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Grade 1MATHEMATICS

EssentialsWeek
by

Week WEEK

Look And See1

2

3

4

Brain Teaser
Meg had enough fingernail polish to paint

80 fingernails.  How many hands will be painted?

How many girls had their fingernails

painted?  Draw a picture to help

you find out.

 (1.04)

Nifty Numbers
Place a set of cards containing the numbers 0
through 30 (see Blackline Master) in a bag or
small container. The student will draw three
cards, place the numbers in order, and record
the results.  Place the numbers back in the bag
or container and repeat the process.
Determine the number of examples to record

12
3

1

2

3
4 Let’s Explore

Patterns Galore
Use cereal to experiment with patterns
that can be created.  Choose the group’s
favorite pattern and glue the cereal
around the edge of construction paper.
Use frames to display special work.

                                                        (5.03)

Writing About Math

2 1

Gather a variety of containers for students to
explore capacity with nonstandard measurers.
Use small scoops, deep jar tops, margarine and
topping containers, pots and pans.  Allow
students to estimate, compare, and record their
findings.  Use rice, small beans, water, sand, etc.,
to measure.  Have students make a poster to
record their findings.

The scoops in
detergent are good for this.

( 2.01a, 4.01)

 (1.01d)

 3 red scoops=1 blue pot

Divide the class into two groups.  Have
one group make a list of things that are

certain to happen this week.  Have the other group
make a list of things that are impossible to happen
this week.  Share the lists. the lists can be used as
story ideas in a Writer’s Workshop.

      (4.02)

Have students write a story about two pennies and a
dime.
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Fill the Pot

 (4.01)

Materials:  Rice, measuring tool (detergent scoops,
swish cups, or other containers), larger container,
markers, a set of direction cards.

Number of Players:  Two-three players

Directions:  Estimate how many scoops it will take to
fill the container on the table.  Each child writes their
estimate.  Have the children take turns drawing a card.
If they can correctly answer the problem, they can
move the number of spaces indicated on the card.
Follow the directions on the gameboard to fill the
container.  Move clockwise around the board.  Players
may circle the gameboard more than once.  Tally the
scoops as they are added.  When the container is full,
the person with the closest estimate is the winner.

Lose a
Turn

Start Add 2
scoops

Add 1
scoop

Add 1
scoop Add 2

scoops

Move
back 3
spaces Smile

Add 2
scoops Add 1

scoop

Remove
1 scoop Add 1

scoop

Add
1 scoop Add 1

scoop

Turn
around

3
times

Add
2

scoops

Add 1
scoops

Remove 1
scoop

Move
back 4
spaces

Add 2
scoops
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4 + 1
move 2 spaces

6 + 2
move 1 space

9 + 0
move back  2 spaces

4 + 2
move 2 spaces

7 + 0
move 1 space

9 + 1
move back 2 spaces

5 + 0
move 2 spaces

7 + 1
move 1 space

9 + 2
move back 2 spaces

5 + 1
move 2 spaces

7 + 2
move 1 space

4 + 3
move 1 space

5 + 2
move 2 spaces

8 + 0
move 1 space

3 + 3
move 2 spaces

6 + 0
move 2 spaces

8 + 1
move 1 space

5 + 3
move 2 spaces

6 + 1
move 2 spaces

8 + 2
move 1 space

6 + 3
move back 2 spaces
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2 + 2
move 2 spaces

1 + 3
move 1  space

2 + 0
move back  2 spaces

3 + 3
move 2 spaces

1 + 4
move 1  space

2 + 1
move back  2 spaces

5 + 5
move 2 spaces

1 + 6
move 1  space

3 + 0
move back  2 spaces

1 + 1
move 2 spaces

1 + 7
move 1  space

3 + 1
move 1  space

0 + 1
move 2 spaces

1 + 8
move 1  space

3 + 2
move 2 spaces

6 + 0
move 2 spaces

8 + 1
move 1 space

5 + 3
move 2 spaces

1 + 2
move 2 spaces

1 + 9
move 1 space

4 + 0
move back 2 spaces
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Potpourri
Powerful Grade 1

WEEK
2 1

Finish the pattern

15,   20,   25,   ____,   ____,   40,   ____,   ____

Add or subtract:
                   4   7    8    5    9    6

+ 3 - 3 -  5 + 5 + 1 + 2

  Some numbers are missing.  Write them on this number line.

             13               15                       18                                 22

•

Draw the clock hands.

 7:30

Draw a triangle inside a
circle.

Journal:   Why is it important to be on time?

Fill in the missing numbers from this hundred
board.

 16            18             20

 27           29

 44            46

Name ___________________________________
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Grade 1

To the Teacher WEEK

Mental Math

2 1

1. What number has five tens and six
ones?

2. What is the value of 2 in 28?

3. What comes next?
87, 88, 89, _____

4. Two more than 36.

5. I have three pennies in my left hand and
five nickels in by right hand.  How many
coins do I have in all?

6. When you count by 10’s  what comes after
80?

7. The hour hand is on the four. The minute
hand is on the twelve.  What time is it?

8. What number is next?  19, 18, 17, ____.

Nifty Numbers:
Use a set of cards numbered from 1 to 30. See Blackline Master.  Pick five cards and place the
numbers in order from least to greatest.  Record the numbers.  Continue until all cards have
been used.  Have a friend check your work. (1.01d)

Brain Teaser:
Additional ideas for grouping and counting by 2’s, 5’s, and 10’s...
2’s:   socks on feet, minutes on hands, wheels on bikes, ears on bunnies
5’s:  Bugs on a maple leaf, rings on fingers, mittens on a starfish
10’s:  sticks of gum in a package, candy in boxes, dots on a 10-frame (1.02)

Display a graph which has not been discussed with the class.  Provide
“conversation bubbles” for students to write observations about the graph.  Place
the completed bubbles around the graph and discuss the information posted about
the graph.

 Ask students to bring in old measuring cups and spoons.  Place these materials in a
math/cooking center for individual or group use.  Use picture recipes.  Create a class cookbook.
Keep your clipboard handy for making notations during center time.
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Grade 1MATHEMATICS

EssentialsWeek
by

Week WEEK
2 2

Look And See1

2

3

4

Brain Teaser
Nifty Numbers

Prepare transparencies or flash cards of each 10-
frame (See Blackline Masters).  Discuss the
configuration of the dots for each number.  You
may want students to make a set for themselves.
After working with them a few times, flash a
10-frame on overhead (or show flashcard) for
two seconds and have class respond as a group.
Students can also respond individually by
holding up a corresponding number card,
showing fingers, or writing the numbers.

                                                                 (1.03)

12
3

1

2

3
4

Let’s Explore
Question:  How many steps does it take you to
walk to the door, window, chalkboard, etc.?
Preparation:   Give each student a data sheet with
pictures of the objects and a space to record the
number of steps.  Demonstrate to students how to
walk with one foot directly in front of the other.
Allow groups to walk around and measure.
Question students and allow them to share their
findings.  Encourage them to use comparison
words such as “fewer,”  “more,” and “less.”
Discussion:  Ask why it took fewer steps for some
students to reach the same places.  (Size of foot,
close to object).  Name an object in the room.
Have students decide the student who could get
there in the fewest steps and the one who would
take the most steps.  Have students measure to find
out.                                           ( 2.01a, 2.01b)

The Doorbell Rang by Pat Hutchins.
                                                     (Concrete
graphs)

Patterns Galore
Continue this pattern four more spaces:

■ ■ ++▲ ■ ■ ++▲ ___,   ___,   ___,   ____

Circle the pattern unit.  Write the pattern
unit backwards, then continue this new
pattern.

                                                                (5.03)

Writing About Math

Solve this problem and show your work
with numbers, pictures and words.

Ellen is selling goldfish.  She started

with ten goldfish.  She sold three to

Paul, two to Mary and four to Nicole.

How many goldfish are left?

Who has the most goldfish?

Who has the least?                                                     (1.04)

Use pattern blocks to fill in the shape on Pattern
Block Puzzler in Blackline Master section.
Record the number of each pattern block you
used.  Fill in the pattern a different way three
times and record the number of blocks.

                                                     (3.04)

Write a circus story about: 3 + 2 + 2.

                                                                   (1.04)
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Plus “1”

 (1.01d)

Materials:  One gameboard for two players, number cube; 24 markers
Number of players:  Two
Directions: 1. Players take turns rolling the cube.

2. At each turn the player who rolls adds “one”
to the number of dots on the cube and covers the

            sum on his gameboard.
3. Only one number may be covered at a turn.
            (If the sum is already covered, the player

                                    loses a turn).
4. The first player to cover all sums is the winner.

Note: Students should have counters available to use if they wish.

2      2

3      3

4      4

5      5

6      6

7      7
         Player 1     Player 2

2      2

3      3

4      4

5      5

6      6

7      7
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Potpourri
Powerful Grade 1

WEEK
2 2

Circle the pattern unit.  Make an X to show where a pattern error begins.

▲ ✡ ✡ ▲ ✡ ✡ ▲ ✡ ✡ ▲ ✡ ▲ ✡ ✡ ▲

Write the numeral for each number word.

 seven ___ ten ___ three ___ four ____  zero ___ six ___

•

Write the time.

 ___:___

Draw a hexagon.

How do you know it is a
hexagon?

Journal: Eight birds were sitting in a tree.  Five flew away.  How many
were left?  Draw a picture and write a number sentence in your journal
about this story.

HOW MANY WHEELS TAKE YOU TO
SCHOOL?

1. How did most students get to school?
2. How many more students had four wheels

than two?
3. How many students used no wheels?

 9 + ■  = 10     6    ■          2 + ■  = 9        ■         + 2 = 8
+ ■ +  5  + 1
    8                   9     6

■

Name ___________________________________

             0      2       4
>>

                                                           x     x

                x     x     x

         x     x     x

         x     x     x

x

x
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Grade 1

To the Teacher WEEK

Mental Math

2 2

1. What number comes between 29 and 31?

2. Janice has a mother, a father, and two
brothers.  How many people are in her
family?

3. When counting by tens, what number
comes after 20?

4. How many sides do three triangles have?

5. Thirteen plus one is another name for ___.

6. What comes next 60, 65, 70, ____.

7. What number is missing?
33, ___, 35.

8. What number is spelled n-i-n-e?

Look and See
Explore ways to make a hexagon.  Provide an outline of the hexagon pattern block.  As students
find ways to fill the shape, complete a class chart listing the number of each shape used.  Try to
find all of the different ways to make a hexagon.  Challenge:  Can you find a way to make a
larger hexagon using pattern blocks?        (3.04)

For additional practice on sums to ten, duplicate the Finger Facts workmat for
each student.  (See Blackline Master.)  To practice the sums of 6, use the row that
ends with 6.  Using the index finger of both hands, the student points to the 0 and
the 6 and states, “Zero plus six equals six.”  He then moves both fingers
simultaneously to the next number, moving toward the middle.  Each time a new

pair of numbers is touched, the student states the number fact.  Continue moving toward the
center until all facts are stated:  “One plus five equals six.  Two plus four equals six, Three plus
three equals six.”  With even numbered sums, both fingers will end up on the same number.
(1.03)

 Problem-Solving Strategy:  Making A Table, Chart or Graph
When a problem involves data with more than one characteristic, making a table, chart, or graph
is a very good way to organize the information.  It helps your brain to identify patterns and to
discover any missing data.  Tables help you record data without repeating yourself.  Making a
table or chart is especially useful for certain problems about probability and for some logic
problems.  Sometimes tables and charts are included in your information and you need to read
through them carefully to understand the data you need to solve your problem.  Creating a graph
is also a good way to organize and visualize information.
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Grade 1MATHEMATICS

EssentialsWeek
by

Week WEEK

Look And See
.

1

2

3

4

Brain Teaser
A frog was sitting on number five on a number line.
He hopped backward three spaces.  Then he hopped
forward seven spaces.  What number is he sitting on
now?

Nifty Numbers
Draw a number line with numbers 1-10 written
on lily pads.  Demonstrate adding (subtracting)
on a number line by having a frog jump along
the number line.  (Be sure the frog is facing to
the right).  Provide individual number lines and
“frogs” for students to act out addition/subtrac-
tion stories:  “Mr. Frog was sitting on number
5.  He hopped forward three spaces.  Where did
he land?  Write the number sentence.”

                                                                  (1.04)

12
3

1

2

3
4

Let’s Explore
How many pets do you think you and your
classmates have all together?  Write down your
prediction.  Graph the types of pets owned by your
classmates.

2 3

Patterns Galore
Continue the pattern:  2, 4, 6, 8, 10, 12, ___,
___,___, ___.  Model the pattern using stacks
of Unifix cubes..

Writing About Math

 (1.04)

  (5.03)

Question:  What is the length of  your arm, your
desk, your total height, in popsicle stick units?

Activity:  Using a popsicle stick as a unit, ask
students to estimate the length of their arm, desk
and height.  After the students record their
estimates, allow them to work in partners to
measure.  Remind the students to record each
answer so that they can compare it with their
estimates.  Have children decide whether their
estimates are greater than, less than or equal to, the
real measurement.  Ask the students to look
around the room to find things that are about the
same length as their arm, desk and height.  Use the
popsicle sticks to check.                                 ( 2.01a)

 (4.01)

Write a story about the frog and the number line.
Act it out on the number line before you write your
story.                                                                (1.04)



92

Nutty Buddies

(1.04)

Materials:   Gameboard, 15 Unifix cubes per player, pair of number cubes.

Number of Players:  Two

Directions:  Each player places 15 Unifix cubes on a gameboard (on any number).  Players take
turns rolling cubes and adding.  At a turn player may remove one cube from the sum.  If there is
not cube to take off the gameboard, the player loses a turn.  The player who clears his/her gameboard
first is the winner.

Player 1

          2     3     4

   5     6     7     8

   9    10    11   12

Player 2

   2     3     4

   5     6     7     8

   9    10    11   12
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Potpourri
Powerful Grade 1

WEEK
2 3

Continue the pattern.

80,    70,    60,    50,    _____,     _____,     _____,  _____,  _____.

 5 + 4 = ____  9 - 5 = ____ 6 + 3 =_____

 4 + 5 = ____  9 - 4 = ____ 7 + 2 =_____

Circle the number that is greater:
a) 21, 12 c) 37, 73 e) 12, 2
b) 9, 19 d) 85, 84 f) 49, 50

Write the time one hour later.

     12:30

    ______:______

The last day of last month
was on which day of the
week?

__________________

Journal: The answer is “a sphere.”  What could the question be?
Write two questions.

HOW MANY DOORS IN OUR
HOUSES?

Add or subtract:

Name ___________________________________

  3   4   5   6   7   8   9   10
>>
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Grade 1

To the Teacher WEEK

Mental Math

2 3

1. The number that is 10 more than 52.

2. If I have four tens and no ones, what is
my number?

3. What will be the date three days from
now?

4. What number is two less than 11?

5. What number is spelled s-e-v-e-n?

6. It takes one hour to get to Grandma’s
house.  If I leave at two o’clock, what time
will I get there?

7. What comes next?  26, 28, 30, 32, ___.

8. Start with eight.  Subtract four.
Now add six.  What number do you have?

Look and See
Find out who is the tallest student in your classroom.  How do you know?  Tell what you did to find
out.   (Measurement)

Addition Number Activity
Have the children stand behind their seats.  Count aloud, together, from one to ten.
Children should turn around and face in the opposite direction.  Now count backwards
from ten back to one.  Continue using other groups of numbers, always turning in the
opposite direction when counting back to the starting number. (1.03)

Problem-Solving Strategy:  Act Out The Problem
Some problems are difficult to “see” even if you drew a picture.  For these problems, it can be
helpful to actually act out the problem.  When you role-play with friends or people at home, you
may discover the solution as you act out the problem.  Or you may recognize another strategy that
will help you find the answer.  Sometimes “acting out” a problem can be done with manipulative
materials.  To find the solution to the problem below, become the director and choose your cast to act
this out:

Freddy Frog is at the bottom of the stairs.  He can move up three steps each time he hops.  The pool
is at the top of the stairs.  If Freddy Frog hops five times before he is in the pool, how many stairs
are there to the pool?

Perseverance means that you do not give up easily.  Good problem-solvers try different strategies
when they are stumped and are not discouraged when they cannot find an answer quickly.  They
stick to the task, using all their previous experiences to make connections with what they know and
the problem they are trying to solve.  If something does not work, they discard the unsuccessful idea
and try again using a different strategy.
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Grade 1MATHEMATICS

EssentialsWeek
by

Week WEEK

Look And See
Give each child a sheet of paper that has 50
objects, such as stars, flowers, etc.  See Blackline
Master.  Ask groups of children to circle the
objects by certain numbers (i.e., Tables 1 and 3
circle objects in groups of 2; Tables 2 and 4
circle objects in groups of 5; Tables 5 and 6
circle objects in groups of 10).  When each
group completes the task, have them count
aloud by their assigned number.  Compare
totals.  Does each group have the same total
even though they counted by different num-
bers?

1

2

3

4

Brain TeaserNifty Numbers
Students will use beansticks to model a 2-digit
number that the teacher has named.  The
students will tell the new number that results
from adding 10 (one beanstick).  Use the same
process for subtraction.

12
3

1

2

3
4

Let’s Explore
Provide each student a small bag of M&M’s,  and
three copies of the “Graphing M&M’s Blackline
Master.  Have students estimate the total number of
M&M’s in their package and predict which color has
the most.  After sorting the M&M’s by color,
students will make three types of graphs: real graph
by gluing the M&M’s, pictograph by coloring in the
appropriate number of M&M’s,  and a line plot by
color.  Discuss the results of their estimates and
predicted colors, and discuss likenesses and
differences of each type of graph.  Visit the
marscandy.com website for other interesting M&M
information.

2 4

Patterns Galore
Display a repeating pattern using different
colors of dots.  Have students substitute each
color for a designated sight word.  After
translating the color pattern into a word
pattern, have student read the new pattern.
(What a great way to practice new words!)

Writing About Math

 (1.01e)

 (1.02)

 (5.03)

 (1.04)

 (4.01)

Guess my number:

• It is greater than 6 - 2.

• It is less than 8-2.

• It is less than 3 + 6.

Guess my number:

• It is greater than 9-2.

• It is less than 3 + 6.

In journal, have student write what information he was
trying to find out, how he gathered and displayed the
data, and two things he found out about the
investigation.  (4.01)
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Nifty Fifty

 (1.01e, 1.04)

Materials:  One number cube, Unifix cubes (50 of one color per player).  Students could use
beans and small cups instead of cubes.

Numbers of Players:  Two or three

Directions:  Players take turns rolling the number cube.  Add the number on the cube to four and
collect that number of cubes (the sum).  As cubes are collected, snap into groups of ten.  The
first player to collect 50 cubes is the winner.
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Potpourri
Powerful Grade 1

WEEK
2 4

•

Write the number that comes between:
a) 17, ____, 19 c) 39, ___, 41 e) 46, ___, 48
b) 23, ____, 25 d) 72, ___, 74 f) 89, ___, 91

Draw the clock hands.

                    6 o’clock

Circle the answer:
Which is longer?
a.  your desk or your chair
b.  a pencil or a ruler
c.  a finger or a toe
d.  your leg or your arm

Journal: The answer is “6.”  What could the question be?  Write four
questions.

Fill in the  missing
boxes on the
hundred
board
puzzles.

Make your own ABB pattern.

  ___   ___   ___   ___   ___   ___   ___   ___   ___  ___

 42              44            46

34

66             68

77            79    80

Name ___________________________________

9 - 6 = ____    5 - 2 = ____
  3
- 2

  7
- 6

  10
-   0
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Grade 1

To the Teacher WEEK

Mental Math

2 4

1. Ten less than 58.

2. The sum of 9 + 3.

3. There were five sunny days and two
rainy days.  How many more sunny
days than rainy days?

4. The number of legs on three students.

5. What is the sum of o-n-e plus f-o-u-r?

6. In the number 63, what does the 6 mean?

7. What is ten less than 30?

8. What number plus six equals eight?

Nifty Numbers:
Beansticks are place-value manipulatives that are inexpensive to make.  Ten beans are glued to a
popsicle stick to represent tens.  Single beans represent ones.  To make the beansticks more durable,
squirt a continuous, thick line of glue on top of the beans the entire length of the stick.  When
students make the beansticks themselves, it reinforces the grouping of tens.

Let’s Explore:
Prepare a line plot or pictograph with a title and pictures or words for categories.  Students will
gather information from a predetermined number of friends (no fewer than ten) and record their
responses by drawing pictures or coloring in blocks on the graph.

(Investigation)

Problem Solving Strategy:  Guess and Check
Being a problem solver is something like being a detective!  A detective has to solve
crimes by guessing what happened and checking the guess to see whether it fits the
situation.  For some problems, your best strategy may be to make a guess and then check
to see whether your answer fits the problem.  If not, decide whether your guess was too

high or too low and then make a second “guesstimate.”  A good detective keeps records (usually
some kind of chart) to help see any patterns and to narrow down the possibilities.  You should do this
too.  The results of incorrect guesses can give you valuable clues to the correct solution.  Guess and
then check the solution to this problem:

Bill has 42 marbles to put in boxes.  Each box will hold five marbles.  How many boxes will he
need?


