToIoLoCc ‘1975
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-25 -

A_CORNY_QUIZ

Fill in.the blank in column 1 to.make a
compound word. Use the clues in column 2.

_____ corn 1) A nut
pop_____ 2) Flower
_____ corn 3) An animal (id o fable
' : "h one horn
POP 4, . well liked
corn_____ \ 5) Point where two wall
. - - meet
POP _____ n 6) Number of people who'
live in an area

POP_____ - 7) A quick baking bread M
corn _____. ~8) Part of the eye
pop_____ 9) Head of a church
__™ corn 10) Good to eat in a

| | "movie theatre.:

Ansviers::

1. Lcorn 2. ¥epry 3. Unicorn L. Poynlar 5. Corner o. Toruiabicn
7. Popover . Cornea 9. rope  1L. “orcorn

Cni.c 19715
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- 25 - SYLLABLE TIC-TAC-TOE L
| 2 players o
i Materlals: Word cerds with 2,3, or 4 syllables

Procedure: .
- ’ I. Place word cards down.
¢ — 2. Players select X or O,

T~—3, Player draws card and tells number of syllables.

If correct, he puts
X or O In numbeced coiumn, :

4, =---played llke Tlc-Tac7Toe. {\
\ , .

SYLLABLE TC-TAC-TOE

- X3 H

- . /

.

\

i Peter Bonee, Naylor
-~
, T LL.C 1475,
- - . "\ -
Spatial Concepts ‘ ’
Dircctions: (Child rlaces the correct picture on the shape with the

corresponding word.
Child can correct his own work vy turning over his cards,
]
| ) . .

tnsid " between 'n Froat outside ;n back

under

, 1975
s i ) i T.1.L.

e T R R e e T e R, St X3 -




-~ 2 - \ HOLIDAY MATCH

Directions: Match holiday to proper month,

Halloween Independence Day

Father{s-Day Columbus Day

Lincoln's Birthday . Mother!'!s Day

Labor Day i Washington's

. - Birthday

New Year's Day St. Patrick's
Day

Thanksgiving Flag Day

Memorial Day Veterants Day

Valentinet's Day Christman

(Have cards with names of months on tham)

O JANUARY J )

Ead

T.1.L.C. 14

- 26 - NONTHS OF THE YEAR ' !

Arrange monias in order. \

Variations: 1. Nare the 3rd month, 5th, etc., 2. What month coues after June, bg;

fore December., 3. Nanes of the month can be printed on this card and student ¢
match,

MONTHS OF THI YRAR

JANUARY

Jd. Jaksina, Unien Sch,
Q ) Farmington -

10 TALC /9
Q‘\




- 28 =

bULLETIN bLOARD

With this board, the children make up the adjectives.
One student makes up a sentence ‘
|

This can also be used as an oral ygame with a’ group.
The next child must add another adjective,

such as, "I saw a vaby elephant at the zoo."

such as, "I saw a happy baiy elephunt at the zoo,"

ancther to the ;rowing list, continuing until sumeone leaves one out.
—_

and the gare continues till all but one is left.

The next child will then add \
He is tlien out

An odj ective deseribes
o nQun -

cwe

ﬁngul

’c.\ir s[xl

cawel -

Wet Sﬂl} ¥
’ . — unn

N ) Ann Cooney
— New Park Ave. Sch, Hfd.

hA‘ppy s kuq.e

lavge

T.1.L.C. /975

1

i

i

|

1

! 5
|

|
|

'

l\j



- 29 - OZAL OR WRITTEN

t. Compile 4 story sack. 2. Using baggies, put an object ir eich (or for variation,
put several objects in one buppie.) 3. Assipnment: A. Choosc a begpie from story
sack. Bs Create . story in y.ur head zbeut wnat is in the ba gie. C. Then tell your
story Lo & friend, the ture rccorier, or write your story.

llspgie Bernen
li«ry Hoorer Sch. HId.

T.LLC

-29 - O: OMATuPUB L

These ere words which micke the sime scunds they deseribe.
do yeu lnow? lay ity o f;‘i$: d.
Wt u]l }lc. Je he_‘.rd. :

How many of thesc words
See wno cin guess Lhe r.ost words that are sounds

frint the zoove oo the oul-ide o0 un eavelope, Inside hove cards like the following
salunles, |

L .
Y(Du re a /You‘(c_ a
hos Se be\\

\/o ure a

o Q 2YG 2
0 2 0 “cdes

\‘«ch_ls

C‘.\'\p-c\o? ding-ﬂor\j

et e et m e e e -

s

| 1975
TILC

gy P Al P 0 AR o WIRIATT A NI R - R .

197




Creative Wyiting

- 29 - ~J b

lma\gn‘ne Jou are an

Mou Have ch c}renfk;\]y v'ng N you.
you have gt Q| Ing on fy.Ou.
. Houd

Hou ' ‘(eélan,gla
b.g
e
v /
- EEaL
E

Choose your Favow'i'e thu:J f

- - L

T LG,

T —meqoﬂzf/ WTI+C
Y e abou,
A‘H\aﬁ’ /oursehﬁ {
I'cwlc’ and 1

haphened To you one
bw\()mL Suns’mr\j morr\mﬂ
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-3 - COMMAND CARDS

Objective: To give practice in following directions and increase word meaning.

Procedure: The student reads the cards,
to do.
word attack skills to sound them out,

one at a time, and does what it tells him
He looks up the meaning of unknown words and should be encouraged to use ;

Stand up,

Stretch an
yvawn.

r— e

Whisber 'to a
nerg_h bor.

Growl like a

| Flerce animalk

" wWovrd

Make a.C9& ound .
ou O |
— _ _ cake.

| ,5CY'A+C.|"\ yoc,;r
',6”30\.\/. -

Write 2 dollay

| 5_fgn on ,-Hm.

| Tell 4he teacher

what vanished

board.

Means, |

AmHe“tbﬁ%&
doov. :

Y

T.1.1.C. /9"7_?“
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- 29 -

A.

8.

A metaphor Is a colorful phrase in our. language.

something and there are many types of metaphors.

MATERIALS:

paper, pencil, crayons

DIRECTIONS TO THE CLASS:

‘ /
BODY METAPHOR BOOKLETS
!

It Is a way of describing

From the following list

can you guess what type It Is? Can you Imagine how these metaphors would

look If we took the words llterally?

Lit: of a
oTcl\e('

hands of the ¢ lock

face of the clock

- #.eye of a potato

leg of a chalr
foot of the bed
ear of corn

eye of a needle

spine of a book
fohgue of a shoe
am of a couch -
spine of a book
neck of a bottle
teeth of a comb

body of a story

> plicture book. Choose some of the metaphors y;bu like best and Illustrate them,

This could be an idea for a very funny

Legs of a
Chair

,He_.a_}t of a

4
$

;-On

i

JLICH TSP GRS B




- 32 - F'SHING GAME

Materials: |. bucket (wastebasket) 2, fishing pole (long stick, ruler, or
polnter with string attached and magnet at end. 3 "fish" (words written on
fish cutouts which have a paper clip attached).

Procedure: |. Place all fish In bucket.

2. In turn, each child goes "fishing",

¥ he can read the word (s) on fish, he keeps it. If rot he must throw fish

back In. (Can be used to reinforce word attack skills or with new spelllng words, etc,

Variation: Number 1-3 can be assigned to words accordl~ng to difficulty.

Winner would be child with highest count.

- .- - paper c\ip

Ackual size
of fish

v Y
2z

: Linda Cleary
Ncw Pav\’ Av. QQM.
Wi{d.




P ViRbS \

Game: Student picks a card. He must then act ouk the action word he chose. He then
picks a student to guess his verb., If the studen} is correct he has a turn to pick a
card and repeat the procedure. \

Activily: The student picks a card and illustrates the action, These can then be

put on a board with the words written under them,

Others: 1) Student must use the word in a sentence. 2) Student must put the word

in the past tense.

stand dcmce cc ra{c\r\
Samp]es
20 Usage, Parts of Speech TG,
- 28 - r ADVERB ACTION

e

run +ast "\OP gunck\y | \ng\j\ 30\\)/

SOmP\&.

/




-29 - |F_ANIMALS COULD TALK

What would {hcy say” TPut your saying in the envelope under the picture.

N

CO ),

P(C.JL uie
ot

0w
- B
e\'\VQ\ el »
RN b
T fac
P\c'turc

2

Smgqe‘;{\bﬁ$‘. \D‘:qr, e\v?'rv‘f\a'\t“, ‘:‘)ee'zx‘, }).\fc\) i’).\r“;';e.,

O

“3
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\ f‘ DRAW A WORD
‘ - 29 - e ————

Ho! man, wuys ¢y . wor. ue expruessed?
Studunts can have fun designing a poster from a word.

WORDS

TLLC. 1975
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- 29 - MONOPOLY

Played like Monopoly
‘ Teacher divises words and moves for nis level,

e

, | 4 | Avea

e
- —t— = - | | : | 7\
@’%ﬁ l y l | ' l Stfav't’
i ‘ ) L LN
o TILC. I
- 29 - JUST FOR TUN

Just Fer Fen

Draw Q_P\Cture ot a —

(uler Qi%l\mw

S A A A A —

Car\Ay cane cat
flower ant

T ,
cabbt snake ©

[ S e ey By mcaaan S Se el

SN S N NN O

bivd kite

- ‘ A o e e~ s e e S
1 € \Y\
cookie 8 boak harse  carcow  tree man
e N N NN, =N | Can You think of "},“L';.e;'?a.._._ -

Revertse sida
Ann Cooney
Fev Park Ave, oche L "d,

TLWLC 1998




-3 - READING READILESS

A mental exercise in auditory memory. Teacher pronounces unrelated words «hile pupils
listen; then students recall named items as teacher asks.

Exanples: ‘

pup Jjam bell gun fish path hat colt apartment chair tatle
soniething that rings somethir.g to wear write with this
sonething to eat something that swims sit on it
a pét a young-horse live on this
something that goes bang walk on this eat off this

Grade level: 3 - 4

Jane S Lagranche
Henry C. Dwight Sch., Hfd,

TLC . /97

-32 - PROFESSOR _WOiDO

Trace outline. Usc carton for tracing details. Slit top and bottom of mouth for
slider. Students can creatg rules for this game, i.e. 5 peints for each correct word.

Suvtract 1 point if word is incorrect. ’

o GBI
Cut out

~ PROFESSOR  WOHORDOD

(A

ERIC 23 T1L.Cov




-32- ) BASHBALL

One player is pitcher, the other is oatter. The batter puts his man on home plate.
The pitcher puts word card upside down on pitcher's mound. The pitcher picks a word
| card and shows it to batter. If batter knows it, he moves his-man 1 base. The batter
i must get to home plate to win a point. If batter misses, he is out. —Then pitcher
becor es batter. The first player to get 5 points is the winner. This game™ean be

used for math, spelling, etc.
A"

il ol e b e o
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T\WLC /97
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.23 - CHECKSROARD

L}
Teacher makes a checker boards, It can be used in many ways: vocabulary dﬂ”,
rhymes, vowel sounds, consonants, blends, etc.
Bottle caps may be used 1s an inexpensive substitute for normal checker p1eces.
Words are printed on masking tape and placed on black squares. Teacher can
then easily renove words and replace with new words.
Directions: Player may not :ove man unless he can read word on square he is
moving to.

© M . T L L-Q . ,q'7"
- 33 - LIDY IHACS

ckills Heinforced: Visaul rotor integration, rro.le. sclving., 1. Child looks
o' firures and Ldtuloglie voi, positivas. 2. Crild looks at figures cnd makes
L c»wt rateh not o rirror natch. (If fipure has left ard raised child also
reisce 1eft arm). I ¢child ha- been alimg exact satcnes then rzquest chiid to
nake oosdrror walceh,

- e v o e —— e

!
!
i
o e e feem = - - 1n et

l .
y
SamP\@C-’ Alice Luster
Hebron ave. Sch,
“\ (lastorbury

Tw.C. 1975
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-32 - DIRECTIONS: Cut apart. Children match words with plctures,
!

Hands of Eye of

a clock +he PoTa+o

Lego of Lip of

A chalvr a biTcher
| [ SuggesTions 1
TO“F]“ﬁ Cf 2 shi Far of corn l
Neck of a bo‘”,/j HeaxT of town
o E\/& sf a neede Heac of & boy -
ERIC 32 TG 197




-32- .

ROCKET GAME

hockets are rlaced fiace down., Child draws one - he rust say 3 or more words
(depending on age and @iperiencé with the skill) within a given time limit (15-30 seconds
If he is correct he ray keep the rocket. If not, the next child has the opportunitv
to win that rocket and also try for his own rocket. (This is just a sample. One
or two rockets for each sound taught should be ir.cluded,

\\

Alice W, Luster
27 Game Structures Hebron Ave. Sch., Glastonbury

T LL.C, 1975




- 30 -
Use a separate envelore for each book you wish children to identify. Print a short
synopsis or character identificatiun on the outside of the envelope. Have a card
with the name of the wvook inside the envelope (self-corrective). Number the envelope
and card the same. If the child does not know the book, he may be stimulated to read it.
k4
Examples:
' X
10 . 11
I am an elephant who Who lived in a school with
sat on an egg to hatch it., eleven other little girls?
I am
0 P 3
-
10 HURTON HATCHES THE HGG 1 >
FADLINE
3
caf‘i, - cad.

T.I.L.C. 1975

o
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MATH=01 . 07 ’ HOP SCOTCH
=V,

MATERIALS: Draw thls pattern on the sidewalk or on the floor wlth chalk.

PURPOSE: |. To teach recognition of numerals | to 10, Il to 20, 21 to 30, etc.,
and to use them In serlal order.

2. The chl Idren can then play this game In reverse, going from 10 t» l,
20 to 11, 30 to 21, etc. '

DIRECTIONS: Chlldren jump from sectlon to section, on one foot, and call out the -
numerals as they jump, The chlld cannot touch a line or touch his
other foot to the ground. May be piayed In palrs, groups, or teams,

CAUTION: One chlld should be appolnted as referee to clear up any uncertaintles,

o~ O O L\

O

MATH-08 RECOGNIZ ING SHAPES s

Clrcle the correct shape. |f a square shape |s at the top of the card,
the chlld wlll look for all 's on the bottom of the card and
clrcle them. The back of the card wlll tell the chlld how many he must look for,

00
AN

T..LC. 1978




MATH-0I

wl nner.

THE NEXT NUMBER (2 players)

|. Players roll the dle In turn.

THE WEXAT NUMGBE

Gl 3lsl 72|47
SIA1710] 3|64
5SS 414 13 |d
3| 4|5 T|R|4]6
4lie |13 lal 3517
2|5717(613] A2
713 £l 7|51 6

MATH-02

”

~ Each player must have a car

5"

O >

G reakar or Less

'

The flrst player rolls a dle. |f the number rolled makes

2. A player may cover any square that shows a number one greater than the one rolled,

L]

3. The flrst player to get flve adjacent markers I'n one row, column or dlagonal |s the

-1 10 squares

i

¥

GREATER OR LESS

any of the statements fruef he may put the number In that frame, |f the number rol led
makes more -than one statement true, he may stll| mark only one frame. |f the number

rolled makes no ummarked statement true, he forfelts his +turn,
thelr cards accordlng to what they roll, In turn,
card Is the winner,

Players roll and mark
The flrst player to f1 il In his whole

/

Math Conference TJLC.
Atlantlc Clty, NJ. (97

)

|
|
1
1
|
!
|

e, 1978

Fran Valda,Math Conferenct




MATH - 01 THEES & APPLES

Various Ways ~ Some are:
Sequencing - | apple on a2 tree; 2,3,etc. .

Put a number below trunk and child puts the proper rumber of apples on 1t.
Use In addltion ahd subtraction work.
Fewest and MosT concept.

L ' 10 cards 6"xB"

- Envelope of about 30 gwmeslze red felt

: _9\’een Fe“:

-___._l)rowv\ “’.‘ru.\r\\(
(color iv) : J. Jakslna, lhlon

' T.1.L.C. 1975

MATH -OM PICTURE ADD ‘'EM UP

DIRECTIONS
Teacher glves child a picture (coloring book etc.) Thlld puts several numbers on

plcture and then adds them up. Teacher Increases dlfflculty as needed.

Gwenn Moseley, T.!.L.C. 197




MATH-04 HIT OR MISS

Two chlldren play. Player closes eyes, moves pencl| around In the alr, and then
lowers penci| to the clrcle (can be made larger.) The player will score flve polnts
It pencl! lands on rumber flve area of circle. etc.

Player puts hls flrst Inltlal In area pencll has touched. Thls rumber cannot be
scored agaln. At end of game each player counts his polnts to see who Is the wlnrer.

Game can be made with larger numbers (ex: 125 or 1,250)

Ann Cooney, New Park
Tc'oLcC. |g75

3

MATH-03 SPIN TO WIN

For Round |, the spinner Is spun three tImes. Each time the splnner stops, each player
must choose in which of the three circles In the flrst row he wishes to place the
wmeral to which the splrner pointing. After the third spin, the player who has made
the hlghest valued number gets a polnt.
For Round 2, there are also three splns.
For Round 5, and 4, there are four splns.
For Round 5 and 6, there are flve splns.
For Round 7, there are six splns.
For Round 8, there are seven splns. -
AT the end of the 8th round, the player with the
most polnts Is the wlnner.
Splrner has ten dlglts 0-9 on it.

0
WIN OOO

000

OOOO0 OO
OOOOOO
9/00]0/010
DOO0O0OO

ele

T.1.L.C. 1975 ‘
Fran Valda, from Math Confer




CARS AND THSIR THAILER

MATH-04

The child rust 2dd the exajle on each car ard place that cir in the right
troiier. After all the c.urs .re rlaced the child way turn them over and

check his worh.

Dana Vaughn
St. Augustine

! L TG 975

MATH-04 SW.S uF _LIIE

Circle 3 cipits to total 9. Tne digits must be ir & stralght line on the board,
vut may be ncrizontil, vertical, cr oblique, !

—

4

//

St o s

8
/
b
0

\T()\\()‘N?\\

SURPRRANS ENICN

/
6
0
3
g

i
5
A

g
3

&

o

T.I.L.C.

)9 75~




TH - O
MA b SLIDE RULE

S
6 749 2

09 3 7 6 5 43/

A . .
\\\ , ! Ta I.L.c. 1975 /
\ \\
I
e /‘
MATH - Ok, 12, .» DUZZLE FCR ADDITIUY FACTS

iwteh the picture sets. Write the numover stories,

Iy
|
ol ;
o K

Q 43 T I, Lc C /97
ERIC :

Full Tt Provided by ERIC.
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MATH - O4 FZRRIS WHEEL

PURrOSE: To increase interest in learning addition (subtraction) facts.

PLAYuRS: Two or nore.

MATERIALS: A large circle drawn on the chalkboard witk -~maller circles around it.
¥ach snall ~ircle has a number in it, and there is also a nunber in the middle
of the "Ferris Wheel." ' .

This gane can also bLe constructed on tagboard, laminated, and slit can, be made

.50 that the central nume ral can be changed vy using a clip to hold it’ in place.
Several nwibers can be grepared and attached to the back of the game,

- DIKECTIUNG: The children see how quickly they can o around the "Ferris ‘‘heel"
by adding the riddle numeral to the ones around the edye., Chilaren may take
turns, or each one may tire himself.

ADArTAT1LIS: This gare cculd be played in procticing selected subtractiin facts.
€.UTi i3: Use conretitors of fairly ecual avilities. Vary the numbers fro

tice to tine. @

@ T.1.L.C.

1975

MATH - 04, 08 AJELT

one chii ! rolls a die. :arh chiia tien decides whal shzre he wishes to rut that
runber in. I he ruts ib n oonie 5 ure, he gt rub it in every souamre.  hHe ray
c¢r-.00¢ s 4 toe war dt urd roat it in his "reject™ shavce. /. Tter four nunbers hove
veer rolledy hartial tetals unc 4 grand total is talen., The chi.d with the

13T 23t rand total is tle winner.

-
-

Grand Total

TILC 1975
o Fren Velda
11 Hooker Geh. Hfde




. MATH-04 ICE CREAM CONES

SKILLS: Countlng, comblnlng groups, recording mathematical experience with symbols.
The chl Id puts the §cocps of lce cream on the cones. Then he records the comblnatlons
formed by pleces of strawberry or chocolate,
Ex: | scoop has 5 choc chlps, | scoop has 3 strawberries

The chl jd records - 543 = 8

Cards can be lamlnated so they can be used many times and correctlons made,

n u);u\ bwwr\ C"l- 3
(jree“m‘ | l> |
fl nk w:":l'\ A LA"CS !

|

J. Jakslba, Unlon

MATH-06 THE BEAR HUNT

Roll dle and move accordlngly

First one In the clrcle catches the bear

Note: If you are on the last colored clrcle before the bear - you
must roll a | to catch the bear.

Markers ( spools with colored circle on end, | Dle)
C%ggOOO
O o0
o> (&)
O

OCO0ODO
OOO%O TILLC 1978

e J. Jakslna, Unlon

OO v

Q000 O
O OO0




MATH - O4, 12

SUP.R MARKET - DU THE SLUIPING

-7

+6

RIE

%)
r—*—

Q(\
I

Stavt

Note: Answer is 4

MATHl - O4

+

72 17

+3

PUZ.LE LUARD Fux REENFORCEMENT OF NUMBER FACTS

S
P T

) |
3| [F
.:53

Elizapveth Schloss
batchelder Sch. Hfd.

Ll

©

/3

2l

~

©,

(

<z;;z>
/5 -
@%f

40

TILC (975
rran Valda |
Hooker Sch. HEPd, -




MATH-04 S:CKET FACT
Do the math wnder cach ulank. Match the answer witi the letter in each block.

decode the message., Children could also make up their own questions and answers.,
Math could get progressively more difficult.

8 S I E) KL

Who wW.re -ihe 4:/’51‘ onpJe "‘0
use lba,»er moha\/

10+ 1y Cde 3o -r E

b

54o-  b7%  HE A /’0‘%‘??
!

o 15N\ \AL :
eui= [ wlY

Ft———— e

¢

T\

.Y Arline Himmelst-:in
West hiddle, Hfd.

MATH-04 ADDITION PUZZLE

Cut snuares apart. Children fit the squares together in a Lxk array so that
edges that touch name the same number,

b | 318 2425 X+ |3

2 + 4 ¢ 3| R

7 3+5 - 6 .
1019+ 34 10| 674

S L4 | R | P4
3+2 q O+ 7

‘ S\ gl 9Tt
|
!
!

_O+/ 6 Hef 7
/ S+/ ¥ 6t/

31t 7 ¢r3l 9§ era

T.1.L.C. 1975

ERIC 4




MATH - O4, 07 ADDITION PUZZLE

Take two pieces with the same kind of pictures. Find the number sentence that matches
these pieces. Fit these together to make a rectangle,

T LLC qq8
\ Fran Vaida
| Hooker Scnool, Hfd.




} MATH - O4, 12, 13 ARITHMNETIC PUZZLES

Puzzles can be used for a review of number pairs and number patterns,

2o [

Z

Nyithmetic Pozzles

2] 1916 |
Complete the num ber-
battern CYo55 Wovd-

-—— -

9
|7 , ‘
[FT£]G6[7]  Namg the missing

“F o C’fof

>

Name +he m?ss;ng ‘F‘acTor‘,

Flaine Magnee T LL.C - &
]:l{[lc . bBarbour Sch., lifd, /7 &
1v

-rv




MATH-04, 12 TOUCHDUN | ATH

Flace foctuall on fifty yard line. The first player tukes the top card from a
rile of math problems. If he ansuers the vuestion correctly he moves the ball
5 yards towards his ogponents goal ard gels another turn. ‘henever he answers
» incorrectly, the soeond player takes over. Flayers continue to alterndte /
| until one scores a touchdown, worth 7 points., After a player scores a touchdown
his oprenent vepins apain on the 50 yard line.

//TOUCHDOW

TILLC 1975
J. Jaksina
Jrom S SAW

.«

. PP gy o v
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MATH - O4, 12, 13, 14  CROSS - NUMb:R PUZZLE

This puzzle requires the student to make th&ughtful estimates which are tested
on a trial and error bases. For successful solution, each trial must be based
N on a reasonable natheratical prediction. For each puzzle element, the starting
\ numbers, the arithmetic sig n and the answers are given. The object is to in-
\\ sert nuwnbers smuller than ten in the empty spaces irbn effort to arrive at the
’ correct totals. Both vertical and horizontal exercises should ie correctly

solved. Students can themselves construct and exchange these puzzles with their
classmatzs.

—|5|+lg]-1]9

L et m———-

L
- W Py -
i P
" oy ”
R _
+.
L

P ..g,,:,‘: Wl ".*' :,’"‘ 'Y l,' L |
BN PiEhi 2 i !
i'w&i:v&‘. a2y 4 e, r)} ;.4 i i ] i‘ 3 h
i :" RN AR aE] ’3 ] ‘{Ji ,.}‘ i '}%‘ _‘.‘1 |
T ORMET R s I | 2 (S - ALY P /|
— g Al ——  pedmpaaal ——  BRROLY —_
; ;.f ?.\ ‘,::yl.,:, ‘!{1 "-:'{ ;1»4 ‘;#‘.‘g .}H};rn ]




MATH-05, 20 \CAM)B.‘AL AND OWDINAL Kol'pinS

\

Cut rectangular pieces af oaktag apart for puz:les as indicated. Illustr:ie the
cardinal nwiber on the upper =nd left scctions and the ordinal positicn on the
third, )

Use colored punmed circles, bottom piece has ten circles. [lace the colored circle
i1. the correct rosition,

O O nueve nine
OOO000000O0

O

O O
O O CO0000000e0
O O | noveno ninth

.

tres three

000000000

' tercere third i

Sarmles

T.t.L.C, 1975
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MATH - 07 MIX AND MATCH PUZZLES
Uset” lieavy cardboard, tag board, tile, wood

B -
® \ ' | @ <-one -
r S IUUINLI S
2900
| ) 00,
- ‘T.1.L.C.,
> i 915
N
THE MOON

MATH - 06

Land your rocket on the moon If you can glve name of the rumber.

I. Rockets placed on table,number down. Turns are taken If more playling & each
should have his own moon & rockets,

2. For 2-4 players )
Hold up card with dots on It, or stickers, shapes etc. (|0 cards from | through {0)
First chlld to count corrgct number of Items on card, puts his rocket with that

number on moon,
[The Moon
/ Actual size .
“F--1D

rhoto
o corners - _
C ! 51 TALC 1975

3, : J. Jakslna, unfan Schoa




NUMBER COUNTING & NUMBER RECOGNITION

MATH-07
9 cards cut from same slze cardboard which had plctures mounted on It, Other slde has dots|

Card with 9 rectangles with numerals.

.. ol Y 7

Fran Valda, Hooker

TLL C 1974

2

MATH = O &L
CAMPARISON BOARD

o

COMPARISON BOARD - Pyt two objects on board, turn the sign thls way’ <

or this way
Make It show which object Is blgger.

#
A

TLL.C. 19115
Rosemery Zendan,W.Middl

cv'
t.




MAT

" with yarn, etc.

+ MAT

H - 08 MATCH THE SHAPES
DIR=CTIUNS:

1. Make board to place shares on, Shap:s could Le color coded around edgus

2. Trace and cut shapes to correspond with colors on game board (Use carduoard

and color or paint with felt pen)e~
3. Write na.es of shapzs on strips of carduoard (1) x 5").
4. hake 2 pockets,! one for shages and one for nanes.

. TuT.d " YOLE
H - 08 - ’
Pupiis collect a variety of colorful boxes ( hat btoxes, s .irt bo..2s, shue bosus,
etc. ). Cut a hwle it each end of eucn vox, paint faces on boxes. Sliy each
box over u role. Add cardooard ears, fect, beaks, etc. for the finishing touckes.
This is an excellent"hands-on" activity for teacning geometric shapes, Smaller
boxés can bc used to construct individual totem roles., May be a class or individual
activity,

\

T T

TiLC




MA TH-08 MATCHING SHAPES

9 x 12 card with 9 random shapes drawn on |t.
Ervelope of the shapes cut out of colored oaktag

Match the orange shapes to the blue drawn ones,

i B

I;/ O ‘ TLL.C. 1975

J. Jakslina, Unjon

MATH=06 ‘ CARD-0

Purpose: To help chlldren recognlze groups wlthout countlng,
PLAYERS: Two or mare chlldren, but keep the group small.

¢

Materlals: Twenty-seven number cards (2"x4"), each of which has a number of dots
arTangud In a group. Three cards will have 2 dots, 3 cards wlll have 3 dots, three
cards wl |l have 4 dots, etc. up to three cards havlng 10 dots. There wil| be three
cards for each group of dots.

DIRECTIONS: Each chlld Is given hls share of the number of cards. These cards are
placed face down, and then turned up one at a time. The chl|d whose card shows The
largesf number of dots on each round gets the other cards. Play proceeds unt!| one

child has all the cards, or the greatest number uf cards when time Is called,

He then says, '"CARD-O!"

ADAPTATIONS: The cards could be addltion flash cards and the gome played In the
same way.

CAUTION: Chiidren should be cautloned to play qulerly, urless It Is durlng : A
recess time or when othars are not engaged In qulet work.,
o0 oo [0 o
oo b oo |0 118 0] [Sec| [6 3]0 o0 S oo
o ® o ..::o,oo.o.
/
N P (T |
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MATH-08 FI.D THE NUMbER

—

What numbers are:

t.In the rectangle, but not in the circle,square, or triangle?
2. In the triangle, but not in the rectangle or square?

3. In the square, but not in the circle or triangle?

Le In the circle, but mt in the triangle or rectangle?

5. Ir. the rectangle, vut nét in the triangle or square:

6. In the syuare, but not in the rectangle or circle?

7. In the triingle, but not ir. the circle or square?




g Chiid matches pre-made design,

, Variatlons: .
. Teacher makes design plece by.
 — plece and student works on his ™\
accordingly.

\
\
~
/

-—_ . 2. Chlld makes deslgn and teacher
or alde copy hls,

i l '% \/ ‘ l Paste on deslgns made with

/ stirrers or Q-tips.

= ' Provide envelope of Q-tlps or
Exa mP|es stirrers.

) J. Jaksina | Union
D T.1.L.C. 1175
b

MATH - 08 SHAPES !

(pre octivity for wrttlng rumerals)

9|2 tag board X

Lamjnate, chlld uses wax crayon to fom shapes or trace over shapes
/ .

!

O
O

-

| H{E ’—I]'X

T.l.LCo 19185

U:
C.




MATH-08 . SHAPE WHEEL : ' :

Teacher holds up card and student - turns to matchlng shape.

VARIATIONS

I. Glve wheel to chlld, hold up white card-no other dlrectlons-see If chlld can
flgure out what to do.

2. Shorten tIme you hold up master white card. (to strengthen visual memory).

3. Shape wheels may be used by | or several. However, wlth a maxImum of 6-8

you can observe each chl|d and how he manlpulates wheel, how long to match shap etc.

\"\\ ¢ )
A
§
"
g d. Y
— j Jaksina, Unlon
///
N !
- e
MATH-08 SHAPE SORTING -
Classl flcatlon game:

l. 20 - 3x5 taghkeard cards
2. Make 2 ldentlcal Shapes for each shape you plan to teach:

Circle .

Square

Rectangle

oval

Dtamond etc. \
3. Paste onto tagboard
Chlld matches shapes
Extenslon: Add word cards

\\\ ToloLoCo /77
\
] \

\ G'g rcle

Y

57




MATH-09

Card with two pockets

10 cards | 1/2"x4". each marked with a numeral (1-0) for each pocket. Use a

TENS-ONES

d! fferent color for each group.

HY

MATH-09

3

PLACE VALUE:

Match the clircle with the correct square.

Then read the figure,

- B

Can be coded to be self-correcting

Circle should tell the number of hundreds, number of tens, number of ones, etc. [

MATH-09

Board ( 9"x6") with 6
Cards marked 0-9,

0’

)

75

731,067

6,391

St

2,674|375 7030

S0

Hoglg

17| Soo

9,9%

pockets,

PLACE VALUE

PLACE VALUE
Ones Reciod

Thousands Yeriod

!

}

o

T.l.LC. |

-

P 3 e S~ W W 17 7
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MATH - 10 TELLING TIME
Chiid reads the tIme on the clocks then flnds the corresponding time written

on the small cards.

Self Correcting - Matching deslgns on reverse slde, lower right corner.

ten minutes
after four

7
T \L.C. 975
‘ Allce Luster
Hebron Ave., Sch,

TELL THE TIME

MATH - 10 :
DIRECTiONS: Usling a clock stamp ake sheets to Indlcate hour, half hour, quarter
of the hour efc. Laml pate.
Chl id wlll use grease pencll or crayon to Indicate the time or to draw
the hands of the clock In the proper places.

ERIC 5 T 1L 1175
—— _ Ellzabeth Schloss =




MATH - 10 PAPER PLATE CLOCK
Clock face on front -

(Brad holds hands front and back)

T.l.LC. 475

Front

MATH - 10 ' e h CLOCK PUZZLES

Match puzzle pleées to tell tIme with words and

numerals.,

/10 minutes

of 7 650

T.LL.C 1978

Barbara Hi |
Batchelder

. L




MATH - 11 COIN PUZZLE

Material: /Sfrlps of tagboard, coln stamps, brown and grey construction paper,
glue, felt pen.

Dipéctions: Stamp colrs on construction paper and cut out. Paste on strips with

7 _ equlvalent amounts.  Write numeration value. Cut each strip into 3
parts so that equivalent money amounts wi Il fit. Laminate. Child
will £t puzzles together.

0: .g @

- Etizabeth Schloss
Batchelder School, H{

3 T.'
/

254 or £.25]
a Quad_‘e

MATH -I1 MONEY PUZZLE

Chl Id counts the amount of money on card, then finds the corresponding amount
as It Is written. Self correcting: Coln amount pleces fit with “2 written
amount, ‘




MATH-11 . COUNT_YOUR MONEY
Playing directions to Count gour money

2 players. Each pick a color. Have eight of each color.

Players agree on a number of pames (at least three).

Lay 17 coin cards face down, Players take turns picking a card and placing

his color card over the number on the game board that corresponds to his drawn
one. When all are covered, players total the amount in any line of four

covered numbers (like Tic-Tac-Toe). Player recording largest amount of money
after an agreed number of roundswins » * (If no one wins a game, don't count it.)

Gamczoard |
| 5¢igro0] 25¢| s0¢ Coin Carf

.| 50¢| 25¢|8r00| 104 | 29 ¢

Co’orc—a\rd

gr00| 10¢| S0¢| 25¢

Q5¢ 5O¢ /O¢ @/00 Ich(L 1475

New Pack Ave.

://
MATH-1 | MAKING CHANGE /

. Dbivide sheet into three columns and 5 or 6 rows. In first colimn paste or draw
pictures of items a child might buy. lark a price one each, In another column

draw (stamp) pictures of the coins given to pay. The thl/d'column is blank.
In it, child tells hhat his change will ve.

Ttem! Paid Chanae , Yg\l‘é 'YO“B‘U o g’e_
7%C1Y)f8 <::2> '7>:£Zufe>
Gajm:& Kte /35

ERIC v TiLCoqq
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MATH-11 MONEY MATCHING

Child counts the amount of maney stamped on each card, then finds the
corresponding amount written on the smaller card.

Self-correcting: katching designs on reverse side, lower right corner.

v

35

Use coin stamps tomake

T.1.L.C, 1975
Allice Luster
Hebron Ave, Sch,
Glastonbury

T LL.C 1975
Alice Luster
Hebron Ave. Sch.

MATH-08 SHAPE_ SORTING Glastonlury

¢

912 tagboard, laminate

Child draws a line between matchfng shapes with a wax crayon,

Shapes . Shapes

L1 Gircle A

<> Triangle
| O Diamond O
/\

Rectoncjle

SEe

Square

Lo

T.L.LC. 1975

L]




MATH - 13 BY OWN TEACHING MACHINE

Players: One or more.

Materials: Cut a circle with a 4 inch radius. Cut another with a 41 " radius for
the bottom. Make a 1x1" hole in the top circle and a 33/4" flap. On the bottom
part, write the multiplication facts with the products opposite the facts under
the flap. The two parts are then fastened through the center with a brass
fastener. be sure that only the facts show through the 1x1" opening.

Directions: The puril rotates the bottom circ¢le until a fact. shows through the
1x1" opening. He then thinks the product and lifts the flap to check the answer.
Uhen he knows these facts, a new bottom circle can ve made,

Adaptations: /Addition, subtraction, and division facts can also be learned from
this game, f

-2
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MATH - 13 MULTIPLICATIUN PINCH

Make wheel with +, =, i, - facts. Have container with clothespins in it.
Clothespins have numbers on them. Children clip or PINCH clothespin to fact

A

for answer.

| Y
oy

Multiplica‘t}ont O
FPinc C

C Jane S la sranche
Henry C. Dwight Sch.
Hfd.

Q ist : —77 ,‘l~-(:- / 57715

IERJ§:""“"ﬁ!’ﬂﬁﬁ?'ﬁwrrwi-nuwuu!---l —_—

Full Tt Provided by ERIC.
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MATH - 13, 14

e

Cut squares apart.

MULTIPLICATION AND DIVISION

sO that the edges that touch name the same number.
In place tor a plcture and a message.

64
X4

36

3X4

el g4 ¢

gx4

30
HK

7

4 X9

7X4-

/(5

/2 99 Lo

y

32
958
45

K73
I
_0X0

Ay
7

/6 -4

Q4 g

I8 H36:9 N4 7

9

Y

0
g/

7

A

7 70:7 /0

«

3
g

7X 6

v,

MATH -04

rs

DOM | NOSUMS

2, Chlidren flt the squares together In a 4x4 array
3.

Then turn over the cards

A set of double-six dominoes (commercial or made from oaktag),
2 players each draw three domlnoes.
Players take turns placing domino on game board so that they add up to but do
not exceed a chosen sum.(ex,
It a player reaches the exact number, he wins and gets 10 points; If the domino he

plays exceeds the chosen sum he loses and his opponent gets 5 polnts,

100).

If. the sum

Is less than the goal when all 6 dominoes have been played, more are drawn -

one at a time - and played until the sum |s reached or exceeded,

Then p layers

start all over, drawing 3 new dominoes, etc., until| all dominoes have been used,

For lower primaries the number may be written (ex., 32) and chi ldren match with

appropriate domino (ex:

L

’

o e

Lo

F. Vibert
M.D. Fox Sch. Hfd,

197
Tl
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MATH - 13 MR, MULTOQ

For reinforcement of facts. Can be used for four fundamentals and fractions.
Make strips you need. .

- Cut out,
Then pos{

é rlu.p an \:a

ace down)
that ‘top"
bottom ates
free J;"Or st
to o) \Ae theo

Selt conee

tall

1))

Jpvd

-l X !
Sy,

¢

~ A3
6
<X Y
g
X 5
10
2xL |
_ I
XX 7
L
2XE
¢ |
X7
_ &
X B
Q6

E C i) o"

Full Tt Provided by ERIC.




MATH - 14

Directions:

2 players.

!UQLAINJER RACE

=
YINT,

lé 29 Vs

15

J

°2¢8

l« :

7
¥

/9

1
:l

30

-24

27

6

’?—

MATH - 13, 14

/ 2

B

21 [siwer

MULTIPLICATION AND DIVISION PULILE

N IO

(o,

1.
?.
0.
7-
8.
9-
1C.
12.
1‘*-
To.
17.
19,
20,
21,

ACROSS |
9x7=
(125x5) + 5=
7x%=
(125 +
9k (=
—OO _ 5
11x5—
{3x5)x3=
(3x3)x5=
CxC=
42x10=
L;?.U ; 1;2’—_
102=
LUx( 5x2 )=

5)x5=

UJ

T'

3.
Lc
Sc

7.

1.
13-
15,
18,

19.

First vlayer spins; divide the number he gets into the
nurber on board; then he rioves the number of spaces of the remainder he gets.
A spinner or cards could be used,

10x124=
xo=06

5x33%=

9xox10=

25 ¢+ 5=

1C0 ¢ 5=

1000 5 1=

T 1. L.C

197
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MATH-13 MJLTIPLICATION

An activity to visualize the additive basis of ;multiplicatlon. "
For ex: Crlss-cross any two cards and count the cut out squares; the total
will be the product of the 2 numbers at the bpttom of the cards.

NOTE: Have a thick magazine or newspaper under the card as you use a razor
knife or uti ity knife.

i

=

+ 3y
Eyi— -
—
)
MATH~13 MILTIPLICATION .
L ]
Directions: |. A player rolls a palr of dice and multiplles the numbers that come

- up (exy 4 and 6 come up, 4x6= 24). He wrltes the answer in the proper squares.

2. The second player takes a turn, recording his answer on the board but using a
ditferent color pencil. (If two colors are not avallable each child may inltial
hls answer squares.)

3. The flrst player to obtaln 3 squares In a row- across, down, or dlagonailv-wins
Answer sheets may be provided to prevent arguments.

VARIATIONS .Game may be played untl| all squares are fllled: player with most
squares wins.,

For children just beglnning to learn facts teacher my wish to put answers on

game board. Then chlld rolls dice, locates answer and places X or O In the squares.
MOTE: If practice with comblnations other than |-6 1s desired, dice can be cut
from ord! nary sponges and marked with any combination of numbers by magic marker,
mark board accordingly (ex. 2 dlce wlth 4-9, or one with 4-9 and second with 1-6).

/113 #1514 -

20

75\1)‘*1‘\& S Pl
R

.

F. Vibert, Fox Sch.

O )97 T.l.L.

C
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MATH=-15

-» 1. Dice thro#l: Three dice are thrown., ~Player
/

Joln two pages to
make game

ERACTIONS

Equipment Needec}: Game board, three dice, a small

*\ marker for eaw player,

f

Rules: |

, b
{
selects two of the three dice to represent

/

i

a proper fraction.

2. To start play: All players {i.row dice, Player
throwing largest vproper fraction selects his
lane/ first. Player throwing second largest

. fra,Z

A
p/~oceeds counter clockwise.

tion selects lane second, etc. Playe

/ continued —p»
I

T)L.C 197




T

TR

3, Play: Throw dice. If a proper fraction formed

Le

by cambination of two of the three dice shown

relates -, a player's lane,

must be exact. For example, player in the
"Thirds Lane" canngt move if he throws 3.
To end game: First player to cross finish >

line wins, (Players may agree on two or more

laps to a gaue,)

/7!
/)
s

he may move,” Moves

i TILC. 197
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MATH 15 ‘FRACTION MATCH

i These activities reinforc: fraction concepts and provide practice in number

| recognition and eye~kand coordination. Sheet 1 deals with identical re-
lationships. The remaining sheets involve matching a shad »i figure with its
corresgonding number form.

Dittoes of the sheets cuin Le made for each child. Then he cuts out the shapes
on the lower half of the pape and matches them with shares on the upper half.
After the teacher verifies each placement, the child ray paste together the
corresponding shapes or place them in in envelope for future use.

9@ I
_ 5

\\
*

~ 'y

i e

e s s o it

TLL.C 1975




MATH - 16

Flatevials Needed

L Kulev
oL Yardé+'cl<
3 5‘f’r{nq

/.

"How Can Theese L;n€75
Dest e Me sured |

. Estim ated
Length

Qc‘_f N /\enff’w

9 Esti mated
Aeng'*h

Actual ke ng‘HW
3 Estimates
Hct sl Z@nf""

4 EsTimaTes

henqth ——
Qc‘fﬂ /\Enj’ﬁn

4 Fstimates

| Rctual Leng a

Len J(Jrh————

'é Ecti mﬁ'_f:‘;
/xemJn—Hﬂ ‘
‘ /:)dua/ ke e

L C g7y




MATH-16 ' MEASURE MONOPOLY

Student spins and measures the lihe above the letter where the ;ointer stops.
‘ He may move that number of spaces. Game can be played by any number of players.

| 231415167 a0l ylral s 6170 ;0

T Measure. Mono{:ol}y 21
/\ \

o?w
# 40394 - 3313;&3 % JZ?M&JI% AN

1| 64 62 6367165

5‘:
et N
X
~O
%\
2
Q3
&
Sy
&
Oy
N\
%
oN
AN




MATH - 17 SKYSCRAPERS

Purpose: Logic of number patterns.

The first three §floars arc complete. The child is to observe the pattern, cal-
culate what the missing numerals are, and perhaps extend the obuilding upward
witn like pairs of his own,

Materials: oak tag skyscrapers with patterns such as that shown. Can be used in
subtraction, multiplication, and division., A ditto record sheet with four or
five skyscrapers to copy and complete would ve useful,

| 44 O |

Syl 83

O

3
i
oL
1/

0 (]

tqﬂDDDPD

| &
ol

MATH - Ok NINE ON & :.ME *

Arrange number cards (3) so that they total 9 on each side of the triangle.
Cards are nur.oered -1 through 6.

‘o  TheC (975

P
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MATH- 18

MY SUNFLOWER GKOWS UP

Make a line graph of this information:

API'. 1 ----O"
Apro 15 _--2"
May 1 ===t
May 15 —=--7
June 1 —--=8"
June 15 --12"
July 1 ---20"

a‘ll

|

!

|

- B
;. ‘\(J . ‘Lﬂ — ’-ﬂ
M L%

k" 5 QJ
i a 2 D = =
z T & 7. )
AL

i TILLC 1915 N




MATH ; 18 ATTENDANC:: GRAPH

3 .
This an a)A in helping students to understand graphs. It may be used as a bar

or line graph. One child may take a week or month or day and mark the chart
with washable pen or pencil.

L‘-,‘ 11g
- 1 e
= o
' U
= 15
= g
Q
- F‘ | -7
- - <
™ e - '
. , o
NE —
: m-" N R Y
g-::: Y\' '13
‘ ] | - 3
_ F ‘ ~ ) —J
< U
E T 1 Q
) = B _ l}
! = Z~A‘r
= | ©
= “‘“‘"‘%‘
o s e i e , —
‘2- ‘ [4 " 2 ) W
%i {HTF’HH'HHHHllHlHll' ‘-'Luwg;
L'P < x\{} ("ML J‘\g .% i 3 ‘J'l ih f,s{?.ur
;-6'0. O T LG 978 -

- A. Cooney, New Park Ave,
o~
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MATH - 19 SPIN A 100 CM. TRAIN

You will need: Cuisenaire rods (or lengths cut to equal their lengths), meter stick,
spinner, centimeter rulers, two players.

Directions: :
Spin ’
Measure to find rod length to match cme
Place rods on each side of the meter stick.

First to 100 cin. is the winner !

e

._'.’ IQ..Cm -

Centimeter

, "The Arithmetic Teacher"
~ Mar., 1975

MATH - 19 C NETRIC MEASURLIIENT

Enlarge the clown face, placing the dots
the distance apart you wish them to measure.

Atob= Cle
€, to D= Citle

LtoF-= . CM.,

9 TA-LC 1975




FLUNKY FORECAST

Directions: Find each t.émperat.ure on the thermoreter.
Take the letter from the thermometer 'and put.it in the -

blank below.

JOf— <t+—0D 1) 2°¢ 7) 83°¢C
) 2) o° ¢ 8) 37°
9 1 ¢ H ) | ) 371°cC
1€ L L) 100° C 10) -34°°C
gA_': )
Ny 5) 66°¢C 11) -5 ¢C
: , fo) (o]
79 : ‘ 6) 45°¢C 12) 91°¢c
{1 +—U 13) -29° ¢
éb_—j \ 14) Normal bedy temperature
; 15) Boiling point of water.
50—

16) Freezing point of water

14———T 7 ,
1e—* I could have been o weather-
3H | man, . e
' i g T S I
QO‘MQ_—_N 3 35 _L—ZI-7LL [ e &
/0_-..’<“" B E E
] 2§ X Q AT 5 3 79 i
1
— AG—F
l«t—o0
1
A1 & 5
|5
| T —

T\ L.Coaqps




" " REASURRMENT YSING TAPES-

( ) means measure arcund.

/

; i
Measurement of': Inches Cns.

HWrist

L Ankle
| Calf

| . Neck
Head
Thigh
_Waist
Hips.
.Chedt

Cutit,

Heach

Height

z)i ‘Ti ’: l~.<: /jZ?E;
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BI-LINGUAL CLOCK N C

MATH-10, 20
yaon Frint the English
N m‘qukt words in black and the
‘ en ?un‘:o de\ dio Spanish words in red,
Ae \O T\OC"\Q
e

8 para
y cinco

:}sod S3}nuIW g1
4 soyuombs

Lua rehl:o

{-

ocho y veinte .
J nueve y cuarto .
eirht twenty nueve y quinee ">\

sample cards

twenty past cight . nine fifteen

8:20 quarter past nine -

quarter after nine /

9:15 ‘\




- 22, 35 - INITIAL CONSONANT SQUND

Match the proper picture to the shape containin; the correct initial sound.

\

N

Fran Vaida
Hooker ‘Cch., ﬁtfd.

- 3 - . NULBER MATCHING AND RECOGKTITION

L3

bMatch the proper card o the shape containing the correct numeral,

Fran Valda
Hooker Sch., htfd. TiC. 197
S0 |

s
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-27, 35 - ANIMAL HABITAY

N water] on land[inTheair

T.I.L.C. 1975

- ’
| 84
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K AND MATCH
- 3, 35 - LOOK AND |

2-6 players. One set of cards is placed fuce-up at random on tab}e. Second set,
with different colored background, is placed in pile upside-down in center of table.
Card on top of pack is placed upright and children look for matching card.

When child thinks he has found a match he puts hand on card. If the cards correctly
match, player keeps both cards and turns over the next card in pack. If chosen card

is not a correct match player loses chance to win that turn. When all cards have
been mitched, player with most cards wins. \

Variations: 1, For young primary children game may be played with fewer cards.®
2. Level of difficulty may be controlled by materials used., Possibilities for sebs
cre endless, ranring from: simple geometric shapes to complicated irregular shapes,
a single primary color to varying shades of a color, secucnced patterns of x's and

ol's, position of marks on card, etc,

\

-

{
F. Vibert, Fox Seh., Hit e,

g ) TVLC 1975
8!)
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DIRECTIONAL MAT

=31, 3 -

——— Learning Disabl titles

This mat may be painted on a floor, In a play yard or made with tape on
a canvas or ol ! cloth base.

The Directlonal Mat Is a 56"x82" oll cloth mat, printed with a numbered

grid. See lltustration. The mat Is used on the floor as a "game" to
\ make spatlal and directional concepts meaningful by tsclating a portion

ofspace and making It visible. In all his movements on the Mat, the student

remalns partlally In touch with a center oytline of a palr of snoes. Thus,

the Mat has directlonal stabllity for the student, These two factors-iisiblllity

of space and stabllity of space--are the keys 1o helping the student understand

space and direction. ‘

\ .
The two broad pathways which divide the mat Into quadrants represent two of
the imaglnary axes that intersect the body. The front-back movement pathway
blsects the student In a vertical manner, creating a left body portlon and a
right body por*ion, The concepts of body midline and laterality are developed
using this pathway. The left-right movement pathway blsects the student
creating a front body portlon and a back bod§ portion, The concepts of front
and back space are developed usling thls pathway,
O

Four directional words are printed on the Mat: front, back, left and right,
Each quadrant on the Mat contains a numbered grld, such that every area can be
described by a specific location. Commands for the studcnt to execute are
constructed on the basls of naming specific spaces on the Mat. For example,
the student may be dlrected to "Move with your right foot, front to 2,
right 3." The student slides nis right foot forward uatil It Is opposite
the numeral 2, then slides his right Aoot *o the right until it is within
the space with the numeral 3 In It, '

t \
.
;

{

/ﬁzschNAL MAT PLAN ON NEXT PAGE |

‘ Fran Valda, Hooker Sch,, Htfd

,EK‘ILC 8y I‘??fT.I.L.C.‘
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- 33, 35 - COPY THE DESICN

Use China Marking Pen or grease pencil‘on laminated surface and copy design below,

4

\ — 1=

|
OO, OO0 |&&

J. Jaksina

o 1 Union - TiLe g

- 3Ly 35 -  PLACE-A-PATTERN

Objective: To help deternine the child's spatial relationships; strengthen vi¥ual perc..oi.
and motor skills, ¥

Directions: Child first ~laces the color.d shapes on the designated rattern

, card, He then tries to c.,y the scne pattern beside the patt:rn card. Children

f with visual percertion disabvilities will have difficulty in completine the sccond

task.

Materiuls: Cardooard t.c be cut for different shares, pattern voards, colored

markers, sciscors, glue , clear contact. (Llocks of wood painted different

colors oy plastic forue may be used instead of cardboard shapes.)

| red Vo
! 1&\\0
'; \)e\\ow ©|ved
i geeen vellow e’tc,
| red - green
blue '
red

Colur in. Samp\e d(‘.c...lq'\’a‘ﬁ

N.12. Cui ‘)}eces -Y-'\rst 50 S12¢s l‘f' A-:S\ AN Cvygee 7(\'\(\ . Tl L-C :
!h; Coulter /‘?7!

‘ - Siaster lLory
‘ 34 St. Aupustine Lehiool, tiLfd,

- - R e S v S—
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- 33) 35 - SEQUENCING ACTIVITIES

Skills reinforced: sequencing, hand-eye coordination, visual interpretation, closure.
These sets of pictures rangd from very simple sequencing (2 pictures) to more
difficult sequencing (6 pictures). Each set is coded for ease in filing and
distripution,

Procedure: , Child examines all of the pictures in a set. Then he places them in

a set in the correct sequence fro. left to right. This is a self correcting task.
Correct sequence'is numbered on back,
Additional activities: 1. Child tells partner or teacher a story about what has
happened in the cards. 2. Child draws a pictyure

and/or after thne picture sequence,

3

.Go Odoms & A. Luster
Hebron Ave. Sch. Glastonbury

, TLLC |, /975

-3335 - Finger Naze

Skills reinforced: Hand-eye coordination, problem solving, left-right orientation,
auditory memory.

Procedure: Child finds way through maze with finger or crayon.

Variations: 1. laze is reproduc:d and projected via overhead projector onto #
chalkboard, child follows, maze on blackboard., 2. Maze is projected onto chalk-
vcard, child listens to and follows directions given by members of class. 3. laze
is projected onto chalkboard. Child draws route on overhead projector while

looking at chalktoard. (This is difficult task as image is reversed.)

shart

Q - SQ"r'ei P"ll’.‘l i:‘“u A. Luster

84 Hebron five. Sche, Glastopbury
L.




1, 35 = Cross-Number Puzzle

Tntfo sections. Chlld puts puzz

missing numbers:

Ditto on paper and mount (or on oaktag), lami nate, cut
le together In proper sequerce. Write In

[

€b

]

95|

T8

) [z

o~ o~
~ s~
0o
9
e~ \
| -

Xl

3|
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- 21, 26, 33, 35 - ALPHABET EXERCISE
Clrcle each letter in the group of letters In alphabetical sequence.

It a letter iIs
missed, the child must go back to the buaglinning., Duplicate coples should be made so

that a child can determine his progress, time-wis

“abcdefghijkl 'r;ho):qrstuvwxy

fid taj korn zul sbyv jicy
jdrn lezy rnuk barz ylo |
- bozn -Frg k_y-no y,'\o'z eg
gevsi olnje yzbon rh dec
komb albym pn opsq gel
yrl'n olsen’ pxev‘i‘e uw.
av¥Zl ow prasn ylog

exgo yzbl i, —SEC.,

dez:n pynok gelar rybo
a velc bxigt dlog u’weh'Jocy
|fery gnuke bivz xol yho
migt pxtn kvej kelzzo lu
der vedm gcc“ wnek zho
esb tdevg berz xole jelo
floay sgelo kety Yhuo er

. ovdm wgex kelyo zulog
LRICpaLE. 1975 Ve o DI, e S€C,




- 32, 35 - THE BALLOON GAME

4 Players - 1 card each and 8 white circles

Roll die - each player takes a turn . Die sides are different colors. Make two faces
two colors., )

Player covers w~ith his white circle the color that shows on die. If he rolls the die
and it lands on the 2 color part, he chooses wnichever color he needs or wants to cover.
First playcer to cover all balloons wins.

Variation: rlayer must name the color before he covers that particular balloon.

2
J. Jaksina
Union Sch., Farmington, Ct.

TLL.C. /978

- 04, 33, 35 - UNURRCOVEK

2 players. 2/ botile caps (or other markers). C-
sach jlayer covers all 12 of his nunovers. Flayers take turns rolling & pair ¢ dice,
Player rolls - for ciairle, 8 - he may uncover 8 on his side of board or ary coubination
equrling 8 (7+1, 612, 513, 4th). Second nlayer rollows same procedure. Game

contiaues, playcrs alterriating turns, until one player wins by uncovering all 12 nuw.b:rs.

@ © © O
©_© . © O

' AN 0D AIDUN

UnaerJCover'

‘ T L. 1§75 -
j })d : Prﬂn v%bclt| FO‘%((\" *HrJ




- 34, 35 - ToaCHING LEFT AiD KIGHT

Chiid is to match single figures with figures on cord, exjlaining in sentences
like,"The wo.an is on the left." etc,

17 /M 7

N

e o ,Focke\'_ WIH\ CC\(&S

¥

3
Fran Vazida

’ Hooker Sch. Hfd,

- 34, 35 - Fordi PENCEPTION

Method 1. hatch shapes to Pattern bozrd.
liethod 2. latcl. (ile set of shapes to second sets .
Extension: Use letters or numbers, )

stliff fabric)

94 Fran Vaida
o7 Hooker Sch. Hfd,

T.1.L.C.
1975

Make shapes to match patterns on
‘ board. Use various materlals

/ — | (like sandpaper, felt, or any
|




- 32, 3 - CONFIGURATION

Child learns vocabulary words throuéh the configuration of the word. Pictures can
be taken from reading workbx sks.

Elc(:urjopjl ﬂ("u

| bOO. 1 Cafe

_ LHB_/’I”C | s m ll\OUSC’
L b} [ feof

. r ~ bunng ! l.r(a\_‘tn’;

Cut oul WOrcrs ‘ | i

Sister Dorothy Coul.cr
St. Augustine Sch. Htfd,
T.LL.C, Iﬁ75

P ’

“ - 31, 33, 35 - ATPSR

HING

Skills reinfdérced: visual motor iniegration, l€ft-right progression, sequencing.

Procedure: Teacher or child aeterminds a particulair action for each symbol. How
this is presented to the class nay vary.
Exanples: 1. Teacher may show and tell|the class what actiun 1s‘rnnrusnnted vy each

symbol. The class t:en "reads" the $yjuols bL: doing the actions, 2. Teacher "reads®
the first line of syubols by doing thelcorrect activns. The class must then prouler=-
solve and match the actiuns ana the syxpols and continue "rpadlng" with the teachcr .

O X )<‘ O .

Clap  stanb stamp h nﬁ’s clp bpds haurﬁb

F

Alice Lustor

; | Glastorbury TALG, /2T
ERIC '

.
FullTnsProvided o ERIC
- -« ——
.- .
\




e

Recognizing b and d
ZInitial Letterss

-21, 35 -

TR

\\

st

C. C S.C.

- 31, 33, 35 —

4 C.C.5.C.

/ 'bsAD DISIGNS | ' S
/r——————————

Can ycu copy these pead designs?

vlindness and discrlmlnd%icn of shapes.

Purrose: To chech eye-hand coordination, color

% Denise Godin

Cards have pictures of objects whose names begin with either b or d., Child sorts

- them into the proper envelopes. /
This activity is an attempt to remedy the cor~on reversal of t and d,
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Two pldyers. Av the’start, all figures are covered.
keep figures 3/L" in size,)
find matching pairs.

(If Lettle caps are to be used,
Each pldyer, in turn, lifts 2 covers in an attenpt to

when two matcning shapes are uncovered player keeps the covers,
w“hen all figures have been uncovered player with the must cars/covers wins,

(Game ray ve rnade witn numerals, letters, colored pieces, etc.)
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This wonrd may ve used for counting, addition, and sudbtracticn,

Child places numbers
on nails (eye-hand co-ordination) to \set up problems and answers.

Numbers ave race

L. with dif’ferent materigls for tactile purposes. Make a doutle set of numbcrs._ /-Hso
- moke 3 catds ‘\—nr B E so that child may ot uwp a

fact: g+3:-¢
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