

4th Grade Mathematics – Unit 4


Comprehensive Curriculum Assessment Documentation and
Concept Correlation

Unit 4:  The Multiplication Algorithm
Time Frame:  Approximately 4 Weeks

	Big Picture: (Taken from Unit Description and Student Understanding)
· Place value and multiplication can be combined to show the distributive property by using a model.
· Multiplication algorithm can be used to multiply by 1- and 2-digit numbers.
*Graphing should be spiraled throughout curriculum by extending essential activities and Everyday Counts Calendar Math.

	Guiding Questions
	Activities

Essential activities are denoted with an asterisk
	GLEs
	DOCUMENTATION

Documented GLEs

GLES Bloom’s Level

GLEs 

Date and Method of Assessment

Multiply 3 digit 

by 1 digit numbers,

2 digit by 2 digit

numbers, and

divide 3 digit

numbers by 1-digit

numbers, with and

without remainders

(Application)

(focus: Multiply 2
digit by 1

digit numbers,

3-digit by 1
digit numbers)
11

Determine when and how to estimate and when and how to use mental math, calculators, or paper/pencil strategies to solve multiplication and division problems (Application)
13

Solve real-life problems, including those in which some information is not given (Application)
14

Use manipulatives to represent the distributive property of multiplication over addition to explain multiplying numbers (Comprehension)
17

Reflections



	Concept 1: Using the Distributive Property
15. Can students model multiplication of 2-digit by 1-digit numbers?

16. Can students rewrite products as the sum of two products to illustrate the distributive property of multiplication over addition?
	Activity 43: Understanding Multiplication 

GQ 15, 16
	4, 17, 42
	

	
	*Activity 44:  Any Way You Slice It?
GQ 16 
	4, 17
	

	Concept 2: Multiplication of Large Numbers

17. Can students use the multiplication algorithm to solve problems involving 2-digit by 1-digit numbers and 3-digit by 1-digit numbers?

18. Can students estimate products?

19. Can students write number sentences containing a variable for multiplication?
	Activity 45: Catalog Shopping
GQ 17, 18 
	13, 14, 19
	

	
	*Activity 46: What’s Best?

GQ 18
	13, 14
	

	
	Activity 47: Multiplication Target Game GQ 18
	4, 10, 11
	

	
	*Activity 48: Turn the Table
GQ 17 
	10, 11, 13, 16
	

	
	Activity 49: Higher or Lower 

GQ 17, 18 
	11, 13
	

	
	Activity 50: Multiplying Large Number Patterns 

GQ 17, 18
	4, 10, 11, 13, 14, 42
	

	
	Activity 51: Roll to Win Using Multiplication 

GQ 17 
	4, 10, 11
	

	
	Activity 52: Beat the Calculator 
GQ 17, 18
	10, 11, 13
	

	
	Activity 53:  Your Purchase, Please!  
GQ 19
	4, 14, 15
	


Unit 4:  The Multiplication Algorithm

Concept 1:  Using the Distributive Property
GLEs

*Bolded GLEs are documented.

Highlighted area is focus of GLE within this concept.

  4   
Know all basic facts for multiplication and division through 12 x 12 and 144 ÷ 12, and recognize factors of composite numbers less than 50 (Knowledge)
17
Use manipulatives to represent the distributive property of multiplication over addition to explain multiplying numbers (Comprehension)

42       Find and describe patterns resulting from operations involving even and  
            odd numbers (such as even + even = even) (Comprehension)
	Guiding Questions
15.  Can students model multiplication of 2-digit by 1-digit numbers?
16. Can students rewrite products as the sum of two products to illustrate the distributive property of multiplication over addition?
	Assessment Ideas
· Teacher-Made Test

· Activity-Specific Assessment – Activity 44


	Recommended Vocabulary
1.  Digit                    2.  Factor                 3.  Product                 4.  Array                

5.  Strategy               6. Distributive Property
Key Concepts

· Represent whole numbers in various ways including arrays, number words, number lines, and numerical forms


	Harcourt Correlation Resources
· Lesson 11.2 Find products using a model and the Distributive property.  Pages 238A-239


	Resources
· Harcourt text

· Learning Log notebook

· Base ten blocks/grid paper

· Square color tiles


Reading Strategies 

Problem Solving/ Reading Strategies Workbook p. 66 (1-8)

Writing Strategies
Problem Solving/ Reading Strategies Workbook p. 66 (9)

Instructional Activities

Note:  The essential activities are denoted by an asterisk and are key to the development of student understanding of each concept.  Any activities that are substituted for essential activities must cover the same GLEs to the same Bloom’s level.

Activity 43: Understanding Multiplication (CC Unit 4-3) (GLEs 4, 11, 17, 42)

Materials List: base 10 blocks or grid paper, pencil, paper

Provide students with base 10 blocks or grid paper on which they will create rectangular arrays of dots that illustrate multiplication problems.  Have students break the arrays along place value lines.  

For example 3 × 12 would look like the following:






*  *  *  * *  *  * *  *  * |*  *






*  *  *  * *  *  * *  *  * |*  *






*  *  *  * *  *  * *  *  * |*  *

Notice that the array is such that to the left of the vertical lines are the tens and to the right are the ones. There are three rows since the multiplier is 3.  Now, help students to see that     3 × 12 = 3 × 10 + 3 × 2 = 30 + 6 = 36.  Note that the arrays could be broken in other ways.  For example, instead of the array 3 × (10 + 2), 3 × (7 + 5) could have been used.  A discussion could ensue about why it is easier to break the arrays along place value lines.  Repeat this activity with other 2-digit by 1-digit multiplication problems. 
· Students along with the teacher will create a word grid (view literacy strategy descriptions), to help them better understand multiplication. Once the word grid is formed, the students will suggest 2-digit by 1-digit multiplication problems to be used in the grid.  (Students can continue to build the multiplication problems using the Base 10 blocks or draw the corresponding array on grid paper, if needed.)
Example:

	Multiplication problem
	Both factors are even
	Both factors are odd
	One factor is even and one factor is odd
	Another way to break this multiplication problem 
	The product is even.
	The product is odd

	5 x 26
	
	
	   X
	(5 x 20) + (5 x 6)
	     X
	

	8 x 12
	     X
	
	
	(8 x 10) + (8 x 2)
	     X
	

	15 x  6
	
	
	   X
	(10 x 6) + (5 x 6)
	     X
	


 *Activity 44:  Any Way You Slice It!  (CC Unit 4-4) (GLE:  17)

Materials List: grid paper/ square tiles, pencil

Students will use square color tiles or centimeter grid paper to illustrate various ways to compute a multiplication fact.  Assign each pair of students a product such as 4 × 5.  Students will create a rectangular array with the tiles or on the grid paper and then determine all of the different ways to make two rectangles by drawing a line through the original rectangle.  For 
[image: image1.wmf]45

´

, students could create two rectangles one of which is 4 × 2 and the other 4 × 3.  Thus,  4 × 5 = 4 × 2 + 4 × 3.  Students should write the individual products in the arrays.  Repeat this activity with several products. 
	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	20


  4 x 5
20 squares      




8 squares + 12 squares = 20 squares
	
	

	
	

	
	

	
	8


4 x 2 
8 squares

	
	
	

	
	
	

	
	
	

	
	
	12


4 x 3

12 squares

[image: image3.jpg]



PLATO Instructional Resources
	GLE
	Topic
	
	Level
	Module
	Activity

	4
	multiplication
	Prerequisite
	C
	Number Operations: Multiplication 
	all

	
	
	On level
	D-E
	
	all

	
	
	Enrichment
	F-I
	
	choose

	
	 
	 
	 
	 
	 

	
	Division
	Prerequisite
	 
	Number Operations: Division
	 

	
	
	On level
	D-E
	
	divide 1-9

	
	
	Enrichment
	F-I
	
	choose

	17
	Distributive property
	 
	 
	not found
	 

	42
	Patterns involving even/odd comb
	 
	 
	not found
	 


General Assessments
· Maintain portfolios containing samples of student’s work.

· Record anecdotal notes on students as they complete tasks.

· Give prompts such as the ones that follow, and have students record their thoughts in their personal math journals.

· Explain how you can use 10 x 6 to solve 12 x 6.

· Write a story problem that shows it would be easier to multiply than to add.

· Write a story to illustrate the property of multiplication we used in class today.   (This can be repeated for Distributive Property, Commutative Property, Associative Property, Zero Property, and Identity Property.)

Unit 4: The Multiplication Algorithm

Concept 2:  Multiplication of Large Numbers

GLEs
*Bolded GLEs are documented.

Highlighted area is focus of GLE within this concept.

4        
Know all basic facts for multiplication and division through 12 x 12 and 
                     
 144 ÷ 12, and recognize factors of composite numbers less than 50.  

                      
(Knowledge)

10       
Solve multiplication and division number sentences including interpreting 

                       
remainders. (Application)
            11        Multiply 3-digit by 1-digit numbers, 2-digit by 2-digit numbers, and 
            divide 3-digit numbers by 1-digit numbers, with and without 
            remainders (Application)
                      (focus: Multiply 3-digit by 1-digit numbers
13
Determine when and how to estimate and when and how to use mental math, calculators, or paper/pencil strategies to solve multiplication and division problems (Application) 
14
Solve real-life problems, including those in which some information is not given (Application)
15
Write number sentences or formulas containing a variable to represent real-life problems (Synthesis)

16
Write a related story problem for a given algebraic sentence (Synthesis)

19
Solve one-step equations with whole number solutions (Application)


42
Find and describe patterns resulting in operations involving even and odd 

                        numbers (such as even + even = even)  (Comprehension)
	Guiding Questions
17. Can students use the multiplication algorithm to solve problems involving 2-digit by 1-digit numbers and 3-digit by 1-digit numbers?
      18. Can students estimate products?

      19. Can students write number sentences    

            containing a variable for multiplication?

	Assessment Ideas
· Teacher-Made Test
· Activity-Specific Assessment:  Activity 45
· Activity-Specific Assessment:  Activity 50
· Activity-Specific Assessment:  Activity 53
· 

	Recommended Vocabulary
                 1.  Estimation                     2.  Variable                      3.   Computation      
Key Concepts
· Apply a knowledge of basic math facts and arithmetic operations to real-life situations up to a 3-digit number by 1-digit number with regrouping



	Harcourt Correlation Resources
· Lesson 9.3 Write and evaluate expressions and equations with variables.  Pages 188A-191.
· Lesson 10.2 Estimate products by using rounding and compatible numbers.  Pages 216A-217
· Lesson 10.3 Multiplying 2-digit Numbers.  Pages 218A-221

· Lesson 10.4 Multiply 3-digit and 4-digit numbers by 1-digit numbers.  Pages 222A-225 

· Lesson 10.5 Multiply numbers with zeros by 1-digit numbers.  Pages 226A-227
· Lesson 11.3 Write products of 2-digit whole numbers by multiples of ten.  Pages 240A-241

· Lesson 11.4 Estimate products by rounding factors.  Pages 242A-243 
· Lesson 12.1 Multiply 2- Digit Numbers. Pages 252A- 255
	Resources
· Harcourt text

· Learning Log notebook

· Calculators 
· BLM
· Toy store ads
· Number cube

· Overhead Projector Calculator

· Multiplication flashcards

· Books,  Anno’s Mysterious Multiplying Jar by Mitsumasa Anno
· Catalogs or circulars
· Index cards with items and prices of items

· Box

· Index cards with scenarios

· Index cards with mult. problems


Reading Strategies 

Problem Solving/ Reading Strategies Workbook p. 54 (1-8)

Writing Activities
Problem Solving/ Reading Strategies Workbook p. 54 (9)

Instructional Activities

Note:  The essential activities are denoted by an asterisk and are key to the development of student understanding of each concept.  Any activities that are substituted for essential activities must cover the same GLEs to the same Bloom’s level.
** For this concept, teacher must use four of the eight activities listed.

Activity 45:  Catalog Shopping (CC Unit 3-10) (GLEs:  13, 14, 19)  

Materials List: catalog, book club order, or grocery/department store circulars, Catalog Shopping BLM, pencils
Students work in small groups to place an imaginary order from a catalog, book club order, or grocery/department circular.  They will use the Catalog Shopping BLM to order ten items, spending no more than $25 and no less than $20.  Students should use estimation to determine if their “order” meets the prescribed criteria before completing the actual order. This activity has an even greater effect if the students are placing real orders, such as items for the school store or a classroom book order.

*Activity 46:  What’s Best? (CC Unit 3-11) (GLEs:  13, 14)
Materials List: index cards with items and the price of the items glued on the cards, box, calculator 

Prepare index cards with items and the items’ prices glued on them ahead of time and place the cards in a box.  One student will then select a card.  They will use that card to play professor know-it-all (view literacy strategy descriptions). Another student will be chosen to be the “professor.” Professor know-it-all will either be asked (1) to give the exact amount or  the estimated cost for buying several items at the given price; or (2) to give the exact amount or the estimated unit price when given the total cost of several of the same items.  The “professor” will then 

· state if the actual answer or the estimated answer would be best (easiest to figure out) 

· state the actual or estimated answer 

· explain how they figured out the answer. 

Students may use calculators to check the Professor Know-It-All’s answers for accuracy.

Example:  Student 1 draws this card and asks “The Professor” to give the actual or estimated cost of buying 6 suckers.     

	Sucker---36¢


The “professor” states, “It’s best to give an estimated answer.  The answer is $2.40.  I got my answer by rounding 36¢ to 40¢ and multiplying by 6.

Activity 47: Multiplication Target Game (CC Unit 4-2) (GLEs 4, 10, 11)

Materials List: Multiplication Target Game BLM, pencil, calculators, 

Two students play this game using the Multiplication Target Game BLM.  Select a 3-digit target number.  Players take turns choosing two factors they think will result in a product close to the target number. Calculators are used to check their guesses, and the result is recorded as either “too high” or “too low.”  The winner is the student who finds two correct factors or the one who guesses closest to the target number.  This game can be adapted to use constant factors. (Play this game several times.) Closely monitor groups to ensure that the students are writing their guesses first and then using the calculator.
	Target Product: 192

	Turn
	Factors
	Product
	Difference Too High
	Difference Too Low

	1
	      12 × 12
	  144
	
	  48

	2
	      12 × 18
	  216
	    24
	

	3
	           ×
	
	
	


*Activity 48: Turn the Table (CC Unit 4-8) (GLEs 10, 11, 13, 16)

Materials List: index cards with scenarios, paper, pencil, calculators 

Student groups will create a math story chain (view literacy strategy descriptions) that can be solved by the given multiplication problems.  Put students into cooperative groups of three students.  Give each group a selection of multiplication statements that include 2-digit by 1-digit or 3-digit by 1-digit problems along with a group scenario.  (They may choose to use the scenario and multiplication statements given or they may create their own following the above guidelines.)  Use some problems that lend themselves to mental math techniques, some to the use of a calculator, and some to paper and pencil.  Once the stories are created, groups will exchange their work with other groups and solve the story problems.  Solutions should contain the multiplication sentence and the computation technique used. That is, students will indicate whether they used mental math, calculators, or paper and pencil to do the computations.  A discussion about the computational method could be held.  (Key focus on 2-digit by 1-digit and 3-digit by 1-digit problems.)
Example:       
Group 1 is given the scenario that they are putting together a fourth grade party, and they are to incorporate these multiplication statements 48 x 2 = X, 16 x 12 = X, 103 x 50 = X.   Student 1 begins by saying that 2 schools will take part in the party.  Each school has a total of 48 students.  How many fourth graders will participate? (He uses mental math for this part of the story because some students may be absent or more students may enroll. He thinks 50 x 2 is 100 and says, “There will be about 100 students at the party.)  

Student 2 says there are 16 tables.  He wonders if there will be enough room for everyone to sit down and have some seats leftover for guests.  Twelve students can sit at each table.  There are 16 tables. (He uses a calculator to decide---16 x 12 = 192 seats.  He says, “There is more than enough room for everyone to sit down.”)  Student 3 says to help pay for the party, each student and teachers would collect cans to be recycled and the money received would go towards the party. (She writes, there are 103 people who will participate, if each of them collects 50 cans, that would be 103 x 50 = they will have 5,150 cans. 

Activity 49: Higher or Lower? (CC Unit 4-9) (GLE 11, 13)

Materials List: index cards with multiplication problems, calculators, paper, pencil

Prepare several multiplication problems using a 2 digit by 1 digit or a 3 digit by 1 digit on index cards.  Write an estimated answer on the card. Then choose one student to come up to be “The Professor” to play professor know it all  (view literacy strategy descriptions). “The Professor” will draw a card.  He will write the multiplication problem on the board.  Then he will read the answer on the card.  He will then say if the given answer is higher or lower than the exact answer.  The class will use paper/pencil, mental math, or the calculator to check for the correctness of his answer. Include several cards where the exact answer can be found using mental math strategies.  Include several exercises where the computation strategy would require using a calculator.  Have students compare the strategies for exact computations.  Engage students in a discussion about when the appropriate calculation strategy may be a calculator, mental math, or paper/pencil. (This game should be played more than once.)  

For example, “The Professor” pulls the following card:   

	    345

 x     2
Answer: 600


He writes the problem on the board and says, “The answer is 600 on the card.  I think that answer is lower than the exact answer because 300 x 2 would be 600.  345 is more than 300, so the exact answer is higher. 

Activity 50: Multiplying Large Number Patterns (CC Unit 4-5) (GLEs 4, 10, 11, 13, 14, 42)

Materials List: Anno’s Mysterious Multiplying Jar, pencils  
Read the story, Anno’s Mysterious Multiplying Jar by Mitsumasa Anno, and have the students listen to it - stop after reading the question: "But how many jars were in all the boxes together?"
. Have the students estimate the answer to the question and write it down.

a. Re-read the story, but this time have the students take notes using split-page notetaking (view literacy strategy descriptions) and calculators to compute what will happen in each step of the story as things multiply. They should list one island, two countries, three mountains, four walled kingdoms, etc. By asking how many total mountains (1 x 2 x 3 = 6), and how many total walled kingdoms, etc. (1 x 2 x 3 x 4 = 24), they should recognize the pattern.

b.  They can record their findings and discuss the patterns that develop.

Example: 

	1 mountain, 2 walled kingdoms
	1 x 2 = 2

	1 mountain, 2 walled kingdoms, 3 __________ 
	1 x 2 x 3 = 6

	1 mountain, 2 walled kingdoms, 3 ___________, 

4 _____________     
	1 x 2 x 3 x 4 = 24


Teacher note:  What is created through the multiplication pattern in this book is called factorials.  The students do not need to learn this term, but for the high achievers, an explanation of factorials follows:    
The factorial of a number is the product of all the whole numbers, except zero, that are less than or equal to that number. For example, to find the factorial of 7, you would multiply together all the whole numbers, except zero, that are less than or equal to 7. Like this: 7 x 6 x 5 x 4 x 3 x 2 x 1 = 5,040  The factorial of a number is shown by putting an exclamation point after that number. So, 7! is a way of writing “the factorial of 7” (or “7 factorial”).  Here are some factorials: (1! = 1 = 1)   (2! = 2 x 1 = 2)   (3! = 3 x 2 x 1 = 6)   (4! = 4 x 3 x 2 x 1 = 24) 
(5! = 5 x 4 x 3 x 2 x 1 = 120)   (6! = 6 x 5 x 4 x 3 x 2 x 1 = 720)   (7! = 7 x 6 x 5 x 4 x 3 x 2 x 1 = 5,040)    (8! = 8 x 7 x 6 x 5 x 4 x 3 x 2 x 1 = 40,320)

Activity 51: Roll to Win Using Multiplication (CC Unit 4-11) (GLEs 4, 10, 11)

Materials List: number cubes, paper, pencil, calculator

This game is played with a partner.  Partner 1 rolls a number cube (dice) and records his number.  He then rolls again and records that number.  The numbers are then multiplied.  Partner 2 uses the calculator to check Partner 1’s answer.  The partners then change roles, and the activity is repeated.  The person with the largest product wins that round. Practice multiplication for 2-digit by 1-digit by rolling two number cubes to generate two digit factors and one cube to generate one digit factors.
*An extention of this activity would be to determine if the products are odd or even.  Keep tallies of these answers and create a graph showing the comparisons of each partners even and odd answers.
Activity 52: Beat the Calculator (CC Unit 4-12) (GLEs 10, 11, 13) 
Materials List: overhead calculator, overhead pens

The class is divided into two groups.  A player from each group comes up to the front of the room.  One student will be assigned to use the overhead projector calculator.  The other student will have to use mental math (rounding to the nearest ten or nearest hundred) to compute the problem. 

The game begins when the teacher shows the players an index card with a multiplication problem on it.  (Start with 1-digit by 1-digit problems and progress to 2-digit by 1-digit problems.) The person with the calculator must type the actual numbers in the computer and get the exact answer.  The person using mental math only needs to write down the estimated answer.

The first person that writes the correct answer (exact answer for the calculator side or estimated answer for the mental math side) wins a point for his team. 

Rotate which team uses the calculator and which team uses mental math. This game helps students understand that mental math is a quick way of getting an answer.  It can even beat a calculator. Have students brainstorm to think of situations when an estimated answer may be all that is needed.  

Teacher Note:  Use discretion with this activity in order to avoid situations in which this might be embarrassing to students.

Activity 53:  Your Purchase, Please! (CC Unit 4-10) (GLEs:  4, 14, 15)

Materials List: toy store ads, pencil, paper   
Give students toy store ads.  Have them round the cost of each toy to the nearest whole dollar amount.  Guide the students through the process of making toy purchases when more than one of a given toy is bought. Have students write number sentences using a missing factor that illustrate purchases at the toy store.  

Example: 
[image: image2.wmf]312

m

´=

 could illustrate the situation of buying three of the same items for a total cost of $12.  In the example, 3 x m = 12, the students need to understand that they have to actually find a toy’s price (m), multiply it by 3 and get the answer of $12.  Have students continue to write algebraic equations that illustrate the various scenarios given that involve the use of multiplication due to purchasing several of the same items.


PLATO Instructional Resources
	GLE
	Topic
	
	Level
	Module
	Activity

	11
	mult. 3 digit by 1 digit, 2 digit by 2 digit 
	On Level
	D
	Number Operations: Multiplication
	all

	
	
	
	E
	
	all up to 3 digit by 1 digit

	
	
	Enrichment
	F-I
	
	choose

	
	divide 3 digit by 1 digit with and without remainders
	On Level
	D-E
	Number Operations: Division
	all

	
	
	Enrichment
	F 
	
	2 digit by 1 digit, 3 digit by 1 digit

	
	
	
	G
	
	up to 5 digit by 1 digit

	
	
	
	H-I
	
	whole numbers

	10
	Mult and div number sentences
	
	
	See GLE 4
	

	13
	prob solving strategies
	On Level
	D-E
	Number Operation Multiplication
	estimating products

	
	
	Enrichment
	F-I
	
	estimating products

	
	
	Enrichment
	G-I
	Number Operation Division
	estimate quotients

	14
	solve real life problems
	 
	 
	not found
	 

	15
	number sent with variables
	 
	 
	not found
	 

	16
	write a story for given algebraic sentence
	 
	 
	not found
	 

	19
	Solve one step equations
	
	
	See GLE 4
	

	42
	Patterns involving even/ odd comb
	
	
	Not found
	


Name/School_________________________________
Unit No.:______________

Grade            ________________________________
Unit Name:________________

Feedback Form

This form should be filled out as the unit is being taught and turned in to your teacher coach upon completion.
	Concern and/or Activity Number
	Changes needed*
	Justification for changes 

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	


* If you suggest an activity substitution, please attach a copy of the activity narrative formatted like the activities in the APCC (i.e. GLEs, guiding questions, etc.).

Activity-Specific Assessment:


                                 


 Activity 44: Assign each pair of students a large 1-digit by 1-digit multiplication fact to solve. The students will show how smaller arrays can be used to make it easier to find the product of a more difficult multiplication fact. Display the solution arrays to be used as a reference by other students.  


 


Example:  8 x 7 = could be displayed as                      





                                5 x 7=35
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            +      3 x 7=21


                    8 x 7=56


                                      























Activity-Specific Assessment:


(optional)


Activity 45: 


Score 3---Project was successfully completed. There was evidence that all members were actively involved.


Score 2---Project was successfully completed but all members were not actively involved.


Score 1---Project was attempted but not successfully completed. All members were not actively involved.


Score 0---Project was not attempted.











Activity-Specific Assessment:


(optional)


Activity 50: The students will be given several 2-digit by 1-digit or 3-digit by 1-digit multiplication problems.  They will determine the estimated answer by using mental math, then state if the actual answer is higher or lower.  Next, they will work the problem using paper and pencil.  They will then exchange papers and use calculators to check for accuracy.








Activity-Specific Assessment:


(optional)


Activity 53: The students will take a Virtual Shopping Trip.  Have students choose a group of people they would like to buy things for, e.g., family, ball team, classmates.  Determine what that factor is and find advertisements for ten items that include unit prices.  Ask them to write a story problem with correct multiplication sentences for each of the ten items to determine cost for the group for each item, and determine the total cost of the virtual shopping trip. 


Example: 


My birthday will be in a few days.  I have invited all 20 children in my class to come.  My mom says I will have to help get things ready, for my big celebration.  I want to give each person a bag of party favors but my mom says I can’t spend too much money.  I will have to find some inexpensive things to fill my bags.  I found some smiley face pencils that are 10 cents a piece.  If I buy 20 of them that would be 20 x 10 = $2.00.  I also found some small yo-yos that cost 4 for $1.50.  I would need to buy 5 packs at $1.50 a pack, or 5 x $1.50 = $7.50 (Child may continue with added ideas.)
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