DAY 2:  Fractzee

Materials

Copies:


2.1  Fractzee Preparation




2.2  Fractzee Rules




2.3  Fractzee Scorecard

Ticket Out the Door Day 2

Supplies:

Fractzee Dice: set of A, B or C dice (see below) for each pair, sorted  

                                    by sets ahead of time



Colored Pencils (optional)
Objective 

Students will use a hundred gird to convert between percents, decimals and fractions and use these conversions in a game of matching and ordering.
Student Talk Strategy

Report to a Partner while modeling Fractzee rules.
Academic Language Use

Percent- “out of 100”.  In this unit, percent will be understood as the number of boxes colored out of 100.  Percent will be understood as an “elastic” number, meaning that the actual amount of a percent changes depending upon what the whole is.  

Activity Notes
15 minutes: Fractzee Preparation

Pass out activity sheet 2.1.  Explain to the students they will be playing a game called Fractzee, but first, they must learn the values of their dice.  Pass out a set of dice to each group of 4 students (or you can choose to have the students play in pairs as opposed to teams of two).  Below are the instructions for making the sets of dice.

Each group will need 6 dice- 2 fraction, 2 decimal and 2 percent dice. You will have to put together the 6 dice so that all dice are from the same letter group (seen below). To do this, before starting the game, identify the dice with A, B, or C according to the diagram below.  To help with this, put the die face-up with .5 if there is not a .5, then it is a B die).  If the face to the right is a .2, this is an A die; if it is .1, it is a C die.  
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Explain to each group that they need to find the decimal, percent and fraction equivalents for all the numbers of their dice before they can play.  Model how to do this with 1 die.  Show 1 side and use the hundred grid to represent this number.  Ask the students to help tell you with the steps to do this and then record the number as all three representations.  Set the timer for 10 minutes and have the groups do the same for all of their dice.  The group can split up the work to help them finish faster!  Once they are done, have them raise their hand so that you can check.  Have them keep this out so they can refer to it for the game.  Note: if your class struggled yesterday, you can use only set A, as these have more friendly numbers!

10 minutes: Modeling and going over rules

Pass out activity sheet 2.2.  Give the students 2 minutes to read the directions silently.  Use a set of A dice to model an example of EACH category from the score sheet on page 2.  To do this, put up the dice that would earn points in a certain category and ask the students to “report to a partner” to share which category they think it is.  You can use the chart below to record the numbers and help the students see what an example of each category would be.

	3 of a kind


	
	
	
	
	
	
	

	three pairs


	
	
	
	
	
	
	

	Two “3 of a kinds”
	
	
	
	
	
	
	

	Sm. Straight

Sequence of 4
	
	
	
	
	
	
	

	Lg. Straight 

Sequence of 5
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	Perfect Straight 

Sequence of 6
	
	
	
	
	
	
	

	4 of a kind
	
	
	
	
	
	
	

	Full House

4 of a kind and a pair
	
	
	
	
	
	
	

	5 of a kind
	
	
	
	
	
	
	

	FRACTZEE

6 of a kind
	
	
	
	
	
	
	


Once you have gone through all the categories, model how to play a game.  Roll your 6 dice.  Again, use report to a partner to have students share which category they think you should try for and which dice you should “keep”.  Remind them that you have 3 rolls.  Ask a student for a suggestion; follow that and then roll a second time.  Have the students again report to a partner to discuss what you should do on this role.  Select a student to share and follow his/her advice and then complete your final roll.  Ask the class which category you have.  If it is one from the scorecard, record the points.  If you did not earn points, record a zero in the category for which you were trying.  

Remind the students that they can stop after the 1st or 2nd roll or they can roll all 3 times.  Also remind them that they can earn points in each category up to 4 times.  Ask a few questions to make sure they understand, such as, “How many dice do you roll on your 1st roll?”  “Do you have to keep any?”  “What is the maximum number of rolls you can do?”  “When do you decide how many points you get?”  “What if you don’t have any category after 3 rolls?”

30 minutes: Playing the Game
Let the students play!  Pass out activity sheet 2.3, the scorecard.  Again, decide if you want the students to play in a group of 4 with 2 players on a team, taking turns each time, or play in a group of 2, one person against the other.   Make sure they have out activity sheet 2.1 to use to help them decide the value of each number.  Circulate to help students understand the rules.  Note: they might start off slowly, but should get faster as they play.

5 minutes: Ticket out the Door

Pass out the Ticket out the Door and have the students raise their hands when finished (so that you can check it and then dismiss them).  
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