
Polygon Quilt Directions 

The Task 

Students attempt to earn more points than an opponent by coloring in more four-piece 

polygons on the game board. 

Materials 

 Playing grid 

 Two different colors of pens, markers, or pencils. 

Procedure 

 First player colors in any single small triangle of the playing grid. 

 Second player then colors in any other small triangle of the grid. 

 Players then alternate turns coloring in small triangles and may play anywhere 

on the grid. 

 The game ends when the grid is completely colored. 

 Points are awarded for the following shapes, each made up of four triangles: 

square: 

 

triangle: 

 

rectangle: 

 

parallelogram: 

1 point 

 

2 points 

 

3 points 

 

4 points 
 

 

Playing Grid 

  

 

http://teams.lacoe.edu/documentation/classrooms/amy/geometry/3-4/activities/quilt.html#grid


    

    

    

    

    

    

    

    

    

    

    

    

    

    

    

    

Polygon Quilt Game 
SCORING 

 
Earn points for the following shapes,  each made of 4 triangles: 
 
 
 
Square (1 point)    Triangle (2 points)    Rectangle (3 points)    Parallelogram (4 points) 

SOURCE:  http://teams.lacoe.edu/documentation/classrooms/amy/geometry/3-4/activities/quilt.html#grid 
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DateName
Equal Groups

SessionSessions 3.1, 3.2, 3.3, 3.4, 3.5, 3.6, 4.1, 4.2, 4.3, 4.5, 4.6, 4.7s 3.1, 3.2, 3.3, 3.4, 3.5, 3.6, 4.1, 4.2, 4.3, 4.5, 4.6, 4.7 Unit 5 Unit 5

Array Cards (page 1 of 8)
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DateName
Equal Groups

Unit 5 Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 3.6, 4.1, 4.2, 4.3, 4.5, 4.6, 4.7Unit 5 Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 3.6, 4.1, 4.2, 4.3, 4.5, 4.6, 4.7

Array Cards (page 2 of 8) 
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DateName
Equal Groups

Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7 Unit 5 Unit 5

Array Cards (page 3 of 8) 
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DateName
Equal Groups

Unit 5Unit 5 Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7

Array Cards (page 4 of 8)
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DateName
Equal Groups

Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7 Unit 5 Unit 5

Array Cards (page 5 of 8) 
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DateName
Equal Groups

Unit 5Unit 5 Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7

Array Cards (page 6 of 8) 
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DateName
Equal Groups

Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7 Unit 5 Unit 5

Array Cards (page 7 of 8) 
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DateName
Equal Groups

Array Cards (page 8 of 8) 

Unit 5 SessionUnit 5 Sessions 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7s 3.1, 3.2, 3.3, 3.4, 3.5, 4.1, 4.2, 4.3, 4.4, 4.5, 4.6, 4.7
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DateName
Collections and Travel Stories

Session 1.3Session 1.3 Unit 3 Unit 3

Close to 100
You need

Digit Cards (deck of 44)
Close to 100 Recording Sheet 
for each player

Play alone, with a partner, 
or in a small group.

1  Deal out six Digit Cards to each player.

2  Use any four cards to make two 
numbers; for example, 6 and 5 could 
make either 56 or 65. Wild cards can be used as 
any numeral. Try to make numbers that, when added, 
give you a total that is close to 100.

3  Write these two numbers and their total on the Close 
to 100 Recording Sheet; for example, 42 � 56 � 98.

4  Find your score. Your score is the difference between 
your total and 100. For example, if your total is 98, 
your score is 2. If your total is 105, your score is 5.

5  Put the cards you used in a discard pile. Keep the 
two cards you did not use for the next round.

6  For the next round, deal four new cards to each 
player. Make more numbers that come close to 100. 
When you run out of cards, shuffle the discard pile 
and use those cards again.

7  Five rounds make one game. Total your scores for the 
five rounds. The player with the LOWEST score wins.

•
•

M36
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Date

Name
Trading Stickers, Combining Coins

Close to 100 Recording Sheet
Game 1  

ScoreRound 1:  �  �    Round 2:  �  �    Round 3:  �  �    Round 4:  �  �    Round 5:  �  �      
TOTAL SCORE 

Game 1  

ScoreRound 1:  �  �    Round 2:  �  �    Round 3:  �  �    Round 4:  �  �    Round 5:  �  �      
TOTAL SCORE 

Unit 1

Session

Unit 1 

Sessions 2.2, 2.3, 2.5, 2.6, 2.7s 2.2, 2.3, 2.5, 2.6, 2.7
24083_0_RM_G3-U01.indd M36
24083_0_RM_G3-U01.indd   M36



M20

©
 P

ea
rs

on
 E

du
ca

tio
n 

3

DateName
Collections and Travel Stories

Unit 3 Session 1.3Unit 3 Session 1.3

Close to 100 Recording Sheet

Game 1 Score

Round 1:   �   �  

Round 2:   �   �  

Round 3:   �   �  

Round 4:   �   �  

Round 5:   �   �  

 TOTAL SCORE  

Game 2 Score

Round 1:   �   �  

Round 2:   �   �  

Round 3:   �   �  

Round 4:   �   �  

Round 5:   �   �  

 TOTAL SCORE  
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DateName
Equal Groups

How to Make Array Cards
You need

8 sheets of Array Cards (M17–M24)
Resealable plastic bag
Pencil
Scissors

Work on your own.

1. Start with the first sheet of Array Cards 
(M17). Label the grid side of each 
array with the dimensions of the array. 

2. When you have finished labeling the dimensions of 
the arrays, cut them out. Cut carefully, following the 
outlines of each array as exactly as you can.

3. On the back of each card, write 
the number of squares in the array 
(the product) and one dimension of 
the array. 

4. Write your initials on each card. Put your cards 
in the plastic bag.

5. Repeat these steps with each sheet of Array Cards. 
Be sure to keep your cards together.

•
•
•
•

Sessions 3.2, 3.3, 4.4, 4.6Sessions 3.2, 3.3, 4.4, 4.6 Unit 5 Unit 5
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DateName
Equal GroupsEqual Groups

Unit 5Unit 5 Sessions 3.6, 4.1, 4.6Sessions 3.6, 4.1, 4.6

Count and Compare
You need

set of Array Cards

Play with a partner or in a small group.
1  Deal the Array Cards so that all players have the same number 

of cards. Set aside any cards that are left over.

2  Players place their cards in a stack in front of them with the 
dimensions side up.

3  Each player places the top card from his or her stack, dimension 
side up, in the middle of the table.

4  Players decide whose card has the largest array by skip counting, 
using a known multiplication combination, placing the arrays on 
top of each other, or some other strategy. Counting the squares by 
1s is not allowed.

5  The player with the largest array takes all the cards from the round 
and places them on the bottom of his or her stack. If all arrays in 
the round have the same product, players make a rule to determine 
who gets the cards. When a rule is decided, it cannot be changed 
until the game is over.

        

Possible rule: Each player places a second card on top of his or her 
first one. The player with the largest array of all second cards takes 
all of the first cards and all of the second cards.

6  The game is over when one player runs out of cards. The player 
with the most cards (or all of the cards) is the winner.

•

3 � 4
4 � 3

2 � 6
6 � 2 1 � 12   12 � 1
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Collections and Travel Stories

Unit 3 Session 3.3

How Far from 100?

M55
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Date

Name
Collections and Travel Stories

How Far from 100? Recording SheetFor each round, write your cards and find the closest 2-digit and 3-digit numbers you can make. Figure out how far each number is from 100.Remember to keep a 1  to use for each round.
Round 1 Cards

    
How Far  

From 100?Closest 2-digit number
   Closest 3-digit number
    

Score: 

Round 2 Cards
    

How Far  
From 100?Closest 2-digit number

   Closest 3-digit number
    

Score: 
Round 3 Cards

    
How Far  

From 100?Closest 2-digit number
   Closest 3-digit number
    

Score: 

Round 4 Cards
    

How Far  
From 100?Closest 2-digit number

   Closest 3-digit number
    

Score: 
Total Score: 

Session 3.3 

Unit 3

83_RM_G3-U03.indd   M55
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DateName
Collections and Travel Stories

How Far from 100? Recording Sheet
For each round, write your cards and find the 
closest 2-digit and 3-digit numbers you can make. 
Figure out how far each number is from 100.

Remember to keep a 1  to use for each round.

Round 1 Cards
   

 How Far 
 From 100?

Closest 2-digit number
   

Closest 3-digit number
    

Score: 

Round 2 Cards
   

 How Far 
 From 100?

Closest 2-digit number

   
Closest 3-digit number

    
Score: 

Round 3 Cards
   

 How Far 
 From 100?

Closest 2-digit number

   
Closest 3-digit number

    
Score: 

Round 4 Cards
   

 How Far 
 From 100?

Closest 2-digit number

   
Closest 3-digit number

    
Score: 

Total Score: 

Session 3.3 Unit 3Session 3.3 Unit 3
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DateName
Collections and Travel Stories

Digit Cards (page 1 of 3)

00 00 11 11

00 00 11 11

22 22 33 33

22 22 33 33
SessionSession 1.3 1.3 Unit 3 Unit 3
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DateName
Collections and Travel Stories

Unit 3Unit 3 Session 1.3Session 1.3

Digit Cards (page 2 of 3)

44 44 55 55

44 44 55 55

66 66 77 77

66 66 77 77
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DateName
Collections and Travel Stories

Session 1..3Session 1..3 Unit 3 Unit 3

Digit Cards (page 3 of 3)

88 88 99 99

88 88 99 99

WILDWILD
CARDCARD

WILDWILD
CARDCARD

WILDWILD
CARDCARD

WILDWILD
CARDCARD


