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SQUARE ONE TV is a unique television series al yut matliematics, produced by the Childre’s Telgvision'Wor
shop (CTW), creators of SESAME STREET, THE ELECTRIC COMPANY, and.3-2-1: CONTACT. The first thiir)
you'should know about SQUARE ONE TV is that WE WANT YOU TQ:£OE: "OR VIDEOTAPE 1T-OFF THI
AIR, AND USE IT IN THE CLASSROOM. It’= perfectly lezal, as longas you erase the tapes within three years
SQUARE ONE TV airs Monday through Friday or most member stitions of the Public Broadc&hng&mm
(PBS). It's aimed at the nation’s fourteen million-eight- to twelve-year-olds. ®ach half:Eour show. mclud% severd
segments, many of which:parody familiar telévision formats, such as game shows, sﬁwm», cartoons, musn

" videos, and commercials.
" Inits recently published “Cuwriculum and Evaluation Standards for School Mathematics™ the National Councll 0

Teachers of Mathematics outliriés its recommendations for the future of mathematics education. The NCTM:d *)c
urent:expresses overarching concerns-with mathematics as reasoning, problem solving, aind: : cormiufication
SQUARE ONE TV shares these-concerns, .as demonstrated: by its curriculum goals-and'its overall: approach 1
mathematics eccation. You-can-use SQUARE ONE TV and the activities in this teacher’s guide to' support ﬂ'u
NCT'M: s approach and to develc o several of the specific.content areas recommended-in the: Standards

USING THE TEACHER'S GUIDE ' ,953

&,

) This teacher’s guide focuses on the game shows, which are an-important part of SQUARE. ONE TV. Each gam

format explores one or mrve mathematical contént areas. Just as the games were desigied for a broad spectrum 0
viewers, the leacher’s guide provides a range of activities that we hope wi'l be suitable in: a-variety o

. circumslances. - .3

The guide -devoles two pages to each of the game formats. In the sections titled “In Bnef you’ll ﬁnd shor
introductions-to .1elp you tell at.a glance-which games are suitable for thie subjects you're working on. with you

_ class. The “Gamé Rules™ wil’ give yo an idea not only of how the games are played on TV, hut also of how you cg

play them in class* Edch “Step-by-Step Activity™ is accompanied by a repreducible siudent-page. which canb;
used as the basis for a class-length activity. Feel free to copy these pages or any other material ins the guidedor youi
own-in-school-use. Follow-up activities are also included to provide ideas for using the.ganies-on'a continuin

‘basis..Also included in the gide is a pull-out progranrnsting. This insert contains segment-by-segment rundown
_ of.each program, along wih.curricufum goals for each segment {sce SOUARE.ONE TV Carriculum Gpa]s 01

pages 21-22).
USING THE GAME SHOWS IN THE CLASSROOM

SQUARE'ONE TV was primarily des. &,ned for home viewing; still, many teachers findl it suitable-for the- class
room. The key to in-class use cf the seric=-i selecting material that best matches your curricular.goals. Most: often
this involves the use of segments rather than entire thirty-minute programs. The following suggestions are inténde;
to help you meke the most of the game shows and other segments of SQUARE ONE TV-n-your class.

e

1. Try to 1ape as many of the SQUARE ONE TV programs off the air as'you can. This will give you the: broa'{es

possible selection of game shows.to clioose from. 5

2. Be sure you preview the program, familiarize yourself with the game rules, and review the printed matenal
before using the games in class. You may also want to encourage students to.watch a whole show at.home, s
they'lire familiar with its spirit.

3. ‘When using one of the-game shows, we'suggest you: K

* Prepare a few guestions to"help focus students' attention prior to viewing
* Show an entire:game show once or twice to familiarize students with the games
* Review the r.les prior to in-class game play :
* Follow up watching and playing the games with the related activities and extensions prov1ded )
4. The SQUARE ONE TV game shows car make excellent ongoing activities for your.class. Once the class ha
mastered a game, challenge another class to-a match, or move on to- another game for 1 more fun o
s
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N BRIEF ‘
| This fast-paced game delivers a double helpmg of |
§ mathematics. For some students, it’s an excellent B

; «source of practice mmultlphcahon-and for otﬁers, B

 STEP-BY-STEP ACTIVITY:

I’s not always easy to see what strategies the play-
efs wre.using on “But Who's Multiplying?”—but
the following activity will convince your students
that there's:more to.this game than.just-knowing
the multiplication tables. In this activity, e have
explored only one of the many possible strategies.
Examine the game further with your class, and
see what other possibilities there are.

What you need: copies of the activity page,

colored checkers or markers. It méy also help.

to have an overhead transparency of the game
board.

What to do: 1. Watch a couple of games of
“But Who's Multiplying?” with your class. Then
distribute the activity page.

2. Have the class examine thie game board. Cer-
tain numbers—for example, 11 and 13—are left

out. Why? Is it only primes that are missing?-

Does the game board contain any primes at all?
Why-do you think the game board is designed
this way?

3. Trr a sample game (forget about the time limit
for now). Suppose that Red goes.first and piays
the red factor ring on 2 and the blue factor ring

on 9.How many possibie three-in-a-rows are there that include the
product 18? Why might this be a better move than.red ring on 2
and blue ring on 3#'To help students visualize this problem, have
them consider.the geometry of the game board. A bla " grid like
those below will help them see that squares near the center of the
game board have many more possible three-in-a-rows than
squares near the edges.

/

/

/

R4
Ve
i

e

r

4. Have the class considér every square on the game board: In
each one they should record the number of three-in-a-rows-that
include that square. What.patterns emerge? What strategies does
‘this pattern suggest—are there some squares that seem to be better
plays than others?

Follow-up: Conisider the strategy suggested by the main activity. If
Red goes first and puis the red ring-on 5 and the blue ring on 4,
what would be a geod response for Blue? Why might blue ring on
1 be a bad idea? Why might'blue ring on 8 be better? Wiy might
'blue ring on 2 be better still? Don't forget to consider.Blue's ability
‘to block-Red’s potential three-in-a-rows.

6 9







N BRIEF:
M No, it’s iot haseball—-this tripie play involves addi-
R tion, multiplicsiion, and geometry. It's an exciting §
§ way to practice )basic arithmetic while learning to §
P recognize eqiilateral triangles. It’s also a game of |
strategy mul qulck thmk g

claxmlngthreenumbersthatare:tsvemoes ()
“Treat the numbers vn'the game board as .Q
" either products -or sums. Spin -the two
.game wheels until-each.one stops at a
iumber. Then elther mtliply oradd the *™* ()
J,'.xumbers to match a nurnber on tha game board. If a wheel hap- |
o pensto stopon aSQbAREONETVsymboI ‘you'rein luckl Useitto @
N represent any number you want. Call outthe product or sum of the

“humbers 'you'vét.spun, and ciaim the miatching numbyéron the &

R ~ame board Whoever makes an equilateral triangle*.onthe garr »
board first~and shauts *Triple Playl"—wins. With "Tnple Play;" your
% Classwill havefun-andsee cach problem from three angles!
Mmmmmﬁammwnmmmmwmw,

STER-BY<STEP ACTIVITY:

“Triple Play” moves very quickly--but understanding the mathematics of the game board will help you make the
righUmoves.

What you need: copies of the activity page, scissors, paste, dice, colored checkers o; arkers. It may also be
helpful to duplicate the rriaster of the game board onto an overhead transparency.

What to do: . After viewing “Triple Play,” distribute copies of the activity page. Ih place of the game wheels, let
your students construct special “Triple Play” dice by cutting out the numbers and logo on the activity poge and
pasting them to the faces of two dice. Numbers 1 through 6 should go on one die;.numbers 7, 8, 9, 10,12 and the
logo should go on the other. Then let the class pliy several games of “Triple Play”

2. Look at the game board. Each number on it is a veriex of moré than one equilateral triangle. Let your students
find the six triangles which have 24 as a vertex..How many triangles have 54 as a vertex? How about 10? Once the
class has counted these, ask them which of the three numbers might be the best startjzi; move, and why.

3. Nextto each number on the board, let the: class record the number of uquitateral triangles for which it is a vertex.

4. What patterns do students see in their answers? Is there any symmztry? Why are all the <nswers down the middle
line even niimbers?

Follow-up 1: a. Using tiic strategy suggested by the main activity, can the class locate the best starting positions on
the board? Are there some they would like to avoid? Why?

b. Discuss a hypothetical game with the class. You're first. On your first roll, you get 10 and 1. Should you multiply or
add? Why might it be better to multiply? Now suppose your opponent rolls 7 and %, Should he multiply or-add?
Consider that it might'pay for him'to try to block one (or more) of your triangles if e can. What if your opporient gets
.3 and 8 on his first spin? How about 9 and 4? In each.case, discuss (1) the number of your triangles that your
opponent’s move would block, and (2) the number of triangles that would be opened up for your opponent.,

Follow-up 2: How many equilateral triangles are there on the wh."e board? It isn’t just the sum of all the nurhbers
you found in the first part of the activity!
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GAME RULES:
Naime your favorite snack. Is it pizza? lce cream? Raw cauliflower?
Think hard before answenng, because in this game, only the most
popular answars count!
Here's how to play. There are two teams, each ‘mth three contest
ants. At the beginning of the game, the host reads a survey ques-
“tion, like, “Name something you see at a parade.” Then, alternating
teams, he asks each contestant to guess at the most popular
choices made by elementary schoot students in an actual survey.
Each team is allowed a "“huddle,” in which they can discuss their
answer among themselves.
‘N"mq ~ne of the five top choices* is guessed, the' appropnate
- pe]: KC 21s displayed on a pie chart. The team that accumuiates’
e CeNt of the pie is the winner!
- thmeiossmﬂa{dmwmmthemaeacummscamfmemmemw&masaem
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AME RULES: )

Il eyes are on stage for each exciting episode of "'Close Call!* The
ost presents student contestants with a visual estimation task hke
ne.of these: How many pieces are in this igsaw puzzle? How
any peanut-butter jars tall is that elephant on stage?

There are three rounds. After they're shown an estimation task
nda referent, contestants get ten seconds to make their estimate
dwrite tdown. Therythey reveal therr answers one by one. Who-
vermakesthe closest estimate in each of the first two rounds qualr-
ies for the final championship round.

Once your class understands how the game works, try nlaying
r points: the-better the estimate, the higher the score. You can
en get the class audience into the'act by asking them to vote on -
ow close the contestants’ championship estimations come to the
eal answer. Is there a game show that's faster, wilder, more unpre-
ictable? lfthere is, it's a close callt

2 1ompare&iemannlyscswnh onesanotﬁ lﬂb@tﬁgg}&:ssibeﬁévé A
5 S RSN . EL




- .

PROGRAM G UIDE

This guide is o quick reference to the vorious segments o
the doily shows on SQUARE ONE TV. Two seasons are
represented, o total of 115 shows.

To assist you in identify ag subject matter that fits with
your lessons, each segmient d_scription is followed by o
content code which is based on the SQUARE ONE TV curric-
ulum goals (sce Teocher's\giuide contents). You can use this
information to integrate segments iato your lesson plans.
Each segment has also seen timed; segment lengths are
provided to help you plan your lessons. We encourage you to
tape programs or program segments off the air for in-class
use. It's perfectly legal, as long as you erase the tapes within
three years.

Titles of the Mathnet episodes appear at the end of each
show listing. Short pieces such os Warnings and Newsbreaks
cre not indicated in this quide.

You can oiso use the program quide to get o sense of o
whole show’s contents before it is broadcost (broadcast
schedules for your arec can be obtained from your local PBS
station). Each show is idcatified by o show number noted
here. You'll see the number on your TV screen during the
opening credits of the program.

SEASON

WEEK ONE

Length » Title ond Descriptiecn » Cantent Areos

SHOW NUMBER 101

3:18 Infinity: Graphic suggestions of
infinity
Mathman: Multiples of 3
Phoner-~The Answeris 3:
Algorithm that always ¢ives
tne answer 3
Battie of the Bulge Caterers—
Sandwiches: Combinations from
2 meats and 3 cheeses
Oops! Subtraction 309 — 163:
Borrowing miistake in subtraction
Perfect Squares: Square numbers
Bureau of Missing Mumbers:
Attributes of 14
Mathnet: Problem of the Missing
Monkey-1

D1 B1
1:2]
2:23

D2 81
4:41

E1D2
1:27
A2 81
3:25 B2B1
1:59
B2 B1
8:05
Cc3D1

SHOW NUMBER 102
7:34 Star Truck Blandstand: Average
not higher than highest score
2:40 Rappin’ Judge: Round-trip rate

F5F6F2B184

problem B5C281
2:q4 Blockstone—Dime, Penny,
Y Nickel: Trick based on odd and
even numbers B3 B1

IToxt Provided by ERI
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Length » Title ond Description » Content Arecos

2:34 Nines: Songrdigits of multiples of

9adduptc 9 82D2B1
1-27 The Map: Estimaiing
time/distance using map/scale GAC3BI1
9:40 Mathnet: Problem of the Missing
Monkey-2 G4C3BI1El
SHOW NUMBL&R 103

2:45 Spade Parade: In Search of Yucca Puck-1:

Logic problem sorting cut truth and lies  E3
1.19 Mathman: Decimals less than.5 A4D1
2:32 Spade Parade: In Search of

Yucca Puck-2
2:05 Less Than Zero: Negative

numbers A6 D
5:48 But Who's Counting?: Smallest

S-digit number A2D1F4
1:32 Data Headache 11: Pie chart Fé
i:58 You Can Count on it:

Mathematics in the worid of
8:18 Mathnet: Problem ot the Missing

Monkey-3 G485

SHOW NUMBER 104 Major emphasis: Scale

6.25 Tony and the Togas: Romarinumerals A2
1:11 Oops! Ruler: Mistake in lining up

aruler C2
4:30 Wrong Buiiding: Importance of

proper scaling G4C2
3:39 Shoemaker & Elves: Interpreting

scale and rat'o G4 B5 A3
2:29 Comic—Shruniken Toothbrush:

Confusion of scal~ G4BS

8.17 Mathnet: Pecblem of the Missing Monkey—4

SHOW NUMBER 105 Mojor emphasis: Percents

3:58 Prime Time Programming
Meeting: Prirmne numbers B2
2:25 Percents: Equivalent
fractions/decimals/percents A5 A3 A4
:50 Soda Shoppe: Computing a tip
and rounding up A5 A484
1:10 Trout on Your Heed: Horizontal
bar graph F6 A5
6:54 But Who's Counting?: Largest
sum of two 3-digit numbers A2DI1F4
10:01 Mathnet: Problem of the Missing Monkey—5

WEEK TWO

SHOW NUMBER 106 Mojor emphusis: Angles
6:08 Robin Hood: Odd and even

numbers 8381
1:45 Cabot & Marshmallow—Hey
Cabot: Multiplying by zero 81
1:15 Person on the Street:
Dodecahedron G6
:20 Dance of the Geo Shapes:
Dodecahedron G6 Gl

.




Lerngth » Title and Descriptian » Cantent Arcas
5:17 But Who's Counting?: Largest

5-digit number A2D1F4
2:23 Angle Dance: Body movements
illustrate angles G6
300 Playing the Angle: Angles and
arcs in basketball G6FAC2 A3 A5

.1? Pong Game: Billiard geometry G2G6
6:27 Mathnet: Case of the Missing
Baseball-1 G6G4

SHOW NUMBER 107 Majar emphasis: Percents
4:38 ldentity Crisis: Attributes of zero A2 A4B1D1
2:46 Lemoncde Stand in the Desert:
Percent and decimal relationships A5 D1 A3
2:47 Eight Percent of My Lnve:
Percentages and a pie chart AS5F6
2:27 Harry's Hamburger Haven:
Equivalent fractions/decimals/

percents A4 AS A3
6:20 Matinee Mavie—Cartablanca:

Rounding up weights B4R
1:52 Yes, General, Sir: Permutations

of 3 items El
5:23 Mathnei: Case of the Missing

Baseball-2 G4

SHOW NUMBER 108 Minar emphasis: Valume
3:38 Suds—Popcorn: Doubling

dimensions octuples volume c2C1p2
1:38 Qops! Decimals: Vistake lining
up decimals in addition A4 81

2:20 Cabot & Marshmallow—Wooden
Condy Bar<: Different

dgimensions—same volume c2al
1:56 Country end Westerri Music

Pitch: Fractions A3DI1
2:15 Tessellations: Tessellated

patterns on the beach G3G6
5:33 But Whe't Maltiplying?: Select

factors and give products BIB2D1F4
1:12 Muthman: Factars of 18 B2
1:09 Groaning Wall: Mathematical

nadles
6:17 Mathnet: Tase of the Missing

Baseball-3 ) F4 A9

SHOW NUMBER 109 Minar emphasis: Odd and Even Numbers
7:00 Phoneymooners—Hole in the
Wall: Area of anirreqular shape  €2C1 G4 B1
3:47 Navigaror: Using maps and tools

to chart a course C2GAG6
2:54 Blackstone--Heads or Tails: Coin
trick involving parity B3
3:33 X...It's the Sign of the Times:
Multiplication symbol B1
& '2 Mathman: Odd numbers B3
E MCZ Mathnet: Case of the Missing

o Baseball- 4 B4GAC3BS

2
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Length » Title and Description » Cantent Arcas

SHOW NUMBER 110 Majur emphasis: Cambinatarics
3:10 Superguy: New Cape Caper—1:
Combinaticns of 3 belts and 3

capes E1 D2 B1
1:23 Dweexii—Combinatorics:
Defining combinctorics El

3:40 Superguy: New Cape Coper—2
2:18 Mistakes: Learning from
mistakes
2:07 Building Go Boom: Calculating
height B1C1
3:10 Ice Cream Store—Calories: Bar
chart and percents A5 A3DI1F6

2:36 Me and My Shedow: Comparing
2 and 3 dimersiors Glc2
6:41 Mathnet: Case of the Missing
Buseball-5 GAG6

~-WEE¥X THREE—

SHOW NUMBER 111 Majar emphasis: Praba. ility
1:41 Cabot & Marshmallow:
Probability—1: Probability of 1 F1D1
1:42 On the Midway: Unequal
probability FAF1 A3
2:*" Cabot & Marshmallow:
Probatility—2: Probability of zero Fi
4:20 Ghost of a Chance: Probabilities

in several situations F1F3
4:27 Handshake Contest: Triangular
numbers B2D2D1

2:02 Blackstonc—Mental Speller:
Trick hased on counting letters D2
9:51 Mathnet: Problem of ihe Passing

Pavade—1 B4B1B5G4
SHOW NUMBER 112
5:38 Paper Race: Rounding up to
estimate cost B4 B1 A4
3:16 Burqer Pattern: Triangular
number pattern D2 D1 B1

5:48 But Vho's Counting?: Largest
sum of 2- and 3-digit numbers A2D1F4
2:53 It's a Palindrome: Generating

palindromes A2
9:07 Mathnet: Problem of the Passing
Parade—2 C2G6G4

3HOW NUMBER 113 Majar emphasis: Fractions
1:15 Groaning Wall: Mathematical
riddles
3:11 Samurai Mathematician:
Comparing fractional pieces of

board D1 A3
3:22 Diet Lite Wet: Equivalent

fractions/decimals/percents A3 A5 A4
1:24 Mathman: Fractions equivalent

to s 4 A3

L/




PROGRA
Length » Title and Descriptian » Cantent Areas
2:24 Action at the Fraction Bar:
Fraction vocabulary
3:45 Good Sports—Fractional
Baseball: Scoring . for each base A3 D1 B1
1:50 Oops! Division 6 into 4212: Place

value mistake in division A2B1
10:06 Mathnet: Problem of the Passing Parade—3 2

‘e

A3 A4 AS

SHOW NUMBER 114 Major emphasis: Twa-Dimensianal Shapes

3:33 Cabot & Marshmallow—What Is

a Name: Rate problem using logic 84 B5 B1
4:27 Whither Wz2ather: Averages F2B1D1
2:32 Square Song: Geometric

properties of squares Gé
1:27 Person on the Street: Rhombus  G¢
3:05 Blackstone—The Imagination

Dice: Algorithm always giving the

answer 10 D2 B3 B1
:24 Daunce of the Geo Shapes: Cube  G6G1
3:51 InSearch of the Giant Squid:
Scale on a submarine map 1G4

7:21 Mathnet: Problem of the Passing Parade—4

SHOW NUMBER 115
5:06 Daddy Knows Different—
Doubling: Doubling a penny for

30days B1 A1D2
2:27 Probiem Song: Rate problem

peeling apples B5 A3 Bl
112 Tessellation Arimation—Tile:

Tessellated pattern on a tile

mosaic G3G6
6:41 But Who's Counting?: Largest

sum of 2- and 3-digit nimbers A2D1F4
1:10 Data Headache I: Barchart Fé
9:01 Mathnet: Probiem of the Passing

Parade-5 D2F4

WEEK FOUR

SHOY NUMBER 116 Majar emphasis: Spatial Measurement
3:59 ILove Lupy: Elephants—1:
Estimating room area
1:41 Frame the Cat: Smaller
units/more accurate
measurement
3:58 ILove Lupy: Elephants—2
2:58 Countin’ Out the Rhythm:
Counting beats in a musical
measure D2 B1
1:27 Mathmon: Factors of 12 B2
3:58 Blackstone—The Coin Puzzle:
Coin trick based on order and
logic D2
8:35 Mathnet: Trial of George Frankly—1

SHOW NUMBER 117 Majar emphasis: Area and Parimeter

)
IKTC Perimeter: Perimeter of irregular
- — shapes C2C1

c3c2aG4

c2Gi1C3

IText Provided by ERIC
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Length » Title and Descriptian » Cantent Areas

1:31 Oops! Perimeter: Mistake in

calculating perimeter C2B1
5:01 Bandanas: Area and perimeter of

rectangles C2G6
2:37 Math Mimes: Equal

perimeters/different areas c2

3:50 Neighborhood Superspy:

Alphanumeric code D2 D1
:30 X-Rays: Geometric shapes
describe a sculpture G6
3:21 But Who's Adding?: Select
addends and give sums BI DI
8:52 Mathnet: Tria! of George
Frankly—2 B4B5C2

SHOW NUMBER 118 Majar emphasis: Figurate Numbers
3:25 Perfect Squares: Square numbers B2B1
1:12 Museum-1: Painting square
numbers
4:38 Trojan Pie: Triangular numbers
:57 Museum—2: P inting triangular
numbers
1:46 Groaning Wall: Mathematical
riddles
:49 Museum—3: Square and
triangular numbers
4:35 But Who's Multiplying?: Select
factors and give products

32G6
B2D2GéBY

B1B2D1F4

9:24 Moathnet: Trial of GeorgeFrankly—-3  F4 A2
SHOW NUMBER 119 Majcr emohasis: Raunding
5:27 Round Off: Round to nearest 10,
100, or 1000 B4 A2
[:2]1 Cabot & Marshmallow—Round to
Confound: Inappropriate
rounding B4B1
3:02 Round It Off: Rounding numbers B4
2:48 Blackstone—Move the Clip: Trick
using symmetry G2
:30 Romance of Geometry: Two
congruent triangles G6
13:26 Mathnet: Trail of George
Frankly-4 B1
SHOW NUMBER 120 Majar emphasis: Prime Numbers
5:55 Callous—Candy Box: Prime
number 101; sum of squares B2C2B1
2:16 Bureau of Missing Numbers:
Attributes of 101 B2B1 Al
2:42 Prime Club: Prime and nonprime
numbers L2
:55 Square Dance: Square number
arrays D2 B2 G6 G2
2:04 Multiplication Rap: Irr.portance
of multiplication R2B1
1:49 Mathman: Fractions less than ‘2 D1 A3

9:30 Mathnet: Trial of George
Frankly-5 BS
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WEEK FIVE

SHOW NUMBER 121 Major emphasis: Camman Multiples
:11 Hundred Square: Common

multiple of 15and 18 B2 D2
5:00 Clown School Investigation:

Common multipleof 15and 18~ B2B)
5:32 But Who's Counting?: Largest

sum of 2- and 3-digit numbers A2DI1F4
4:>1 Common-Muitiple Man:

Common muiltiples of 12, 16,

. and 24 B2

2:05 Less Than Zero: Negative

numbers A6DI1

:26 Pos vs. Neg Jousts—

Paratroopers: Adding positive

and negative numbers A6BI1
2:25 Ratings War: Double bar granh  F6 F5
6:35 Mathnet: Problem of the Dirty Money—1

SHOW NUMBER 122

3:56 Thirty-Two Divided by 5-1:
Arithmetic problem of menin a

PROGRAM GUIDE
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6:02 Mathnet: Problem of the Dirty
Money-3

SHOW NUMBER 124 Majar emphasis: Factars and Primes

1:30 Mathman: Prime numbers B2

:36 Matinee Movie: Dialing for

Factors—1: Factors of 84
Mr. Bland Builds His Dream
House-1: Rectangular window
using 17 panes B2B1G6
Matinee Movie: Dialing for Factors—2

Mr. Bland Builds His Dream
House-2: Rectangular window

using 15 or 16 panes

Matinee Movie: Dialing for Factors—3
Bureau of Missing Numbers:
Attributes of 9

Nines: Song/digits of multiples of
9addupto?

But Who's Adding?: Select
addends and give sum B1 D1
7:56 Mathnet: Problem of the Dirty Money—4

B2 B1
3:02

1:48
2:23

:18
1:49
B2B3
2:34
B2 D2 B1
4:39

boat B1B4
. . . SHOW NUMBEP " 25 Minar emphasis: Multiples
24 Sg:::;:ﬁ;zzex. Concave and G6 4:31 Amazing Story of 9s—1: Digits of
2:02 Thirty-Two Divided by 5-2: multiples of 9 add up to 9 B2 D2 B1 Al
Arithmetic problem of yards of 220 Dance of the Geo Shapes:
material B1B4 Hexoh.edron G6 G1
:21 Concave/Convex: Concave and 1:03 Amazing Story of 95-2
convex shapes G6 :20 Dance of the Gev ?hapes:
2:58 Thirty-Two Divided by 5-3: Pentagonal pyramd GG
Arithmetic problem of people and 1:42 Amazing Story ?f 95“3,
abill B1 B4 A4 3:26 Change Your Poin’. of Yiew:
4:00 Blackstone--Name thz Number: Problem-solving heuristic D2
Coin trick based on arithmetic B3 2:44 Black.stone-_-'l to 8 Mind
:35 Odd and Even Hands: Odd and Reading: Trick involving odd
eveh numbers 83 numbers . B3 D2
2:30 Jenny Didn’t Call: Mathematical 2:40 2;25::’:“” Rap: Defining A3 Bl
attern of behavior D2 1on
9:24 EAqthnet: Probleni of the Dirty 6:41 Mathnet: Problem of the Dirty
Money-2 A9 A3 G4 BS Money-5 A3
SHOW NUMBEF. 123 Mojor emphasis: Arca of Irregular Shapes WEEK SIX
5:49 King far a Day: Dividing a
trapezoid Gé6 SHOW NUMBER 126 Major emphasis: Data Orgonization
1:17 Person on the Street: Trapezoid Gé 1:10 Data Headache lll: Line graph F6
2:29 Trapezoid Monks: Defining a 4:36 Dragon Maintenance: Piechart  F6 A5
trapezoid Gé 2:58 Graph of Love: Broken line graph  F6 D1
:58 Mathman: Even numbers B3 3:45 Blackstone—A Card Trick
2:22 Daddy Knows Different: Lawn Without Cards: Trick based on
Mowing-1: Area of irregular inverse operations D2B1
shape c2¢4 3:18 Infinity: Graphic suggestions of
3:07 Roman Numeral Blues: Roman infinity D1 B1
numerals A2 :41 Infinity (Infinit2 Regress):
3:18 Daddy Knows Different: Lowa Dynamic suggestion of infinite
o Mowing-2 regress D1 G2
MC‘O Oops! Division 6 into 4212: i1pioas Matanet: Mystery of the Maltese
=== Place value mistake in division A2B1 4 Pigeon-1 B1D1G4
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SHOW NUMBER 127 Majar emphasis: Scale
2:24 Eagie Express: Tulsa—1: Using a

map scale to find distance C1G4B!
2:14 Draw a Map: Making a map with
landmarks and scale G4C2

4:22 Eagle Express: Tulsa—2:
Importance of knowing proper scale
2:32 Appliance Pull-1: Measuring

perimeter C28BY G6G4
2:04 Fortune Teller: Trick based on
inverse operations D2 B1

1:35 Applian:e Pull-2: Measuring
inside and outside perimeter

10:59 Mathnet: Mystery of thie Maltese Pigeon-2  F4
SHOW NUMBER 128 Majar emphasis: Prabability
2:37 Suds: Raffle Ticket-1:
Probability of Y1000 F1 A3 A2
1:15 Personon the Street:
Dodecahedron G6
:20 Dance of the Geo Shapes:
Codecahedron G6 G1
2:12 Suds: Raffle Ticket—2: Using
percentage to divide winnings A3F4B1
2:18 Grempc d and Blotmo—Sponge
Candy: Probability of Vs F1 A3
1:10 Suds: Raffle Ticket—3: Changing
probability A3
6:25 Tony and the Togas: Roman
numerals A2
2:04 Blackstone—Dime, Penny, Nickel:
Trick based on odd and even numbers B3 B1
8:19 Mathnet: Mystery of the Maltese Pigeon—3
SHOW NUMBER 129 Minar emphasis: Percent
3:25 Perfect Squares: Graphic
suggestions of square numbers  B2B1
1:27 Oops! S:.btraction 300-163.
Borrowing mistake in subtraction A2B1
6:20 Matinee Movie—Cartablanca:
Rounding up weights B4 B1
2:25 Percents: Equivalent
fractions/decimals/percents A5 A3 A4
1:13 Mathman: Percentages less
than 42 A5D1
3:51 InSearch of the Giant Squid:
Scale on a submarine map C1G4
7:05 Mathnet: Mystery of the Maltese Pigeon—4
SHOW NUMBER 130
2:18 Phoneymooners—Juggling the
Books: Rearranging piles to find
the average F2B1
:54 Grocery Packing-1:
Noncomputational olgorithm D2
You Can Count on it:
Mathematics in the world ca
" Grocery Pazking—2 2|

PROGRAM GUIDE
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1:10 Trout on Your Head: Horizontal

bar graph F6 AS
1:05 Grocery Packing—4
4:11 2=t Who's Adding?: Select

addends and give sums B1D1

9:27 Mathnet: Mystery of the Mal* _se
Pigeon—-35

WEEK SEVEN

SHOW NUMBER 131 Majar emphasis: Place Yalue
2:25 Mathematics R Us: Place value

holder A2D1
5:01 Battle of the Bulge Caterers:

Bonbons—1: Place value to

thousands place A2

2:18
5:23

Mistakes: Learning from mistakes
Battle of the Bulge Caterers:
Bonbons—2

Pos vs. Neg Jousts—The Wall:
Adding positive and negative
numbers

Dropped Cein: Subtraction

{ roblem

Zero Pacs: Multiplying by 10s
Mathnet: Problem of the Trojan
Hamburger—1

:35

A6 B1
1:34
B1
6:14 A2B1
6:47
F4

SHOW NUMBER 132 Majar emphasis: Metric Measurement
2:56 Eagle Express: Bemidji—1: Using
a map scale to find distance
1:07 Fect Into Meters: Converting feet
into meters
3:43 Eagle Express: Bemidji—2:
Triangular route between cities
3:20 Metric Electric Lover:
Metric/standard system units
4:33 But Who's Adding?: Select
addends and give sums
10:55 Mathnet: Problem of the Trojan
Hamburger—2

C2G4aB1

Cl

Cl
B1 DI

C2BI1C3

SHOW NUJABER 133 Minar emphasis: Tessellations; Fibanacci
Sequences

» Grocery Packing—3

2:08 Phoner: Fibonacci sequence B3D2
2:33 Blackstone-Lightning
Calculator: Number trick based
on Fibonacci Sequence B3B1
1:17 Mathman: Percentages more
than -2 A5 D1
6:13 King's Staoges: Arranging tables
of 4 for 20 people C2G6
1:04 Person on the Street:
Tessellations G3
3:15 Tessellations: Tessellations on
the beach G3Gé
D 1:33 Tessellation: Tessellation with
S sneakers/TVs G3 D1
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9:01 Mathnet: Problem of the Trojan :20 Quadrilaterals: D\ ‘ferent quadrilaterals  G6
Hamburger-3 B1C1C3 9:40 Mathnet: Problem of the Missing
Monkey-2 G4C381E
SHOW NUMBER ]'34 Majar emphafis: Percent SHOW NUMBER 138 Majo: emphasis: Parity
3:22 Stephan's Stereo: Equivalent 4:29 Odd Numbers Strike: Attributes
fractions/decimals/percents A5 A4 A3 of odd numbers B3 D1
5:47 Welcome Back Blotter: :34 Odd/Even Bricks: Patterns based
lllustrations of percent A5 A4 A3 on odd and even numbers B3
2:47 Eight Percent °; My L°qu: S 6 2:36 Math Rap: Mathematics in the world
ercentages and a pie chart A5F6. ) "« C oo,
5:43 But Who's Counting?: Largest 17 But V_/ho s Counting?: Largest
5.digit number A2 D1 F4 5-digit number A2D1F4
. e . :5C Soda Shoppe: Computing a tip
:32 Side By Side: Using your heoc.l toestimate B4B1 ard rounding up A5 A4 B4
8:02 Mathnet: Problen: >f the Trojan Hamburger—4 4:55 Phioneymooners—In the
Doghouse: Odd and even
. . . numbers B3 B1
SHOW NUMB'ER 135. Mm?r emphasis: Rafes ond Ratias 8:18 Mathnet: Problem of the Missing
1:14 Don't Ratio Without It: Ratios B5 Monkey—3 G4BS
2:15 Don’t Be Nosey: Ratics B5 A3
3:05 Blackstone—1089: Algorithm SHOW NUMBER 139 Majar emphasis: Warking Backwards
alv:ays giving the answer 1089 D2 G2B1 (Prablem Salving)
2:27 Problem Song: Rate problem 2:42 So-Fari, So-Goodi-1: Working
peeling apples B5 A3B1 backwards to solve a problem D2 B1
3:50 Coatrack: Logic ~roblem pouring :54 Person on the Street: Googol Al
liquid o Kov) :22 Googol: The number one googol A1 B1
:31 Double Star Polygon: 5-point star 1:43 So-Fari, So-Goodi-2
and pentagon G6 :53 Googol: Discussing the number
12:08 Mecthnet: Problem of the Trojan Hamburger-5 one googul A1B1
3:15 So-Fari, So-Goodi-3
WEEK EIGHT 3:05 So-Fari, So-Goodi-4
2:01 Bureau of Missing Numbers:
SHOW NUMBER 136 Majar emphasis: Fractians Attributesof 10 B2 B
2:27 Harry’s Hamburger Haven: Equivalent 3:16 Burger Pattern: Triangular
fractions/decimals/percents A4 A5 A3 number pattern . bzpiBl
224 Action on the Fraction Bar: 8:17 Mathnet: Problem of the Missing
Fraction vecabulary A3 A4 A5 Monkey—4
. s ‘ H H 2.
6:18 But Who's Multiplying?: Select SHOW NUMBER 140 Major emphasis: Prabability
factors and give products B1B2D1F4 , o
. . N : 5:01 Let's Do a Deal-1: Probability F1 A3
:17 Mixed Numbers: Graphic 420 Ghost of a Ch . Probabilifi
depiction ¢ r mixed numbers A3 D1 1£U Shost o Ia't atpce. robabilities F1F3
3:43 Dinner by the Dozen: Using In Several sttuations
. - . 4:10 Let's Do a Deal-2
fractions to divide popsicles A3B5B1 216 Blackst Card and Number:
2:57 Kubrick's Rube: Computer ' Alac .shoneT ard and Fumber:
program to suggest infinity D1 D2 of%%m m always giving answer D2 B1 B3
30 ;Srgcgvofllake: Suggestion of a G2Gé 10:01 Mathnet: Problem of the Missing Monkey—5
8:05 Mathnet: Problem of the Missing
Monkey-1 c3D1 ——WEEK NINE
SHOW NUMBER 137 SHOW NUMBER 141 Major emphasis: Angles
6:46 HBC Programming: Bar graph F6 F5 A3F4 4:10 Moderately Frightening Stories:
:58 Man at Desk (Head Calculator): Comguter program that runs
Mental math B1G2 forever DIR2
3:33 X...It's the Sign of the Times: 1:09 Mathman: Multiples of 5 B2
Multiplication symbol B1 e 5:40 Battle of the Bulge Caterers—
5 Blackstone—21 Card Trick: Card Yol Trays: Arranging sandwiches on
l: manipulations and counting Al a tray c2c4
Hi Mathman Factors of 60 B2 2:47 Forestry I: Collecting data F5B4
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223 Angle Dance: Bedy moven ants 2:58 Countin’ Out the Rhythm: Counting
illustrate ungle~ 36 beats in a musical measure D2B1
3:00 Playing the Angle: Angles and 3:21 But Who's Adding?: Select
arcs in basketball G6F4C2A3 addends and give sums BI D1
:19 Pong Game: Billiard geometry G2G6 7:42 Mathnet: Case of the Missing
6:27 Mathnet: Case of the Missing ‘ Baseball-4 B4G4 C3B5
Baseball--1 G6 G4 SHOW NUMBER 145 Majar emphasis: Additivity
5:1¢ Fhoneymooners—At the Lodge:
. .. . . Venn diagrams and additivity F6 C4
Sg%\fé N:‘:A"iizr]_lz%: nz;:zgr::;:;:g:?mcessmg 3:06 Ferestry V' Lingor pror -amming  C3C2G6 C4
sample- F4 A5 F5 F6 1:11 Oops!. Ruler: Mistake inliningup aruler €2
3:26 Forestry lI: Statistical sampling  €3C2F5C1 3:31 Cosmic Carpets: Measuring the
2:05 Pollster—2 SG. % ar20 twice 432 G4 G6
3:17  .ckstone—Coin Mindreading: 2:32 Square Song: Geometric
oin trick based on 9s B1 properties of squares G6
1:39 Pollster—3: Representative samples 2:58 Blngks.tone—F?ceup, Facedown:
:42 Hundred Squares Table: Number Legicai card trick ) B3
patterns of multiples B2 D2 :24 Pos vs. Neg_J_ousts—Takm_g a¥reak:
3:50 Neighborhood Superspy: Adding nositive and neyative numbers A6 Bl
A|ph0numeric code D2D 6:41 Mathkaet: Case of the MiSSing Basehall-5 G4G6
3:14 Top Secret No Peeking: !
Parentheses in arithmetic problem B1 ——WEEK TEN——--—
5:23 Mathnet: Case of the Missing
Baseball-2 : G4 -~ SHOW NUMBER 146 Majar emphasis: Square Numbers
3:01 Phorer: Squaring 2-digit number
SHOW iUMBER143 Majar emphasis: Geametric Objects ending in 5 D2 Bl
3:20 How to Build a Bridge—1: 6:05 Broadway: Square number
Unstable line segment struts G6 patterns B2 D2 G6 B!
:16 Juxtaposing the Angles of a 2:05 Bureuu of Missing Numbeys:
Triangle: Angles and degrees in Attributes of 36 B2B1 A4
triangles Gé6 :55 Square Dance: Square number
:58 Haw to Build a Bridae—2: Unstable rectangle arrays D2 B2 G6 G2
2:02 Triungle Song; Triangle shapes in 3:25 Perfect Squares: Graphic
the world G6 suggestions of square numbers  B2B1
:52 How to Build n Bridge—3: Stable 1:27 The Map: Estimating
right triangle supports time/distance using map/scale G4C3B1
3:09 Forestry I1l: Trigonometry C3C2G6F5 9:51 Mathnet: Problem of the Passing
3:26 Mathematics R Us: The cube G1G6 Parade—1 B4 B1 B5 G4
1 43 Baloney: Making ¢ list of possible
combinations EI1F6 SHOW NUMBER 147 Majar emphasiz: Raunding
:31 PBridge Montage: Triangles in 2:28 Mathematics R Us: Rounding B4DJ A4
bridges G6 :25 Stick Squares k: Dividing a
5:48 But Who's Counting?: Smailest square into square units G6
5-digit number A2D1F4 3:02 Round It Off: Rounding numbers b4
6:17 Mathnet: Case of the Missing 2:40 Artisi’s License: Doubling
Baseball-3 F4 A9 dimensions quadruples area c2p2
1:10 Area (6 x 8): Area of areciungle €2
SHOW NUMBER 144 Moajor emphasis: Spatial Measurement 1:20 Five-Nineteen Bluus: When to
2:20 Cabot & Marshmallow—Wooden round numbers B4
Candy Bars: Different 6:26 But Who's Counting?: Largest
dimensions —same volume c2ql sum of 2- and 3-digit nurnbers A2D1F4
3:47 Forestry |V: Approximating 9:07 Mathnet: Prablem of the Passing
volume c2ci1¢3 Parade—2 C3G6G4
1:51 Oops! Decimals/Multiplication
4.3 x 2.6: Wrong decimal point SHOW NUMBER 148 Minar emphasis: Multiplicotian
o Placement A4 B 1:27 Mathman: Factors of 24 B2
F MC Queen’s Bed: Nonstandard units  €1¢2D1 22 5:37 But Who's Multiplying?: Sclect

e Mathman: Multiples of 6 B2 7 factors and give products B1B2D1F4
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1:13 Oaps! Multiplicatian 603 x 7: 2:05 Perpendicular Lines: Examplesin thewarld 6

IText Provided by ERIC

Mistake multiplying with zera B1
2:07 Birthday Part,: 56 pecple at 7

tables B1
2:30 Jenny Didn't Call: Mathematical

pattern af behavior D2

2:39 Blackstane—~Magic Sacial
Yecurity Number: Cyclic
permutatians D2BI1
:32 Number Pattern: Cyclic number D2
10:06 Mathnet: Prablem of the Passing
Perade-3 c2

SKOW NUMBER 149 Mojar emphasis: Functians
3:48 Mathematics R Us: Functian
r.achine D2
1:21 Mathman: Multiples of 3 R2
1:00 Dain’ Nathinl:

Multiplying/dividing by | D28B1
6:41 Celebrity Kitchen: Functian

machine D2B1A4 A3
1:06 Dain’ Nathin li:

Adding/subtracting zere D2 B1
1:56 Cabat & Marshmallaw—Sq. Pegs

in Rd. Hales: Ratatianal

symmetry G2
2:34 Nines: Sang/digits of multiples af

9addupta? B2 D281

:23 Ratational Symmetry: Rotatianal

symmetry af a star G2

7:21 Mathnet: Problem of the Passing Parade—4

SHOW NUMBER 150
4:2| ILove Lupy: Packing Licarice~1:

One-dimensianal packing C2B1B2
:31 Pas vs. Neg Jausts—Straight

Ahead: Adding positive and

negative numbers A6B1
4:39 | Love Lupy: Packing Licarice—2
4:32 Sugar Ray Sketch: Weighing a

dag €281
2:56 Think Abaut the Prablem:

Prablem-salving heuristics D1
9:01 Mathaet: Prablem of the Passing

Parade-3 D2F4

——WEEK ELEVEN
SHOW NUMBER 151 Minar emphasis: Pentaminaes
7:1. But Wha's Caunting?: Largest
difference 2- and 3-digit numbers A2 D1 F4
:57 Person on the Street: Pentamina  G6
2:27 Jok:2 in the Bax: Open-tap baxes

frarn pentaminaes G6 Gl
1:33 Pentaminoes: 12 passible
) arangements af a pentamine GzG6

‘[Clé Rzally Gress Profit: Pay bills
befare calculating prafit B1

§:35 Mathnet: Trial of George Frankly—1

SHOW NUMBER 152
4:29 Mike Mery Shaw: Angles and
parabola af factball flight G6 F6
2:16 Average American: StatisticG! 2verages F2
2:55 Blackstane—The Eliminatian
Game: Card game invalving lagic B3

:58 Mathman: Even numbers B3
3:30 Life Raft: Zera divided by
nan-zera number is zera B1

:40 Multiply by Zero: Multiplying by zerc  B1 A1
2:40 Rappin’ Judge: Raund-trip rate

prablem B5C2B1
8:52 Mathnet: Trial of George
Frankly—2 B4B5 C2

SHOW NUMBER 153 Mojar emphasis: Placs Value
7:56 Willy Gluttan Bank Rabtzs:
Dividing by regrauping numbe:s
1:58 Yau C. nCauntonlt:
Mathematics in the warld Cl
4:35 But Wha's Mutliplying?: Select

A2B1 Al

factors and give praducts B1B2DI1F
:25 Tetrahedran: Tetrahedran shope G1Gé6
2:14 Zera Pacs: Multiplying by 10s A28\

_ 9:24 Mathnet: Trial af George F'rankly 2 F4A2
SHOW NUM' ER 154 Minar emphasis: Palindrames
3:56 Baba’s Dilemraa: Lagic proolem
using geametry G6C2
1:22 Person an the Street: Palindrame A2
2:53 It's a Palindrame: Attributes of a
palindrame A2
:35 Palindrome: Generating
palindrames A2D2B1
:47 Graaning Wall: Mathematical
riddles
3:08 Blackstane—The Magic Spells:
Trick based an lagic and caunting b2 B2
:30 Pas vs. Neg jousts—The Abyss:
Adding pasitive and negative
nuribers A6 81
13:26 Mathnet: Trial of George
Frankly-4 B1
SHOW NUMBER 155 ajar emphasis: Quadrilaterals
5:49 King far ¢ Day: Dividing a trapezaid Gé6
1:15 #athman: Multiples of 4 B2
1:09 Persan on the Street:
Quadrilaterals G6
2:55 An Interesting Game af Faotball:
Irregularly shaped quadrilaterals €23 G6 G4

:20 Quadrilaterals: Quadrilateral

shapes G6
2:40 The Fractian Rap: Defining
fractians A3B1




9:30 Mathnet: Trial of George
Frankly-5 B5

WEEK TWELVE

SHOW NUMBER 156

4:55 Spade Parade: Fishy Anchovy—1:
Chart used ta salve lagic prablem F6
More Than One Way: Ways to
salve prab‘ems
Spade Parade: Fishy Anchovy—2
Mathman: Factars aof 8 B2
Gypsy Rose Amicavle: Amicable
numbers
:41 Stick Squaresill: Dividing a
square into square units
Blackstone—Cups: Lagic prablem
of parity and abservatian B3
Mathnet: Problem of the Dirty Money—1

2:39
2:42
1:12
4:12
B2 B1

G6
3:05

6:35

SHOW NUMBER 157 Major emphasis: Scale

3:23 Scales on the Brein—-1: Change in

scale G4B5 A3
2:14 Draw a Map: Making a map with

landmarks and scale G4C2
1:22 Scales on the Brain-2:

Handshake ratia af 1 ta 500
5:33 But Who's Multiplying?: Select

factors and give praducts B1B2D1F4
4:03 Gingerman Sketch: Dividing a bill 81F2

:50 Soda Shoppe: Camputing a tip

and rounding ug: A5 A4B4
9:24 Mathnet: Problem of the Ditty

Money-2 A9 A3G4B5

SHOW NUMBER 158 Majar emphasis: Data Pracessing

2:06 Callous: The Survey—1:

Callecting and arganizing data F5F6 A5F4
1:10 Data {1eadache I: Bar graph Fo
3:57 Callous: The Survey-2
1:32 Data Headache Ii: Pie chart F6
2:57 Callous: The Survey-3
1:13 Mathman: Percentages less

than ‘A A5DI1
1:50 Smokestacks Go Boom: Thirds A3
1:09 Counting the Elephants: Braken

line graph F5F6
2:58 Graph of Love: Braken line graph  F6D1
1:10 Data Headache lil: Line graph Fé
6:02 Mathnet: Problem of the Dirty Money-3

SHOW NUMBER 159

5:54 The Duelists: Taxi geametry G4C1G6
2:04 Phoner—Consecutive Odd

Numbers: Add ta get square

Q number B3B2B1
| C8 Shape Up: Geametric shapes and
oz vacabulary G6

n.
~G
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6:52 But Who's Counting?: Largest
sum af 2 3-digit numbers A2D1F4
1:35 Pop Up Book: Dimensianality Gl
7:56 Mathnet: Problem of the Dirty
Money-4
SHOW NUMBER 160 Minar emphasis: Large Numbers
:24 Po. vs. Neg Jousts—Taking a
Break: Adding pasitive and
negative numbers A6B1
2:05 Less Than Zero: Negative
numbers A6 D1
5:04 Million Dollar Giveaway:
$1,000,000 for 20,000 peaple A1C3B1CI
:54 Person on the Street: Gaagal Al
:53 Googol: Liscussing the number
gaagal A1B1
2:48 Blackstone—M .« the Clip: Trick
using symmetry G2
:39 Groaning Wall: Mathematical
riddles
4:23 Set Up (Mandrell Concert):
Mathematics in settingup a
concert D1
8:41 Mathnet: Problem of the Dirty
Money-5 A3
—WEEK THIRTEEN
SHOW NUMBER 161 Minar emphasis: Permutatians
4:20 Photograph All About It:
Passible araers af 2, 3 4, and
5 things E1 Bl
3:26 Change Your Point of View:
Prablem-salving heuristic D2
1:49 Multi-Gloves: Different
cambinatians af 5 calars El
:16 Concentric Circles G6
4:39 But Who's Adding?: Select
addends and give sums B1D1
:27 Number Pattern: 9x 1 + 2 = 11,
andsaan D2B1
1:19 Mathman: Decimals less
than .5 A4 D1
10:18 Mathnet: Mystery -f the Maltese
Pigeon-1 B1D1G4
SHOW NUMBER 162 Minar emphasis: Rates
5:57 Superguy—Flying Down to
Freezo: Functians; canverting
maney units B5D2 Bl
:60 John Moschita—Robin Hood: .
Living graph F5 F6 B5 D2
2:27 Problem Song: Rate prablem
peeling apples B5 A3B1
5:32 But Who's Counting?: Largest
sum of 2- and 3-digit numbers A2D1F4

10:59 Mathnet: Mystery of the Maltese
Pigecn-—-2 F4

reas
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SHOW NUMBER 163 Mojor emphosis: Probability

1:41 Cabot & Marshmallow:

Pzobability—1: Prabability af | F1DI
2:50 Grempod ana Blotmo—Alien

Visit: Changing prababilities F1A3D1
1:12 Mathman: Odd numbers B3
2:19 Cabot & Marshmallow:

Probability—2: Prabability of zera F1
4:20 Ghost of a Chance: Prababilities

in several situatians F1F3
4:50 Tuesday Noon Football:

Probabilities af 2 F1 A3
1:11 Tessellation Animation—Quilt:

Tessellatians an a quil G3G6
8:19 Mathnet: Mystery of the Maltese

Pigeon-3

SHOW NUMBER 164 Mojor emphosis: Functions Coding
4:35 Spade Parude: Missing Michael
Angelo-1: Layic prablem

invalving cade F4F5 F6
3:25 Mathematics R Us—1:

Wardswarth table D2 Bl
6:35 Snade Parade: Missing, Michael

Angelo-2

:13 Mathematics R Us-2
:20 Dance of the Geo Shapes:
Triangular prism G6G1
3:50 Neighborhood Superspy: Alpha-
numeric. cade D2 D1
:20 Dance »* the Geo Shapes:
Hexahedron G6 Gl
7:05 Mathnet: Mystery of the Maltese
Pigeon—-4

SHOW NUMBER 165 Mojor emphosis: Infinity, Parity
2:57 Kubrick’s Rube: Camputer

pragram ta suggest infinity D1 D2
3:18 Infinity (Song): Graphic
suggestians af infinity D1B1

‘41 Infinity (Infinite Regress):
Dynamic suggestian af infinite

regress D1G2
:35 0dd and Even Hands: Odd and
even numbers B3
4:14 0dd Pair: Adding add and even
numbers B3B1
1:11 Moebius Trip: Demanstrating
nne-sided Maebius strip G6 G7

:49 Moebius Trip: One-sided car trip  G6 G7
2:54 Blackstone—Heads or Tails: Cain
trick invalving parity B3
9:27 Mathoet: Mystery of the Maltese Pigeon-5

—WEEK FOURTEEN

o NUMBER 166 Mojor emphosis: Multiples ond Factors
F Mc’ Hundred Square: Camman
o multiples of 8 and 12 B2D2

2

PROGRAM GUIDE-
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5:08 Muitiple Pizzas: Lawest camman

multiple 8 and 12 22 A3
:12 Multiples of 8 and 12: Multiples
of 8 and 12 an G 100 grid B2D2
3:33 X...It's the Sign of the Times:
Multiplicatian symbal B1

:30 Factor Tree: Prime factars of 200 B2B1
5:33 Factor Tree: Prime factars of

different numbers B2 B1
3:46 But Who's Multiplying?: Select
factars and give praducts B182D1 F4
:57 Mathman: Multiples of 6 B2

6:47 Mathnet: Problem of the Trojan Hamburger—1 F4

SHOW NUMBER 167 Minor o72shasis: Tessellotions
5:14 Mathwoman end the Boy
Number—1: One-dimensianal

packing with baards C2B18B2
:21 Number Pattern—1: Multiples of
3and 37 B2 D2
1:04 Person on the Street: Tessellations 63

3:15 Tessellations: Tessellatians anthe beach  G3G6
3:19 Mcthwoman and the Boy Number—2
2] Number Pattern—-2
2:02 Blackstone—Mental Speller:
Trick based an caunting letters 02
10:55 Mathnet: Problem of the Trojan
Hamburger—2 C2B1G3

SHOW NUMBER 158 Mojor emphosis: Fractions
3:54 Mathematics R Us: Fracticn
reducing machine A3D1
1:24 Mathman: Fractians equivalent ta /s A3
2:45 Sloppy Kitchen Commercial:

Fractians equivalent to ¥s A3
:42 Stick Squaresl!: Dividing a
square inta square units G§
2:24 Action at the Fraction Bar:
Fractian vocabulary A3 A4 A5
4:11 But Who's Adding?: Select
addeands and give sums BI1D1
:32 Overlapping Squares: Squares in
a4 x 4 array C4G6

1:35 Cabot & Marshmallow—¥What
Day Is It?: Fractianal partsof a week A3 B

9:01 Mathnet:Problem of the Trojan
Hamburger-3 B1C1C3

SHOW NUMBER 169 Mojor emphosis: Area and Perimetzs
2:23 Angle Dance: Bady movements

illustrate angles G6
4:40 How Does Your Garden Grow?:

Areq, perimeter, and scale C2G4
3:16 Burger Pattern: Triangular

number pattern D2 D181
7:06 MicMath: Finding largest area af

arectangle C2G6B1

:58 Mathman: Even numbers B3

8:02 Mathnet: Problem of the Trojan Hamburges—4
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SHOW NUMBER 179 Minor emphasis: Percents
3:56 Spade Parade: Feul Bail--1: Logic
p-oblem
2:25 Percents: Equivalent fractians/
decimals/percents
4:40 Spade Parade: Foul Ball-2
2:27 Harry's Hamburger Haven:
Equivalent fractions/decimals/
percents A4 AS A3
12:08 Mathnet: Prablem of the Trajan K.. “urger-5

B3 B2

A5 A3 A4

WEEK FIFTEEN

SHOW NUMBER 171 Minar emphasis: Metric Mcasurement
1:11 Oaps! Ruler: Mistake in lining up

aruler c2
3:17 Mathematics R Us: Tape
measture for perimeter C2C1G6
3:2G Metric Eluctric Lover: Metric/
standard system vacabulary ct
1:03 Symmetry Patterns: Repeating
symmetrical pattern G2G6
4:27 Caunting the Houue: Caunting
the same sectian twice c4B1

4:33 But Wha's Adding?: Select
addends and give sums B'D1
8:35 Mathnet: Trial of Gearge Frankly—1

SHOW NUMBER 172

1:12 Mathman: Factars of 18 B2
5:37 Harry & Elma: Efficient caunting

by grouping c2B1
2:56 Think Abaut the Prablem:

Prablem-solving heuristics D
2:34 Bert and Ernie—Dag: Cast of

raisir 3 a dog B4B2

:33 Pas vs. Neg Jousts—-2on 1:

Adding positive and negative

numbers AéB1
3:03 Blackstane—Miraskill-Candie<:

Trick based on even numbers B3 A2
1:42 Plant a Spoan—1: 3 seeds

give 2 spaons the same calor D2
8:52 Mathnet: Trial of George

Frankly-2 B4B5C2

SHOW NUMBER 173 Major emphasis: Lagical Thinking

5:220 Spade Parade: Des Moines
Duck —1: Chart used to salve lagic
problem

3:49 Spade Parade: Des Maines
Duck-2

1:09 The Sale: Finding percent from a
discount

2:47 Eight Percent of My Love:
Percentages and a pie chart

l3:]0 Sinbad and the 20 Cains:
Lagic prablem with difierent
salutions

F6

A5B1 A3

A5F6

PROGRAM GU.DE

Length » Title and Descriptian » Cantent Arcas
9:24 Mathnet: Tvial of Gearge Frankly-3 F1A2

SHOW NUMBER 174
3:57 Very Nice: Lagic problem dividing
up g aiis of milk
:24 Groaning Wall: Mathematical
riddles
Perpendicular Lizies
Perpendicular Lines: Exarmples in
the warld
Groaning Wall
Cat, Bird, Kibble—1: Classical
lagic prablem
:10 Jahn Moschita—Peter Piper:
Living graph of rate of speed
Cat, Bird, Kibble—2
Mathnet: Trial of George
Frankly-4

A3B1

:23
2.05

G6

G6

47
2:25
E3

F5F&6 B5D2

1:42
13:26
B1

SHOW NUMBER 175
2:30 Hald It Nobady Eat-1: Fractions
aof a pie
1:20 Five-Nineteen Blues: When to

raund numbers

Hald It Nobady Eat-2

Drapped Cain: Subtractian

prablem

Hold It Nabady Eat-3

Number Pattern: Sum of

cansecutive odd numbers

Arthur Benjamin—Squaring I:

Shartcuts for squaring numbers

C-u.itin’ Out the Rhythm:

Caunting beats in a musical

measure

Sale!: Rzarranging digits to get

lawast sum

9:30 Mathnet: Trial of George
Frankly-5

A3

B4
1:05
1:34
Bi
140
:20
D2B2
4:05
B1 A1l
2:58

D2m1
2:13
A2B1

B5

SEASON I

WEEK ONE

SHOW NUMBER 201

£:43 Square One Squares: Game of
mathematical miscanceptions
Dirk Niblick: Foal Mast of the
Peaple-1: Disccuntiir.. t as
advertised
One Billian Is Big: Relative sizes
of millian and billion
Dirk Niblick: Foal Mast of the
Peaple-2
Number Pattern 37: A simple
numberpa. m
Mathnet: Case of the Wiiling
Parrot-1

5C2F6G2G4
5:39

A5
3:14
Al A2
2:35

21
D2

C2D2G4
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SHOW NUMBER 202 Minor emphasis: Estimation

2:20 Dirk Niblick: To Heck and Back—2

1:01 Dirklet: Estimatian B4 6:54 Close Call: Estimatian game A5C1C2
3:51 Estimation: Sang abaut the :15 Mixed Mumbers 43: Graphic
usefulness af estimation c3 depictian af mixed numbers 43D
7:43 Close Call: Estimatian game cic3 3:42 Prime Numbers: Sang abaut
:35 Multiply by Zero: Praduct of any prime numbers B2 B3
¢ number and zera is zera BY Al :23 Prime Numbers: Prime numbers
& :26 Spot the Quadrilaterals: ana 100 grid B2
- Identifying quadrilaterals amang :41 Square One Puzzler:
polygans Gé6 Haw many rectangles are in the
1:39 Mathman: Palygans that are diagram? G6
rectangles G6 5:43 Mathnet: Case of the Great Car
- 12:06 Mathnet: Case of the Willing Robbery—1 A5BAF5F6
Parrot—-2 A5D2F1F4GS
SHOW NUMBER 207
SHOW NUMBER 203 3:45 Blackstone—Magic Safari: Trick
3:18 Blackstone—Crossed Out based upon caunting D2
Numbers: Trick based an 8:07 Square One Squares: Game af
- numbers in a 4 x 4 array D2 mathematical A2C4D1G2
~6:02 Piece of the Pie: Game aof data miscanceptians G6
' . representatian ASBID1F6 :41 Stick Squares Ili: Dividing a
3:41 Combo Jombo: Cambinatarics B1E1 square inta square units G§
1:18 Mathman: Squore numbers B2 1:09 Mathman: Multiples af 8§ B2
12:13 Mathnet: Case of the Willing 2:36 tAe and My Shadow: Camparing
Parrot-3 B3G6 2 and 3 dir-ensians G1C2
SHOW NUMBER 204 10:39 Mathnet: Case of the Gi ~at Car
5:39 Triple Play: Geametric strategy Robbery-2 ASBAF2FSFe
game B1G6 SHOW NUMBER 208
4:34 Dirk Niblick—lllegal Lawy~r-1: 5:48 Triple Play: Geametric strategy
Errar in adding fractians A3 game B1G6
2:23 Phoner—The Answer Is 1: 1:17 Dirklet—Use Graphs:
Algarithm that always gives the Prablem-salving heuristic
. result 1 B1D2 1:37 OOPS! ¥ + ¥5 = %: Camman
2:20 Dirk Niblick: lllegal Lawyer—2 mistake in adding fractians B1 A3

1:15 Groaning Wall: Mathematical riddles

4:21 Common-Multiple Man: Cammon

11:03 Mathnet: Case of the Willing multiples of 12, 16, and 24 B2
Parrot—4 B3 1:33 Mathman: Palygans that are
nentagans Gé6
SHOW NUMBER 205 Mojor e .phasis: Modular Arithmetic 2:56 Archimedes: Inventians and
1:45 Mzthman: Multiplying by 5 and discaveries af Archimedes
adding 2 B2B3 9:39 Mathnet: Case of the Great Car
4:40 Blackstone—5-Envelope Spelling: Robbery—3 85F5 F6
Trick based an remainders D2
1.22 Calvin Klein BO}:' Defining SHOW NUMBER 209
cambinatarics &1 4:58 Dirk Niblick: The Lint Trap-1:
3:31 Time Kefaper: Sang abaut clack Miscalculation of praper wages B3
arithmetic . B3 1:58 You Can Count on It:
1:32 Data Headache ll: Using a pie chart ~ F6 M. hematics in the world al
11:58 Mathnet: Case of the Willing 2:48 Dirk Niblick: The Lint Trap—2
Parrot—5 B1B3 D2 :26 Spot the Hexagons: ldentifying
hexagans ainang palygans G6
— ———WEEK TWO 5:27 Piece of fh(? Pie: Game af data
- representatian ASBIDIF6

SHOW NUMBER 206 1:21 Cabot & Marshmallow—Round to
5:31 Dirk Niblick: To Heck and Cack—1: e Confound: Inapprapriate
Q@  Distance, rate, and time c2C3 ~ raunding B4 B1
E MC 37 Mathman: Fractians greater 10:31 Mathnet: Case of the Great Car
EEEEEE  than | A3 12 Robtery-4 B1B4B5F6
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SHOW NUMBER 210 Minor emphasis: Numerical Patterns
2:12 Phoner—The Answer Is &:
Algorithm that always gives the

result 6 B1 D2
1:46 Dirklet—Look for a Pattern:
Problem-solving heuristic D2

3:10 Blackstone—Liar and Truthteller:
Logicis used to determine who

has coin
1:43 Baloney: Making a list of possible
combinations E1F6
1:29 Mathman:
Solutions to 19-C<5 B1D1 D4
15:24 Mathnet: Case of the Great Car
Robbery-5 B435F2F5F6

WEEK THREE

SHOW NUMBER 211
7:02 Square One Squares: Game of
mathematical misconceptions
6:07 Dirk Niblick: Do Not Fold,
Spindle—1: 3 60-minute tapes vs.
2 90-minute tapes BS
2:04 LessThan Zero: Negative integers A6 D1
2:45 Dirk Niblick: Do Mot Fold,

Spindle—2
9:33 Mathnet—Case of the Deceptive
Data-1 A3B4F1
SHOW NUMBER 212
:53 Dirk Niblick: Go West Young
Math- 1: Redistribution of land is
necessary C2p2 .
1:59 Bureau of Missing Numbers*
Attributes of 14 B2B1
:10 Dirk Niblick: Go West Young
Math-2
:26 Mathman:¥%+ %= A3
15:33 Mathnet: Case of the Deceptive
Data-2 A5B4F1F5F6
SHOW NUMBER 213
:47 Dirklet: Equilateral Triangles G6
2:23 Angle Dance: Body movements
itlustrate angles G6
4:20 Triple Play: Geometric strategy
game B1G6
1:25 Mathman: Polygons that are
parallelograms G6
:58 Man at Desk (Head Calculator):
Mental arithrastic B1382
17:20 Mathnet: Case of the Deceptive
Data-3 F1 F2F5F6
SHOW NUMBER 214
7:00 Close Call: Estimation game A5CIC3

370 Blackstone—Number Affinity:
Blackstone demonstrates a number trick  B1D2

PROGRAM GUIDE
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2:23 Phoner—The Answer Is 3:
Algorithm that always gives the

answer 3 D2 B1
14:10 Mathnet—Case of the Deceptive
Data—-4 C3F5F6

SHOW NUMBER 215
1:25 Mathman: Polygons that are quadrilaterals
2:55 Think About the Problem:

Problem-solving heuristics D1
5:19 Piece of the Pie: Game of data

Gé

representation A5B1 D1 F6

14:48 Mathnet—Case of the Deceptive
Data-5 A5 B4

WEEK FOUR

SHOW NUMBER 216 Minor emphasis: Numerical Patterns
2:51 Blackstone—Magic Dice: Sum of
opposite faces of a dieis 7 D2
1:19 Dirkiet—Order of Multiplication:
Multiplying whole numbers in any
order B
:52 Square One Squares: Game of

mathematical misconceptions A3DIFIF3

Gé
:19 Number Pattern: Square X
numbers Dz B2
3:25 Perfect Squares: Graphic
suggestions of square numbers B2 B1
12:30 Mathnet—View from the Rear

Terrace—-1 B4B5F5F6

SHOW NUMBER 217
6:06 Dirk Niblick: Mall or Nothing at
Mall-1: Biased survey leads to

problems A5 F5
6:42 Close Call: Estimation game ci1c3
:21 Number Pattern 37: A simple
number pattern D2
2:38 Dirk Niblick: Mall or Nothing at
Ma!l-2

:41 Palindrome: Create palindromes  A2B1D2
11:09 Mathnet—View from the Rear

!
T

Terrace—-2 A5BAF2F3F6

SHOW NUMBER 218 Minor emphasis: Numerical Functicas
5:36 Dirk Niblick—Itty Bitty
Business—1: Misplaced decimal

paints cause problems | A4 A5
2:57 Kubrick’s Rube: Computer

program to suggest infinity D1 D2

:35 Mathman:3+%=1 A3

2:59 Dirk Niblick: Itty Bitty

Business—2
2:01 Perpendicular Lines: Examples of

perpendicular lines G6

2:03 Phoner—The Answer Is 5:
Algorithm that always gives the
result 5 B1 D2

<8
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1:42 OOPS! 34 x 12: Multiplication -

- algorithm mistake B1
9-:32 Mathriet: View from the Rear
Terrace—3 A5B4F5F6
SHOW NUMBER 219

6:09 Piece of the Pie: Game of data
representation
2:46 Blackstone—13 Turns: Trick
based upon parity of turned die B3
:34 Pos vs.Neg Jousts—The Wall:
Adding positive and negative

ASBI1D1Fé

PROGRAM GUIDE
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numbers A6 B1
16:58 Mathnet: View from the Rear
Terrace—4 A5B1F2
SHOW NUMBER 220
2:40 Rappin’ Judge: Round-trip rate
problem B5C2B1
4:41 Triple Play: Geometric strategy
game B1G6
18:17 Mathnet: View from the Rear
Terrace-5
——WEEK FIVE
SHOW NUMBER 221
6:25 Tony and the Togas: Roman
numerals A2
4:34 Dirk Niblick: lllegal Lawyer—1:
Error in adding fractions A3
1:23 The Map: Estimating
time/distance using map/scale G4C3B1

2:20 Dirk Niblick: lllegal Lawyer-2
2:45 Spade Parade: In Search of
Yucca Puck—1: Logic problem
sorting truth from lies E3
:14 Sum of the Angles of a Triangle:
Juxtaposing the angles of a
triangle G6
2:32 Spade Parade: lu Search of
Yucca Puck-2
1:13 Mathman: Decimals greater

2:34 Nines: Song/digits of multiples of
9addupto 9

6:35 Mathnet: Case of the Missing
Air-2

SHOW NUMBER 223
3:22 Blackstone—Dice and Cards:
Trick based on the roll of the
dice

21 Pos vs. Neg Jousts—Paratroopers:

Adding positive and negative
numbers

2:00 Triangle Song: Triangle shapes in

the world
6:33 Triple Play: Geometric strategy
game
:52 Person on the Street—
Hypotenuse: Define
"hypotenuse”
13:46 Mathnet: Case of the Missing
Air-3

SHOW NUMBER 224 Minor emphusis: Percents
7:00 Piece of the Pie: Game of data
representation
5:39 Dirk Niblick: Fool Most of the
People—1: Discount isn’t as
advertised
:28 Mathman: 45% + 55% = 100%
2:35 Dirk Niblick: Fool Most of the
Pecple-2
2:47 Eight Percent of My Love:
Percentages a©  oie chan

:18 Parallel/Not Para .I: Parallel vs.
nonparallel
8:30 Mathnet: Case of the Missing

Air-4

SHOW NUMBER 225

9:29 Square One Squares: Game of
matherrstical misconceptions

3:15 Blackstone—Quarter Parity: Coin

trick based on parity
1:45 Mathman: Solutions

B2 D2 Bl

C3F5

D2

A6B1

Gé

B1G6

Gé

DIF1F4F5F6

A5B1D1F6

A5
AS

ASF6

Gé

G4

B5F4F6 G2 G6

B3

than 2 AdD1 i
5:46 Mathnet: Cuse of the Missing to3 + X>10 A4B1D1D4
Air—1 c3 46 Multiples of 8 and 1Z: Multiples
of 8and 12 cn a 160 grid B2
SHOW NUMBER 222 Major emphasis: Arithmetic of 9s :49 Soda Shoppe: Computing a tip
8:31 Close Call: Estimation game €1 22C3 and rounding off A3 A4B4
4:31 Amazing Story of 9s—1: Digits o1 8:40 Mathnet: Case of the Missing
multiples of 9 add up to 9 B2D2B1 Al Air-5 Fé
:18 Multiples of 9: Multiples of 9 on a
100 grid B2
1:03 Amazing Story of 95-2: Digits of WEEK SIX
multiples of 9 add to 9 SHOW NUMBER 226
1:37 Dirklet—Divisible by 9: Divisibility 1:18 Dirklet-Divisible by 5: Divisibility
= Q test for nine B1 @y test for 5 B1
i |- MC42 Amazing Story of 9s—3 ' 3:13 Blackstone—Turning the Die:
s 28 Double Star Polygon: Symmetry  G6 14 Trick based on pattern of turned die 83 D2
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2:25 Ratings Wav: Double bar graph
6:10 Piece of the Pie: Game of data
representation
2:11 Draw a Map: Making a map with
landmarks and scale
11:47 Mathnet: Case of the Map witha
Gap-1

SHOW NUMBER 227
3:51 Estimation: Song about the
usefulness of estimation
6:24 Square One Squares: Game of
mathematical misconceptions
2:18 Grempod and Blotmo—Sponge
Candy: Probability of Va
2:27 Harry's Hamburger Haven:
Equivalent fractions/
decimals/percents
1:45 Dirklet—Number Trick: Simple
trick with whole numbers
:25 Spot the Pentagons: ldentify
pentagons among polygons
10:04 Mathnet: Case of the Map with a
Gap-2

v

SHOW NUMBER 228 Minor emphosis: Triongles
1:09 Dirklet: Pape. and Pencil-1
2:50 Phoner—The Answer Is 2:
Algorithm that always gives the
result 2
. 3:05 Blackstone: Algorithm ulways
giving the answer 1089
5:24 Triple Play: Geometric strategy
game
3:02 Average American: Statistical
averages
12:17 Mathnet: Cuse of the Map witha
Gap-3

SHOW NUMBER 229

8:14 Close Call: Estimation game

1:25 Mathman: Polygons that cre
hexagons

5:31 Dirk Niblick: To Heck and
Back-1: Distance, rate, and time

1:18 Five-Nineteen Blues: When to
round numbers

2:20 Dirk Niblick: To Heck and Back—2

8:08 Mathnet: Case of the Map witha
Gap-4

F6 F5

ASB1DI1Fé

G4G4C2

A4 B4E3G2G5

c3

F1A3

A4 A5 A3

A2

G6

B1 D2

D2 G2 Bl

B1Gé

F2

BSC1C2G4G6

A5CiC2

G6

c2¢3

B4
G2

SHOW NUMBER 230 Minor emphosis: Numerotion

3:31 Time Keeper: Song about clock
arithmetic
4:58 Dirk Miblick: The Lint Trap-1:
Miscalculation of proper weges
@ 31 Rotational Symmetry

E MC 36 Mathman: Polygons

mmmmE - with a line of symmetry

B3

B3
G2

G2

PROGRAM GUIDE
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2:48
25

3:22
:58

7:58

Dirk Niblick: The Lint Trap-2
Decimals/Percents/Fractions—
25%: Equivalence: decimal,
fraction, percent

Jiet Lite Wet: Equivalent
fractions/decimals/percents

Square One Puzzler—Calendar:

What day is 20 days from
Wednesday?

Mathnet—Case of the Map with a

Gap-5

WEEK

SHOW NUMBER 231

7:31
6:07

:20
2:4%
i:43

8:44

Piece of the Pie: Game of data
representation
Dirk Niblick: Do Not Fold,

Spindle—1: 3 60-minute tapes vs.

2 90-minute tapes

Area: Determine area of
rectangular figure

Dirk Niblick: Do Not Fold,
Spindle-2

Mathman: Solutions to

T+ 40<75

Mathnet: Case of the Willing
Parrot—1

SHOW NUMBER 232

3:41
1:33

1:10
5:27

24
2:04

:4)

12:06

Combo Jombo: Combinatorics
Dirklet—Make a Drawing:
Problem-solving heuristic
Data Headache I: Using a bar
chart

Square One Squares: Ganre of
mathematical misconceptions
Polyhedrons—1: lllustrating a
tetrahedron
Blackstone—Dime, Penny,
Nickel: Trick bused on odd and
even numbers

Infinity (Infinite Regress):
Dynamic suggestion of infinite
regress

Mathnet: Case of the Willing
Parrot—2

SEVEN

A5 A3 A4

A3 A5 A4

83

C1C2G4G6

ASBI1DI1F6

BS

ci1c2

A4B1DI1 D4

C2D2G4

B1El

Fé6

G6 G1G2

B3 B1

D1G2

A5 D2 F1 F4G6

SHOW NUMBER 233 Minor emphasis: Fibonocci Sequence

1:01
4:20

5:42

1:37
:28

Dirklet: Close Call
Promo/Estimation

Ghost of a Chance: Probability in

several situations

Close Call: Estimation game
Mathman: Solutions to 20 >
A+ 5

Polyhedrons—2: lllustrating
a cube, a hexahedron

B4

F1F3
A5C1C2C3

A4BI1C: D4

G6 G1G2
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2:08 Phoner—Fibonacci Sequence:

Fibonacci sequence trick ~ B3 D2

12:13 Mathnet: Case of the Willing Parrot—2 B3G6
SHOW NUMBER 234
5:53 Dirk Niblick: Go West Young
Math-1: Redistributian of land is
necessary c2D2
1:13 Tesseilation Animotion—Tile:
Tessellation leads to a tile design  G3G4
3:10 Dirk Niblick: Go West Young
Math-2
:27 Mathman: Extra Short
:25 Stick Squaves I: Divide a square
into square unit< G6
4:32 Sugar Ray Sketch: Weighing a
dog C2Bi
:42 Stick Squares ll: Divide a square
into square units G6
11:03 Mathnet: Case of the Willing
Parrot-4 B3
SHOW NUMBER 235
3:14 One Billion Is Big: Relative sizes
of million and billion Al A2
:47 Dirklet: Triple Play
Promo/Triangles Gé6
:19 Pong Game: Billiard geometry G2G6
6:15 Triple Play: Geometric strategy
game B1G6
1:39 Mathman—Square Numbe/s:
Square numbers B2
:48 Square One Puzzler—Salary:
Whichis mare, .5 or .25? A3 A4D1
1:07 The Sale: Finding percent from a
discount A5B1 A3
11:58 Mathnet: Case of the Willing
Parrot-2 B1B3D2
2:00 Closing
WEEK EIGHT—
SHOW NUMBER 236
1:29 Mathman: Salutions to 19-C<S B1D1D4
6:37 Triple Play—Playoff: Geometric
strategy game B1G6
6:06 Dirk Niblick: Mall or Nothing at
Mall-1: Biased survey leads to
problems A5 F5
3:03 Blackstone—Miraskill-Candies:
Trick based an even numbers B3A2
2:38 Dirk Niblick: Mall or Nothing at
Mall-2
1:08 Person on the Street—
Combinatorics: Define
combinations E
@7 Pos vs. Neg Jousts—The Abyss:
ERIC Adding positive and negative
e numbers A6B1

PROGRAM GUIDE
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5:43 Mathnet: Case of the Great Car
Robbery-1

SHOW NUMBER 237
3:42 P:ine ivumbers: Song abaut
prime numbers
7:05 Close Call: Estimatian game
1 46 Dirklet—Look for a Pattern:
Problem-solving heuristic
1:30 Mathman: Solutionsto7 + P <7
2:25 Percents: Equivalent
fractians/decimals/percents
10:39 Mathnet: Case of the Great Car
Robbery-2

SHOW NUMBER 238

7:36 Square One Squares: Game of
mathematical misconceptions

5:36 Dirk Niblick: Itty Bitty
Business—1: Misp'aced decimal
points cause problems

1:30 QOPS! 804 — 236: Borrowing
mistake in subraction

2:59 Dirk Niblick: Itty Bitty
Business—2

9:39 Mathnet: Case of the Great Car
Robbery-3

SHOW NUMBER 239 Major emphasis: Data Presentation

3:10 lce Cream Store—Calories: Bar
chart and percents
Tessellations: Tessellatians on
the beach

Dirklet—Divisible by 3: Divisibility
test for 3

Piece of the Pie: Game of data
representation

Mixed Numbers %2: Graphic
depiction of mixed numbers
Data Headache Il: Using a
broken line graph

Mathman: Percentages more
than 2

Mathnet: Case of the Great Car
Robbery-4

3:12
1:40
5:48
13
1:10
1:17
10:31

SHOW NUMBER 240

1:31 Dirklet: Compare Fractions
(s, Yfa)
Blackstone—5-Envelope Spelling:
Tricks based on remainders
Archimedes: Inventions and
discoveries of Archimedes
Mecthman: Fractions greater
than 1
Mathnet: Case of the Great Car
Robbery-5
Closing

34

4:40
2:56
1:37
15:24
2:00
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N BRIEF:
8l Did you know that you can go through a sequence of

! mathematical operations that will give you the same §
result every time, regardless of what number you §
f start with? No, we’re not playing games with you. §
“The Phoner” does exactly that. “Phoner” seg-
ments can help students understand how such
sequences work.

RULES: .
How does the Phoner work? Mysteriously. He never identifies him-'j
self. He simply calls a cast member and dictates a set of directions: |
Pick a number; add five; double it; subtract four; divide by two; sub- |
tract the original number. The answer is always three! '

And that's only one of the Phoner's tricks. Inunctions, triere are’
lots of pessibilities. There's a sequence that will always yield an |
answer of two; there's another sequence for which the answer is
} slways six. Make up y.aur own Phoner routines. Can you make up
j one where the answe:' is alwzys ¥? Who knows where the:pos- |8
j sibilities end? Only one things certain—the Phoner is always right. |

e
© -

STEP-BY-STEP ACTIVITY:

What you need: copies of the activity page. 5. Have the class pick new numbers and com-
plete Phoner #3. Notice that in the fourth step stu-
dents arc asked to subtract 6 instead of 4. How
are the answers now related to the numbers each
student chose to add?

2. Test the Phoner’s routine several times with the whole class. 6, In Phoner #4 students should pick the num-
Have individual students suggest different starting numbers and  hery for both step 2 and step 4. Use a chart like

Whatto do: 1. Watch a few episodes of “The Phoner” with your
class. The episode in shows 101 and 214 is particularly suitable for
the activity which follows.

do these computations together: the one below to keep track of the results as a
Pick a number class. What do you notice?
Add 5 Example
Multiply by 2 0':;—'\_—1
Subtract 4 P:;pncr Phoner #1  Student#1  Studemt #2
Divide by 2

Subtract the original nimber. Step 2 S 7

If your students are really ambitious, have them start with a frac-
tion, a decimal, or even a negative number. The activity will con- g4 4 4
vince them that the answer is always 3.

Answer

3. Distribute copies of the activity page and have the class workon ™. 3 5
Phoner #1. How are the rules for this routine different from those  always
of the original one you tried? And how is the answer different?

Follow-up: Make up a Phoner routine in which
4. Students should each pick their own numbcr to add in the sec-  the answer is always 10. Make up two others in
ond step of Phoner #2. Have each student complete the chart, and  which the answer is always 10. Make up a Phoner
then compare results as a class. How are the answers relatedtothe  in which the answer is always -2. Make up a
O _imbers each student chose to add? Phoner in which the answer 1s alway: _.

}4 a0




PICK A NUMBER

PICK A NUMBER

ADD 7

ADD

COUBLEIT

DOUBLEIT

SUBTRACT 4

SUBTRACT 4

DIVIDE BY 2

DIVIDE BY 2

SUBTRACT THE
ORIGINAL
NUMBER

SUBTRACT THE
ORIGINAL
NUMBER

PICK A NUMBER

PICK A NUMBER

ADD

ADD

DOUBLEIT

DOUBLEIT

SUBTRACT 6

SUBTRACT A

DIVIDEBY 2

DIVIDE BY 2

SUBTRACT THE

ORIGINAL
NUMBER

SUBTRACT THE

ORIGINAL
NUMBER
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Y THE SQUARE ONE |
CHALLENGE

want vo really challenge your class, try tiiis
a “Square One Squares?’ It’s called “Square

-are some of the quesnons from “Square.One Squares _
> One’Challer. ~ along with the panelists’ answers, Here

s 7Y

es, before you-give them the panelists’ answers. Encouz-
elpyoutopinpointthe so.  sof some of their mathemat-
also provides the opportunity to show that sometimes-a

lass into groups of three or four and'help each group come
1are One Challenge” question. By changing some of the
g isthey _.oose.

Aruitoxt provided by Eic:




j Host: Benny’s House of Junk Food is offering
this great deal: a jumbo box of popcorn and an
all-night picce of guni for only fifty cents total. One-of
these items costs tef| cents more than the other. How
,»much could the,popcorn cost by itself?”

Truth teller #1: T think thirty cents, since thirty-minus
twenty is ten.

Tru.lh teller #2: I think twenty cents—twenty plus
thirty is fifty.

Explanation: The popcorn could cost either twenty

-cents or thirty cents. As long as the difference between
the cost of the popcorn and the cost of the gum is ten
cents, it doesn't matter which costs more.

Variant: A radio and a clack together cost $183. One
costs $3 more than the cther one. How much could
.each cost?

: ’WOuId have latger shc@s‘? < g
.B!uﬁ'en ‘I‘he s pie cut into sixths would J;ave lmgegshmwsalmger

numberlhanﬁve, T e ‘Q\{N

TR~
..Q_:-__

Q U ES | IO N S . flhnhtellerz The pie. cutinto ﬁfths woulﬂhavelmg@r‘ﬁh‘éﬁﬁs:@m:a

is.Jess than one fifth,

o o

B Host: Thave here tivs pickle-pies of. cxwly the satrié size., 1&; ,
| cut-dhe-pie into- fifths and:the.other pxe mw &xﬂmwhlch pie ,

Explanahon. One sxxth is mdeed Iess “ilmn oneﬂfth Becaus.l ;the-“c ‘cut into sixths hasmone shces, eachslice must

e,
::»]

e smaller, (From show 227 ) . e
Varmm What if the pies were cut into sixths ond twelfths? One“lundredths anc one-thousandthsx?w&auf ‘they were
o epperpxcsorplzzaples" ‘ y s - -
ERIC S

19 38
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Bluffer: Fxguré“B has the ervér'ea.
~ Truth teller: I think their areas are the same. .
Explanation: The areas are the same. Ther’s a simple way to check llxxs~1m imagine swinging-tie top portion

L3

are cqual (From show 201.) -

Variant: What if the figures were these ? Which has the greater arci?

of figure B down so thiat it makes-a figure of the same keight-as figure A. ).ayou "Il see, the areas of the two figures

-Host: I tossed a fair cointen timesina row and it ‘ Host. : L have.to-go to the:dentist sixty days from
came up heads each time. If1 flip it again, which . If todayis a Monday, what day of the week
is more likily to come up, heads or tails? wdht be ly days from now?
Blufer: Tails is more likely. You'vé had too many Bluﬁ“er' Slxly" ays is exactly two months, so in sixty -
headsin arow. 4 da;\s itwill be-a Monday again.
Truth teller: Neither. Heads is asdikely as tails. - Trath feller: Every seventh day is a Monday. Sixty
Explanation: Heads is as likely as:tails. With a fair days fromMonday s a Fricey. : ,
coin, the probability of tossing tails is one<half'on any Explanation: There are seven days in a week, so every
flip. (From show 227.) seventhrddy isa Monday. Seven times eight s ifty-six—
Variant: If I roll a die, and on the first five rolls, Y.get 1, gle ﬁfty!;m:mi:{l: v(;ll be.z,z l;io.x;day.(FConnt ;:h ;ag sfgu)r
 2,3,4, and'$ (in that order), what am [ likely to get on gystoihe  aay—its Friday. {krrom sho )
the sixth.roll? Variant: If today is Sunday, how many daysaway is the
first Sunday that’s more than 500 days from today?

B -Host: How many squares are fn this grid?

Bluffer: Nine.
Truthi tellér: Fourteen. ;

Explanation: Thete are nine one-by-one bqum, Tour twmby-iwu squarcs, and one big three-by- thl'\.c. Jquare. That
makes a total of fourteen..(Fram show 207.)

Varjant: How many rectangles are in the grid? How n;uny squares are there n a2 10x 10 square grid?

20




Aruitoxt provided by Eic:

CURRICULUM GOALS

SQUARE. ONE TV has three goals. For your convenience,
GOAL I, which covers mathematical content areas. is arillen in
outline form. Wherever you see a nowation like *D3™ or “F1™ in
the Program Listing, the reference is 1o this nutline.

GOAL L. To promute positive attitude < toward and cnthusiasn,

lor mathematiz= By showing:

Ao Mathematies is a powerful asd widk b apphicable ol uscful .
sohe problems, o illusiate concepts, and o inercase o,

B. Mathematies is beautiful and aestheticaliy pleasing

€. Mathematies can he aadostood. used. and even inveuted I
nonspecialists,

GOALI. 1 encourage the use aud apphication of proble s
soh illg PrOCEsses l)_\ lllnd('lillg'
A. Problem Formulation
1. Recognize and state a problem,
2. Assessthevalue of solving a problem,
3. Assess the posdbility of sulving a problem.
R. Problem Treatnien®
I, Recallinforsaation.
2, Edimate or approimate,
3. Measure, gather data, or cheek resourees,
4. Calenlate or manipikite (mentally or physically),
3. Consider probabilities,
6. Use riakund-crror or guess-and-chech.
C. Problem-Solving Heuristies
L. Represent problem. scale model, diawing, map, pictunes,
diagram, gadget: table, chart: graph; use object, act out.
2. “Transform problet s reword. clarifv, siolify, Gies subigoals
subproblems, work backwards,
3. Look lor patterns: missing information (perinent o
evlaneous),
+. Reapproach problem; change pot of view, reevaliate
assumplions: generate new hvpotheees,
D. Problem Follow-up
L Diccussieasonabileness of results and precision of ulis,
2. Look for altlernative <olutions.
3. Look for alteruative wins to sohe,
4. Look lo: or extend 1o, 1elated problems,

GOAL I”. 'ln Jore ~ ul nnuul nuﬂ‘u Pl b s eetile oot otk t

esting, cessible b e anmptul v mner b plhernine:
A. “umber and Counting

1. Whole 1 imbers,

2. Numeration, role ard meaning of digits in wiol b
(piace walue), Roman numerals, palindromes, other hases,
3. Rational mumbers, interpretations of fractions as m mbos,

alios, parts of a v aole or of a sel.

L. Decimal noiccion. role and meaning of digits in decimal
nunieration,

3. Pereentss uses: ink 1o decimals and f, actions,

0. \v;:,z{ii{() numbers: uses: relation 1o subtraction.

21
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Aruitoxt provided by Eic:

" ERIC

Arithmetic of Rational Numbers

L. Basic operations: addition, subtraction, division, multiplica-
tion, exponentiation: when and how to use operations.

2. Structure: primes, factors, and multiples.

3. Number theory: modular arithmetic (including parity):
Divphantine cquations, Fibonaced sequence; Pascal’s triangle.

k. Approximation. rounding, bounds, approximate calealation,
interpolation and extrapolation; estimation.

3. Rativs. use of 1atios. rates, and proportions, relation w divi-
sion; golden section.

Measurement

L. Urits. systems (English, metric, nonstandard); impe tance of
standard units.

2. Spatial: lengtly, arc a, volume, perimeter, amd surface area.

3. Approximate nature: exact versus approximate. i.c., counting
versus measiring: caleulation with approximations; margin of
error: propagation of error; estimation.

+. Additivicy.

Numerieal Functions and Relations

1. Relations: order, inequalities. subset relations, additivity.
infinite sets.

2. Functions: lincar quadratic, cxponential: rules. patterns.

3. Equations. solution techniques (e.g.. manipulation. guess-
and-test), missing addend and fadtor, relation to construction
of numbers.

{. Furmulas. interpretativn and evaluation, algebra as general-
ized arithmetic.

Combinatorics and Counting Techniques

L. Muliiplication prineiple and decomposition.

2. Pigeonhole principle.

3. Systematic Anumeration of cases.

Statistics and Probability

1. Basic quantification: counting, representation by rational

numbers.

Derived measures: average. median, range.

Concepts. independonce, correlation, “Law of Averages”
Predietion: relation to probability.

Data processing: collection and analysis,

OOI:{—OON!

+ Data presentation. graphs. charts, tables. construction and
interpretation.

Geometry

L. Dimensiondlity: ane. teo. three, and four dimeasions.

2. Rigid ransformations: transfe.,  ions in two and three
dimensions. rotations. reflections, and translations: symmetn.

3. Tessellations. covering the plane and bounded regions, halei-
doscopes; role of symmetny; other surfaces.

4. Maps and models in seale: application of ratios.

9. Pempedtive. tadinents of drawing in perspectise, representa-
tion of three-dimensional objeets in two dimensions.

6. Geomettical objc s, recognition, relations among. construc -
lions: patlerns.

7. Topological mappings and properties: invariants.
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K & Y
contaxmng the. product 1815

le thive-in-g-rows; but there are
Y three—m-a-rows ‘which containthe
are containing 18 seems like abetter
wuse it gives:you more potential

earthe-center of the. game bqard.are
-ih-a-rows than'squares riear the
squares near the center of the hoard

’ ed better places tostart:

RING

PRODUCT

ien Red ha.s 12 pos .ble ways to
andBlue has only4, '

ED BLUE

ING RING  ‘PRODUCT
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11 possnble ways to
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RED BLUE
IF RING RING PRODUCT
RED T F o T s
PLAYS | 5{, b o 4‘ A {}‘:;}*
AND " a i m i ﬁ_‘“ 'm\_‘,; % - (\
BLUE | = " . ‘9.7 g]_g h
IZPNCE SRR AT SR |
..Then Red has 10 possible ways to
win, and Blue has 7.
“Triple Play” E

Step 2: Itis to your advantage tc claim positions that are
vertices- of many equilateral triangles. In this case, 10 is
the vertex of 13'triangles, while 24-is the vertex of only six,
and'54 is the vertex of only four.

Step 4 The numbers of triangles down the middle line
are all even because the middle line is an axis of symme-
try. For example, if 7 is the vertex of a triangle to the left of
the middle line, it is also the vertex of a corresponding tri-
angle to the right of the middle line.

Follow-up 1:  The best starting positions on the board
arepr ably 10 and 8. Each is a vertex of 13 triangles.

b; Ifyou get 10 and 1 itis better to multiply because 10 is a

vertex of 13 triangles whilé 11 is only a vertex of 10. Iyour -

opponent rolls 7 and 1 and claims 8, which is a vertex of

13 triangles, he doesn’t block any of the.13 which have 10
-3 avertex. If he multiplies and claims 7, thenhe'll have 10 -
. notential equilateral triangles, and will have reduced your
F mc& potential triangles to 11.

ANSWERTKE.Y

~ If your opponent rolls 3 and 8:

*24-is the:vertéx of six triangles and doesn’t bl~.ck any
of the 13 triangles with 10 as a vertex
« 11 is the vertéx of 10 v iangles ar 4 blocks two of the 13
triangles with 10 as a vertex

If your opponent rolls 9 ard 4:
* 36 isthe vertex of six triangles and doesn’t block any
of the 13 triangleswith .0 as a verte.»
* 13 is the vertex of 10 triangles and blocks two of the 13
triangles that have 10 as a vertev

Follow-up 2: The total number of triangles on the game
board is 76.

“CloseCall”

Step 2:

A. There are approximately 275 dots in the larger cluster.
B. The spiral is approximately 75 cm long.

C. The curve is approximately 90 emlong.

D. The larger blob is approximately 30 sq. cm in area.
(Students’ answers may vary.)

“The Phoner”

* Step 3: Inthe second step you add 7 instead of 5; and the

answer is always 5 instead of 3.

moxasmoerl 4 {§11 1216
ADDY 111581819113
oouser 2213016118 26
sostmacrs (87261 1241422
DIVIDE BY 2 a1y 6,7 11

wE ™ s1515(515

NUMBER

Step 4: The answer shouid always be-2 less than what-

. evernumber the student chose to add-in step 2.

Step 5: Now the answer-should always be 3 less than
whatever number the student chose te-add in step 2.

; “Square One Squares”

Netl.A Net2.X Net3.X Net4.B
Net 5: B Net 6. A Net 7. ¥ Net8.B
" Net9.B

IToxt Provided by ERI
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