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	Lesson Seed - Domain: Operations and Algebraic Thinking
Cluster: Understand and apply properties of operations and the relationship between addition and subtraction.
Standard: 1.OA.3 Apply properties of operations as strategies to add and subtract.



	Purpose/Big Idea: Students will use the associative property to add 3 or more addends efficiently.

	Materials:
•
Resource Sheet 5: Double Ten Frame

•
Resource Sheet 8: Three Numbers Game Mats

•
Resource Sheet 9: Game Cards – Run Page 1 on one color cardstock and Pages 2 and 3 on another color cardstock. (one set for every two players)

•
Resource Sheet 10: Three Numbers Card Game Directions

•
Counters

•
Connecting cubes

	Activity: Three Numbers Card Game

Game Mats:
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Game Cards:
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Preparation:

1.  Prepare one set of game cards for every two players.

2.  Two players are needed to play the game.

3.  Run Page 1 of Resource Sheet 9 on one color cardstock.

4.  Run Pages 2 and 3 of Resource Sheet 9 on another color cardstock.

5.  Cut out cards and bag them for student pairs. Rules for Three Numbers Card Game:

1.  Students shuffle both sets of game cards separately.

2.  Make two draw piles face down. (One for the smaller numbers 1-5 on one color cardstock, and one for the larger numbers 5-9 on another color cardstock).

3.  Player 1 picks the first 3 cards. (Two from the small number draw pile and one from the large number draw pile.)

4.  Player 2 repeats step 3.

5.  Students will solve their own addition problem, finding the sum of all three cards.

6.  The student with the greatest sum is the winner of the round and receives a connecting cube to begin creating a train.

7.  Students will explain how they solved their computation problem to one another.

8.  Students repeat Steps 1-7 to play four more rounds.

9.  For every round, the winner receives one connecting cube for his or her train.

10. After five rounds, the student with the largest train is the winner.

Additional Notes:

•
Gather the students together and encourage them to share the strategies they used for solving three addend equations. (For example, adding doubles first, making ten first or close to ten, adding on one, starting with the larger addend, etc.)
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Guiding Questions:
•
What two numbers did you add first and why?

•
Is there another way to find your sum and how do you know?

•
How does your sum compare to your partner’s and how do you know?

•
If you were to add the addends in a different order, would you still get the same sum? How can you prove this?

•
Is it easier sometimes to rearrange the addends in order to find the sum?
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Resource Sheet 8
Three Numbers Game Mat
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Resource Sheet 9, Page 1
Game Cards
	9
	8
	7

	6
	5
	5
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Resource Sheet 9, Page 2
Game Cards
	1
	2
	3

	4
	2
	5
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Resource Sheet 9, Page 3
Game Cards
	1
	2
	3

	4
	2
	5


Resource Sheet 10
Three Number Card Game Directions
Rules:

1.
Shuffle both sets of game cards separately.

2.
Make two draw piles face down, one for each color.
3.
Player 1 picks the first 3 cards. (Two from the small number draw pile and one from the large number draw pile.)

4.
Player 2 repeats step 3.
5.
Students will solve their own addition problem, finding the sum of all three cards.

6.
The student with the greatest sum is the winner of the round and receives a connecting cube to begin creating a train.

7.
Students will explain how they found the sum to one another.
8.
Students repeat Steps 1-7 to play four more rounds.
9.
For every round, the winner receives one connecting cube for his or her train.

10. After five rounds, the student with the largest train is the winner.
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