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What is MANGO Math? 

The MANGO Math curriculum is manipulative-based, 

with   sustainable and reusable games that are meant to 

supplement existing core math curriculum.  As part of a 

STEM education, MANGO Math activities provide       

differentiated learning scenarios to deepen mathemati-

cal comprehension.  

Benefits of  

MANGO Math: 

 

 Reinforces Common Core Math State Standards (CCSS) and 
the NCTM Principles & Standards for School Mathematics.   

 Equips educators with creative and versatile education ideas 

 Reusable laminated pages, all manipulative material included  

 Encourages critical thinking and problem solving 

 Promotes student cooperation to achieve outcomes 

 Ties abstract math concepts to real-life activities  

 Builds math confidence and self-esteem 

 Repetitive use to encourage learning through trial and error 



     MANGO Math Group is dedicated to creating quality elementary math curriculum that is fun and 

educational for children grades K-8.  Each lesson is either a game or activity that can be played in 

small groups of 2 to 4 students, with or without adult help.  These games and activities cover the 

standards set by the Common Core State Standards in Mathematics and the National Council of 

Teachers of Mathematics (NCTM).   

  

     The MANGO math curriculum is manipulative-based, with durable and re-usable activities that 

are meant to supplement, and not replace, any existing core math curriculum.  While the activities 

are grouped according to math strand, they can be done in any order, and mastery of any one activi-

ty is not a prerequisite for any other activity.  Most lessons also include tips on how to adjust the ac-

tivity to accommodate additional students, or to make the activity easier or more difficult to meet a 

particular student’s needs.  We highly recommend that the games be played more than one time as 

skill improvement, cognitive understanding, and strategy development will increase with additional 

play.   

  

     The cover page of each lesson is an overview of the game/activity.  It states the objective, the 

required manipulative material, and other information about the lesson.  It also includes related vo-

cabulary and guided questions to enhance problem solving skills and help children articulate their 

thinking.  Verbalizing their thought process provides useful information to the adult about the child’s 

learning difficulties or incorrect assumptions, and the child gains the ability to communicate effec-

tively about mathematics.  The questions can also be used for journaling as an additional way to ex-

plore mathematical thoughts and ideas.   

  

     On the back page of each lesson is the directions written out for the children to follow.  We rec-

ommend that the children read through the directions first before asking for assistance, as the ability 

to understand and follow directions, in any subject matter, is a very valuable skill.  On our YouTube 

channel, we have videos that give a little demonstration and explanation on most MANGO lesson.   

  

     We hope that you enjoy MANGO Math.  For more information, please visit our website at 

www.mangomath.com, or feel free to contact me at the email address below. 

 
Enjoy Math, 
 
 
 
Mary Curry, President and Founder   
mary@mangomath.com 

 

 MANGO Math Group 
PO Box 184 
Snohomish, WA 98290 
Phone: 425-328-1024 
Fax: 866-925-6979 
www.mangomath.com 
info@mangomath.com 

Copyright 2011, Mango Math Group LLC.  All rights reserved. 



Lesson Overview 

 
 Objective based upon NCTM & 

CCSS standards 

 All supplies needed for number 

of students listed 

 Teaching tips to expand or alter 

activities 

 Vocabulary to reinforce math 

terms 

 Guided questions to develop 

deeper understanding 

 Step by step directions for 

each game or activity 

 Laminated boards to encourage 

repetitive use 

 Video examples check out 

MANGO Math YouTube channel  



 

 

MANGO Math Curriculum  
Overview by Grade Level: 

 
Lessons, Strands, and Standards 



  Number Counting & Cardinality 

Fruit Loot 10 1 to 4 

When counting objects, say the number 
names in the standard order, pairing each 
object with one and only one number name 
and each number name with one and only one 
object. CCSS K.CC 4b 

Spinning a spinner to get a number, students will collect the number of 
fruit spun and then add total amount of fruit collected.   

Garden Path 10 1 to 2 
Count forward and backward beginning from a 
given number within the known sequence. 
CCSS K.CC 2 

Tracking numbers as they are stated aloud, students will practice 
counting to 100 from any given number on the flowered number board. 

Leap Frog 10 1 to 4 

Compare numbers between 1 & 30.  Use 
terms such as above, below. in front, behind 
and next to locate numbers on a number line. 
CCSS K.G 1, CCSS K.CC 7  

From the information provide on a card, students will place their game 
piece on a correct number on a number line.   

More or Less 10 2 to 4 

Identify whether the number of objects in one 
group is greater than, less than, or equal to 
the number of objects in another group. CCSS 
K.CC 6 

Secretly placing objects in their hand, students will reveal and compare 
the objects in  hand to other players’ amounts. The students will then 
determine if they have the same amount or a different amount than the 
other players.   

Trailing Along 10 2 to 4 
Count forward beginning from a given number 
with the known sequence and write numbers.  
CCSS K.CC 2  

Using a game board, students will start from a number rolled on the 
dice and record the numbers in sequence.   

 Geometry 

Pattern         
Creator 

15 2 to 4 
Correctly name shapes regardless of their 
orientations or overall size.      CCSS K.G 6 

Selecting a card with a shape, students will recreate that shape by 
collecting pattern block pieces.  This will help to build spatial relation-
ships as well as rotational and transformational skills. 

Shape Search 10 2 to 4 
Describe objects in the environment using 
names of shapes.  CCSS K.G 1 

Looking for the standards shapes; hexagon, trapezoid, rhombus, trian-
gle, rectangle and circle, students will cover matching shapes on the 
board to win the game.   

 Ordering Data 

Button          
Bonanza 

15 2 to 4 
Describe measurable attributes of objects.  
Describe several measurable attributes of a 
single object.                CCSS K.MD 3 

Three Little Firefighters by Stuart Murphy will explain how buttons can 
be categorized by different characteristic. Using the book as an exam-
ple, students will categorize their own buttons. 

Wee Bears 10 1 to 4 
Classify objects into given categories; count 
the number of objects in each category and 
sort the categories by count.  CCSS K.MD 3 

Organizing bears by different attributes and then charting those attrib-
utes will help the students understand how to organize and read a bar 
graph.   

     

MANGO Math Kindergarten Lessons  

Activity Time  

 # of 

people Standard Description of Game or Activity 

 Measurement 

Guess My Size 10 2 to 4 
Directly compare two objects with a measura-
ble attribute in common to see which object 
has more/less. CCSS K.MD 2 

Using differing amounts of connected links to estimate linear measure-
ments, students reinforce understanding of the mathematical terms 
longer/greater than, shorter/less than, same/equal. 

Super  
Sandcastle 

10 1 to 2 
Describe measureable attributes of objects, 
such as length.  Describe several measurable 
attributes of a single object. CCSS K.MD 1 

Using the story Super Sandcastle Saturday, students will develop an 
understanding of non-standard and standard units of measure.   

  Algebraic Thinking & Operations 

Add’em Up 10 2 to 4 
Represent addition and subtraction with ob-
jects, mental images, drawings, verbal expla-
nation, expression or equation. CCSS K.OA.1 

Rolling dice to create a sum, students will record the total on the game 
board.  They may also determine that certain sums will occur more 
often than others. 

Azuki            
Addition 

10 2 to 4 

For any number from 1 to 9, find the number 
that makes 10 when added to the given num-
ber. CCSS K.OA 4 

Using bi-colored counters, students will drop 10 counters and record 
how many are red and yellow.  Once the addends that make 10 are 
mastered they can move on to 11 and 9, working on sums that are 1 
more or 1 less than 10. 

Clip On 10 1 to 2 
Fluently composing and decomposing num-
bers to 10; join sets of objects to show addi-
tion and subtraction. CCSS K.OA 1 & 3 

Taking a number greater than 5 and creating different number expres-
sions, students will represent the equivalence of that number by using 
clothes pins.   

Fill the Chute 10 2 to 4 
Correlating the number rolled with number of 
tiles needed; gaining a foundation for place 
value. CCSS K.OA 2  

Rolling a numbered die, students will place that number of counters on 
their color on the game board. Once number recognition is well devel-
oped, addition concepts and estimation skills can start to be formed. 

Nurtle the    
Turtle 

10 2 to 4 
Decompose numbers less than or equal to 10 
into pairs in more than one way and record 
each decomposition. CCSS K.OA 3 

Using a ten frame board on a turtle shell, students will be working on 
the different ways a number can be represented in different groupings 
or equations.   For example 6 = 1 + 5, 2 + 4, 3 + 3 , 5 + 1, or 4 + 2.   

  Number Counting & Cardinality 

20 Little      
Monkeys 

10 2  
Compose and decompose number from 11—
19 understanding that these number are com-
posed of tens and ones. CCSS K.NBT 1 

Students will play a matching game where they will match quantity of 
monkeys with numeral amount. They will also count backwards from 
20.   

Domino Dash 10 2 

Understand that the last number name said 
tells the number of objects counted.  The ob-
jects is the same regardless of their arrange-
ment.            CCSS K.CC 4b 

Comparing the amount of dots on a domino to other dominoes, stu-
dents will select ones that have the equivalent amount of dots as their 
domino.  

Domino Train 10 1 to 4 

Count to answer “how many” questions about 
as many as 20 things arranged in a line or 
rectangular array.  Compare the amounts.           
CCSS K.CC 5 

Comparing dots on dominos, students will determine which domino has 
more or less dots than another.    

Follow Suit 15 2 to 4 
Understand that each successive number 
name refers to a quantity that is one larger.         
CCSS K.CC 4c 

Playing a card game, students will work on number recognition, as well 
as the correct ordering, “frontward” and “backward” of whole numbers.   
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  Number & Operations in Base 10 

Going Up         
and Down 

10 2 
Subtract multiples of 10 in the range of 10—90 
from multiples of 10 in a range of 10– 90.  
CCSS 1.NBT 6 

Playing a board game, students add and subtract numbers as they 
go up and down the board.   

Number       
Neighbors 

10 1 to 2 

Given a two-digit number, mentally find 10 
more or 10 less than the number, without hav-
ing to count.  CCSS 1.NBT 5 

Using the chart provided, students will select a number and then 
determine what number comes before it and after it as well as the 
number 10 more and 10 less.  They will record that information on a 
number chart.   

River Crossing 10 2 to 4 

Compare two-digit numbers based on mean-
ings of the tens and ones digit, recording the 
results of comparisons with the symbols >, =, 
and <.  CCSS 1.NBT 3 

Selecting a number from a deck of 1 to 100 cards, students will try 
and guess what number was selected.  They will use a number line 
in order to keep track of selected numbers and to narrow down 
choices.   

Roller Coaster 
Ride 

10 2 to 4 

Add within 100, including adding a two-digit 
number and a one-digit number and adding a 
two-digit number and a multiple of  ten.  CCSS 
1.NBT 4 

Spinning a spinner, students will create the number of people who 
will ride on a roller coaster.  They will fill up cars of 10 and build a 
train that can be 10 cars long.  Students will state how many riders 
by looking at the cars. 

  Geometry 

7 Magic Shapes 10 2 to 4 
Compose two-dimensional shapes to create a 
composite shape using;  rectangles, squares, 
trapezoids, triangles.  CCSS 1.G 2  

Working with tangram shapes students create  the shapes on the 
cards and explore making some of their own figures using all the 
tangrams shapes.    

Castle Creator 15 2 

Compose three-dimensional shapes to create 
a composite shape using; cubes, rectangular 
prisms, cones, cylinders.  CCSS 1. G2 

Sitting back to back, one student will create a castle using different 
geometric solids and then describe the castle to the student behind 
him/her, second student attempts to recreate castle as accurately as 
possible. 

 Ordering Data 

Blink® 10 2 to 3 
Organize, represent and interpret data with up 
to three characteristics, number, shape, color.  

Playing the card game Blink®, students will match cards with similar 
attributes to see which student will use up all his/her cards first.   

Stanley Cup 10 2 

Organize, represent, and interpret data with up 
to three categories; ask and answer questions 
about the total number of data points.  CCSS 
1.MD4 

Spinning a spinner to determine which direction to go on the game 
board, students will determine which spinner will probably give them 
the best outcome.   

     

MANGO Math 1st Grade Lessons  

Activity Time 

# of 

people Standard Description of Game or Activity 

 Measurement 

Door to Door 10 2 to 4 

Understand that the length measurement of 
an object is the number of same-size length 
units that span it with no gaps or overlays.           
CCSS 1.MD 2 

Using links as non-standard units of measure, students will meas-
ure distances from one house to another.  They will compare dis-
tances and determine which is further and closer and by how much.   

Ms. Fox,         
What Time Is It? 

10 2 to 4 
Tell time in hours and half-hours using analog 
clocks. CCSS 1.MD 3 

Using an analog clock, one student will create a time on a clock and 
the other students will tell what time is represented.    

  Algebraic Thinking & Operation 

Crack the       
Combo 

15 2 to 4 
Using addition within 20 to solve word prob-
lems involving a situation of adding to, com-
paring. CCSS 1.OA 

Given a clue to a combination, students will organize different 
combination of digits to reach a specific sum.   

Cue 15 2 to 4 

Apply properties of operations as strategies to 
add and subtract.  CCSS 1.OA 3 

Placing 9 playing cards on a table, students will select two cards 
whose sum is 10.  They will then cover on a game board the in-
verse operation of that equation.  Once they have mastered 10, 
move on to 11 and 9.   

Double Down 10 2 to 4 

Add and subtract within 20, demonstrating 
fluency for addition and subtraction using 
strategies. CCSS 1.OA 6 

Rolling a 12 sided die, students will double the number rolled and 
place their marker on the corresponding answer.  They will contin-
ue rolling and doubling until they have mastered their doubles and 
then move towards doubles plus 1 

Funny Faces 15 1 to 2 
Relate counting to addition by counting on 2 to 
add to 2 or counting on 3 to add 3.  CCSS 
1.OA 5 

Creating a funny face using pattern blocks, students will predict 
how many of each feature there will be on multiple replicas of that 
same face.   

Golden            
Hexagon 

15 2 to 4 

Use addition within 20 to solve word problems 
involving situations of adding to, putting to-
gether, and comparing with unknowns by 
using objects. CCSS 1.OA 1 

Collecting pattern blocks that have certain numeric values, stu-
dents will exchange those pattern blocks when the value is equiva-
lent to the hexagon. 

Hidden Link 15 2 to 4 
Relative counting to addition and subtraction 
(by counting on 2 or add 2)  CCSS 1.OA 5 

Linking chains in a 2, 5 or 10 pattern, students will replace one of 
the links with a separate colored link. The other students will need 
to quickly determine which link has been replaced.   

Jump Off 10 1 to 4 

Use addition and subtraction with 30 to solve 
situations of adding to, taking from, and com-
paring using drawings. CCSS 1.OA 1 

Using a number line, students will roll dice that will give them a 
number and an operation, either addition or subtraction.  Students 
will move up and down the number line as they add and subtract 
numbers.   

Over the        
Rainbow 

10 2 to 4 
Determine the unknown whole number in an 
addition or subtraction equation relating three 
whole numbers.  CCSS 1.OA 8 

Rolling dice, students will fill in numbers on an equation board and 
figure out the unknown amount and move that amount on the 
game board.  First person over the rainbow wins.   

Salute 10 3 
Understand subtraction as an unknown-
addend problem. CCSS 1.OA 4 

Playing a game where players can see only one card and  a judge 
gives the product or sum, students  will need to figure out the value 
of the other card.  

Seek and Hide 10 2 to 4 
Adding three numbers together working on 
Commutative  & Associative property of addi-
tion. CCSS 1.OA 3 

Rolling three dice, students will add the dice together for a sum 
and cover that sum on a game board.  Player with 4 covered num-
bers in a row will win.   
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 Number & Operations with Base 10 

Donut Whole 10 2 
Fluently add and subtract within 100 using strate-
gies based on place value. CCSS 2.NBT 5 

Using a board game, students will look at the numbers on the board 
and write the value that when added to that number will equal 100. 

Lose Your 
Cents 

15 2 
Understand subtraction of numbers based on hun-
dreds, tens ones having to compose or decom-
pose tens or hundreds. CCSS 2.NBT 7 

Using pennies for ones and dimes for tens, students will start with 
99 cents and continue to subtract cents, using regrouping, until one 
student reaches the least amount of cents.   

Mango Math 20 2 to 4 

Compare two three-three digit numbers based on 
meanings of the hundreds, tens, and ones digits, 
using >, =. < symbols to record the results of com-
parisons.  CCSS 2.NBT 4 

Students will be creating equations using two addends that will meet 
the requirements that are on the spinner.  The spinner requirements 
are: Greater than 215, Less than 300, Equal to 250, Equal to 270, 
Less than 235, Greater than 240.  

Number 
Neighbors II 

15 2 to 4 

Mentally add 10  or subtract 10 from a given num-
ber.  CCSS 2.NBT 8 

Filling in number squares, students will determine numbers that 
come before/ after a given number and numbers that are ten more 
and ten less.  They will then put all the squares together to create a 
100s chart. 

Push the    
Envelope 

10 2 to 4 
Understand that two digits in a two-digit number 
represents amounts of hundreds, tens and ones.          
CCSS 1.NBT 2 

Working with money, students will create monetary amounts that 
equal a specific total.  Other students will have to guess the amount 
of ones and tens that make that total.   

Slip ‘N Slide 10 2 
Fluently add and subtract within 100 using strate-
gies based on place value and properties of opera-
tions.        CCSS 2.NBT 5 

Using a 100s chart, students will add and subtract groups of tens 
and ones, moving up and down the numbers chart. 

 Geometry 

4 Squares 10 1 to 2 

Partition a rectangle into rows and columns of 
same-size squares and count to find total.  CCSS 
2.G2 

This game helps to create the foundation for multiplication. Students 
will be rolling a double dice to generate two numbers.  The numbers 
will tell them how many square will be in a row and how many 
squares in a column.   

Goody Grab 15 2 to 3 

Partition rectangles into equal shares, describe the 
shares using words like halves, thirds, fourths.  
Recognize equal shares of identical wholes.   
CCSS 2.G3   

Using fraction squares, students will identify fractional amounts of a 
rectangle working with 1/2, 1/3, 1/4, 1/5, 1/8, 1/10, 1/12.   

 Ordering Data 

Double Digit 
Pig 

10 2 to 4 
Collect data to gather information about the likeli-
ness of something happening.  Use data to make 
decisions.         CCSS 2.MD 10 

Rolling two dice, students will create two-digit numbers that they will 
add to the next two-digit number, gaining points towards the target 
goal, but if a player rolls a 1 they will lose points.   

Worm Hole 10 2 

Generate measurement data by measuring 
lengths.  Show the measurement by making bar 
graphs.   CCSS 2.MD 9 

Using worms that represent line segments, students will create a 
path to a worm hole.  Students will add up the distance in inches to 
determine length of travel and determine if there are longer or short-
er routes. 

     

MANGO Math  2nd Grade Lessons  

Activity Time 

 # of 

people Standard Description of Game or Activity 

 Measurement 

Broken Rules 15 2 to 4 
Estimate lengths using units of inches and centime-
ters.    CCSS 2.MD 3 

Using rulers that are “broken” and starting at a mark other than 0, 
students will measure different distances on a game board, deter-
mine the length and compare outcomes.   

Coin           
Collecting 

15 2 to 4 
Solve problems involving quarters, dimes, nickels, 
and pennies.  CCSS. 2.MD 8 

Collecting and exchanging pennies for nickels, nickels for dimes, 
dimes for quarters and quarters for half dollars, students will learn 
the value of coin currency.  

Make the Time 10 3 
Practicing telling time up to 5 minutes, comparing 
times and relating times to daily activities.  CCSS 2. 
MD 7 

Spinning and rolling for times, students will record the time on a 
analog clock, and determine if that time is close to certain day time 
activities.   

 Algebraic Thinking & Operations 

Buddy Up 10  1 to 2 

Determine whether a group of objects has an odd 
or even number of members by pairing objects or 
counting them by 2s.  CCSS 2.OA 3 

Using connecting cubes, students will connect different amounts 
together and determine if the shape is even or odd.  They will then 
combine even or odd shapes to see patterns when adding even and 
odd numbers. 

Flip It 10 1 to 4 
Fluently add and subtract within 20 using mental 
strategies. CCSS 2.OA 2 

Using cards 1 - 12 & rolling dice to create a sum, students will reflect 
on the different addends that make the sum and flip two of those 
addends over.   

Fruit Salad 10 3 
Solve word problems involving adding to, taking 
from, comparing with unknowns in all positions.  
CCSS 2.OA 1 

Drawing cards with clues to the amount and type of fruit in a salad, 
students will work together to problem solve and create the salad.   

Variable    
Veggies 

10 2 

Use addition and subtraction within 100 to solve 
one-and two-step word problems involving adding 
to, taking from, comparing with unknowns in all 
positions.    CCSS 2.OA  1 

Given a total weight and using counters to balance the scale, stu-
dents will be restricted in having the same vegetables worth the 
same amount regardless of what side of the scale they are on and 
will need to have each side “weigh” the same. 

 Number & Operations with Base 10 

4 Way      
Shuffle 

10 2 to 4 

Add & subtract within 1000 using strategies & algo-
rithms based on place value, properties of opera-
tions, & the relationship between addition & sub-
traction. CCSS 3.NBT 2 

Shuffling playing cards around to create a two digit equation, stu-
dents will find one that comes closest to or equals a target number. 

Big, Bigger,       
Biggest 

10 3 
Read and write numbers to 1000 using base –ten 
numerals, number names and expanded form, 
comparing numbers  CCSS 3NBT 3 & 4 

Creating four-digit numbers, students will compare their numbers to 
other students numbers. Students can use the place value strips to 
add and subtract the numbers created. 

Crazy        
Coyotes 

10 2 
Add up to four two-digit numbers using strategies 
based on place value and properties of operations.                   
CCSS 2.NBT 6 

Students will learn to round two-digit numbers to estimate total. 
They will determine who is faster at adding; the one who rounds and 
adds or the one who just adds. 
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 Number, Fractions & Operations in base 10 

Balance or 
Bust 

10 4 
Fluently add and subtract within 1000 using 
strategies and algorithms based on place 
value CCSS 3NBT 2 

Given a target number and playing cards, students will place numbers 
down in combination, with a partner, to try and reach the target number.   

Cookie  
Munch 

15 2 to 4 

Understand a fraction 1/b as the quantity 
formed by 1 part when a whole is partitioned 
into b equal parts; understand a fraction a/b 
as the quantity formed by a parts of 1/b 
CCSS 3.NF 

Rolling dice to create fractional amounts that the students can collect in 
the form of pattern block pieces, students will solve for equivalent frac-
tions while making exchanges of pieces. 

Spilt Milk  20 3 

Understand a fraction 1/b as the quantity 
formed by 1 part when a whole is partitioned 
into b equal parts; CCSS 3.NF 1  Measure 
liquids      CCSS 3.MD2 

Collecting and exchanging equivalent capacity units of cups, pints, 
quarts and gallons, students will exchange amounts to collect a gallon.  
The measuring units relate to fractional amounts.  

Spiral   
Around 

15 2 to 4 
Identify arithmetic patterns and explain them 
using properties of operations.  CCSS 3.OA 9 
& 3.NBT 3 

Playing a board game, students will roll a number and multiply it to either 
10, 100 or 1000.  They will keep track of the amounts to determine a 
score. 

 Geometry 

Bug Zoo 15 1 to 2 

Solve real world and mathematical problems 
involving perimeters of polygons, including 
finding perimeter given the side lengths.  
CCSS 3.MD 8 

Drawing quadrilateral shapes, students will adhere to specific perimeter 
lengths in order to create “cages” for their bug zoo.  

Mystery 
Shape 

10 3 

Understand that shapes in different catego-
ries may share attributes and that the shared 
attributes can define a larger category. CCSS 
3.G 1  

Given clues to a shape, students will search amongst polygons to deter-
mine which shape is being described.   

Polygon P.I. 10 2 
Recognize rhombus, rectangles and squares 
as examples of quadrilaterals.  CCSS 3.G 1 

Like the board game “Guess Who,” students will eliminate possible char-
acteristics to determine which shape the other player holds.   

Tile Shuffle 10 2 
Recognize area as an attribute of plane fig-
ures and understand concepts of area meas-
urement.        CCSS 3.MD 5 

Collecting tiles, students will create a polygon shape that meets the stat-
ed perimeter and area.  Students will need to move the tiles around to 
form a shape that is non-rectangular. 

Ordering Data 

Candy        
Catastrophe 

10 2 to 4 
Draw a scaled bar graph to represent a data 
set with several categories.      CCSS 3.MD 3 

Gathering information off of a picture of a candy spill, students will deter-
mine how many candies were lost in the spill and the cost of that loss.   

What 2  Wear 10 1 to 2 
Draw a scaled bar graph to represent a data 
set with several categories.     CCSS 3.MD 3 

Using different clothing selections, students will figure out dress combina-
tions and record those combinations in graph form.   

 

MANGO Math 3rd Grade Lessons  

Activity Time 

# of 

people Standard Description of Game or Activity 

 Measurement 

Got Room 10 2 
Recognize area as an attribute of plane fig-
ures and understand concepts of area meas-
urement          CCSS 3MD 5 

Rolling dice and multiplying the numbers together to create a product, 
students will create an array on the board trying to fill in space so that 
the other player will not have a move on the board.   

Measurement     
Mango Tree  

15 2 to 4  
Generate measurement data by measuring 
lengths using ruler marked with halves and 
fourths of an inch.  CCSS 3.MN 4 

Measuring line segments accurately to the nearest 1/4 or 1/2, students 
will draw lines from one object to another to see who can get to the last 
object with the least amount of line segments.    

Race for Time 15 3 

Tell and write time to the nearest minute and 
measure time intervals in minutes.  Solve 
word problems involving addition and subtrac-
tion of time intervals.  CCSS 3MD1 

Using a board game students, will track time as they go from stop to 
stop.  Students will track minutes and hours and need to determine AM 
and PM times over a 24 hour period.   

 Algebraic Thinking & Operations 

Array    
Around 

10 2 to 4 

Use multiplication and division within 100 to 
solve problems in situations involving equal 
groups, arrays, & measurement quantities, by 
using drawings and equations. CCSS 3.OA 3  
3.MD7a 

Using a grid, one student will draw a rectangular array and tell the area.  
The other students will give points on similar grid to try and determine the 
length, width, and location of that array. 

Crazy Cash  15 2 

Fluently add and subtract within 100 using 
strategies and algorithms based on place 
value,  proprieties of operation and the rela-
tionship between addition and subtraction.  
CCSS 3.NBT 2 

Counting money from a given amount up to a dollar using pennies, nick-
els, dimes and quarters, students will be reinforcing the strategy of using 
“easy counting numbers” to reach a total.   

Doorbell 
Rings 

15 1 to 2 
Interpret whole-number quotients of whole 
numbers, interpret the number of objects in 
each share.  CCSS 3.OA 2 

Dividing counters into equal shares amongst a given amount of children, 
students will discover some amounts will not divide evenly and will have 
remainders.  Fractional amounts can be discussed with the remainders.   

Feet on the 
Farm 

10 2 to 4 

Use multiplication within 100 to solve word 
problems in situations involving equal groups 
by drawing and equations with a symbol for 
the unknown number. CCSS 3.OA 3 

Rolling dice, students will determine how many feet a certain number and 
type of animal has, they will compare the different amounts and deter-
mine who has the most “Feet on the Farm”. 

Gumball   
Jumble 

10 2 to 4 
Interpret whole-number quotients of whole 
numbers, interpret the number of objects in 
each share. CCSS 3.OA 2      

Rolling dice and spinning a spinner, students will generate numbers that 
will represent the number of jars filled and the number of gumballs in 
each jar to solve for total gumballs.   

In & Out  
Burgers 

10 2 to 4 
Determine the unknown whole number in a 
multiplication or division equation relating 
three whole numbers.  CCSS 3.OA 4 

Playing a board game using burger orders, students will figure out func-
tions that follow simple multiplication rules. 

Salute 10 2 to 4 
Understand division as an unknown-factor 
problem.  CCSS 3.OA 6 

Playing a game where players can see only one card and a judge gives 
the product or sum, students  will need to figure out the value of the other 
card. 
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 Number & Operation in Base 10 & Fractions 

Grab Bag 15 2 to 4 
Solve word problems involving addition and sub-
traction of fractions referring  to the same whole 
and having like denominators.   CCSS 4.NF 3d 

Taking random samples, students will predict how many of a certain 
color tile are in the bag in relationship to two or three other colors.   

Lattice       
Multiply 

15 1 to 2 

Multiply a whole number of up to four digits by a 
one-digit whole number, & multiply 2 two-digit 
numbers, using strategies based on place value             
CCSS 4.NBT 4 

Rolling place value dice, students will create numbers to multiply. 
They will first estimate what the total will be and then do the lattice 
algorithm to determine the total.   

Leftovers 15 2 

Find Whole-number quotients and remainders with 
up to 4-digit dividends &   1-digit divisors CCSS 
4.NBT 6 

Dividing numbers using the standard long division algorithm, stu-
dents will collect counters that equal the remainder to see who col-
lects the most “leftovers” 

Name that 
Card 

15 2 
Compare two fractions with different numerators 
and different denominators.  CCSS 4.NF 2 

Organizing fractional cards from 0 to 1, students will play a game to 
determine what cards the other player is holding.  

Speed   
Rounder 

10 2 to 4 
Use place value understanding to round multi-digit 
whole numbers to any place.  CCSS 4.NBT 3 

In this game, students use cards to generate a number and then 
they will round that number to the nearest place: tens, hundreds, 
thousands, ten thousands, and hundred thousands.   

Spin to Win 15 2 to 4  
Recognize that in a multi-digit whole number, a 
digit in one place represents 10 times what is rep-
resents in the place to the right. CCSS 4.NBT 1 

Spinning to generate different numeric values, students will multiply 
or divide different numbers to reach a total sum.    

Geometry 

Corralling          
Polygons 

15 2 to 4 

Classify two-dimensional figures based on the 
presence or absence of angles, perpendicular and 
parallel lines.  CCSS 4.G 1 & 2 

Drawing a card with direction on how to categorize shapes, students 
will organize the shapes in a Venn diagram format that shows what 
shapes fit which attributes.   

What’s Your 
Angle 

10 1 to 2 

Understand concepts of angle and measurement 
angle.  CCSS 4.MD 5 

Creating angles, students will determine the type and estimate the 
measurement of each angle.  They will then measure the angle using 
a protractor and receive points given how close their estimates were 
to the actual measurement. 

 Odds & Order 

Horse Race 15 2 to 4 
Make a line plot to display a data set of measure-
ment in fractions of a unit.  CCSS 4.MD 4 

Rolling dice, students will keep track of sums , figuring out which 
result will have the greatest chance to win.  

     

MANGO Math 4th Grade Lessons  

Activity Time  

 # of 

people Standard Description of Game or Activity 

 Measurement 

Check Out       
Challenge 

10 2 
Use the addition and subtraction to solve word 
problems involving money including problems 
involving simple decimals.  CCSS 4.MD 2 

Given a budget, students will create dollar and cents amounts and 
calculate a total staying within the stated budget. 

Measure for   
Measure 

20 2 to 4 

Know relative sizes of measurement units within 
one system of units.  Express measurements in a 
larger unit in terms of smaller unit.  CCSS 4.MD 1 

Converting measurements within a unit of measure, students will 
move around a game board if they answer the questions correctly.    

Wind Up 10 1 to 2 
Know relative size of measurement units within 
one system of units cm, m; in, ft., record measure-
ment equivalence.  CCSS 4.MD 1 

Using a wind-up toy, students will conduct trials to determine how far 
the toy will travel.  Student will measure the distance and record the 
measurements onto a board in order to make comparisons.   

 Algebraic Thinking & Operations 

Be Fair 15 2 to 3 
Multiply or divide to solve word problems involving 
multiplicative comparison, use symbol for the un-
known number.  CCSS 4.OA 2 

Using tickets, students will distribute them evenly amongst the pre-
determined friends who will partake in the different carnival rides on 
the game board.   

Dollar         
Dilemma 

20 2 to 4 
Solve multistep word problems posed with whole 
numbers and having whole-number answers using 
the four operations.  CCSS 4.OA 3 

Selecting a character, students will calculate how much money the 
character will collect over a 10 day period.  They will then graph the 
money amount and compare it to other characters’ salaries.   

Factor Game 15 2 
Find all factor pairs for a whole number in the 
range 1—100.  Recognize multiple of each of its 
factors. CCSS 4.OA 

Playing a board game, students will either cover a multiple or its 
factors and try to gain more points than the other player. 

Jumping 
Around 

15 2 to 4 
Generate a number that follows a given rule.  Iden-
tify apparent features of the pattern that were not 
explicit in the rule itself.  CCSS 4.OA 5 

Given “start” and “jump” numbers, student will record results of their 
frog jumps and review the results noticing number patterns and mak-
ing predictions based on those patterns.   

Tic-Fact-Toe 15 4 
Find all the factor pairs for a whole number in the 
range 1—100.  Recognize that a whole number is 
a multiple of each of its factors.  CCSS 4.OA 4 

Playing a game that reinforces multiples and factors, students will 
cover factors in order to strategically cover four multiples in a row on 
a board.   

 Number & Operations in Base 10 & Fractions 

Candy        
Caper 

15 2 to 4 
Understand addition and subtraction of fractions as 
joining and separating parts referring to the same 
whole.  CCSS 4NF 1 

Using fraction squares, students will determine how much candy is 
missing.  When necessary, students will exchange fractions for 
equivalent amounts.  

Dealing with       
Decimals 

10 3 

Compare two decimals to hundredths by reasoning 
about their size. CCSS 4.NF 7 

Playing with a deck of cards, a dealer will hand out cards to each 
player.  Players will place counters that represent decimal point then 
determine if the number on the cards they have is greater than the 
dealer’s hand.  

Frog Action 15 2 
Solve problems involving multiplication of a frac-
tion by a whole number using visual fraction mod-
els.      CCSS 4.NF 4c 

Using a board game, students will determine what space on the 
board is the equation that will equal the number that was rolled.   
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 Number & Operation with Fractions 

Golden Ticket 15 2 

Solve real world problems involving multiplica-
tion of fractions and mixed numbers by using 
visual fractional models.   CCSS 5.NF 6 

Using candy bar examples, students will play a game that will deepen 
their understanding of the multiplication of fractions.  

Great Divide 10 2 to 4 

Find whole-number quotients of whole numbers 
using strategies based on properties of opera-
tions.  CCSS 5.NBT 6.  

Creating two- to three-digit numbers, students will use the test of divisibil-
ity to determine if the number is divisible by the numbers on the cards 
they hold in their hand. 

LCM/LCD 10 3 

Add and subtract fractions with unlike denomi-
nators by replacing given fractions with equiva-
lent fractions.         CCSS 5.NF 1 

Like in the classic card game War, students will place two cards face up 
and the first student to say the least common multiple of the two cards 
wins the cards. They can then evolve the game into finding LCD in a 
fraction. 

Remainder 
Run 

10 2 to 3 

Find whole-number quotients of whole numbers 
with up to four-digit dividends and two-digit 
divisors, using strategies.  CCSS 5.NBT 6 

Playing a game of football, students will move the ball based on the re-
mainder left over when they solve a division problem.   

Two Point Five 10 2 to 4 

Explain patterns in the number of zeros of the 
product when multiplying a number by powers 
of 10, and explain patterns in the placement of 
decimal point.       CCSS 5.NBT 2 

Spinning a spinner, students will determine if they are multiplying or divid-
ing by .1, .01, .001. 

Geometry 

Nine Men   
Morris 

10 2 

Mathematical Practices:  Reason abstractly, 
make sense of problems and persevere, Look 
for and express regularity in repeated reason-
ing.  CCSS.5 

Strategically play a board game that traps your opponent so he or she 
can no longer move or to capture all their playing pieces except for two.    

Square Deal 15 2 to 4 

Mathematical Practices:  Make sense of prob-
lems and persevere in solving them.  Look for 
and express regularity in repeated reasoning.  
CCSS 5 

Using a square grid, students will determine what color each of the 
squares on the grid are by asking for clues.  Students will use logic and 
reasoning to solve the puzzles.   

Treasure  Hunt 10 2 
Graph points on the coordinate plane to solve 
real-world and mathematical problems.  
CCSS.5.GA 1 

Giving coordinates, students will try and locate a hidden treasure on a 
map.   

 Odds & Order 

Fair Game 15 3 

Make a line plot to display a data set of meas-
urement in fractions of units.  Use fractions to 
solve problems using line plot information.  
CCSS 5.MD 2 

Selecting one of four games, student will play a probability game a num-
ber of times, record the results and determine if the game is fair or not.  
Students can work towards changing a game to make it fair.   

Mean Meal 10  2 to 3 

Make a line plot to display a data set of meas-
urements. Use operations to solve problems 
involving information present in line plot.  CCSS 
5.MD2 

Using a spinner to collect data, students will stack counters then solve for 
mean, mode, median, and range.  Students will develop a deeper under-
standing of mean as they average/divide the counters.   

     

MANGO Math 5th Grade Lessons  

Activity Time   

 # of 

people Standard Description of Game or Activity 

 Measurement 

Liters,  Meters, 
and Grams 

15 3 
Convert among different-sized standard meas-
urement units within a given measurement sys-
tem (convert 5 cm to .05 m)  CCSS 5.MD 1 

While playing this game, students will become familiar with metric units of 
measure and practice their multiplication and division of 10s, 100s & 
1000s. 

Sugar Heights 15 2 to 4 

Measure volumes by counting unit cubes, using 
cubic cm. Relate volume to the operation of 
multiplication and addition and solve real world 
problems. CCSS 5.MD 3 & 4 

Using centimeter cubes, students will determine the volume of candy 
boxes.  They will roll for the height of the box  while the face dimensions 
can be found by placing cm cubes on the activity board.   

 Algebraic Thinking 

Cash Machine 15 2 to 4 

Generate numerical patterns using two given 
rules.  Identify apparent relationships between 
terms.     CCSS 5.OA 3 

Playing bank tellers, students will give money to the “banker,” who will 
exchange the money for a different amount.  Players will need to figure 
out what exchange is happening in each transaction.   

Counting 
Cards 

15 2 to 4 
Use parentheses, brackets, or braces to numer-
ical expressions and evaluate expressions with 
these symbols.  CCSS 5.OA 1 

Using cards student will arrange them in such a way that when they add, 
subtract, multiply or divide the cards they will reach the target number. 

Stick To It 20 2 to 4 
Generate numerical patterns using two given 
rules.  Identify relationships between rules.  
CCSS 5.OA 3 

Drawing a card with a set pattern, students will use plastic sticks  to deter-
mine  how that pattern changes and what that pattern will look like over a 
series of increases. 

 Number & Operation with Fractions 

Box It Up 10 2 
Add fractions with unlike denominators by re-
placing given fractions with equivalent fractions.  
CCSS 5.NF 1 

Generating fractions from a spinner, students will convert improper frac-
tions  to mixed numbers and reduce mixed numbers to their  lowest terms.   

Close Call 15 3 
Fluently multiply multi-digit whole numbers us-
ing strategies placed on place value under-
standing.       CCSS 5.NBT 5 

Forming two numbers, students will try to create an equation whose prod-
uct is closest to the target number.  When forming their equations, the 
player may only use each digit once. 

Decimal 
Roundup 

10 2 to 4 
Use place value understanding to round deci-
mals to any place.    CCSS 5.NBT 4 

Rolling dice, students will create numbers to the thousandths. They will 
then round the number to the nearest tens, ones, tenths and hundredth, 
then compare results. 

Ditto 15 2 to 4 
Replace given fractions with equivalent fractions 
in    such a way as to produce an equivalent 
sum or difference of fractions.  CCSS 5.NF 1 

Rolling a fraction dice, students will find its equivalent fraction and cover 
that number on the game board.  First player with four covered fractions in 
a row wins.   

Divisors     
Matter 

10 2 to 4 

Apply and extend previous understanding of 
division to divide unit fractions by whole num-
bers and whole numbers by unit fractions.  
CCSS 5NF 7 

Rolling dice, students will create a whole number and a fraction. Students 
will determine which number will be the divisor.  Answers that are whole 
numbers move forward, answers that are fractional amounts move back. 
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Prime Time 10 2 to 4 
Use square root and cube root symbols to repre-
sent solutions to equations of the form x2 = P and 
x3 = p.  CCSS 8.EE 2 

Playing a board game, students will use prime numbers to create a product 
that they will cover on the board, trying to get 4 of their counters in a row. 

Number System 

All Things 
Equal 

10 2 
Understand the multiplication and division particu-
larly the distributive property.  CCSS 7.NS 2 

Using pattern blocks, students will look at pattern equations and solve for a 
missing piece.   

Bottoms Up 15 2 to 4 
Interpret and compute quotients of fractions involv-
ing division of fraction by fractions.  CCSS 6.NS 1 

Playing a game in which fractions are covered on a board, students will devel-
op a deeper understanding of the division of fractions and reciprocals.   

Nim 15 2 to 3 

Mathematical Practices:  Reason abstractly, make 
sense of problems and persevere, Look for and 
express regularity in repeated reasoning.  CCSS 6, 
7, 8 

Collecting either 1, 2, or 3 counters, students will play a game to see who is 
left collecting the last counters.   

Taxicab  
Treasure 

10 2 

Understand signs of numbers in ordered pairs as 
indicating location in quadrants of the coordinate 
plane.  CCSS.6NS.6b 

Using a grid, a student will secretly hide a treasure that another student will be 
asked to find.  The student will only be given the distance in “blocks” to the 
treasure but not in which direction. Students will have to use problem solving 
skills to narrow down choices.   

What’s Your 
Sign 

15 2 to 4 
Apply and extend understanding of addition and 
subtraction, multiplication and division  to under-
standing integers.  CCSS 7.NS1 & 2 

Rolling operation dice and positive/negative dice, players will determine if the 
answer will be positive or negative.   

Zilch 10 2 to 4 

Understand that positive and negative numbers are 
used together to describe quantities having oppo-
site direction or value and comparison of absolute 
value..  CCSS.6NS 5 & 7d 

Using emotion to explain the adding and subtracting of integers, students will 
create a deeper understanding of positive and negative operations while play-
ing a game that is scored by figuring absolute value.   

Geometry 

Pythagoras     
Baseball 

15 2 to 4 
Apply the Pythagorean Theorem to determine 
unknown side lengths in right triangles.  CCSS 7.G 
7 

Using a baseball diamond, students will roll for different coordinates on their 
diamonds grid, they will then create a triangle and solve for the hypotenuse.   

Taking Up 
Space  

15 2 to 4 
Solve real-life and mathematical problems involving 
angle measure, area, surface area, and volume.  
CCSS 7.G 6 

Given cards with a 2- or 3-dimensional shape, student will figure out area and 
volume of the shape based on limited information they have on the length of 
the sides.   

Triangle  
Techie 

15 2 to 3 
Draw geometric shapes with given conditions.  
Focus on constructing triangles from three meas-
urement of angles or sides.  CCSS 7.G 2 

Drawing Anglegs from a pile, students will be challenged to create specific 
triangular shapes based on angle and side lengths.   

 Odds & Order—Probability & Statistics  

Scatter Plot      
Boot Camp 

20 3 to 4 
Construct and interpret scatter plots for bivariate 
measurement data.           CCSS 8.SP 1 

Doing exercises, students will record data on number of times they do an 
activity in a given time and plot results and determine the line of best fit.   

Sticks and 
Stones 

20 2 to 4 
Approximate the probability of a chance event by 
collecting data on the chance process that produc-
es it.  CCSS 7.SP 6 

Playing a game based on the Apache game, “Throw Sticks,” students will toss 
sticks in the middle of the place area, move their marker accordingly and keep 
track of their moves. They will then determine if the game is fair. 

 

MANGO Math Pre-Algebra Lessons  

Activity Time  

# of 

people Standard Description of Game or Activity 

 Measurement—Ratio & Proportional Relationships 

Billiards 15 2 to 3 

Recognize and represent proportional relationships 
between quantities.  Decide whether two quantities 
are in a proportional relationship.  CCSS 7.RP 2a 

Using the model of a billiard table, students will construct different size tables 
and determine the number of times a ball will hit the sides before landing in a 
corner. 

Dots &      
Boxes 

10 2 
Understand the concept of a ratio and use ratio 
language to describe a ratio relationship.  CCSS 
6.RP 1 

Playing the game, students will create boxes on a board and then use the 
information at the conclusion of the game to determine percent and ratios.   

Mini Me 15 2 to 4 
Recognize and represent proportional relationship 
between quantities.  CCSS 7.RP 2 

Students will spin for functions they will use to alter the coordinate points of 
their Mini-Me. They will then use those coordinates to change their shape.   

Tisk Task 20 2 to 4 
Compute unit rates associated with ratios of frac-
tions.  CCSS 6.RP 3b & 7.RP 1 

Using pattern blocks to represent work units or time units, students will solve 
rate story problems.   

 Algebra—Expressions & Equations 

Factorland 15 2 to 4 
Apply properties of operations as strategies to add, 
subtract factors and expand linear expressions with 
rational coefficients CCSS 7.EE 1 

Playing a game students will factor out a number or variable as well as use 
the distributive property to get solutions to gain favor in the game.   

Get My Point 15 2 to 4 
Understand the connections between proportional 
relationships, lines and linear equations.                         
CCSS 8.EE & 7.RP 2b 

Using dice, students will create points on a grid, the other student will be 
challenged to “hit” those points by using the slope-intercept formula.   

Great         
Expressions 

15 2 to 4 
Write, read and evaluate expression in which let-
ters stand for numbers.  CCSS 6.EE 2 

Reading cards with written expressions, students will translate them into alge-
braic equations.   

Bracket Play 15 2 to 4 
Apply the properties of operations to generate 
equivalent expressions.  CCSS 6.EE.3 

Playing the game, students will apply the correct parenthesis to the series of 
math numbers and operations to get the correct total.   

Indy 500 20 2 to 4 

Use variables to represent two quantities in a real-
world problem that change in relationship to one 
another.  Compare two proportional relationships.   
CCSS 6.EE 9 & 8.EE 5  

Using friction cars, students will measure the distance covered by the car and 
record time to cover distance.  They will then solve components of    D = rt. 

Interest-ed 20 2 to 4 
Use variable to represent numbers and write ex-
pressions when solving  multiple step real-world 
problems.   CCSS 6 EE.6 & 7 EE 3   

Using a board game, students will move around to different investment institu-
tion and then roll a die for certain components of Interest = Prt.   

Let’s Make a 
Deal 

15 2 to 4 
Solve real-life multi-step mathematical problems 
posed with positive and negative rational numbers.  
CCSS 7.EE 3 

Spinning to get an item, players will be given “mark ups” and “mark downs” 
and will play to see who gets the best percent off of the items they win.   

Math Magic 10 2 to 3 
Solve linear equations in one variable with one 
solution, infinitely many solutions or no solution.   
CCSS 8.EE 7 

Given numerical tricks, a student will read a trick to players who will try and 
determine why the trick mathematically works.  

Pigs and   
Penguins 

20 2 to 4 
Analyze and solve pairs of simultaneous linear 
equations.   CCSS 8.EE 8 

Using pig and penguin dice, players will roll to get the total amount of legs of 
all animals, players will then need to figure out how many are pigs and how 
many are penguins.   

Pre 
A 



  

Bulls-eye 15 2 
Using a dart game to practice writing, reading and 
evaluating expressions in which letters stand for 
numbers. CCSS 6.EE.A.2 

Students will play the game of darts and use expressions to deter-
mine what they will multiply to the result of the dart "throw". 

Gaining    
Yardage 

10 2 to 4 

Using a football field understand p + q as the num-
ber located a distance q from p, in the positive or 
negative direction depending on whether q is posi-
tive or negative. CCSS 7.NS.A.1B 

Students will roll a dice and spin a spinner to create football scenari-
os. They will use those scenarios to determine if they gain or lose 
yardage on the field. 

Keeping   
Track 

10 3 

Add fractions with unlike denominators by replac-
ing given fractions with equivalent fractions in such 
a way as to produce an equivalent sum with like 
denominators. CCSS 5.NF.A 1 

Students will roll dice to get a fractional amount and then move their 
pawn that distance on the track. They can move their pawn over two 
different lanes to equal the rolled fractional amount. 

Par for the 
Course 

10 2 to 3 

Using a golf course students will understand that 
positive and negative numbers are used together 
to describe quantities having opposite direction. 
CCSS 6.NS.C.5 

Students will roll dice to create distances to golf holes. Students will 
then determine how far they can hit a ball using different types of 
clubs. Those distances need to add up to each golf hole. 

Shuffling 10 2 to 4 

Solve real world problems involving multiplication 
of fractions by using visual fraction models. CCSS 
5.NF.B.7 Understand the concept of a ratio and 
use ratio language to describe a ratio relationship 
between two quantities. CCSS 6.RP.A 1 

Student will play shuffle board and determine how much of their disk 
landed in a section and then multiplying the value of that section to 
that fractional amount. 

 

Full of          
Hot Air 

10 2 
Use facts about angles to solve simple equations 
for an unknown angle in a figure. CCSS 7.G.B.6 

Students will roll dice to get a coordinate on the air hockey table they 
will then create an angle that will replicate a puck banking off a wall 
and head for the goal. 

Marching      
On 

15 2 to 4 

Describe the effect of dilations, translations, rota-
tions, and reflections on two-dimensional figures 
using coordinates. CCSS 8.G.A 3 

Students will select band formations and then transform them in some 
fashion to get a new image on the field. 

Pythagorean 
Baseball 

10 2 

Using a baseball field students will apply the Py-
thagorean Theorem to determine unknown side 
lengths in right triangles in re-world problems. 
CCSS 8.G.B.7 

Students will roll dice to get a coordinate on the baseball field they will 
use the information to figure out the distance to the home plate. 

Soccer Kicks 15 3 

Using a soccer game to understand how to reason 
abstractly and construct viable arguments while 
maintaining precision. CCSS MP2, 3, 6 Using 
geometrical terms. 

Students will play a game where lines simulate kicks from one player 
to the next. Players are only allowed a certain number of kicks to 
each player. Player who kicks the ball last scores. 

Scatter Plot 
Boot Camp 

10  2 to 3 

Using a physical workout, students will construct 
and interpret scatter plots for bivariate measure-
ment data to investigate patterns of association 
between two quantities. CCSS 8.SP.A.1 

Students will perform different exercises and record data to plot on a 
scatter plot so that they can interpret the data. 

     

MANGO Math Sports Lessons  

Activity Time   

 # of 

people Standard Description of Game or Activity 

  

Horsing 
Around 

15 3 

Using a course that a horse might follow students 
will apply mathematical practices of reasoning, 
argument, and perseverance to solve problems. 
CCSS MP1, 2, 3  

Students will select cards with a specific course that they need to 
follow without tracing over a line segment twice.  

Billiards 15 2 to 4 

Using a pool/billiard table to understand the con-
cept and use ratio language to describe a ratio 
relationship between two quantities. CCSS 
6.RPA.1  

Students will roll a dice to get the length of one side of a pool table, 
they will then establish the length of the other side so that the ball will 
land in a specific corner.  

Dance      
Equation 

15 2 to 4 

Write expressions that record operations with num-
bers and with letters standing for numbers. CCSS 
6.EE.A.2.A Describe the effects of translations, 
rotations, and reflections on figures. CCSS 8.G.A.3  

Student will perform dance routines with selected dance moves and 
the audience needs to figure out the algebraic equations that they are 
performing.  

Doggone It 15 2 to 4 
Using the Iditarod race as a means to solve real 
world math problems dealing with elapsed time.  

Students will roll dice to create times that they then use to get to differ-
ent resting points on the board. They will learn about the Iditarod race 
and some of its history.  

Hoopfest 20 2 to 4 

Using basketball scores to solve real-world and 
mathematical problems leading to two linear equa-
tions in two variables. CCSS 8.EE.8.C  

Students will roll dice to generate types of baskets made; 1, 2, 3 point-
ers. They will share data with other team who needs to determine how 
many points from each point position.  

Indy 500 10 2 

Use variables to represent two quantities in a real-
world problem that changes in relationship to one 
another. Compare two proportional relationships. 
CCSS 6.EE 9 & 8.EE 5 

Students will use friction cars and record the time the car travels over 
a measure distance then use the distance formula to determine the 
rate. 

Salary Caps 15 3 
Solve real world problems using proportional rela-
tionships to solve multistep ratio and percent prob-
lems. CCSS 7.RP.A 3 

Students will select players on a football team and calculate their sala-
ry and their bonus and stay under the salary cap. 

Score Board 10 2 to 4 

Understanding that rewriting an expression in dif-
ferent forms in a problem context can shed light on 
the problem and how the quantities in it are relat-
ed. 

Students will use a final score in a football game to figure out the dif-
ferent combinations that a score can be obtained. 

Throwing 
Strikes 

15 2 to 4 

Using bowling to think flexibly about numbers and 
operations. Record multiple operations using prop-
er notation. Write and interpret numerical expres-
sion. CCSS 5.OA.A.1 

Students will roll 4 dice and create expressions to "knock" down the 
pins 1 - 10. 

Batter Up 10 2 to 4 
Use proportional relationships to solve multi-step 
ratio and percent problems CCSS 7.RP.A. 3 

Students will play a game of baseball and keep score of the events on 
the field and then use the data to determine different averages. 

S 



Activity Centers - select 3 to 4 lessons and place them at different stations.  
Students work at each station for 15 to 20 minutes and then rotate to the next 
station. 
   

Quiet Time Activities - MANGO lessons are self-directed. For students 
who are unable to read through the directions (kindergarten students, for exam-
ple),  have a parent or other student who has learned the activity, quietly ex-
plain the activity.   
 

Out of School Time - used to reinforce classroom work.  Additional rein-
forcement of mathematical concepts. 

 
Parent/Volunteer Groups - having an adult or older child work with the 
students creates an atmosphere of advanced learning. They can ask questions 
of the students that will help deepen understanding.  

 
Resource Room/Tutoring Tool - the games and activities can be taken 
from any grade level crate depending upon the ability of the child or the math 
strand or objective being emphasized.  

 
Family Math Night/Student Check-out - getting the parents involved is 
a great way to promote math comprehension and self-esteem for both the par-
ent and child.   
 

Fill “Holes” in Existing Curriculum - MANGO  lessons are designed to 
supplement any existing math curriculum. 
 

Large Group/Classroom Activity - many activities can be changed so 
that more students can participate.  Additional supplies can be purchased or 
added so that more students can do the same lesson.   
 

Math Club Curriculum - easily adapted into a math club curriculum, groups 
of students with similar abilities can work on the same MANGO games and ac-
tivities. Math-based board games like Yatzee® or Blink® can be incorporated 
as well.   

Some Suggested Uses:   



 

 

For Tutorials of our  

MANGO Math Lessons 

Subscribe to the  

MANGO Math YouTube Channel 

Check the playlist for grade level lessons 

https://www.youtube.com/MANGOMath 

Check us out on Facebook and Twitter 

 

We post fun math problems, riddles,  

and math information regularly. 



 

 

©2011, Mango Math Group LLC.  All rights reserved.  

www.mangomath.com 


