FOUR THE WIN

TRY IT

Provide a 2x2 game board with one matching pair, one
unmatched element, and one blank space. Have

students identify the match and create an element to
complete the other match.

WHY TRY IT?

® Encourages students to look across representations
® Focuses attention on mathematical structure

® Promotes creativity through student-generated matches

10+27 10427 27-10 | 10+27

WE NEED
TO CREATE A

Rory ate 10 chips.

When he started
he had 27 chips.

How many does
he have now?

MATCH FOrR

2ory ate 10 chips.
When he started
he had 27 chips.

How ma 3
he ha

Kory had 10 chips
and then 3oz‘
27 more chips.

Rory ate 10 chips.
When he started
he had 27 chips.

How mai S

he ha

TWO OF
THESE THREE THINGS
MATCH MATHEMATICALLY.
FIND THE ONE THAT
DOESN'T MATCH AND
CREATE ITS MATCH.

N N

E TEACHER NOTES

Students can complete the game board independently or in groups. The task becomes more

engaging when multiple valid answers are possible for the missing space. Clearly define the
types of mathematical objects students may use when creating new matches.

@ When you make a game board, make sure one of the elements is definitel
CAUTION ity ; Y

separate from the two that match.
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