place value

* adding and subtracting

to 100 as possible. In fact, is there any way to get
exactly 100 by adding two numbers made from

these six cards?

As students are working on this problem,
circulate and talk to as many as you can
about strategies they are using. After a few
minutes, collect a few solutions on the board.
[Duplicate a blank score sheet on the board.]

Explain the scoring of the game:

Your score for each round is how far your answer
is from 100. Suppose you made 87 and 10:

87 + 10 = 97, and 97 is 3 away from 100, so
your score for this answer would be 3. Suppose
you made 60 and 51: 60 + 51 = [11. How far
away is that from 1007 (11) Your goal is to get
the lowest score, so the score of 3 is better than

this score of 11.

Display another set of digits for students to
work with: “ﬂ“ﬂﬂ”

With this set, there are several ways to make
exactly 100 (83 + 17, 87 + 13,28 + 72,
22 + 78). Once you think students have the
idea of making two numbers that have a sum

near 100, they are ready to play the game.

In Close to 100, one good strategy is to try to
make 9 (90) with the tens digits and 10 with
the ones digits. Students who think this way

are making use of the concept of place value.

Some students may not be accustomed to
thinking about strategies. Instead, they might
pick digits randomly to make numbers and add
them with paper and pencil as they have been
taught. When you talk with these students,
encourage them to estimate mentally before

they do written addition.

he game Close to 100 engages students if? solving mathematical problems in ways that make
sense to them, talking about their work, working with peers, building models of mathematical
situations, relying on their own thinking, andlearning from the thinking of others. Specifically, this
game places emphasis on mathematical thinking and reasoning and, most important, on mental computation. It

is designed for grades 3 and 4; with variations, such as close to 20 or close to 0, it can be used more broadly.

This game is one that children enjoy playing not only at school, but also in informal settings such as math clubs

and at home with family members.
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The game Close to 100 is taken from the unit Mathematical Thinking at Grade 4 of the mathematics curriculum lavestigations

in Number, Data, and Space”, developed by TERC. Copyright 1995 Dale Seymour Publications. Adapted and reprinted with

permission from Dale Seymour Publications. For more information about the /nvestigations curriculum, contact Dale Seymour

Publications, (800) 417-2321, http://www.aw.com.dsp/

Playing the Game

Students arrange themselves in pairs or groups
of three. Each group needs one deck of Numeral
Cards, and each student needs a copy of the
score sheet. [Duplicate a blank score sheet on
a piece of paper and make a copy for each
student.]

. Deal out six Numeral Cards to each player.

2. Use any four of your cards to make two
numbers. Wild Cards can be used as any
numeral. Try to make numbers that, when

added, give you a total that is close to 100.

3. Write these two numbers and their total on

the score sheet.

4. Find your score. Your score is the difference
of your total from 100. If your total is 98,
your score is 2; if your total is 105, your

score is 5.

5. Put the cards you used in a discard pile.
Keep the two cards you didn’t use for the

next round.

6. For the next round, deal four new cards to
each player. Make more numbers that come
close to [00. When you run out of cards,
shuffle the discard pile and use the cards

again.

1. Five rounds make one game. Total your
scores for the five rounds. The lowest

score wins!

Let students play until they understand the

game well enough to teach it to someone else.

Note: Students sometimes limit themselves by
using multiples of ten whenever possible. To
avoid this, you might leave out the Wild Cards
when students first play, or establish a rule

that Wild Cards can’t be made into zeros.
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