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E0+8)509 U0+,):1*0+509:  E::,015*; <8,:15/0:  I0+5>*1/): 
     
  *hat are some ways to 

organi8e data: 
 ;.3.1.1 gather and organi8e data from a 

variety of sources. 
     
  Aow can the elements of 

a graph help people to 
understand and to 
interpret the data: 

 ;.3.%.1 organi8e and display data using 
tables, pictographs, and bar graphs 
using appropriate scales, e.g., one 
symbol eFuals 100 units. 

     
Organi8ation of 
information shows 
relationships. 

 Aow does changing the 
scale affect how data is 
communicated: 

 ;.3.3.1 interpret and compare data 
from tables, pictographs, and bar 
graphs. 

     
    1.3.1.1 identify, describe, eHtend, and 

create a variety of non-numeric 
patterns. 

  Aow can the neHt step in 
a pattern be found: 

  

    1.3.1.% identify, describe, eHtend, and 
create a variety of numeric patterns. 

     
6.3.K.% subtract two- and three-digit 
numbers with regrouping. 

FleHible methods of 
computation involve 
grouping numbers in a 
variety of ways. 

 *hat strategies can be 
used for finding sums 
and differences: 

 

 

     
    6.3.K.K estimate sums and differences 

of whole numbers less than 1,000. 
     
    6.3.1.3 eHpress three- and four-digit 

numbers in eHpanded notation. 
The base 10 number 
system is based on groups 
of ten. 

 *hat strategies can be 
used to read and 
compare large numbers: 

  

    6.3.1.1 read and write the word names 
for numbers to 10,000. 

     
    6.3.%.% compare and order whole 

numbers through 10,000. 
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E0+8)509 U0+,):1*0+509: 

  
E::,015*; <8,:15/0: 

  
I0+5>*1/): 

     
    ;.;.%.1 organi8e and display data in a 

variety of ways, including line plots and 
line graphs. 

  Aow does the type of 
data influence the 
choice of graph: 

  

    ;.;.%.% discuss the appropriateness and 
inappropriateness of various data 
displays as they relate to the type of data 
and the purpose of the display. 

*hat kinds of Fuestions 
can be answered using 
different data displays: 

The type of data 
determines how data sets 
can be organi8ed, 
displayed, and analy8ed. 

 

 

  

    ;.;.3.1 analy8e and interpret line plots, 
line graphs, and circle graphs. 

     
  In what ways can sets 

of data be represented 
by statistical measures: 

 ;.;.;.1 determine and distinguish among 
mean, median, mode, and range using 
concrete materials. 

     
    6.;.1.% use place value through millions. 
     
#lace value patterns are 
repeated in large numbers. 

 Aow are place value 
patterns repeated in 
large numbers: 

 6.;.1.1 read and write numbers less than 
one million and more than one hundred 
using standard and eHpanded notation. 

     
    6.;.%.1 model and identify the place 

value of each digit in whole numbers that 
are less than one million and greater than 
one hundred. 
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 *hen is an estimate 

more appropriate than 
an actual 
measurement: 

Standard units provide 
common language for 
communicating 
measurements. 

 

 

 3.3.3.1 ,:15@*1, *0+A/) @,*:8), 
;,091B C50>B,:D E,,1D F*)+:D 
>,015@,1,):GD weight Pgrams, 
kilograms, ounces, poundsQ, time 
Pminutes, hours, days, weeks, months, 
yearsQ and capacity Pcups, pints, 
Fuarts, gallons, litersQ. 

     
 Aow are units of 

measurement related: 
 3.3.3.% convert between inches, feet, 

and yards. 
    

 

 Aow are area and 
perimeter different: 

 3.3.;.1 8:, ;,091B, capacity, weight, 
temperature, and time 1/ :/;H, 
3)/I;,@:J 

     
  *hy is area measured 

in sFuare units: 
 3.3.3.3 model the concepts of area and 

perimeter using concrete materials, 
nonstandard and standard units. 

     
#erimeter is a one-
dimensional measure 
P#erimeter surroundsQR 
Area is a two-dimensional 
measure PArea coversQ. 

 *hat strategies can be 
used to find area and 
perimeter of a shape or 
a region: 

  

    3.3.3.; ,:15@*1, *0+ >/801 1/ E50+ 
3,)5@,1,)D *),*D and volume /E 
E598),: *0+ ),*;KL/);+ /IM,>1:J 

  Aow could two 
different shapes have 
the same area or the 
same perimeter: 
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E0+8)509 U0+,):1*0+509: 
  

E::,015*; <8,:15/0: 
  

I0+5>*1/): 
     
  *hat tools and units 

are used to measure the 
attributes of an obTect: 

 3.;.%.1 use standard units Pyards, meters, 
and other unitsQ to measure obTects. 

     
3.;.;.1 use perimeter, area, volume, and 
elapsed time to solve problems. 

The perimeters, areas, and 
volumes of rectangular 
obTects depend on their 
dimensions. 

 Aow can patterns be 
used to determine 
standard formulas for 
area and perimeter: 

 

 

     
  Aow are perimeter, 

area, and volume 
related: 

 3.;.3.1 develop and use formulas to 
solve problems involving perimeters and 
areas of rectangles, including sFuares. 
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E0+8)509 U0+,):1*0+509:  E::,015*; <8,:15/0:  I0+5>*1/): 
     
    6.3.;.% write a story problem that 

models a mathematical eHpression. 
     
    6.3.;.; write a mathematical 

eHpression that models a story 
problem. 

  *hat is the 
relationship among 
factors, products, and 
Fuotient: 

  

    6.3.6.1 model and use the identity 
and commutative properties for 
addition and multiplication to solve 
problems. 

     
    6.3.6.% eHplain and apply the concept 

of inverse operation as it relates to 
multiplication and division. 

     
   

Aow can models for 
multiplication be 
used to divide: 

 6.3.K.; model and eHplain division in 
a variety of ways, including repeated 
subtraction, rectangular arrays, and 
by its inverse relationship to 
multiplication. 

     
Multiplication and division 
are inverse operations. 
 

   6.3.K.3 model and eHplain 
multiplication in a variety of ways, 
including rectangular arrays and skip 
counting. 

     
  *hat strategies can 

be used to learn basic 
multiplication and 
division facts: 

 6.3.;.1 develop, use, and eHplain 
strategies to multiply and divide 
multiplication and division fact 
families. 

     
    6.3.;.3 demonstrate mastery of  

multiplication facts for 0, 1, %, K, 10. 
     
    6.3.U.1 use a variety of strategies to 

solve simple multiplication and 
division problems. 

     
  *hat strategies are 

used to estimate 
products and 
Fuotients: 

 6.3.K.1 select appropriate methods of 
computation for given situations 
including the use of technology. 

     
    6.3.U.% use estimation techniFues to 

determine solutions to problems with 
whole numbers. 
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1.;.3.1 use variables in open sentences.   *hy are variables 
used: 

 
 

     
Number patterns and 
relationships can be 
represented using variables. 
 

 *hat strategies can 
be used to solve for 
unknowns in 
algebraic eFuations: 

 1.;.3.% solve for the unknown in an 
eFuation with one operation using whole 
numbers. 

     
    1.;.1.1 generali8e a pattern by stating a 

rule. 
  Aow can a pattern be 

generali8ed: 
  

    1.;.1.% complete a function Pone-stepQ 
table using a given rule. 

     
    1.;.%.1 write numeric eHpressions in 

eFuivalent forms using the commutative 
and associative properties. 

  Aow are parentheses 
used in numeric 
eHpressions: 

  

   6.;.6.1 simplify numeric eHpressions 
involving parentheses. 

#roficiency with basic facts 
aids in estimation and 
computation with larger 
and smaller numbers. 

    

   6.;.3.1 find multiples of numbers.  
   

6.;.3.% find factors of numbers.   
*hat strategies aid in 
mastering 
multiplication and 
division facts: 

 
 

   6.;.;.1 demonstrate mastery of 
multiplication and division fact families. 
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    %.3.1.% identify, describe, and 

classify common three-dimensional 
geometric obTects Pincluding cube, 
rectangular prism, pyramid, prism, 
sphere, cone, cylinderQ and relate 
them to their two-dimensional 
counterparts PsFuare, rectangle, 
triangle, circleQ. 

  Aow are one, two, or 
three-dimensional 
shapes described and 
classified: 

  

    %.3.1.1 identify, describe, and 
classify polygons, including 
pentagons, heHagons, and octagons. 

A three dimensional figure 
can be analy8ed in terms of 
its two-dimensional parts. 

    

    %.3.3.1 draw geometric figures using 
tools and technology. 

     
    %.3.3.% construct with blocks a solid 

to match a given picture or model. 
     
  *hat makes one 

angle different from 
another: 

 %.3.%.1 identify right angles in 
geometric figures or in the 
environment. 

     
  Aow are geometric 

properties used to 
solve problems in 
everyday life: 

 %.3.%.% determine whether angles 
found in geometric figures and in the 
environment are greater than, eFual 
to, or less than a right angle. 

     
  *hat strategies can 

be used to check for 
symmetry: 

 %.3.;.% identify, describe, and 
represent symmetry of geometric 
figures and real-world obTects. 

     
Changing the position of an 
obTect does not affect its 
attributes. 

 *hat strategies can 
be used to check for 
congruency: 

 %.3.K.1 identify, describe, and 
represent congruency of geometric 
figures and real-world obTects. 

     
    %.3.;.1 describe and represent slides, 

flips, and turns using pictures and 
simple obTects. 

  In what ways can the 
position of geometric 
figures be changed: 

  

    %.3.3.3 recogni8e a three-dimensional 
obTect from different perspectives. 
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  Aow are angles 
classified: 

 %.;.%.1 identify, classify, and sketch 
acute, right, and obtuse angles and relate 
them to real-world eHamples. 

     
ObTects can be described 
and compared using 
geometric attributes. 

Aow can obTects be 
represented and 
compared using 
geometric attributes: 

 

 

 

 %.;.1.1 use manipulatives, pictorial 
representations and appropriate 
vocabulary Psides, angles, edges, vertices, 
and facesQ to identify and describe the 
attributes of solid figures. 

     
    %.;.3.% draw circles, triangles, and 

Fuadrilaterals, given their dimensions. 
     
    %.;.1.% identify parallelism and 

perpendicularity of geometric figures and 
real-world obTects. 

     
%.;.3.1 identify, draw, label, and describe 
points, lines, line segments, and rays. 

  Aow are points, lines, 
line segments, rays, 
and angles related: 

 

 
     
A transformation is a 
specific movement of an 
obTect. 

 *hat are translations, 
rotations, and 
reflections: 

 %.;.;.1 identify and describe 
transformations:  translations PslidesQ, 
reflections PflipsQ, and rotations PturnsQ. 
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E0+8)509 U0+,):1*0+509:  E::,015*; <8,:15/0:  I0+5>*1/): 
     
    6.3.1.% represent fractions and miHed 

numbers using numerals and a variety of 
models. 

     
Fractions can be compared 
using a variety of models. 

  6.3.%.1 identify eFuivalent fractions using 
models and pictures. 

    

Aow can fractions be 
modeled using 
numerals, regions, 
sets, and number 
lines: 

  

 

 1.3.;.1 plot points to represent whole 
numbers and fractions with denominators 
of %,3, and ; on a number line. 

     
*hy is it important 
to represent currency 
amounts in different 
ways: 

  

 

 6.3.K.6 identify, name, compare, and 
determine the value of a given set of 
currency through one hundred dollars and 
use this knowledge to solve problems, 
including adding and subtracting money 
and counting change. 

     
Currency amounts can be 
grouped and eHchanged to 
solve problems. 

  6.3.K.U solve addition, subtraction, and 
simple multiplication and division 
problems using money. 

  

*hat are some 
strategies for 
calculating with 
money:   

    6.3.K.1 select appropriate methods of 
computation for given situations 
including the use of technology. 

     
6.3.K.8 multiply and divide multi-digit 
numbers by one-digit numbers. 

Strategies for 
multiplication and division 
are based on place value 
concepts. 
 

 Aow can knowledge 
of place value help 
with multiplication 
and division of large 
numbers: 

 

 

    1.3.%.1 represent relationships of 
Fuantities in the form of mathematical 
eHpressions, eFuations, or ineFualities PZ, 
-, [, \, ], H, ^Q. 

     
   1.3.%.% solve problems involving numeric 

eFuations or ineFualities. 
   Symbolic notation is used 

to represent mathematical 
relationships. 
 

 

Aow are symbols 
used to represent 
mathematical 
relationships 
including operations, 
eFuality, and 
ineFuality: 

 1.3.%.3 select appropriate operational  
PZ, -, H, ^Q and relational symbols  
P[, \, ], "Q to eHpress relationships and 
solve problems. 

     
    K.3.1.1 list the possible outcomes for a 

simple event. 
     
The liklihood of an event 
depends on the possible 
outcomes. 

 Aow can the possible 
outcomes for an 
event be determined: 

 K.3.%.1 describe the likelihood of an event 
by using certain, impossible, more likely, 
less likely, and eFually likely. 
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    6.;.1.3 recogni8e and name eFuivalent 
fractions. 

     
  Aow are numbers that 

represent fractional parts 
compared: 

 6.;.%.% compare and order fractions, including 
improper fractions and miHed numbers with 
like denominators. 

     
    6.;.%.3 identify and compare decimals to the 

hundredths using numerals, pictures, and 
concrete obTects. 

     
6.;.U.% identify and describe the relationship 
between fractions and decimals. 

  Aow are common and 
decimal fractions alike and 
different: 

 

 
     
Both common and decimal 
fractions can represent 
fractional parts. 

   6.;.K.; add and subtract fractional numbers 
with like denominators eHplaining the process 
and recording the results. 

     
  Aow are models used to 

show how fractional parts 
are combined or separated: 

 6.;.K.K use models and pictures to multiply a 
fraction by a whole number and a whole 
number by a fraction. 

     
   

 

 6.;.K.6 add and subtract decimals Ptenths and 
hundredthsQ, eHplaining the process and 
recording the results. 

     
6.;.U.1 use a variety of strategies to solve 
estimation problems with fractions and 
decimals. 

  *hat strategies can be used 
to solve estimation 
problems with common  
and decimal fractions: 

 

 
     

Aow is probability 
represented numerically: 

  

 

 K.;.%.1 find the probability of an event with 
eFually likely outcomes and eHpress the 
probability as a fraction from 0 PimpossibleQ up 
to and including 1 PcertainQ. 

     
#robability can be represented 
numerically and graphically. 

   K.;.1.1 manipulate concrete obTects to 
determine possible combinations of the obTects 

     
Aow is the likelihood of an 
event determined and 
communicated: 

  

 

 K.;.1.% identify and represent all possible 
outcomes for a simple probability situation in 
an organi8ed way Pe.g. tables, grids, tree 
diagramsQ. 

     
    6.;.K.1 multiply any whole number by a two- 

or three-digit factor. 
     

Aow can multiples be used 
to solve problems: 

6.;.K.% divide any whole number by a one-digit 
divisor and interpret the remainders. 

Multiplication and division 
can be accomplished through 
addition and subtraction of 
partial products. 

 

 

 

 

    6.;.K.3 estimate products to determine 
reasonableness of answers. 
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    3.3.%.1 choose the appropriate units 

and measurement tools. 
     
 

 
 

 *hat determines the 
choice of a 
measurement tool: 

 3.3.;.1 use lengthD capacity, weight, 
temperature, and time to solve 
problems. 

    The choice of measurement 
tools depends on the 
measurable attribute and 
the degree of precision 
desired. 

   3.3.3.K estimate and determine 
elapsed time using a clock or a 
calendar. 

     

 
 

 *hat estimation 
strategies are used in 
measurement: 

 3.3.3.; estimate and count to find 
perimeter, area, and H/;8@, of 
figures and real world obTects. 

     
    3.3.3.1 estimate and`or measure 

length Pinches, feet, yards, 
centimeters, metersQ, L,59B1 C9)*@:D 
Q5;/9)*@:D /80>,:D 3/80+:GD 15@, 
C@5081,:D B/8):D +*F:D L,,Q:D 
@/01B:D F,*):GD *0+ >*3*>51F C>83:D 
3501:D R8*)1:D 9*;;/0:D ;51,):G. 

     
 
1.3.;.% locate points on a simple grid. 

Ordered pairs show an 
eHact location on a 
coordinate plane. 

 Aow is the location 
of a point on a grid 
described: 
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Units within a system are built 
upon each other. 

3.;.3.K determine and use eFuivalent 
units within the same system. 

 

 Aow are the units of 
measure within a 
standard system related: 

 

 
     
  3.;.3.3 identify eFuivalent periods of 

time, including relationships between 
and among seconds, minutes, hours, 
days, months, and years. 

Elapsed time is the measure of 
the duration of an event. 
 

 

*hat is the difference 
between length of time 
and time of day: 

 

 

    3.;.3.% estimate and determine 
elapsed time. 

     
    3.;.1.1 identify the appropriate 

measurable attribute to solve a 
problem. 

     
  *hat tools and units are 

used to measure the 
attributes of an obTect: 

  

The perimeters, areas, and 
volumes of rectangular obTects 
depend on their dimensions. 

   3.;.%.1 use standard units Pyards, 
meters, and other unitsQ to measure 
obTects. 

     
3.;.3.; estimate and determine the 
volume of a rectangular prism using 
manipulatives. 

  Aow can patterns be 
used to determine 
standard formulas for 
area and perimeter: 

 

 
     
  Aow are perimeter, area, 

and volume related: 
 3.;.;.1 use perimeter, area, volume, 

and elapsed time to solve problems. 
     
    3.;.3.1 develop and use formulas to 

solve problems involving perimeters 
and areas of rectangles, including 
sFuares. 

     
The sign of a number indicates 
direction. 

6.;.1.; use positive and negative 
numbers in concrete situations. 

 

 *hat situations are 
represented by negative 
numbers: 

 

 
 
 


