Skip Counting and Number Charts
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Why Skip Count?
Skip counting is sometimes viewed as an arbitrary math skill or something you recite on the playground; however,  skip counting is so much more. It helps students see patterns in numbers as well as lays a great foundation for number sense and learning the multiplication facts. Skip counting is important in the development of fluency in calculation, number sense and as the basis of multiplication and division. It is also important to help students move from calculating by counting by ones to using number facts. For example, instead of working out 12 + 4 by counting 12, 13, 14, 15, 16, students can immediately add 4, or possibly add 2 twice. This transition to using fluent number facts is a key to success throughout school. As skip counting aids students in seeing patterns in our place value system it is a critical step in later working with money which is a critical, life-long skill. 
Why Use Number Charts?
A number chart is a critical tool in the development of place value concepts and deserves special attention in our classrooms. A number chart is a rich representation for exploring number relationships. While the number line helps with the concept of sequencing, and base-10 blocks reinforce place value, the hundred chart combines these skills on a grander scale. Students see number lines, organized in groups of 10. They also observe patterns of tens and ones both horizontally and vertically. Those who internalize these patterns gain a distinct advantage in learning more advanced skills. Research shows that using multiple representations of an idea is a powerful approach to promote deeper mathematical thinking and conceptual understanding for your students. 
Skip Counting Activities
Hands On Skip Counting (N1.1, N1.4, N2.1, AP-DV.8, N3.1, P3.1, 3N.1)
Use a tape measure and clothespins to visually skip count. Skip count beginning at any number. Decide by what increment you will skip count by and use clothespins to mark those spots on a tape measure. Smoothing the number line and pinching the clothespins helps the brain remember the number. 
Skip Counting Movement Activities (PK.1, N1.1, N2.1, AP-DV.8, N3.1, 3N.1)
Mixing physical movement with skip counting is perfect for those kinesthetic learners. Design a hopscotch grid (like the one below) or ask students to put a movement to each count they make. For example, let’s count by 2’s, starting at 5. Each time we count we will (jump, clap, punch it out, march, snap, blink, nod, etc.)
[image: skip counting hopscotch]


Skip Counting Connections (N1.1, N2.1, AP-DV.8, N3.1, 3N.1)
It is important for students to understand the criticalness of being able to skip count. While teaching skip counting, create an anchor chart together highlighting the importance of skip counting. Have the students help by coloring in what this looks like on the 100 chart (or numbers 800-900) and gluing in the appropriate category.
[image: skip counting chart]
Money Skip Counting (N2.1, N3.1, P3.1, 3N.1)
For this activity, use counts that are used when counting money (coins or bills). Explain to students that they will start skip counting by one number, and at your signal they will shift to a count by a different number. Use any two of these numbers: 100, 50, 25, 10, 1. Always start the skip count with the larger number. For example, write the numbers 25 and 10 on the board. Point to the larger number (25), and have students begin to skip count. After three or more counts, raise your hand to indicate a pause in the counting from where they left off but now count by tens. Later, try three numbers in descending order. Some students may need to use a hundreds chart to help them with their skip counts.

Skip Counting Race (N1.1, N2.1, AP-DV.8, N3.1, P3.1, 3N.1, N4.3, 4N.5)
There are four versions of this game. Each version involves skip counting by a different unit: 2, 3, 4, or 5. To create the required special die, write on the stickers, then place them on a standard die or cube. The goal of the game is to be the first player to get to the end of the track.
To begin, players decide together whether they will be skip counting by 2s, 3s, 4s, or 5s. The number chosen is used by all players in a group. You may decide to let each group choose their own number, or you may choose to assign a number to each group. The instructions that follow are written for a game where the skip-counting unit is 3.
Player 1 rolls the die. The number rolled indicates how many times the player  must skip-count by 3s. For example, if Player 1 rolls a 2, he must skip-count by 3s two times (3, 6), moving his game piece to 6. Alternatively, he may count rhythmically by ones, emphasizing every third number (1, 2, 3, 4, 5, 6). Play passes to the next player.
If a player lands on a square occupied by any other player, the other player must go back 3 squares (or whatever the skip-counting unit is for the game).
The first player to reach the end of the track (60) wins.
For children who are struggling with skip-counting, it may be beneficial to have them colour a separate game board so they see the end of each skip. 

Number Chart Activities[image: tumblr_m228ye1l391qbr8m0o1_500]
10 More, 10 Less, 1 More, 1 Less (N1.8,E-DV.7, N2.1, AP-DV.8, AP-GV.8, N3.1, 3N.1,P4.1, 4RR.1)
Make the following cross to show students the relationships between the numbers on the hundred chart and the boxes touching it.
Number Chart Puzzles ( 2 ways) (N1.1, N2.1, N3.1, E-DV.7, AP-DV.8, 3N.1)
Each player (best done in pairs) gets a number cards that has been laminated. They fill in the blank squares on their card with a dry erase marker. Once they have filled in the card correctly they cover up a number on the hundreds chart (or whatever number chart they are using). The number they choose to cover up must be one of the numbers they wrote on their number puzzle. It may not be the number that was given to them on the card. Each person has a different coloured marker for the hundreds chart and fills in their square with the object of the game being colouring in 5 squares in a row to win!
 In a second version of the game, students are given chunks of the 100 chart with many of the numbers missing. Without using the hundred chart, students are asked to fill in the missing numbers. After completing they use the hundred chart to help check their work.
Bump (N1.1, N2.1, N3.1, AP-DV.8, 3N.1)
Materials: Game board, 2 dice and transparent chips/markers
Directions: Students take turns rolling the dice to determine how many times they must skip count by 5, 10 or 100. Skip count that many times, starting from 0 and place a chip on the answer. If your partner is on a square with that number you can PICK them off and place your chip down. If you roll a number that you already have covered, you may place another chip on it and lock it so your partner can’t bump you off. If you roll a number that is not available, your turn is over. Be the first to use all your chips to win the game.

Hundred Chart Battleship  (N1.1, N2.1, N3.1, 3N.1)
Each player in this two person game gets a copy of a laminated 100 chart (or other number chart that students are working with. Grab two dry erase markers and several mosaic gems.  You could play without the mosaic gems, but it is often helpful to have a 3D visual of the "ships."   Place some sort of divider inbetween the two students. Each player claims a group of 2, 3, and 4 numbers, and the opponent either states "hit" or "miss."  We found it helpful to make an x over the "misses" and either checked or circled the numbers that were "hit." 
Hundred Chart Addition (N2.1, N2.2, N3.1, N3.2, N4.2, EG-V.8, APGV.8, 3N.1, 3N.2, 3RR.1, 4N.4)
[bookmark: _heading=h.gjdgxs]Display a hundred chart (or thousands chart) for all children to see or, alternatively, give children their own individual charts. Children use the hundreds chart to add two numbers (e.g. 38 and 24). There are many ways  that children can use the hundreds chart to add two numbers so class discussions are a must. Have children work on one sum at a time and then have a discussion to compare the different methods used.
Missing Numbers (NK.1, N1.1, N2.1, N3.1, P4.1, E-DV.7, AP-DV.8, 3N.1, 4RR.1)
Provide children with a hundreds chart on which some of the number cards have been removed or a classroom pocket chart. The children’s task is to replace the missing numbers in the chart. Beginning versions of this activity have only a random selection of individual numbers removed. Later, remove sequences of several numbers from three or four different rows. Finally, remove all but one or two rows or columns. Eventually, challenge children to replace all of the numbers in a blank chart. 
The 1000’s Chart (N3.1, 3N.1, N4.1, 4RR.1)
Provide children with several sheets of the blank hundreds charts. Assign groups of three or four children the task of creating a 1-to-1000 chart. The chart is made by taping 10 blank hundreds charts together in a long strip. Children should decide how they are going to divide up the task of filling in the chart with different children working on different parts of the chart. 
The thousands chart should be discussed as a class to examine how numbers change as you count from one hundred to the next, what the patterns are, and so on. 
A “Mazing” 100 (N1.1, N1.8, N1.9, N2.1, N2.2, AP-DV.8, AP-GV.8, N3.1, N3.2, 3N.1, 3N.1, 3N.2, 3RR.1, N4.2, EDV.7, EGV.8 )
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Making Moves on the 100 Chart  (N1.1, N1.8, N1.9, N2.1, N2.2, AP-DV.8, AP-GV.8, N3.1, N3.2, 3N.1, 3N.2, 3RR.1, N4.2, EDV.7, EGV.8)[image: ]
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A “Mazing" 100

Overview

In this game, the hundreds chast becomes the
game board. Stadents are encouraged to think
about the base ten mumber system as they mave
their pieces both horizontally (by ones) and verti-
cally (by tens). The goal of this game is to create
a maze through the hundreds chart; students roll
adie to determine their moves, assigning either a
value of 1 or 10 to each number rolled. After stu-
dents have completed their maze, they have the
option to record equations for one hundred.

Materials

hundreds chart, enlarged for classroom use
Hundreds Clhart {REPRODUCIBLE Al

1 per pair of students

marker, crayon, of colored pencil,

1 per pair of students

die (labeled 1-6}, 1 per pair of students

A “Mazing” 100 Game Directions
(REPRODUCIBLE G-1}, 1 per pair of students

Related Game
Game 27: Roll for 51.00

Key Questions

.

‘Why did you decide to take this path?

Tell me about the path you
took to one hundred.

Recommended Grades 1-3
Time Instruction: 45-60 minutes
Independent Play: 15-20 minutes

—_ e——
TIME SAVER
Reusable Game Boards
Instead of making consunable copies of
e hundreds chart, consider laminatng
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LEARNING TARGETS
Grade 1

* I can use counting on when
adding or subtracting.
+ Iknow ten iere or ten less than a two-
digt number without having to count.
Grade 22
« I zan fluently add basic facts
+ tnow that 100 can be
thought of as ten tens.
Grade 3:
use rnental computation.
can identify patterns on
the adcition table.

TECHNOLOGY TIP

The Hundreds Chart

Aninteractve whiteboard can be used

o display the hundreds chart; this

chart s available in the taol kit of most
Interactive whitsboards, Usually there are
two hundreds charts available—one is
Interacthie and one is nat. Either will serve
25 2 useful tool for introducing this game.

‘\‘:i‘._—_.‘—/

Teaching Directions

Part |: The Connection

Relate the game to students’ ongoing work.

Build background with students by showing
them & book of mazes. Ask, “Who has campleted
2 maze before?” You may want to point out that
children’s menus or placemats at restanrants of-
ten offer a maze to complete while they're waiting
for their food.

Discuss the various paths a maze can take to
get from the starting point to the ending point.
Review key vocabulary: horizontal and verfical.

Students will also need familiarity with the
structure of a hundreds chart, counting by both
ones and tens. Keep in mind that students can
often count by tens when starting on 10. In this
game; however, students need to count by tens
from numbers other than ten in order to complete
their mazes.

Part Il: The Teaching
Introduce and model the game to students.

1. Tell students they will be playing the game
A “Mazing” 100 with a pattner. To model the
game, display an enlarged, laminated hun-
dreds chart where everyone can see it Tell
students they will be using individual ver-
sions of the hundreds chart (REPRODUCIBLE A)
to create their mazes.

2. Ask students, "What do you know about how
the hundreds chart is orgenized?™ Elicit in-
formation, specifically counting by ones
when moving in & row and counting by tens
when moving down the columns, Practice
counting by ones and tens from any number
on the undreds chart. Wote that for this par-
ticular game, students will only be counting
on, not back.

w

. Show sudents where zero would be on the
hundreds chart. Tell them this is the start
point. They should write Start in the margin
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next to the number 1 square on their charts,
Model this on the enlarged hundreds chart.
4, Tell students that the end point is one hun-
dred. Write the word End in the margin after
the number 100 square on the enlarged chart.
. Tell students they will be using a die to deter-
mine the path their maze takes. Roll the die.
Now point out how students have a cholee to
count by ones or tens. Demonstrate what it
would laok like to move by either choice. For
example, if you are on the number 2 square
and roll a
+ You may choose to count by ones, “three,
four, five, six; moving to the right of
the chart;

or

+ You may choose to count by tens, “twelve,
twenty-two, thirty-two, forty-two,’ moving
clown the chart. (See Figure 1.1.)

6. Clearly draw the path {maze) with a crayon,
marker, or colored pencil.

7, Continue rolling the die and modeling move-
ments to the corresponding squares, both by
omes or tens, Have students help determine
whether the number rolled should represent
aten or a one, Some will have 4 rationsle to
offer. For example, two students might be on
pumber 25 and roll 2 5

Player1: We should value the five as
ones, then we will land on thirty. Then
swe can just move down to one hundred.
Teacher: What do you mean, “down to
one hundred?”

Player 1: We could just count by tens
until we get to one hundred.

Player 2: T have another idca! T think we
should use the five as a ten and count
fifty more. If we count fifty more we
would be at [student points with her fin-
gertomxpmlzbded).s:mdbcgim
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TEACHING TIP

Reaching the End of the Maze {100}
s the teacher, decide whether students
need to roll exactly 10100 to end the.
garme or if they may roll beyond 100
Option 1; Rolling Exactly t0 100

Relling an exact number to getto 100
requires; "o additona] directars.

Option 2: Rolling Beyond 100

Allowing studests to roll beyond 100
necessitetes one more rule, Tell swudents
they may only roll beyend 0o f they are
onsquare g5 ard beyond. Stdents may
wanttia shade the squares with numbers
95,96, gzg&andwasaremindﬂThe
reasoning behind this rule is to ensure:
sturents don't siop playirg the game when
on nuenber gt or greater (if this was the
case, and 2 student was on number 41,
tolled a 6, assigned it the value of 10, and
mioved to 101, the game would be over].
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TEACHING TIP

Emphasize Collaboration
Explain that students will be playing in
teams of two with thelr partner, not against
hirm or her, The geal s for students to

wark tegether in understanding how to
play the game and the math involved.

TEACHING TIP

Pairing Students

\When pairing students for this game,
consider placing students of simiar
abilities together 10 ensure both students
are engaged in the mathematics. Cne:
student, for example, wouldn't be making.
all the dedsians for the game because

of her srength in number sense and
computation, white the other becomes

a bystandler. However, after students

have had experience in playing the

game numenous times on pumerous
OCERSIONS, fing them with someone
wh has different thinking provides
students with an epportunity to grow in
their mathematical understandings.

el

munMgbywmnmdngwmcdlydmm
the chart] ten, twenty, thirty, forty; ity
We'd be on space seventy-five.
Teacher: Tell me, why do you think this
. isabetter move?
* Player2: Because seventy-five Is much
closer to one hundred than thirty!
8. Finish modeling the game when you've ar-
rived at the end of drawing your maze {the
number 100).

Part Ill: Active Engagement

Engage students to ensure they understand

how ta play the game.

9. Have students play the game in pairs as you
cireulate and support s needed. Remind stu-
dents that they are playing as a team of two,
making decisions tagether about how to move
through the hundreds chart,

10. Monitor students. Look for those who are
comfortable and move fluently toward 100.
Note those students who are hesitant. Try to
gauge if this is because of strategizing or skill
“This will help determine how to differentiate
your instruction for students. Some students
may need more challenge, athers more prac-
tice, and still others guided practice.

—— T T

‘ DIFFERENTIATING YOUR INSTRUCTION

Guided Small-Group Support/Strategy
For students who need more of a challenge, first
give thern guided instruction by groupirg thern
together and showing how they can document
sheir mves into an equation (refer to Figure 1.3)
For sturents who are only counting by ones, even
wheri adding ten or mare, guide thern through a
lessan around counting by ters from any number
wsing the hundrads chart. Key questions include:

-+ Tell me about the path you tock ©.100.

———— e

- How many more untl ____[insert the next
nearest muttiple of ter here]? Howr do you know?

« Show me how you are courting

~=] Figure L2 An example
aof a complete undreds
chart; the maze {the path)
carmesponds to the numbers.
= rolled on the die [and the
decizions students mads 1o
assign a ones o fens vallse
to each number clled),

pEne
w[a]u]s
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Making Moves on

the Hundreds Chart

Overview

During this game, the hundreds chart serves as
the game board. Students roll a specially labeled
die to determine the corresponding number of
spaces to move on the chart. The starting place is
in the margin to the left of the square ‘marked one
{where zero would be) and the objective is to be
the first to land exactly on the square numbered
ninety-nine. Students gain practice in addition
and subtraction as well as develop a deeper un-
derstanding of the structure of a hundreds chart,
leading to ease of computation, The chart pro-
vides a visual representation for students; it serves
as both a record of the game moves and a sym-
bolic representation of numbers.

Materials

« Hundreds Chart [REPRODUCIELE A),
2 per pair of students

+ game markers {coumters or interlocking cubes
of two different colors, for example), 2 per
pair of students

+ die (labeled +10, +10, +10, -10, +1, -I), 1 per
pair of students

+ Making Moves on the Hundreds Chart Game
Directions {REPRODUCIBLE G-19), I per pair
of students

- pencil and paper, 1 per pair of students

Recommended Grades 1-2
Time Instruction: 45-60 minutes

Independent Play: 20-30 minutes

TEACHING TIPS

Making the Special Die

There are several options for making

the die reguired in this game:

+ Relabel axisting dice: Use srall round
stickers to velabel existing dice

« Witz on wooden cubes: Using 2
permanent marker, label each
face of a wooden cube

+ Use spirners: As an alternative
to dice, create spinners,

Reusable Game Boards

Instead of making consumable copies
of the hundreds chart, laminate

set of charts or place copies in plastic
sleewes. Have each student keep a
noncansumable hundreds chart in his or
her folder or cubby (whichever dassioom
organization tool is being used)

Quiet Dice

Rolling dice can create lots of noise.
Tolessen the noise, use foam dice

o pad students' workspaces with

foam or fabric placsmats:
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@ LEARNING TARGETS
Grade 1t
- | can use counting to add and subtract.

- | can use eounting on when
adding or subtracting

« | can add two two-digit
rumbers within 100.

+ I know ten more or ten less than a two-
digit number without having to count.

Grade 2:
+ | can add and subtract within bwenty.

« lean fluently add basic facts

« lnow that 100 can be
though of 25 t2n tens.

+ | can skip count by tens.
\__-_i_bl‘—_"___/

TECHNOLOGY TIP

Using an Interactive Whiteboard
Most interactive whiteboards have a
hundreds chart as part of the toals; use this
for the modeling part of the game. Use the
highlighter tools as your game markers,
tracing your moves as you go. Use the
“fun” highlighting tools, such as the star or
siley face as a stamp, and have students
touch each number square s they make
their moves, marking their path. it okay

if the highlighting overlaps—in fact, it
helps the visual leamers s2e the moves.

TEACHING TIP

Arranging Students

For the modelirg part of this game, have
students miake two concentric circles. In
the first circle, students kneel or sit; inthe
second, students stand. This ensures that
everyone can view the demonstration area

Related Games

Game 1: A “Mazing” 100
Game 2: Addition Table Trail
Game 27 Roll for $1.00

Key Questions

+ How many more tens do you need to
‘move your marker 10 reach ninety-nine?

+ How many more ones do you need
to reach a multiple of ten?

« Whatis the distance between the two players?

Teaching Directions

Part I: The Connection

Relate the game to students’ ongoing work.
Introduce the hundreds chart to students if they
have not yet used it. Distribute a chart (REPRODUC-
IBLE A) to each pair of students. Ask students what
they notice about how it is organized. If students
are already familiar with the hundreds chart, re-
mind them of work done around patterning. Have
them take out their individual hundreds charts or
display a classroom hundreds chart. Review the
fact that the columns count by tens.

Part 1l The Teaching
Introduce and model the game to students.

1. Tell students they will be playing the game
Making Moves on the Hundreds Chart in
pairs. Their game board will be the hundreds
chart, The objective of the game is to be the
first player to land exactly on the square num-
bered 99. -

2. Gather students around a large table or floor
space to model the game.

3. Have a student volunteer assist in the demon-
stration of the game. Give the special die to
the student. Ask her to inspect the die and re-
port to the class what she sees, Have the dlass
discuss how this die is different from others.
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4, Recard the faces of the die where everyone
can see them:

Faces of the die: +/0, +10, +10, =10, +1, -1

5, Explain that students will take turns rolling
the special die. They will move their game
marker the corresponding number of squares
on the hundreds chart.

. Place two game markersin the margin next to
the number 1 square on the hundreds chart.
Have the student volunteer roll the dic and
move her game iarker the corresponding
number of squares.

7. Ask the class to describe the move using a
number sentence. For example, if a +10 was
rolled, the class would share, “Zero plus ten
is ten”

S

8. Record the move where everyone can see it.
Label the move Player 1. Emphasize that an
important part of the game is recording your
MOVES.

9. Now roll the die as Player 2 and move the cor-
responding number of squares. Record your
move next to Player 1. For example, if you
rolled a +1, the recording would now look
Like this:

Ployer | Player 2
0+10-10 O+lal

10. Continue to model the game; after each play-
er's turn, ask the class to describe the move
using a number sentence, then record it.

11. After several rounds of play, your recording
might look like fhis:

Ployer | Ployer 2
0:10-10  0«lsl

104¢10-20  1+10=1l
20-1-19  ll+10=2I
19410223 21-4=20

12. Play enough rounds for students to under-
ward how to move on the hundreds chart

swt| [2]3 )9 <o
v ela|es B
wlaln|n|z nm
alm|sln e 5 |4
wi || || " |50
o | [ o0 |58 [=a |0 |t |59 0
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End

TEACHING TIP
Impossible Moves

“Sometimes, a cortesponding mave on
the hundreds chartwill not be possible.
For example, if 2 —1is rolled as the first
rell of the game, the player will not be
able to move his game marker. Or, if
the player is on square 08 and rolls a
+10, the player will not be able to move
his game marker. In the case of an
impossible move, the player loses a tumn,

—

—_—

TEACHING TiP

Rule Reminder

Remind students that they always start
their move on the game board where
they left off with their last move, rmeaning
they always begin a new number
sentence (equation) with the sum ar
difference of their previaus move
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based on the roll of the die, as well 2s how to
record the corresponding number sentences.

13. Close by reminding students of the games
objective: You want to be the first player to
get to square 99 exactly.

Part IlI: Active Engagement
Engage students to ensure they understand
hovw to play the game.

TEACHING TIP 14. Now give students the opportunity to explore
the game in pairs. Give each pair 2 hundreds

Pairing Students rs. Gl

For this game, partner studente of varied chart and special die. Make sure students
abiliies and faclity with the hundreds have pencil and paper as well; remind them
chart. Because the game involves luck of the importance of recording their moves.
{as 2 result of roling a e, students vl They should title thelr work, Making Moves
rotbe at an adantage of deadvantage on the Hindreds Chart,

playing alangside a peer who has a different .

skil level for adding and subiracting. 15. Circulate as students engage in play, Ask them

—— questions such as the following:
+ Who is ahead and by how much?

+ How many tens did you roll to get to
that space?

«+ How many more tens do you need to
roll to reach the row of nineties?

« How far away from the next ten are you?

« How many spaces separate you from your
partner 2nd how do you know? (This
can be a more challenging question!)

Part IV: The Link

T T Students play the game indspendently
¥::ﬁt:z‘rilpchart 16. Set up students for independent practice

with the game. Each pair should have the
necessary materials; this time, when stu-
dents play together, each should use their

During the actve engagement part of this
lesson, stucents share a hundrecs chart;
hawever, when playing independently

in pairs, have each student use his of own game board (hundreds chart). Also,
her own hundreds chart, Using separate distribute the game directions (REPRODUCIBLE
charte facilitates independent practice and G-19) as needed.

flesbility ameng pairings of studerts; i may
also simplify the management of materials

5

. Students play the game until one player
reaches 99 exactly.




image1.gif
e

——
012345672891




image2.jpg
(" Hundred Chart
DOBnEnnnae
vz o] 7] 2] o)
o o247 o)
o aa[aalo s ae[ar a0
T 5 o e A e T
5152525455557 se
e ezl es[ee[ e
7727777 7] o)
e [s2[sa o5 [se[ e 3]
el Ll foch

~
3[s]8]8]





image3.jpg




image4.png
I COUNTIN

°

[T

o

o

77 s





image5.jpg




