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(End-of—\’ear Family Letier

Congratulations!

By completing fifth Grade fveryday Mathematics, your child has accomplehed a great
deal. Thank you for your support!

Thie Family Lletter provides 3 esoumce throughout your child® vacation. it includes an
extended list of Do-Amytime Activities, directions forgames that can be played at home, a
Iet of mathematics-related books to check out ower vacation, and a preview of what your
child will be learning in Sixth Grade fveryday Mathematic. Enjpoy your vacation!

Do-Anytime Activities

Mathematics means more when it is moted in real-life situations To help your child
review many of the concepts he or she has learned in fifth grade, we suggez the follbwing
activities foryou to do together over vacation. These activities will help yourchild build
on the skills he or she has lkeamed this year and will help prepare him or her for

Sixth Grade fveryday Mathematics.

1. Review multiplication facts. Forexample, include basic facts such as 7 * 8 = 56, and
extended facts, such as 70 * 2 = 560 and 70 * 20
= 5,600.

2. Create opportunities to work with rulers,
yardsticks, metersticks, tape meawres, and scales
Hawve yourchild measure items using metric and
U.5. customary units.

3. Ask yourchild to solve multiplication and divsion
problems that are based on real-life situations. Yary
the pmblems 0 that some are suitable for mental
computation, some require paper-and-pencil
cakulation, and =ome require the use of a
calculator.

4. Pmactice w=ing pemrents by asking your child to cal-
culate salkes tax, perent discounts, sports gatistics,
and =0 on.

5. Continue the American Tour by reading about
important people, events, inventions, explotions,
and other topics in American higorny. Focu= on
data dieplays such as bar, line, and circle graphs,
and on colorcoded maps.
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Building Skills through Games

The following section |ets rules forgames that can be played at home. The
numbercard: used in some games can be made from 3* by 5* index cards

Factor Caplor
1. To start the fir round, Player 1 (james) chooses 3 2-digit numberon

N

o

3

-

3

the number grid. James covers it with a counter and records the
numberon sc@tch paper. This & James’s scome for the round.

Player 2 (Emma) covers all the factors of James's number. Emma finds
the sum of the factors, and recoms iton sc@tch ppper The & Emma’s
score for the round.

A factor may only be covered once durlng around.

If Emma mesed any factors, James can cover them with counters and
add them to his scone.

In the next round, player switch roles Player 2 (Emma) choo=s a
numberthat £ not covered by a counter. Player 1 (James) covers all
factors of that numkber.

Any numberthat is covered by a counteris no longer available and
may not be w=ed again.

The firg player in a3 mund may not cover 3 number kess than 10, unless
no other numbers are available.

Play continues with players trading roles ineach round, until all numbers
on the grid have been coversd. Players then u=e their calculators to find
their total scorea The player with the higher total score wins the game.

2-4-5-10 Frac-Tac-Toe

Advance Preparatlon: Sepamte the cards into two pilks—a numemtor pile

an

d a denominator pile. Place two each of the 2, 4, 5, and 10 cards in the

denominator pile. Allothercamds are placed on the numerator pile.

Sh

uffle the cards in each pile. Place the piles facedown. When the numemtor

pile & completely used, reshuffle that pilke, and plce it facedown. When the
denominator pike & completely used, tum it over, and place it facedown
without reshuffling it.

1.

Players take tums. When it is your tum:

& Tum over the top card from each pile to form a fraction (numerator
card over denominator card).

& Try to match the faction shown with one of the gnd =quares on the
gameboard. (Use either of the gameboards shown.) If 3 match is
found, cover that gnd square with yourcounter and yourtum & over.
If no match & found, your tum is over.

T
1| 2 B2 |2 |24 2
2133|333
31414445
2|5 |5|6|6]|7
718|898 (10
10111 (12]13|14(15
16118|20|21|22 |24
25|26|27(28|30(32

24510 Fo T -Tee

Cameboa rds
>10 |Oor 1| >20 | Oor 1 | > 1.0
a1 Q2 | 025 | O3 a4
15| QS [>»15]| 05 | 15
08 or avs 0s e ]}
>10 |Oor 1| >20 | Oor 1 | > 1.0
o o
P00 o X200 o 100K
100 1008
10K | DR | 2% | 20K | 40K
OO DA X200 SO | 100K
SO | WA | TR | S0 | o0
[2:3 o
00| o |>2008] o 00K
100 100
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2. To change the fraction shown by the cards to a decimal or percent, players

243 FocToc-Toe

may e a calculator. raam o
3. Scoring The first player covering three squares in 3 mow in any direction +20| 0wt | »i5| 0t | >20
(horizontal, vertical, diagonal) is the winner.
Yarlatlons: 15 | 0125| o= |ows | 1.5
® Fora 24-8 game, place two each of the 2, 4, and 2 cards in the o e Bl Sl R
denominator pile. Use the gameboamds shown in the margin. a3
& Fora 3-6-92 game, place two each of the 3, 6, and 9 cards in the 20 | 0&25| 07 | 0FS | 20
denominator pile. Use the gameboams shown in the margin.
»20 | 0ot | 145 | O i | 220
Multiplicatfon Bull's-eye
1. Shuffle a deck of numbercards (4 each of the numbers 0-9) and place o o
: Y200 = oD = |00
them facedown on the playing surface. 1005 A
2. Player take turm. When it is your tum: B0 | 125 | 2K | T | 19
& FRolla sik=ided die. Look up the tamget range of the poduct in the table. =
O] SR | = | DA 100K
& Take fourcards fom the top of the deck.
# Use the camds to try and form two numbers whose product falk within DO | A2 | TR | | 200K
the target range. Do not use a calculator. P P
2 > 200 o |12 o |20
& Multiply the two numbers on yourcalculator to determine whether o 100
the product Bk within the tamet range. If it does, you have hit the
3 2 . . 3.68 forToc.Toe
bull’seye and score 1 point. F it doesn’t, you <ore 0 points. Gam o
& Sometimes it is impozible to form two numbers whose product falk
within the tamet range. If the happens, you score O points for that turn. 710 | 0ot | 0T |Oort| >10
3. The game ends when each player has had five tums. = = = = =
o3 | 0Z | 0% | 0% | 04d
4. The plyer scoring more points wins the game.
Example: >20| 05 |>10| 08 | >20
Tom mlls a 3, =0 the target mnge of the product & fom 1,001 to 3,000. o | or oz | 0z | 4=
Hetumsovera 5,37, a2, anda?. -
Tom uses estimation to try to form two numbers  [Number T::{Sd T"# 200 parsi | AR | om0
whoswe product falls within the target range, enlie Produd
o o
for example, 97 and 25. 1 500 orlees toond = frnmf e oo
He finds the product on the calculator
Q7 % 25 = 2,425, = cani (e 183K | 222 | IR | 727 | 44
: 3 1,001-3000
Becauswe the product is between 1,001 and SIOPSR! (FEGH, ! W—
3,000, Tom has hit the bulfs-eype and scores 4 3,001-5000
1 point. s | so01-7p00 saix |1 | i | e [1mix
Some other possible winning prodocts fom the K 3
. =) mone ihan 7,000 o o
5, 7,2 and 9 cards are: W, VIO e WA e | 100K

25 % 79,27 % 59,9 % 257, and 2 * 579.
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Vacation Reading with a
Mathematical Twist

Bools can contribute to childrerfs lkkaming by presenting mathematics in 3 combination of
real-word and imaginary contexts. The titkes Isted below were recommended by teachers
who ume fverpday Mathematics in their ch=moms. They are omanized by mathematical
topics ¥t your bcal libmry and check out theze mathematics-related books with yourchild.

Numetation Geometry

The Rajah s Rice: A Mathematical A Cloa for the Dreamer by Aileen Fredman;
folttale from hdia by David Bamy fatland by Edwin Abbott; The Boy o
Operations and Computation Reversed Himsalf by William Skeator
Courxibg o frant by Rod Clement Measurement and Reference Frames

Data and Chance Spaghem' tmd Meat bals fO(Aflv A

fumcm,l b}‘ Chris Yan Alisbulg Mathematical Sml']f by Mantyn BI.II'I'I$

M. Archimedes’ Bath by Pamela Allen

Looking Ahead: Sixth Grade
Everyday Mathematics

MNext yearyourchild will ...

& continue to collect, display, descrbe, and interpret data.

& maintain and extend skills for comparnng, adding, subtracting, multiplying, and
dividing fractions and mixed numbers.

& uze scientific notation to write lamge and small numbers, and explore scientific notation
on a cakulator.

& continue the study of varnables, expresions, equations, and other topics in algebs;
use variables in spreadsheets; and sohe equations and inequalities.

& extend skilk in geometry, incuding constructions, tramformations of figures, and
finding volumes of 3-dimensional fiqures.

& maintain and apply skilk for adding, subtracting, multiplying, and dividing whole
numkbers, decimals, and positive and negative numbers.
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