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ACTIVITY 14:  Tangram Strategies

Hand out copies of page 18 (The Animals of the Kingdom) and have each
student cut out the seven tangram pieces. Give the following directions.

1. Put the parallelogram in front of you. Use the two small triangles to
construct another parallelogram on top of it.

2. Use the parallelogram and the 2 small triangles to make a rectangle.

3. Use the parallelogram and the 2 small triangles to make a large triangle.

4. Put one of the large triangles in front of you. Use three different
combinations of smaller pieces to make a triangle that is just like it.

5. Put the 2 largest triangles together to make a square. Take the remaining 5
pieces and arrange them to form another square of the same size. Put the 2
squares together to make a rectangle.

6. Ask the students to make the animals in Camelot. Have them put the pieces
together to form the bird, the rabbit, and the cat shown on page 18.

7. Have students use the tangram pieces to make other animals.

Have students discuss how they solved the problems. Elicit
strategies they found useful, such as flipping or rotating the pieces.

ACTIVITY 15:  Circle Magic

Demonstrate how to push a quarter through a dime-sized hole.
Trace a dime to make a circle in the middle of an index card. Cut out
the circle. Push a quarter through the hole without tearing the card
by folding the card along the diameter of the hole. 

By bending the card, the hole becomes a different shape with a
larger diameter. It becomes an ellipse. Pass around two or three index
cards with pre-cut holes so students can try the trick.

ACTIVITY 16:  Target Practice

Draw a target on the chalkboard like the one below.

Pose the following type of problem for the students to solve. Sir
Cumference shot 5 arrows and hit the target each time. He scored 45
points in all. If his arrows hit 3 different numbers, what were his 5
scores? (Answer: 15, 10, 10, 5, and 5)

25 15 10 5

Blackline Master

“LEAVING THE CASTLE” MAZE

Help Radius find his way out of King Arthur’s castle. Solve each problem.

Each answer is a clue to which door to enter.

CLUES

a. 11 - 3 = � e. 24 - 17 = �

b. 7 + 2 = � f. 4 + 4 = �

c. 30 - 28 = � g. 22 - 15 = �

d. 3 + 6 = � h. 10 - 4 = �
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