Nath A dwﬂ'les foc ¥ fAuen cy

Ha i
PPy Counting by Ones Within 10 (4 minutes)
Materials: (T) Rekenrek . |
| {
Strategy, as it relat iti {
es to addition and subtraction. It also directly relates to th .
es to the current

lesson objecti .
Jective. This gam
helps students visyali e may be challenging f
S visual g1or students at fi
Ize numbers and makes it easier for studetn?srs"ct. ,?1 Ly
0 change direction

( ‘g
e e R Pty Ky )

n B LE e @ @S e ke

TS 1
.2 3  (pause) 2 1  (pause) 2 3
4

O

W < 4 C
3 ] {

Shake Those Disks: 6 (7 minutes) () \~ ¢\ (v, d Oe. booos ﬁgcf,_ Lo
) per set of partners, 1 Shake Those

Materials: (S) 6 two-color beans (disks or pennies are also acceptable

Disks boards for each set of partners
ive for Grade 1 of adding and subtracting within 10.

Note: This activity addresses the core fluency object
set of partners 6 two-color beans or counters. Instruct them to take

Break students into partners. Give each

turns as the Shaker and the Recorder. The Shaker shakes the disks and tosses them on the table. The
Recorder then records the roll on the Shake Those Disks graph. (For example, if the Shaker rolled 4 red and 2
white, the Recorder would put an X on the graph above the 4 and 2 number bond.)

Target Practice: 8 and 9 (8 minutes)

Materials: (S) 9 counters and a die
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Note: This activity addresses the core fluency objective for Grade 1.

Break students into partners. Give each set of partners 8 counters. Instruct them to take turns as the Roller
dice. The Target Finder determines the partner to 8. Students may

and the Target Finder. The Roller rolls the
as the target number and then distribute another counter to each

use counters as needed. First, play with 8
set of partners, and practice finding numerical partners to 9.




Slam: Partners to 6 (10 minutes)

Note: This activity addresses the core fluency objective for
Grade 1 of adding and subtracting within 10. In this engaging
context, be sure to help students focus on the mathematics of
this activity.

Tell students to order cards 0-6 on their desks, beginning with
0. Flash a 5-group card and instruct students to slam the card

: with the partner to 6 (students carefully slap the card on the

: table). Tell students to say the partners they found when you
snap, beginning with the card they just slammed (5 and 1 make
6). Then tell them to say it again, beginning with the card you
flashed (1 and 5 make 6). Continue playing until students have
- found all possible partners to 6. Then give them time to play

- the game with partners.

VoV Can also make dordrds 3

73R T BRI Sy

2 i furvins

Materials: (T/): POKL Ccards O- o on 1ncley Capds,

NOTES ON
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When playing games with your
students, provide a variety of ways to
respond. Oral fluency games should be
adjusted for students who are deaf or
students with hearing impairments.
This can be done in many ways
including showing the answer with
fingers, using student boards to write
answers, or using a visual signal or
vibration.
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Sparkle: The Say Ten Way (7 minutes)

Note: By providing students with ongoing practice with counting throughout the year, they build and
maintain their counting skills. This activity also prepares students for work in later modules, as they explore

place value and the importance of 10.

Students stand in a circle. Introduce the counting pattern, start number and end number (“Today we will
count the Say Ten way from 8 to 13.”). You may adjust the number range to fit the size of your class. Before
the game, practice the counting sequence as a group and say, “Sparkle!” after the ending number is said
aloud (“Let’s practice. Eight, nine, ten, ten 1, ten 2, ten 3, Sparkle!”).

Begin the game. Students count around the circle, each student saying one number in the counting

sequence. After the ending number is said (ten 3), the next student says, "Sparkle!" and the following player
sits. Begin again with the start number and continue counting in the same direction around the circle until

only one player is standing.

Students keep counting
around the circle.

1
This player sits s /]

Count On Cheers: 2 More (3 minutes)

Note: This activity supports the connection of counting on by 2 and
adding 2.

Teacher says the number aloud. Students repeat the number,
touching their heads and counting on as they put their fists in the air,

one at a time. Alternately, students can count on with boxing
punches. fiilive six seven
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Count on to find the unknown part in missing addend equations such
as 6+ _=9. Answer, “How many more to make 6,7, 8, 9, and 10?
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Represent put together situations with number bonds. Count on
from one embedded number or part to totals of 8 and 9 and
generate all expressions for each total.
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COMMON CORE MATHEMATICS CURRICULUM © NY Lesson 10 Fluency Activity |

Target Number:

Target Practice

Directions: Choose a target number between 6 and 10 and write it in the middle of the
-1 circle on the top of the page. Roll a die. Write the number rolled in the circle at the

end one of the arrows. Then, make a bull's-eye by writing the number needed to make
your target in the other circle.

= COMMON | Lesson 10: Solve put together with result unknown math stories by

c drawing and using 5-group cards. 1.C.20
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Lesson 23 Problem Set {#Ci)
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Solve add to with change unknown math stories with addition and

Lesson 25:
relate to subtraction. Model with materials and write corresponding 1.G.13
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