Topic

D |ffe rentiation Ll bl‘a I'y OverVIew Differentiation Library resources are available
2 This library includes opportunities to engage students with the topic's at Savvas Realize®. Additionally, resources with
content in various formats to allow for differentiation. are available in print.

Digital Manipulative Activities

Available only at Savvas Realize®.

Pick a Project  Usc anytime. (100

Project Ecl:,gaging A:hvity P!E:a":‘s Count the Letters Students count the number of letters ':'l": - | - | ‘ | | o
niexts il H in the words, build the number in the frame using cubes, == :EE:D m]
24 Real-world Create Math walk then drag the correct number matching the number of [#I " l . I . J et J 0
Fruits/ : letters in each word. Use with Lesson 2-2. e N -
25 Vegetables Wiets e [ | ] TT (8]
Count, Match, and Build to 9 Students count the - R
2C Coral reef | Find pictures Poster number of tiles in each frame and match the correct [ [T 1] [ 0
2D Astronauts Act out Skit number into the colored boxes next to each frame. B i |
Then, students look at a number shown in a colored Digital Manipulative Activity

box and use tiles to build that number in the frame.
Use with Lesson 2-4. [

678¢9

Student Edition
Lesson Resources Use with each lesson.

Build Understanding

Available only at Savvas Realize®.

Spiral Review Daily opportunity for spaced and
interleaved practice

Math and Literacy STEAM { fead p——————

Ew T
Math and Literacy Mat

Story 2 Insect Detectives Use anytime. Reteach to Build Understanding

Enrichment

Activity 2 Find the Homes! Use anytime.

Five Fun Fact Build Mathematical Literacy

Problem Solving 2A How Many Insects? Use any time bt
sftaril assanBod D Insects are the largest &

group of animals. e T o e T

Problem Solving 2B Let's Compare! Use any time after B3 Ther ammbant Lijlion Insacts. Allinsscts have

Lesson 2-13. L e | :l:\d:;:(lnlmn, an cuter

Hands-On Games

Number Match-Up Students match number

Real-World Applications

BJ Scientists keep discovering B o =~ Insect: asmall animal representations within 10. Use any time after Five
new insects. . p :"::::L?b:: Lesson 2-11. by Five
Amazing Contributions Spidars ars nof insects. Eo

B Some insects can live
in water.

Fibonacci discovered the Fibonacci sequence, a
pattern of numbers that exists in nature. Use anytime.

mara than 5,000
yoam ogo.

Digital Games [}

Available only at Savvas Realize®.

Math and Literacy Mat Fluency Games Practice to achieve and maintain

fluency.

Stand Up and Think

Problem 2A Animals All Around Use any time
after Lesson 2-4.

Vocabulary Games Practice to acquire mathematical
terminology.

Problem 2B Apples to Apples Use any time after Hands-On Game Board

Lesson 2-12. Fluency Practice

Write & to 10. Use anytime.

Sustain Understanding and Fluency
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Differentiatio n Library Over\riew Differentiation Library resources are available

This library includes opportunities to engage students with the topic’s content in various formats at Savvas Realize®. Additionally, resources with
to allow for differentiation. are available in print.

Pick a Project  Use anytime. Digital Manipulative Activities ¥

i Use any time after Lesson 2-12.

Prowct: keop aafe 71|72 |73 (74 (75 |76 |77 (78 |79 | 80

[E—
Available only at Savvas Realize®.
: Engaging Activity Final . . [RTOR—————
Project oo NAnHlias Prodiucts A'ddmg Doubt:es l?tuientslshiw Ju;nps;fthzf;:we JAUH———————
A REAIRGHe GRoaiE MatFraIk size on a num ert ine to solve four doubles addition
problems. Use with Lesson 2-3.
2B Weather Make Calendar o))
2C Space Draw Picture £ Counting On to Subtract Students build a cube
Abceand g+ train ona number line to represent the subtraction
2D e Collect data Poster g problem, add more cubes to the number line to show m
monkeys 4 ) . ‘ R e o L
7B counting on to subtract, and then fill in the blank in the
s subtraction problem. Use with Lesson 2-9. Digital Manipulative Activity
T
c
S8l Lesson Resources  Use with each lesson.
Student Edition e et e et o o
E Available only at Savvas Realize ®. rmmm—
m Spiral Review Daily opportunity for spaced and s
2 interleaved practice
o :
= . DL o — e Reteach to Build Understanding
E Math and theracy STEAM - - ! Math and Literacy Mat .
%— Story 2 Papa's Hat Use anytime. H ats 7 i Enrichment
<t!:L Activity 2 Match the Hats! Use anytime. Five Fun Facts "@ Build Mathematical Literacy Digital Manipulative Activity
-& Problem Solving 2A Count On! Use any time after g:‘;::::,:lzt::::;“mh.
_E Lesson 2-2. {EJ People waar hals for fashion. -
9 Hats are neadad f Jjobs. = DL
; Problem Solving 2B How Many Hats Are Left? Use any o,.::.n,,,.h,u::rm_y milion! Hands-On Games o N 255 [ e | Il
g time after Lesson 2-9. : e et oy ren Make a Path Students add and subtract within 10. 8l |82 |83 |8y |85 [86 |87 |88 |89 | 90
[+

Tens in the Pen Fluency Practice: Addition 0-10 Facts.

Amazing Contributions Use anytime. 61 |62 |63 |6 |65 |66 |67 |68 |69 |70
Carolina Araujo studies how numbers and equations 51 | 52 | 53 | 54 | 55 | 66 | 57 | 58 | 59 | 60
explain where things are in space. Use anytime. Digital TS n o e Fee Tom Tes les Toe oo e e
Almost
Available only at Savvas Realize®. 31|32 (333435 36|37 |38 |39 |0 | o
The firet wides ;owp’\.im:n
i i intai mnima | 21 |22 (23 (24 (25 (26 (27 |28 |29 | 30 .
Math and Literacy Mat Fluency Games Practice to achieve and maintain do 558 vl
fluency. |z a3 |15 |is |17 [ 18|19 |20

Stand Up and Think

Vocabulary Games Practice to acquire mathematical

Problem 2A Blooming Bouquets Use any time after terminology. E T n
Lesson 2-3. E
Problem 2B Right on Track Use any time after FlllenCy Practice Hands-On Game Board

Lesson 2-9. Add and Subtract within 10. Use anytime.
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Topic

Diffel‘e ntiation Libl‘a I'y overView Differentiation Library Resources are available

at Savvas Realize®. Additionally, resources with

This library includes opportunities to engage students with the topic’s
are available in print.

content in various formats to allow for differentiation.

Pick a Project  Use anyiime. [[13N —— = S, Digital Manipulative Activities ‘.
‘ LSk win i g
: Available only at Savvas Realize ®.
. . | Engaging Activity Final . Valsle sfefr e
Project o Modalities Products Using a Hundred Boa‘rd toA{!d Students use a ’ Paaaaae s
hundred board and skip counting by 10s and counting reamen At
2A Real-world Create Math walk el by 1sto model the sum of two 2-digit numbers. R o .=
2B Airports Write List =l Use with Lesson 2-2. = RS
2C Olmels Create Poster e -E Using Compensation to Add Students use place- * EEEREEEEEE
games [ jmsmitee Ll value blocks to model the use of a compensation - miEEm mlRE R
2D Biking trails Make Brochure 2 strategy for adding two 2-digit numbers. -
% Use with Lesson 2-6. Digital Manipulative Activity
=
= Lesson Resources Use with each lesson.
SrilsnitEditoR g Available only at Savvas Realize ®. N
=
[i@ll Spiral Review Daily opportunity for spaced and " : I - " d I
interleaved practice = =
Reteach to Build Understanding
Math and Literacy STEAM r— R LA Enrichment e
Story 2 Biggest Fan Use anytime. : Build Mathematical Literacy Digital Manipulative Activity

Activity 2 Clever Coloring Use anytime.

Problem Solving 2A Find Mike's Bike
Use any time after Lesson 2-9.

Hands-On Games pows of T€ /
Add 'Em Up! Students add numbers 1 to 22,

(1) Over 100 mi lion bikes are mads.

Real-World Applications

Problem Solving 2B Bike Seat Totals i Use anytime after Lesson 2-9.
thenfy ininale e @‘ IM T:: ?’ me: :‘:m:'nm. L Just the Facts, Please! Fluency Practice: Subtraction
b ;:muérdn;:ﬁ e Z i ¢ i 0-20 Facts. Use anytime.
5 183.9 miles Biding o bike develops
Amazing Contributions por iout. AT
(5] Biking is thres . ion:
Evariste Galois developed Galois Theory and studied times fagler Digital Games n

the mathematical structure of groups. Use anytime. Mmanalkihg:

Available only at Savvas Realize®. |

Fluency Games Practice to achieve and maintain

Stal'ld Up al'ld Think Math and Literacy Mat fluency. . - ;::;’:mm N
Problem 2A Class Can Collecting \foca'bulary Games Practice to acquire mathematical ——
Use any time after Lesson 2-6. terminology.

Problem 2B Museum Madness Fluency Practice Hands-On Game Board

Use any time after Lesson 2-10.
Add and Subtract Within 20. Use anytime.

Sustain Understanding and Fluency
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e Differentiation Library Overview

z This library includes opportunities to engage students with the topic's
content in various formats to allow for differentiation.

Pick a Project  Usc anytime. [fud\Y

Engaging Activity Final
Contexts Meodalities Products

2A Real-world Create Math walk

Project

2B Clocks Design Clock tower
2C Daytona 500 Plan Poster
2D Fundraisers Create Report

Math and Literacy (B0, oS g : —

.. Mathand Literacy Mat

Story 2 Aaliyah’s Ride Use anytime.
Activity 2 Spot the Differences! Use anytime.

Problem Solving 2A Multiply by 2 Use any time after
Lesson 2-1.

Five Fun Facts
Problem Solving 2B Multiply by 5 or 10 Use any time W' (7] e e rotircoseto it U5 as it m 1884
after Lesson 2-2. [2] Carousels were first used o train knights.

() Thve werld s tallost swing rids risss aver 400 fost.

Real-World Applications

(18] The fest Farris Whoe! was buik in 1893.
Amazing Contributions [E] g mcnation caurs

Brahmagupta described rules for adding, subtracting,
multiplying, and dividing by zero. Use anytime.

Math and Literacy Mat

Stand Up and Think

Problem 2A Exact Change Only! Use any time after
Lesson 2-2.

Problem 2B Movie Madness Use any time after
Lesson 2-6.

| 45-46 Difierentiation Library Overview

Build Understanding

Sustain Understanding and Fluency

Differentiation Library resources are available
at Savvas Realize®. Additionally, resources with
are available in print.

0

[S——

Digital Manipulative Activities

Available only at Savvas Realize®.

[ P ——

S 4t i 1 o, s e s

Number Line to Multiply Students use a number line
to model a multiplication word problem using jumps
on the number line. Use with Lesson 2-5.

How Many Arrays? Students make all possible arrays
and their equations for a given number of counters.
Use with Lesson 2-6.

Digital Manipulative Activity

Lesson Resources Use with each lesson.

arrange 19 coutars i ns many erays a1 passible.

Available only at Savvas Realize®.

Spiral Review Daily opportunity for spaced and
interleaved practice

Reteach to Build Understanding

FOr G QPO Creciod Wite 1 MeAiplCation SGUCEan rageosantac

Enrichment

Digital Manipulative Activity

Build Mathematical Literacy

Hands-On Games

Solve and Spin Students multiply with 0-2, 5, and 10
factors. Use any time after Lesson 2-5.

Number Scramble Fluency Practice: Addition and
Subtraction within 100. Use anytime.

Digital Games [}
Available only at Savvas Realize®.
Fluency Games Practice to achieve and maintain fluency.

Vocabulary Games Practice to acquire mathematical
terminology.

Escape Room Games Practice skills and concepts.

Hands-On Game Board

Fluency Practice
Add and Subtract within 100. Use anytime.

Differentiation Library Overview 46A 8




Differentiation Library Overview

Differentiation Library resources are available
at Savvas Realize®. Additionally, resources with

This library includes opportunities to engage students with the topic's
are available in print.

content in various formats to allow for differentiation.

Pick a Project  Use anytime. [EZ\Y

Math and Literacy sTEAM [ DL]
Story 2 The Animator's Apprentice Use anytime.
Activity 2 Animation Determination Use anytime.

Problem Solving 2A What's the Sum? Use any time
after Lesson 2-6.

time after Lesson 2-7.

Real- World Applications

Amazing Contributions

Alan Turing invented the “Enigma Machine” which
could decode secret messages. Use anytime.

Stand Up and Think

Problem 2A Roller Coaster Calculations Use any time

after Lesson 2-4.

Problem 2B All for the Animals Use any time after
Lesson 2-8.

33-34 Differentiation Library Overview

Problem Solving 2B What's the Difference? Use any

Student Edition

D Acncmimuto animation takos 1,440 drawings.
a ngam por

3 Flight schovs uss animation to toach pilots.

oa
3 Mora than 2 billion people watch
 animations aach year

Math and Literacy Mat

""" USEWITHTORC

Arimation ia the art of making an cbject ook li it
iz mouing, Images ars puttogather ona Shar ancthar ¢
and spad up to give tha iluslen cf movament

Whushon: samathing that is nat what it sacrms

Build Understanding

Sustain Understanding and Fluency

Digital Manipulative Activities %

ke
Available only at Savvas Realize®.

Lesson Resources Use with each lesson.

Available only at Savvas Realize®.

Spiral Review Daily opportunity for spaced and
interleaved practice

Reteach to Build Understanding
Enrichment

Build Mathematical Literacy

Hands-On Games

Start with 100,000 Students add and subtract
multi-digit whole numbers. Use any time after
Lesson 2-8.

Pyramid Towers Fluency Practice: Add and
Subtract within 10,000. Use anytime.

Digital Games [}

Available only at Savvas Realize®.

Fluency Games Practice to achieve and maintain fluency.

Vocabulary Games Practice to acquire mathematical
terminclogy.

Escape Room Games Practice skills and concepts.

Fluency Practice
Add and Subtract within 10,000. Use anytime.

Project Engaging A:tivit.y. Final Mystery Addition Students use place-value blocks === X 1
Contexts | Modalities | Products and & place-value mat to determine the possible . . p 00
2A Real-world | Create Math walk values of missing digits in a four-digit addition LL
equation. Use with Lesson 2-6. 20 00 '
2B Planets Build Model .
N Subtracting Sports Cards Students use place-value .
2c Mourtains, |:Resaarch lable blocks and a place-value mat to find differences with s e
United regrouping. Use with Lesson 2-7.
2D States Research Report Digital Manipulative Activity

[P—

S —

P T —

Digital Manipulative Activity

kYo Knone? .

Hands-On Game Board

Rows of Five

WWWWWW
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Topic

D |ffere ntlat'on I.| bl‘a I'y OverVIeW Differentiation Library resources are available
2 This library includes opportunities to engage students with the topic's at Savvas Realize®. Additionally, resources with
content in various formats to allow for differentiation. are available in print.

R

Digital Manipulative Activities

Available only at Savvas Realize®.

Pick a Project  Usc anytime. [iudiLY

Engaging Activity Final
Contexts Modalities Products

Adrian’s Fence Students use place-value blocks to
model adding two decimals with regrouping. Use with
Lessan 2-5.

Project

2A Real-world Create Math walk

How Much Saffron? Students use place-value blocks
to model subtracting two decimals with regrouping.
Use with Lesson 2-6.

2B Theme parks Investigate Brochure
2C Food Plan Model

2D Traveling Write and draw | Journal

Lesson Resources Use with each lesson. Digital Manipulative Activity

Available only at Savvas Realize®.

Student Edition Spiral Review Daily opportunity for spaced and

interleaved practice

Build Understanding

Reteach to Build Understanding

Enrichment

Math and Literacy STEAM
Story 2 Navigating the Tides Use anytime.

Build Mathematical Literacy

Digital Manipulative Adtivity

Activity 2 Navigate the Word: Marine Navigation
Word Scramble Use anytime.

Hands-On Games

Decimal Challenge Students add and subtract
decimals. Use any time after Lesson 2-6.

Three Boxe

Problem Solving 2A Sums, Differences, and Distances ] S
Use any time after Lesson 2-2. el s
3 Ships mavigane wing the
Problem Solving 2B Speedy Sums and Differences estersrimam

& Maring navigation is hew shics
Use any time after Lesson 2-6. Rt et

navigation is dead reckening.
- | - Dsad reckoonings calculati
Amazing Contributions ot g

Fositicn, direction and spesd

Pick Your Place Fluency Practice: Add and Subtract
within 10,000,000. Use anytime.

Real-World Applications

Georg Cantor discovered different sizes of infinities
and realized that some problems are unsolvable.
Use anytime.

Digital Games [}
Available only at Savvas Realize®.

Fluency Games Practice to achieve and maintain
fluency.

VvAS

Math and Literacy Mat
Vocabulary Games Practice to acquire mathematical

terminology. ;
snlvvps.'

Stand Up and Think

Problem 2A Café Calculations Use any time after
Lesson 2-2.

Escape Room Games Practice skills and concepts.
Hands-On Game Board

Sustain Understanding and Fluency

Problem 2B Discount Dilemma Use any time after

i DL
Lesson 2-6. Fluency Practice (I

Add and Subtract within 10,000,000. Use anytime.
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