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Introduction 

The Everyday Mathematics® Common Core Instructional Planning and Pacing Guide provides in‐depth information supporting the lesson objectives, 
the Common Core State Standards (CCSS)—both content and practices—and the need to review and maintain skills and concepts. This guide also provides 
instruction necessary to develop prerequisite skills that will impact future instruction. This guide may be used as a complement to the pacing recommended 
in your Teacher’s Lesson Guide Unit Organizers and on the grade‐level specific Content by Strand Poster. The needs of your students will dictate the pace of 
your lessons as will the amount of time for mathematics instruction allocated by your school or district. The information provided also reflects the depth to 
which the CCSS are covered, while maintaining the integrity of the instructional focus of Everyday Mathematics. 

When utilizing this guide, note that only specific portions of a lesson are labeled with the CCSS Content Standards. While all portions of the three‐part lesson 
are important, the intent is to provide you, the teacher, with important information on: 

1) the alignment of various portions of the lesson to specific content standards 
2) the Math Box problems and Games where important review opportunities are presented, as described by the label Maintain 
3) the Math Box problems and Games where essential prerequisite skills are presented that will impact instruction both within your grade 

and in subsequent grade levels, as described by the label Foundation 

The detailed information provided in this guide is yet another step in communicating with Everyday Mathematics educators and supporting instruction, 
planning and delivery of the Common Core State Standards within Everyday Mathematics curriculum. We hope you will find this chart to be a relevant tool 
in the planning and pacing of your lessons as well as a valuable tool in delivering all that you need to meet and exceed the Common Core State Standards. 
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Unit 1  Establishing Routines  Weeks 1–4 (Lessons 11–114) 

Lesson  Title/Objective  Focus 
 

Common Core 
State Standards* 

11 
Daily Routines 
To introduce the count-the-days-of-school and 
job-management routines. 

 Getting Started: Mental Math and Reflexes [1.NBT.1] 
 Part 1: Introduces routines to develop understanding of the 

counting sequence. [1.NBT.1] 
 Part 3: Readiness [1.NBT.1] 

SMP2, 4, 5;  

1.NBT.1 

12 

Investigating the Number Line 
To introduce number-line routines; and to 
provide practice counting up on the number line. 

 Getting Started: Mental Math and Reflexes [1.NBT.1] 
 Part 1: Focuses on the game Monster Squeeze, which helps to 

develop the concept of number comparisons; and introduces 
strategies to count up to a number. Playing Monster Squeeze 
prepares children to compare numbers in Lesson 1-6. 

 Part 3: Enrichment [1.NBT.1] 

SMP1–5;  

1.NBT.1 

13 

Tools for Doing Mathematics 
To introduce and provide practice using 
mathematical tools for drawing and counting. 

 Part 1: Introduces the tool kit so that children become familiar 
with its content; and introduces the Penny-Dice Game. 
Familiarization with the toolkit prepares children for future 
lessons in Grade 1. 

 Part 2: 
 Game: Monster Squeeze [1.NBT.3] 

SMP2, 5 

14 

Number-Writing Practice 
To introduce and provide practice with a slate 
routine; and to provide practice writing the 
numbers 1 and 2. 

 Part 1: Introduces slates as a tool, Math Journal 1, and writing 
the numbers 1 and 2. [1.NBT.1] 

 Part 2: 
 Game: Penny-Dice Game [1.NBT.1, 1.NBT.3, 1.OA.6] 

SMP2, 4–6;  

1.NBT.1 

15 

One More, One Less 
To provide practice finding the number that is 1 
more or 1 less than a given number. 

 Part 1: Introduces basic addition and subtraction number 
stories and the game Bunny Hop. [1.OA.1, 1.OA.6] 

 Part 2: 
 Game: Penny-Dice Game [1.NBT.1, 1.NBT.3, 1.OA.6] 
 Writing the Numbers 1 and 2: [1.NBT.1] 

SMP1, 2, 4–6;  

1.OA.1, 1.OA.6, 
1.NBT.1 

16 

Comparing Numbers 
To provide practice comparing pairs of numbers. 

 Part 1: Focuses on comparing and ordering numbers; and 
introduces the game Top-It. [1.NBT.3]  

 Part 2: 
 Game: Monster Squeeze [1.NBT.3] 

 Part 3: Extra Practice: Penny-Dice Game [1.NBT.1] 

SMP1, 2, 5;  

1.NBT.3 

   

CCSS 
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17 

Recording Tally Counts 
To introduce tally marks for data representation. 

 Part 1: Introduces counting tally marks and making a tally 
chart. [1.MD.4] 

 Part 2: 
 Game: Top-It [1.NBT.3] 
 Writing the Numbers 3 and 4:  [1.NBT.1] 

SMP2, 4;  

1.NBT.1, 1.MD.4 

18 

Investigating Equally Likely 
Outcomes 
To provide experiences with equal-chance 
events. 

 Part 1: Focuses on using tally marks to organize and 
represent data; and answers questions about the data. 
[1.MD.4] 

 Part 2: 
 Writing the Numbers 3 and 4: [1.NBT.1] 

 Part 3: Enrichment: Rock, Paper, Scissors [1.MD.4]  

SMP2–4, 8;  

1.NBT.1, 1.MD.4 

19 

The Calendar 
To introduce the calendar as a device for 
keeping track of the days in a month. 

 Part 1: Introduces the parts of a calendar. Familiarization with 
the calendar prepares children for future activities in Grade 1. 

 Part 2: 
 Writing the Numbers 5 and 6:  [1.NBT.1] 
 Home Link: [1.NBT.1] 

SMP4, 5;  

1.NBT.1 

110 

Working in Small Groups 
To discuss and provide practice with rules for 
working in small groups. 

 Getting Started: Mental Math and Reflexes [1.OA.6] 
 Part 1: Introduces expectations for small groups and has 

children practice by playing Top-It. Understanding the rules 
and expectations for small groups prepares children for future 
small-group activities in Grade 1. 

 Part 2: 
 Game: Monster Squeeze [1.NBT.3] 
 Writing the Numbers 5 and 6:  [1.NBT.1] 
 Home Link: [1.NBT.1] 

SMP2, 5;  

1.OA.6, 1.NBT.1 

111 

EXPLORATIONS:  Exploring Math 
Materials 
To introduce Explorations with manipulative 
materials. 

 Part 1: Introduces expectations for Explorations; and 
introduces pattern blocks, base-10 blocks, and geoboards. 
Introduction to various manipulatives prepares children for 
future work with these manipulatives in Grade 1.  

 Part 2: 
 Game: Top-It [1.NBT.3] 

SMP5 

112 

Weather and Temperature Routines 
To introduce the routines for recording the day’s 
weather and approximate temperature; and to 
teach how a thermometer works. 

 Getting Started: Mental Math and Reflexes [1.NBT.1] 
 Part 1: Focuses on organizing and representing data about the 

weather and temperature. [1.MD.4] 
 Part 2: 

 Game: Bunny Hop [1.NBT.1, 1.OA.5] 

SMP2, 4–6;  

1.NBT.1, 1.MD.4 
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113 

Number Stories 
To provide practice telling and solving number 
stories. 

 Part 1: Focuses on telling, sharing, and solving simple number 
stories. [1.OA.1, 1.OA.6] 

 Part 2: 
 Game: Penny-Dice Game [1.NBT.1, 1.NBT.3, 1.OA.6] 
 Writing Numbers:  [1.NBT.1] 
 Home Link: [1.OA.1] 

SMP1–5;  

1.OA.1, 1.OA.6, 
1.NBT.1 

114 
Progress Check 1 
To assess children’s progress on mathematical 
content through the end of Unit 1. 

 Part 1: Checks children’s progress at the end of Unit 1. 
 

* Visit www.everydaymath.com for Guiding Questions that support Standards for Mathematical Practice (SMPs). 
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Unit 2  Everyday Uses of Numbers  Weeks 4–7 (Lesson 21–214) 

Lesson  Title/Objective  Focus 
 

Common Core 
State Standards* 

21 

Number Grids 
To provide practice counting up and back on the 
number grid. 

 Getting Started: Mental Math and Reflexes [1.NBT.1] 
 Part 1: Introduces the game Rolling for 50 and counting on a 

number grid. [1.OA.5, 1.OA.6, 1.NBT.1, 1.NBT.4] 
 Part 2: 

 Game: Top-It [1.NBT.3] 

SMP1, 5; 

1.OA.5, 1.OA.6, 
1.NBT.1, 1.NBT.4 

22 

Numbers All Around 
To guide exploration of the uses of numbers; and 
to introduce the parts of telephone numbers. 

 Getting Started: Mental Math and Reflexes [1.NBT.1] 
 Part 1: Focuses on reading and writing numbers that are found 

in personal information, including telephone numbers. 
 Part 2: 

 Reviewing Facts Within 5: [1.OA.6] 
 Writing the Numbers 7 and 8:  [1.NBT.1] 
 Home Link: [1.NBT.1] 

SMP3, 4, 6–8; 

1.OA.6, 1.NBT.1 

23 

Complements of 10 
To guide exploration of the complements of 10; 
to introduce ten frames; and to introduce the 
Math Boxes routine. 

 Getting Started: Mental Math and Reflexes [1.OA.6] 
 Part 1: Introduces Two-Fisted Penny Addition, Ten Frames, the 

game Ten-Frame Top-It, and the Math Boxes Routine. [1.OA.6] 
Math Boxes: [2-3↔2-5]; 1– 4 [1.NBT.1] 

 Part 2: 
 Practicing Writing the Numbers 7 and 8:  [1.NBT.1] 
 Home Link: [1.OA.6, 1.NBT.1] 

SMP2, 5, 7; 

1.OA.6, 1.NBT.1  

24 

Unit Label for Numbers 
To introduce the need for unit labels for 
numbers; and to introduce calculators 

 Part 1: Focuses on the writing numbers with unit 
designations; and introduces calculators. Introducing unit 
designations and calculators prepares children for future 
lessons in Grade 1. 

 Part 2: 
 Writing the Numbers 9 and 0: [1.NBT.1] 
 Math Boxes: [2-4↔2-6]; 1, 4 [1.NBT.1]; 2 [Foundation];  
 3 [1.OA.6] 
 Home Link: [1.NBT.1] 

SMP2, 4–6; 

1.NBT.1 

   

CCSS 
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25 

Analog Clocks 
To introduce the analog clock. 

 Getting Started: Mental Math and Reflexes [1.NBT.1] 
 Part 1: Focuses on the parts of an analog clock and how to 

estimate time to the hour on an analog clock. [1.MD.3] 
 Part 2: 

 Game: Rolling for 50 [1.NBT.1, 1.OA.5] 
 Math Boxes: [2-5↔2-3]; 1– 4 [1.NBT.1] 
 Home Link: [1.NBT.1] 

SMP4–6; 

1.NBT.1, 1.MD.3 

26 

Telling Time to the Hour 
To introduce the division of the day into A.M. and 
P.M. times; to provide practice telling time to the 
hour; and to develop a sense of duration of a 
minute. 

 Getting Started: Mental Math and Reflexes [1.OA.1]; Home Link 
Follow-Up [1.NBT.1] 

 Part 1: Focuses on telling and writing time to the nearest hour. 
[1.MD.3] 

 Part 2:  
 Practicing Writing the Numbers 0-9:  [1.NBT.1]  
 Math Boxes: [2-6↔2-4]; 1, 4 [1.NBT.1]; 2 [Foundation];  
 3 [1.OA.6] 
 Home Link: [1.MD.3] 

SMP1, 2, 4–6; 

1.OA.1, 1.NBT.1, 
1.MD.3 

27 

EXPLORATIONS:  Exploring Lengths, 
Straightedges, and Dominoes 
To provide experiences comparing lengths of 
objects; to provide practice drawing straight lines 
with a straightedge; and to develop familiarity 
with dominoes. 

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Provides experience with comparing the size of objects 

in relation to the ruler, as well as other explorations. [1.MD.1] 
 Part 2: 

 Game: Rolling for 50 [1.OA.5, 1.NBT.1] 
 Math Boxes: [2-7↔2-9]; 1 [1.MD.3]; 2 [1.OA.5]; 3 [1.NBT.3]; 
 4 [Maintain] 
 Home Link: [1.NBT.1] 

SMP1, 2, 4, 5, 7; 

1.OA.1, 1.NBT.1, 
1.MD.1 

28 

Pennies 
To introduce pennies and cents notation; to 
provide practice recording numbers of pennies; 
and to reinforce comparing numbers. 

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Focuses on introducing the penny in preparation for 

playing Penny Grab and Penny Plate later in this lesson.  
 Part 2: 

 Game: Penny Plate [1.OA.6] 
 Math Boxes: [2-8↔2-10↔2-12]; 1 [1.OA.5];  
 2, 3 [Foundation]; 4 [1.NBT.1] 

SMP2, 4, 7; 

1.OA.1, 1.OA.6 

29 

Nickels 
To introduce nickels; and to provide practice 
exchanging pennies for nickels. 

 Part 1: Focuses on introducing the nickel in preparation for 
playing Penny-Nickel Exchange in Lesson 2-10. 

 Part 2:  
 Math Boxes: [2-9↔2-7]; 1 [1.MD.3]; 2 [1.OA.5];  
 3 [1.NBT.3]; 4 [Maintain] 

SMP1–5, 7 
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210 

Counting Pennies and Nickels 
To provide practice finding the values of 
combinations of nickels and pennies. 

 Part 1: Focuses on counting the number of coins in 
preparation for working with money in Grade 1. 

 Part 2: 
 Game: Penny-Nickel Exchange [Foundation] 
 Math Boxes: [2-10↔2-8↔2-12]; 1 [1.OA.5];  
 2, 3 [Foundation]; 4 [1.NBT.1] 

SMP6, 7 

211 

Number Models 
To introduce number models for change-to-more 
situations. 

 Part 1: Introduces children to addition number stories by 
using the Penny-Drop Addition activity; and introduces 
number models. [1.OA.1, 1.OA.5, 1.OA.6, 1.OA.7, 1.NBT.1] 

 Part 2: 
 Making a Class Tally Chart:  [1.MD.4]  

 Math Boxes: [2-11↔2-13]; 1 [Foundation]; 2 [1.MD.3];  
 3 [1.MD.4]; 4 [1.NBT.1] 

 Part 3: Enrichment: Nickel-Penny Grab [Foundation] 

SMP2, 4; 

1.OA.1, 1.OA.5, 
1.OA.6, 1.OA.7, 
1.NBT.1, 1.MD.4 

212 

Subtraction Number Models 
To broaden experiences with extending number 
models to include change-to-less situations. 

 Part 1: Introduces children to subtraction number stories 
using change-to-less diagrams. [1.OA.1, 1.OA.6] 

 Part 2: 
 Game: High Roller [1.OA.5, 1.OA.6, 1.NBT.3] 
 Math Boxes: [2-12↔2-8↔2-10]; 1 [1.OA.5];  
 2, 3 [Foundation]; 4 [1.NBT.1] 

SMP2, 4; 

1.OA.1, 1.OA.6 

213 

Number Stories 
To provide practice making up and solving 
number stories; to review counting money; and 
to provide opportunities to find the sum of three 
1-digit-numbers. 

 Getting Started: Mental Math and Reflexes [1.NBT.1] 
 Part 1: Focuses on practicing the skills learned in Lessons 2-

11 and 2-12 to develop a strong background in addition and 
subtraction number stories. [1.OA.1, 1.OA.2, 1.OA.3, 1.OA.4, 
1.OA.5, 1.OA.6, 1.NBT.4]   

 Part 2: 
 Game: Coin Top-It [1.NBT.3] 
 Math Boxes: [2-13↔2-11]; 1 [Foundation]; 2 [1.MD.3];  
 3 [1.MD.4]; 4 [1.NBT.1] 

SMP1–6;  

1.OA.1, 1.OA.2, 
1.OA.3, 1.OA.4, 
1.OA.5, 1.OA.6, 
1.NBT.1, 1.NBT.4 

214 
Progress Check 2 
To assess children’s progress on mathematical 
content through the end of Unit 2.   

 Part 1: Checks children’s progress at the end of Unit 2. 
 Part 2: 

 Math Boxes: [2-14↔Unit 3]; 1, 2, 4 [1.NBT.1];  
 3 [Foundation] 

 

* Visit www.everydaymath.com for Guiding Questions that support Standards for Mathematical Practice (SMPs). 
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Unit 3  Visual Patterns, Number Patterns, and Counting  Weeks 8–11 (Lesson 31–315) 

Lesson  Title/Objective  Focus 
 

Common Core 
State Standards* 

31 

Visual Patterns 
To guide the exploration and extension of visual 
patterns. 

 Part 1: Focuses on introducing the concept of patterns in 
preparation for working with patterns in Grade 1.   

 Part 2: 
 Game: Before and After [1.NBT.1] 
 Math Boxes: [3-1↔3-3]; 1 [1.NBT.3]; 2 [1.MD.3];  
 3 [Foundation]; 4 [Maintain] 

SMP3, 4, 6, 7 

32 

Even and Odd Number Patterns 
To guide exploration of even and odd number 
patterns. 

 Part 1: Introduces the pattern of even and odd numbers in the 
counting sequence in preparation for further work with even 
and odd numbers in Grade 1.   

 Part 2: 
 Game: Penny-Nickel Exchange [Foundation] 
 Math Boxes: [3-2↔3-4]; 1–2 [Foundation]; 3 [1.OA.6];  
 4 [1.NBT.1, 1.NBT.5] 

SMP2–8 

33 

Number Grid Patterns 
To guide exploration of skip-counting patterns on 
the number grid. 

 Part 1: Focuses on introducing skip-counting patterns on a 
number grid in preparation for Lesson 3-10.   

 Part 2:  
 Math Boxes: [3-3↔3-1]; 1 [1.NBT.3]; 2 [1.MD.3];  
 3 [Foundation]; 4 [Maintain] 

SMP2–8 

34 

EXPLORATIONS:  Exploring Number 
Patterns, Shapes, and Patterns 
To guide exploration of even and odd numbers; 
covering shapes with pattern blocks; and 
creating and continuing repeating patterns. 

 Part 1: Focuses on continuing development of the 
understanding of patterns in preparation for further work with 
patterns in Grade 1. [1.G.2] 

 Part 2: 
 Game: Before and After [1.NBT.1] 
 Math Boxes: [3-4↔3-2]; 1–2 [Foundation]; 3 [1.OA.6];  
 4 [1.NBT.1, 1.NBT.5] 

SMP3, 5–7; 

1.G.2 

35 

Counting on the Number Line 
To review basic number-line concepts; and to 
provide practice counting on the number line. 

 Part 1: Focuses on counting on the number line in preparation 
for work with adding and subtracting on the number line in 
Lesson 3-6. 

 Part 2: 
 Game: Coin Top-It [1.NBT.3] 
 Math Boxes: [3-5↔3-7]; 1 [1.MD.4]; 2–4 [1.NBT.1] 

SMP2, 5–8 

   

CCSS 
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36 

Adding and Subtracting on the 
Number Line 
To introduce addition and subtraction on the 
number line. 

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Focuses on providing opportunities to practice 

addition and subtraction skills using the number line. [1.OA.1, 
1.OA.5, 1.OA.6, 1.NBT.1] 

 Part 2: 
 Identifying True and False Number Models:  [1.OA.7]  
 Math Boxes: [3-6↔3-8]; 1, 3 [1.NBT.1]; 2 [Maintain];  
 4 [1.MD.1] 
 Home Link: [1.OA.6] 

SMP1–6; 

1.OA.1, 1.OA.5, 
1.OA.6, 1.OA.7, 
1.NBT.1 

37 

Telling Time to the Half-Hour 
To review basic concepts of telling time; and to 
provide practice telling time to the hour and half-
hour. 

 Part 1: Introduces children to telling time to the nearest half-
hour. [1.MD.3] 

 Part 2: 
 Game: Penny-Nickel Exchange [Foundation] 
 Math Boxes: [3-7↔3-5]; 1 [1.MD.4]; 2 [1.NBT.1];  
 3, 4 [1.OA.6] 
 Home Link: [1.MD.3] 

SMP4–6; 

1.MD.3 

38 

Introduction to the Frames-and-
Arrows Routine 
To introduce the Frames-and-Arrows routine. 

 Part 1: Provides an introduction to the Frames-and-Arrows 
routine. [1.OA.5, 1.OA.8] 

 Part 2: 
 Practicing Telling Time:  [1.MD.3]  
 Math Boxes: [3-8↔3-6]; 1, 3 [1.NBT.1]; 2 [Maintain];  
 4 [1.MD.1] 
 Home Link: [1.OA.5, 1.OA.8] 

SMP1–3, 5, 7, 8;  

1.OA.5, 1.OA.8, 
1.MD.3 

39 

More Frames-and-Arrows Problems 
To introduce Frames-and-Arrows problems in 
which the “arrow rule” is missing. 

 Part 1: Provides practice with Frames-and-Arrows problems 
and has children fill in the blank frames and missing arrow 
rules. [1.OA.5, 1.OA.6, 1.OA.8, 1.NBT.5] 

 Part 2: 
 Practicing adding on the Number Grid:  [1.NBT.4]  
 Math Boxes: [3-9↔3-11]; 1 [1.OA.3, 1.OA.6, 1.OA.5];  
 2 [1.MD.3]; 3 [1.NBT.1, 1.NBT.4, 1.OA.8]; 4 [1.NBT.1] 
 Home Link: [1.OA.5, 1.OA.8] 

SMP1, 2, 5, 7, 8; 

1.OA.5, 1.OA.6, 
1.OA.8, 1.NBT.4, 
1.NBT.5 

310 

Counting with a Calculator 
To introduce counting up and back on the 
calculator. 

 Part 1: Focuses on using calculators to practice counting by 
numbers. [1.OA.5] 

 Part 2: 
 Game: Penny-Nickel Exchange [Foundation] 
 Finding Sums of Three Numbers:  [1.OA.2, 1.OA.3]  
 Math Boxes: [3-10↔3-13]; 1 [Foundation]; 2, 4 [1.OA.6];  
 3 [1.NBT.1] 

SMP1, 3, 5–8; 

1.OA.2, 1.OA.3, 
1.OA.5 
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311 

Dimes 
To introduce the dime; to introduce dollars-and-
cents notation; and to provide practice 
exchanging pennies, nickels, and dimes. 

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Focuses on introducing the dime and exchanging coins 

in preparation for Lesson 3-12.   
 Part 2: 

 Game: Coin Top-It [1.NBT.3] 
 Math Boxes: [3-11↔3-9]; 1 [1.OA.5, 1.OA.6]; 2 [1.MD.3];  
 3 [1.OA.8]; 4 [1.NBT.1, 1.NBT.5] 
 Writing/Reasoning: [1.OA.8] 

SMP1–4, 6, 7; 

1.OA.1 

312 

Counting Dimes, Nickels, and 
Pennies 
To provide practice finding the values of 
collections of dimes, nickels, and pennies.   

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Focuses on counting the number of coins in 

preparation for more work with money in Grade 1. 
 Part 2: 

 Game: Coin-Dice [Foundation] 
 Math Boxes: [3-12↔3-14]; 1 [1.OA.5]; 2 [1.MD.3];  
 3 [Foundation]; 4 [1.OA.6] 

SMP1–4, 6, 7; 

1.OA.1 

313 

Data Day 
To introduce line plots. 

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Focuses on using a line plot to organize data. Children 

then interpret the data. [1.MD.4] 
 Part 2: 

 Game: Dime-Nickel-Penny Grab [Foundation] 
 Math Boxes: [3-13↔3-10]; 1 [Foundation]; 2, 4 [1.OA.6]; 
 3 [1.NBT.1] 
 Home Link: [1.MD.4] 

SMP1–4;  

1.OA.1, 1.MD.4 

314 

Domino Addition 
To explore domino-dot patterns; and to provide 
practice for all of the basic addition facts. 

 Part 1: Focuses on providing additional practice solving 
addition problems with the use of dominoes and playing 
Domino Top-It. [1.OA.1, 1.OA.6] 

 Part 2: 
 Game: High Roller [1.OA.5, 1.OA.6, 1.NBT.3] 
 Math Boxes: [3-14↔3-12]; 1 [1.OA.5]; 2 [1.MD.3];  
 3 [Foundation]; 4 [1.OA.6] 
 Home Link: [1.OA.6] 

SMP1, 2, 6–8; 

1.OA.1, 1.OA.6 

315 
Progress Check 3 
To assess children’s progress on mathematical 
content through the end of Unit 3.   

 Part 1: Checks children’s progress at the end of Unit 3.   
 Part 2: 

 Math Boxes: [3-15↔Unit 4]; 1 [Maintain]; 2 [1.MD.1];  
 3 [1.NBT.1, 1.NBT.5]; 4 [1.NBT.1] 

 

* Visit www.everydaymath.com for Guiding Questions that support Standards for Mathematical Practice (SMPs). 
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Unit 4  Measurement and Basic Facts  Weeks 11–14 (Lessons 41–413) 

Lesson  Title/Objective  Focus 
 

Common Core 
State Standards* 

41 

Math Message and Reading a 
Thermometer 
To introduce the Math Message routine; to 
review thermometers; and to introduce reading 
temperatures to the nearest two degrees. 

 Part 1: Introduces children to the Math Message routine and 
reviews thermometer.  

 Part 2: 
 Game: Domino Top-It [1.OA.3, 1.OA.6, 1.NBT.3] 
 Math Boxes: [4-1↔4-3]; 1 [Maintain]; 2 [1.OA.8];  
 3 [Foundation]; 4 [1.OA.6, 1.NBT.3] 

SMP4–7 

42 

Nonstandard Linear Measures 
To provide practice measuring and comparing 
lengths using nonstandard units. 

 Part 1: Provides practice measuring objects as a whole 
number of length units. [1.MD.1, 1.MD.2] 

 Part 2: 
 Using 6 and 7 Pennies In Two-Fisted Penny Addition:  
 [1.OA.6]  
 Practicing Subtraction on a Number Grid:  [1.NBT.4] 
 Math Boxes: [4-2↔4-4]; 1 [Maintain]; 2 [Foundation];  
 3, 4 [1.NBT.1] 
 Home Link: [1.MD.2] 

SMP1, 3–7; 

1.OA.6, 1.NBT.4, 
1.MD.1, 1.MD.2 

43 

Personal “Foot” and Standard Foot 
To provide practice measuring with a 
nonstandard unit and with the standard foot; and 
to facilitate understanding of the need for 
standard units. 

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Provides practice measuring by using standard and 

nonstandard units. [1.MD.2] 
 Part 2: 

 Game: Coin-Dice [Foundation] 
 Math Boxes: [4-3↔4-1]; 1 [Maintain]; 2 [1.NBT.1, 1.OA.5, 
 1.OA.8]; 3 [Foundation]; 4 [1.OA.6, 1.NBT.3] 

SMP1–6;  

1.OA.1, 1.MD.2 

44 

The Inch 
To introduce the inch as a standard unit of 
length; and to provide practice measuring to the 
nearest inch. 

 Part 1: Introduces the inch and provides practice measuring 
objects in inches. [1.MD.1, 1.MD.2] 

 Part 2: 
 Game: Time Match [1.MD.3] 
 Math Boxes: [4-4↔4-2]; 1 [Maintain]; 2 [Foundation];  
 3 [1.OA.8]; 4 [1.NBT.1] 
 Home Link: [1.MD.2]  

SMP1, 4–7; 

1.MD.1, 1.MD.2, 
1.MD.3 

   

CCSS 
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45 

The 6-Inch Ruler 
To provide practice estimating and measuring 
the lengths of objects in inches. 

 Part 1: Provides practice estimating and measuring in inches. 
[1.MD.2] 

 Part 2: 
 Game: Domino Top-It [1.OA.3, 1.OA.6, 1.NBT.3] 
 Math Boxes: [4-5↔4-7]; 1 [1.MD.2]; 2 [1.MD.4]; 3 [1NBT.1]; 
 4 [1.OA.6] 
 Writing/Reasoning: [1.MD.4] 
 Home Link: [1.MD.2] 

 Part 3: Enrichment [1.MD.4] 

SMP5, 6; 

1.MD.2, 1.MD.4 

46 

Measuring with a Tape Measure 
To provide practice using a tape measure to 
measure curved and flat objects in inches.   

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Provides practice measuring objects using a tape 

measure. [1.MD.2] 
 Part 2: 

 Practicing Finding Totals:  [1.OA.6]  
 Math Boxes: [4-6↔4-8]; 1 [1.MD.2]; 2, 4 [Foundation];  
 3 [1.OA.5, 1.OA.6] 

SMP1, 4–6; 

1.OA.1, 1.OA.6, 
1.MD.2 

47 

EXPLORATIONS:  Exploring Data, 
Shapes, and Base-10 Blocks 
To measure children’s heights; to provide 
experiences making a bar graph; to guide the 
exploration of 2-dimensional shapes; and to 
develop familiarity with base-10 blocks. 

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Provides experience with collecting and organizing 

data, as well as other explorations. [1.MD.2, 1.MD.4] 
 Part 2: 

 Using 8 and 9 Pennies in Two-Fisted Penny Addition:  
 [1.OA.6]  
 Math Boxes: [4-7↔4-5]; 1 [1.MD.2]; 2 [1.MD.4];  
 3 [1.NBT.1]; 4 [1.OA.3, 1.OA.6] 
 Home Link: [1.OA.6] 

SMP1–6, 8; 

1.OA.1, 1.OA.6, 
1.MD.2, 1.MD.4 

48 

Telling Time on the Quarter-Hour 
To review telling time on the hour and half-hour; 
and to introduce telling time on the quarter-hour. 

 Part 1: Focuses on telling time to the quarter-hour. [1.MD.3]  
 Part 2: 

 Game: Dime-Nickel-Penny Grab [Foundation] 
 Using 10, 11, and 12 Pennies in Two-Fisted Penny 
 Addition:  [1.OA.6] 
 Math Boxes: [4-8↔4-6]; 1 [1.MD.2]; 2, 4 [Foundation];  
 3 [1.OA.5, 1.OA.6] 
 Home Link: [1.MD.3] 

SMP1, 5–7;  

1.OA.6, 1.MD.3 

   



  Copyright © The McGraw‐Hill Companies, Inc. 
 

Grade 1 Everyday Mathematics® Common Core Instructional Planning and Pacing Guide          p. 12 

49 

Timelines 
To facilitate the investigation of timelines. 

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Focuses on introducing children to the concept of a 

timeline and its relationship to the number line. 
 Part 2: 

 Practicing Telling Time:  [1.MD.3]  
 Math Boxes: [4-9↔4-11]; 1 [Foundation]; 2 [1.MD.3];  
 3 [1.OA.4, 1.OA.5]; 4 [1.OA.6] 

SMP1, 2, 4–6; 

1.OA.1, 1.MD.3 

410 

Number Scrolls 
To introduce scrolls; and to provide opportunities 
to make a number scroll for numbers to 100 and 
beyond. 

 Part 1: Provides practice writing numerals on scrolls to 
represent numbers in the hundreds. [1.NBT.1] 

 Part 2: 
 Game: Time Match with Quarter Hours [1.MD.3] 
 Math Boxes: [4-10↔4-12]; 1, 3 [Foundation]; 2 [1.OA.5, 
 1.OA.8, 1.NBT.1]; 4 [1.OA.6] 
 Home Link: [1.NBT.1] 

SMP2, 3, 5–8; 

1.NBT.1, 1.MD.3 

411 

Introducing Fact Power 
To introduce addition facts, fact power, turn-
around facts, and doubles facts; and to practice 
adding and subtracting 10.  

 Part 1: Focuses on the importance of quick recall of addition 
facts and provides an introduction of turn-around facts. 
[1.OA.3, 1.OA.4, 1.OA.6, 1.OA.8] 

 Part 2: 
 Game: High Roller [1.OA.5, 1.OA.6, 1.NBT.3]  
 Math Boxes: [4-11↔4-9]; 1 [1.MD.2]; 2 [Foundation];  
 3 [1.OA.4, 1.OA.5]; 4 [1.OA.6] 
 Home Link: [1.OA.3, 1.OA.6] 

SMP2, 4–8;  

1.OA.3, 1.OA.4, 
1.OA.6, 1.OA.8  

412 

Good Fact Habits and Making Ten 
To provide practice with addition facts; and to 
introduce and provide practice with the making-
ten addition strategy. 

 Part 1: Focuses on the making-ten strategy to quickly add 
within 20, and introduces Shaker Addition Top-It [1.OA.3, 
1.OA.6, 1.OA.8]  

 Part 2: 
 Game: Penny Plate [1.OA.6] 
 Labeling True and False Number Models:  [1.OA.7]  
 Math Boxes: [4-12↔4-10]; 1, 3 [Foundation]; 2 [1.OA.8];  
 4 [1.OA.6] 
 Home Link: [1.OA.6] 

SMP1–3, 5–8; 

1.OA.3, 1.OA.6, 
1.OA.7, 1.OA.8 

413 
Progress Check 4 
To assess children’s progress on mathematical 
content through the end of Unit 4.   

 Part 1: Checks children’s progress at the end of Unit 4. 
 Part 2: 

 Math Boxes: [4-13↔Unit 5]; 1, 3, 4 [1.OA.6];  
 2 [Foundation] 

 

* Visit www.everydaymath.com for Guiding Questions that support Standards for Mathematical Practice (SMPs). 
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Unit 5  Place Value, Number Stories, and Basic Facts  Weeks 15–18 (Lessons 51–514) 

Lesson  Title/Objective  Focus 
 

Common Core 
State Standards* 

51 

Place Value:  Tens and Ones 
To provide experiences with place-value 
concepts for tens and ones. 

 Getting Started: Math Message [1.NBT.2a] 
 Part 1: Focuses on understanding place value. [1.NBT.1, 

1.NBT.2, 1.NBT.2a, 1.NBT.2b, 1.NBT.2c] 
 Part 2: 

 Game: Digit Game [1.NBT.2] 
 Math Boxes: [5-1↔5-3]; 1 [1.NBT.2, 1.NBT.2a]; 2 [1.NBT.1, 
 1.OA.5, 1.OA.8]; 3 [1.OA.6];  4 [1.NBT.1] 
 Home Link: [1.NBT.2] 

 Part 3: Readiness [1.NBT.1]; Enrichment and Extra Practice 
[1.NBT.2] 

SMP1, 2, 5, 6; 

1.NBT.1, 1.NBT.2, 
1.NBT.2a, 
1.NBT.2b, 
1.NBT.2c 

52 

Place Value with Calculators 
To provide experiences investigating place-value 
digit patterns. 

 Getting Started: Mental Math and Reflexes [1.NBT.2, 1.NBT.2b] 
 Part 1: Focuses on using a calculator to further understanding 

of place value. [1.NBT.2, 1.NBT.2c] 
 Part 2: 

 Math Boxes: [5-2↔5-4]; 1 [1.NBT.2, 1.NBT.2a]; 2 [1.NBT.1]; 
 3 [1.OA.5, 1.NBT.4]; 4 [1.OA.1] 

SMP2, 3, 5–7; 

1.NBT.2, 1.NBT.2b, 
1.NBT.2c 

53 

Relations:  Greater Than, Less Than, 
and Equal To 
To introduce the relation symbols < and >. 

 Getting Started: Mental Math and Reflexes [1.NBT.3] 
 Part 1: Focuses on introducing relation symbols to compare  

2-digit numbers. [1.OA.7, 1.NBT.2, 1.NBT.2a, 1.NBT.3] 
 Part 2: 

 Game: Base-10 Exchange [1.NBT.2, 1.NBT.2a] 
 Math Boxes: [5-3↔5-1]; 1 [1.NBT.2, 1.NBT.2a]; 2 [1.NBT.1, 
 1.OA.5, 1.OA.8]; 3 [1.OA.6];  4 [1.NBT.1] 
 Home Link: [1.NBT.3] 

 Part 3: Enrichment [1.NBT.3] 

SMP1–3, 5, 6; 

1.OA.7, 1.NBT.2, 
1.NBT.2a, 1.NBT.3 

54 

EXPLORATIONS:  Exploring Area, 
Weight, and Counting 
To develop the concept of area by counting 
units; to provide experience weighing objects 
with a pan balance; and to provide practice with 
rational counting. 

 Part 1: Focuses on counting objects that are covering 
surfaces and counting coins to introduce area concepts and 
further develop counting skills. 

 Part 2: 
 Game: Digit Game [1.NBT.2] 
 Math Boxes: [5-4↔5-2]; 1 [1.NBT.2]; 2 [1.NBT.1]; 3 [1.OA.5, 
 1.NBT.4]; 4 [1.OA.1] 

SMP2, 5, 6 

   

CCSS 
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55 

Animal Weights 
To introduce addition of 2-digit numbers. 

 Part 1: Focuses on using base-10 blocks to add 2-digit 
numbers. [1.OA.1, 1.OA.3, 1.OA.6, 1.NBT.2, 1.NBT.2a, 
1.NBT.2b, 1.NBT.2c, 1.NBT.4] 

 Part 2: 
 Game: Shaker Addition Top-It [1.OA.3, 1.OA.6, 1.NBT.3] 
 Math Boxes: [5-5↔5-7]; 1 [1.NBT.2]; 2 [1.OA.5, 1.OA.6];  
 3 [1.MD.2]; 4 [1.OA.8] 
 Home Link: [1.OA.6] 

 Part 3: Enrichment: Animal Weight Top-It [1.NBT.3] 

SMP1–6;  

1.OA.1, 1.OA.3, 
1.OA.6, 1.NBT.2, 
1.NBT.2a, 
1.NBT.2b, 
1.NBT.2c, 1.NBT.4 

56 

More Than and Less Than Number 
Stories 
To provide practice with more than and less than 
number stories; and to provide experiences with 
writing number models for number stories.   

 Part 1: Focuses on using relation symbols to compare 2-digit 
numbers in number stories. [1.OA.1, 1.NBT.2, 1.NBT.3] 

 Part 2: 
 Math Boxes: [5-6↔5-8]; 1, 2 [Foundation]; 3 [1.MD.4];  
 4 [1.OA.1] 
 Home Link: [1.NBT.3] 

 Part 3: Readiness and Enrichment [1.NBT.3] 

SMP2–7; 

1.OA.1, 1.NBT.2, 
1.NBT.3 

57 

Comparison Number Stories 
To introduce number stories that involve finding 
differences. 

 Part 1: Focuses on using comparison strategies to number 
stories and introducing the Difference Game. [1.OA.1, 1.OA.4, 
1.OA.6, 1.NBT.3] 

 Part 2: 
 Math Boxes: [5-7↔5-5]; 1 [1.NBT.2]; 2 [1.OA.5, 1.OA.6];  
 3 [1.MD.2]; 4 [1.OA.8] 
 Home Link: [1.OA.6] 

SMP1–4, 6; 

1.OA.1, 1.OA.4, 
1.OA.6, 1.NBT.3 

58 

Solving Number Stories 
To provide practice making up and solving a 
variety of number stories involving relations, 
addition, and subtraction. 

 Getting Started: Mental Math and Reflexes [1.NBT.2] 
 Part 1: Provides additional practice solving number stories 

involving 2-digit numbers. [1.OA.1, 1.OA.3, 1.OA.4, 1.OA.8,  
1.NBT.2, 1.NBT.4] 

 Part 2: 
 Math Boxes: [5-8↔5-6]; 1, 2 [Foundation]; 3 [1.MD.4]; 
  4 [1.OA.1] 
 Home Link: [1.OA.1] 

SMP1–6;  

1.OA.1, 1.OA.3, 
1.OA.4, 1.OA.8,  
1.NBT.2, 1.NBT.4 

59 

Dice Sums 
To provide experiences with sums generated by 
rolling pairs of dice. 

 Getting Started:  Math Message [1.OA.6] 
 Part 1: Focuses on finding dice sums, collecting data, and 

answering data questions. [1.OA.6, 1.MD.4] 
 Part 2: 

 Game: Base-10 Exchange [1.NBT.2, 1.NBT.2a] 
 Math Boxes: [5-9↔5-11↔5-13]; 1 [1.NBT.3];  
 2–4 [Foundation] 
 Home Link: [1.OA.6] 

SMP1–8; 

1.OA.6, 1.NBT.2, 
1.NBT.2a, 1.MD.4 
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510 

Facts Using Doubles 
To provide opportunities for children to explore 
and practice doubles-plus-1 and doubles-plus-2 
facts, as well as review strategies for solving 
other addition facts. 

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Focuses on learning addition strategies to quickly add 

within 20. [1.OA.6, 1.OA.7. 1.OA.8] 
 Part 2: 

 Math Boxes: [5-10↔5-12]; 1 [Foundation]; 2 [1.OA.6];  
 3 [Maintain]; 4 [1.NBT.1] 
 Home Link: [1.OA.6] 

 Part 3: Extra Practice: Domino Top-It [1.NBT.3] 

SMP1–4, 6–8;  

1.OA.1, 1.OA.6, 
1.OA.7, 1.OA.8 

511 

Fact Strategy Review 
To review various addition fact strategies; and to 
provide practice with addition facts with sums to 
20. 

 Getting Started: Math Message [1.OA.3] 
 Part 1: Focuses on reviewing known addition strategies to 

quickly add within 20; introduces Beat the Calculator. [1.OA.3, 
1.OA.6, 1.OA.8] 

 Part 2: 
 Game: Penny Plate [1.OA.6] 
 Math Boxes: [5-11↔5-9↔5-13]; 1 [1.NBT.3];  
 2–4 [Foundation] 
 Home Link: [1.OA.3] 

SMP5–8;  

1.OA.3, 1.OA.6, 
1.OA.8 

512 

“What’s My Rule?” 
To introduce the “What’s My Rule?” routine. 

 Getting Started: Mental Math and Reflexes [1.OA.3] 
 Part 1: Introduces the “What’s My Rule?” routine to practice 

addition and subtraction skills. [1.OA.8] 
 Part 2: 

 Practicing Solving “What’s My Rule?” Problems:  [1.OA.8]  
 Math Boxes: [5-12↔5-10]; 1 [Foundation]; 2 [1.OA.6];  
 3 [Maintain]; 4 [1.NBT.1] 

Home Link: [1.OA.8] 

SMP1–4, 6-8;  

1.OA.3, 1.OA.8 

513 

Applying Rules 
To provide experiences with finding the output 
for given rules and input numbers. 

 Getting Started: Mental Math and Reflexes [1.OA.3] 
 Part 1: Provides additional practice with addition and 

subtraction skills. [1.OA.8] 
 Part 2: 

 Game: Penny-Nickel-Dime Exchange [Foundation] 
 Math Boxes: [5-13↔5-11↔5-13]; 1 [1.NBT.3];  
 2–4 [Foundation] 
 Home Link: [1.OA.8] 

SMP2, 6–8; 

1.OA.3, 1.OA.8 

514 
Progress Check 5 
To assess children’s progress on mathematical 
content through the end of Unit 5.   

 Part 1: Checks children’s progress at the end of Unit 5. 
 Part 2: 

 Math Boxes: [5-14↔Unit 6]; 1 [1.OA.1, 1.OA.2];  
 2 [Foundation]; 3 [1.OA.8]; 4 [1.NBT.1] 

 

* Visit www.everydaymath.com for Guiding Questions that support Standards for Mathematical Practice (SMPs). 
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Unit 6  Developing Fact Power  Weeks 18–21 (Lessons 61–613) 

Lesson  Title/Objective  Focus 
 

Common Core 
State Standards* 

61 

The Addition/Subtraction Facts Table 
To provide experience exploring patterns in 
sums of two dice; and to introduce the 
Addition/Subtraction Facts Table. 

 Getting Started: Math Message [1.OA.6] 
 Part 1: Provides additional practice of addition facts and 

introduces the game Addition Top-It. [1.OA.3, 1.OA.6] 
 Part 2: 

 Game: Difference Game [1.OA.4, 1.OA.6] 
 Writing/Reasoning: [1.OA.3] 
 Math Boxes: [6-1↔6-3]; 1, 3 [1.OA.6]; 2 [1.OA.8];  
 4 [1.G.1] 
 Home Link: [1.OA.6] 

SMP2–8; 

1.OA.3, 1.OA.6 

62 

Equivalent Names 
To introduce name-collection boxes as devices 
for collecting equivalent names for numbers. 

 Getting Started: Math Message [1.OA.6] 
 Part 1: Focuses on how numbers can be represented by 

different names. [1.OA.6, 1.OA.7]   
 Part 2: 

 Game: Addition Top-It  [1.OA.3, 1.OA.6, 1.NBT.3] 
 Math Boxes: [6-2↔6-4]; 1, 3 [1.OA.6]; 2 [1.NBT.2];  
 4 [Maintain] 
 Home Link: [1.OA.6] 

 Part 3: Readiness [1.OA.6, 1.OA.7] 

SMP1, 2, 4–6; 

1.OA.6, 1.OA.7 

63 

Fact Families 
To introduce addition/subtraction fact families. 

 Getting Started: Mental Math and Reflexes [1.OA.1]; Math 
Message [1.OA.6] 

 Part 1: Focuses on addition/subtraction fact families and how 
subtraction is related to addition. [1.OA.3, 1.OA.4, 1.OA.5, 
1.OA.6, 1.OA.8] 

 Part 2: 
 Math Boxes: [6-3↔6-1]; 1, 3 [1.OA.6]; 2 [1.OA.8];  
 4 [1.G.1] 
 Home Link: [1.OA.3, 1.OA.6] 

 Part 3: Readiness: Concentration with Number Cards and 
Dominoes [1.OA.6] 

SMP1–6, 8; 

1.OA.1, 1.OA.3, 
1.OA.4, 1.OA.5, 
1.OA.6, 1.OA.8 
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64 

Fact Triangles 
To introduce Fact Triangles. 

 Part 1: Focuses on the Fact Triangle as a tool to practice 
addition and subtraction facts. [1.OA.3, 1.OA.6, 1.OA.8] 

 Part 2: 
 Game: Fact Power Game [1.OA.6] 
 Math Boxes: [6-4↔6-2]; 1 [1.OA.6]; 2 [1.NBT.2]; 3 [1.OA.3, 
 1.OA.6]; 4 [Maintain] 

 Part 3: Readiness, Enrichment, and ELL Support [1.OA.3, 
1.OA.6, 1.OA.8] 

SMP2, 4–8; 

1.OA.3, 1.OA.6, 
1.OA.8 

65 

Using Strategies to Solve 
Subtraction Facts 
To provide experience revisiting the relationship 
between addition and subtraction; and to 
introduce subtraction fact strategies using ten. 

 Getting Started: Mental Math and Reflexes [1.OA.6] 
 Part 1: Provides strategies for quickly solving subtraction 

facts. [1.OA.4, 1.OA.6, 1.OA.8] 
 Part 2: 

 Game: Addition Top-It [1.OA.3, 1.OA.6, 1.NBT.3] 
 Math Boxes: [6-5↔6-7]; 1 [1.OA.3, 1.OA.6]; 2 [1.OA.3, 
 1.OA.8]; 3 [1.OA.5, 1.NBT.4]; 4 [1.G.1] 

 Part 3: Extra Practice: Penny Plate [1.OA.6] 

SMP1–8;  

1.OA.4, 1.OA.6, 
1.OA.8 

66 

The Centimeter 
To introduce the centimeter as a unit of measure 
in the metric system; and to provide experience 
measuring and drawing line segments to the 
nearest centimeter. 

 Getting Started: Mental Math and Reflexes [1.NBT.2, 1.NBT.2a, 
1.NBT.2c] 

 Part 1: Focuses on the centimeter as a way to measure an 
object to the nearest whole number. [1.MD.1, 1.MD.2] 

 Part 2: 
 Generating Fact Families:  [1.OA.6, 1.OA.8]  
 Math Boxes: [6-6↔6-8]; 1 [1.OA.8]; 2 [Foundation];  
 3 [1.OA.6]; 4 [1.MD.4] 
 Home Link: [1.MD.2] 

SMP1, 3–6; 

1.OA.6, 1.OA.8, 
1.NBT.2, 1.NBT.2a, 
1.NBT.2c, 1.MD.1, 
1.MD.2 

67 

EXPLORATIONS:  Exploring Pattern 
Blocks, Addition Facts, and 
Triangles 
To develop readiness for fractions; to provide 
practice with addition facts; and to provide for the 
exploration of various shapes of triangles. 

 Getting Started: Math Message [1.G.1] 
 Part 1: Provides additional addition facts practice and work 

with building and drawing triangles. [1.OA.6, 1.G.1] 
 Part 2: 

 Game: Fact Power Game [1.OA.6] 
 Completing the Set of Fact Triangles:  [1.OA.6]  
 Math Boxes: [6-7↔6-5]; 1 [1.OA.3, 1.OA.6]; 2 [1.OA.3, 
 1.OA.8]; 3 [1.OA.5, 1.NBT.4]; 4 [1.G.1] 

SMP1–3, 5–7; 

1.OA.6, 1.G.1 

   



  Copyright © The McGraw‐Hill Companies, Inc. 
 

Grade 1 Everyday Mathematics® Common Core Instructional Planning and Pacing Guide          p. 18 

68 

Addition Facts Practice with “What’s 
My Rule?” 
To provide an extension for the “What’s My 
Rule?” routine which includes finding missing 
input numbers. 

 Getting Started: Math Message [1.OA.8] 
 Part 1: Focuses on additional practice for addition facts. 

[1.OA.5, 1.OA.6, 1.OA.8] 
 Part 2: 

 Game: Tric-Trac [1.OA.6] 
 Math Boxes: [6-8↔6-6]; 1 [1.OA.8]; 2 [Foundation];  
 3 [1.OA.6]; 4 [1.MD.4] 

 Part 3: Readiness and Enrichment [1.OA.5, 1.OA.6, 1.OA.8] 

SMP1, 2, 6–8; 

1.OA.5, 1.OA.6, 
1.OA.8 

69 

Quarters 
To provide experience finding the value of 
collections of quarters, dimes, nickels, and 
pennies; and showing money amounts with 
coins.   

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Focuses on introducing the quarter in preparation for 

playing Coin Top-It.   
 Part 2: 

 Game: Coin Top-It [1.NBT.3] 
 Math Boxes: [6-9↔6-11]; 1 [Foundation]; 2 [1.MD.2];  
 3 [1.OA.8]; 4 [1.G.1] 

 Part 3: Readiness: Penny-Nickel-Dime Exchange and 
Enrichment: Quarter-Dime-Nickel-Penny Grab [Foundation] 

SMP1–4, 6, 7; 

1.OA.1 

610 

Digital Clocks 
To provide experience identifying the number of 
minutes around the face of an analog clock; and 
to introduce digital time.   

 Getting Started: Mental Math and Reflexes [1.OA.1] 
 Part 1: Focuses on practicing reading time to the hour and 

half-hour on a digital clock. [1.MD.3] 
 Part 2: 

 Game: Coin Exchange [Foundation] 
 Math Boxes: [6-10↔6-12]; 1 [1.MD.2]; 2 [Foundation];  
 3 [1.NBT.3]; 4 [1.NBT.1] 
 Home Link: [1.MD.3] 

 Part 3: Extra Practice: Time Match [1.MD.3] 

SMP1–7; 

1.OA.1, 1.MD.3 

611 

Introducing My Reference Book 
To introduce My Reference Book. 

 Getting Started: Mental Math and Reflexes [1.MD.3] 
 Part 1: Introduces My Reference Book as a tool for when the 

children need help. 
 Part 2: 

 Practicing Measuring in Centimeters:  [1.MD.2]  
 Math Boxes: [6-11↔6-9]; 1 [Foundation]; 2 [1.MD.2];  
 3 [1.OA.8]; 4 [1.G.1] 

SMP5–7;  

1.MD.2, 1.MD.3 
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612 

Data Landmarks 
To introduce the statistical landmarks range and 
middle value; and to provide practice collecting 
data and making bar graphs. 

 Part 1: Focuses on data landmarks as means for interpreting 
data. [1.MD.4] 

 Part 2: 
 Game: Tric-Trac [1.OA.6] 
 Math Boxes: [6-12↔6-10]; 1 [1.MD.2]; 2 [Foundation];  
 3 [1.NBT.3]; 4 [1.NBT.1] 
 Home Link: [1.MD.4] 

 Part 3: Readiness and Enrichment [1.MD.4] 

SMP1–6;  

1.MD.4 

613 
Progress Check 6 
To assess children’s progress on mathematical 
content through the end of Unit 6.   

 Part 1: Checks children’s progress at the end of Unit 6. 
 Part 2: 

 Math Boxes: [6-13↔Unit 7]; 1, 3, 4 [1.G.1]; 2 [Maintain] 
 

* Visit www.everydaymath.com for Guiding Questions that support Standards for Mathematical Practice (SMPs). 
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Unit 7  Geometry and Attributes  Weeks 21–23 (Lessons 71–78) 

Lesson  Title/Objective  Focus 
 

Common Core 
State Standards* 

71 

Attribute Rules 
To reinforce sorting attribute blocks according to 
attribute rules. 

 Getting Started: Mental Math and Reflexes [1.OA.6] 
 Part 1: Focuses on sorting attribute blocks by a designate 

rule.  [1.G.1] 
 Part 2: 

 Game: Make My Design [1.G.2] 
 Math Boxes: [7-1↔7-3]; 1 [Maintain]; 2 [1.OA.6];  
 3 [1.OA.1]; 4 [Foundation] 

 Part 3: Readiness and Enrichment [1.G.1] 

SMP5–8;  

1.OA.6, 1.G.1, 
1.G.2 

72 

EXPLORATIONS:  Exploring 
Attributes, Designs, and Fact Platters
To reinforce sorting by attribute rules; to facilitate 
the learning of addition facts.  

 Getting Started: Mental Math and Reflexes [1.OA.6] 
 Part 1: Focuses on Fact Platters as a way to practice addition 

facts and identifying shapes based on their attributes. [1.OA.6, 
1.G.1, 1.G.2] 

 Part 2: 
 Game: Time Match [1.MD.3] 
 Math Boxes: [7-2↔7-4↔7-6]; 1 [Foundation]; 2 [1.OA.3, 
 1.OA.6]; 3 [1.MD.3]; 4 [1.NBT.1, 1.NBT.5] 
 Home Link: [1.G.1] 

 Part 3: Readiness and Enrichment [1.G.1] 

SMP1, 3, 5–8;  

1.OA.6, 1.MD.3, 
1.G.1, 1.G.2 

73 

Pattern-Block and Template Shapes 
To guide the identification of plane shapes; and 
to facilitate investigating some of their 
characteristics.   

 Part 1: Focuses on identifying pattern-blocks based on their 
attributes. [1.G.1] 

 Part 2: 
 Practicing Fact Families:  [1.OA.6] 
 Math Boxes: [7-3↔7-1]; 1 [Maintain]; 2 [1.OA.6];  
 3 [1.OA.1]; 4 [Foundation] 
 Home Link: [1.G.1] 

 Part 3: Readiness and Extra Practice [1.G.1]; Enrichment 
[1.G.2, 1.MD.4] 

SMP1, 4, 6–8; 

1.OA.6, 1.MD.4, 
1.G.1, 1.G.2 

   

CCSS 
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74 

Making Polygons 
To extend children’s familiarity with polygons. 

 Part 1: Focuses on identifying the attributes of polygons, 
constructing them, and making composite shapes. [1.G.1, 
1.G.2] 

 Part 2: 
 Investigating Flipping Pennies:  [1.MD.4] 
 Math Boxes: [7-4↔7-2↔7-6]; 1 [Foundation]; 2 [1.OA.3, 
 1.OA.6]; 3 [Foundation]; 4 [1.NBT.1, 1.NBT.5] 
 Home Link: [1.G.1] 

SMP1, 3, 4, 6–8; 

1.MD.4, 1.G.1, 
1.G.2 

75 

Spheres, Cylinders, and Rectangular 
Prisms 
To guide the identification of spheres, cylinders, 
and rectangular prisms; and to facilitate the 
investigation of their characteristics.   

 Part 1: Focuses on identifying the attributes of spheres, 
cylinders, and rectangular prisms and the construction of 
cylinders and rectangular prisms. [1.G.1, 1.G.2] 

 Part 2: 
 Game: Coin Exchange [Foundation] 
 Math Boxes: [7-5↔7-7]; 1, 2 [1.G.1]; 3 [1.MD.4]; 4 [1.G.3] 

 Part 3: Readiness, Enrichment, and ELL Support [1.G.1] 

SMP1, 2, 4–6; 

1.G.1, 1.G.2 

76 

Pyramids, Cones, and Cubes 
To guide the identification of pyramids, cones, 
and cubes; and to facilitate the investigation of 
their characteristics.   

 Part 1: Focuses on identifying the attributes of pyramids, 
cones, and cubes and the construction of cubes and cones. 
[1.G.1, 1.G.2] 

 Part 2: 
 Game: Attribute Train Game [1.G.1] 
 Math Boxes: [7-6↔7-2↔7-4]; 1 [Foundation]; 2 [1.OA.3, 
 1.OA.6]; 3 [Foundation]; 4 [1.NBT.1, 1.NBT.5] 
 Home Link: [1.G.1] 

 Part 3: Readiness, Enrichment, and Extra Practice [1.G.1] 

SMP1, 4, 6, 8; 

1.G.1, 1.G.2 

77 

Symmetry 
To facilitate the exploration of symmetrical 
shapes.  

 Part 1: Focuses on the lines of symmetry.  
 Part 2: 

 Game: Addition Top-It [1.OA.3, 1.OA.6, 1.NBT.3] 
 Math Boxes: [7-7↔7-5]; 1, 2 [1.G.1]; 3 [1.MD.4]; 4 [1.G.3] 

 Part 3: Extra Practice: Make My Design [1.G.2] 

SMP3–6; 

1.OA.6, 1.G.2 

78 
Progress Check 7 
To assess children’s progress on mathematical 
content through the end of Unit 7.   

 Part 1: Checks children’s progress at the end of Unit 7. 
 Part 2: 

 Math Boxes: [7-8↔Unit 8]; 1 [1.G.3]; 2 [1.NBT.5]; 3, 4 
 [Foundation] 

 

* Visit www.everydaymath.com for Guiding Questions that support Standards for Mathematical Practice (SMPs). 
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Unit 8  Mental Arithmetic, Money, and Fractions  Weeks 23–26 (Lessons 81–810) 

Lesson  Title/Objective  Focus 
 

Common Core 
State Standards* 

81 

Review:  Money 
To review, reinforce, and assess skills 
associated with counting and exchanging coins. 

 Getting Started: Mental and Math and Reflexes [1.NBT.3] 
 Part 1: Provides a review of money in preparation for Lesson 

8.2.   
 Part 2: 

 Investigating Spinning Colors:  [1.MD.4] 
 Practicing Telling Time:  [1.MD.3]  
 Math Boxes: [8-1↔8-3]; 1 [Foundation]; 2 [1.G.1];  
 3 [1.OA.6]; 4 [1.OA.5] 

 Part 3: Extra Practice: Coin Top-It [1.NBT.3] 

SMP1, 2, 4–8; 

1.NBT.3, 1.MD.3, 
1.MD.4 

82 

Dollars 
To reinforce an understanding of money; to 
introduce dollars; and to facilitate the use of 
money to explore place value. 

 Getting Started: Mental and Math and Reflexes [1.NBT.3] 
 Part 1: Focuses on introducing the dollar and its relation to 

place value. [1.NBT.2a] 
 Part 2: 

 Solving Broken Calculator Puzzles:  [1.OA.6, 1.OA.7] 
 Practicing Comparing Money Amounts:  [1.NBT.3] 
 Math Boxes: [8-2↔8-4]; 1 [Foundation]; 2 [1.G.1];  
 3 [1.OA.6]; 4 [1.NBT.4] 

SMP2, 4–7; 

1.OA.6, 1.OA.7, 
1.NBT.2a, 1.NBT.3 

83 

Place Value:  Hundreds, Tens, and 
Ones 
To extend place-value concepts to hundreds.   

 Getting Started: Mental and Math and Reflexes [1.OA.6] 
 Part 1: Focuses on understanding place value to the hundreds 

place. [1.NBT.2, 1.NBT.2a, 1.NBT.2c] 
 Part 2: 

 Game: Tric-Trac [1.OA.6] 
 Math Boxes: [8-3↔8-1]; 1 [Foundation]; 2 [1.G.1];  
 3 [1.OA.6]; 4 [1.OA.5] 
 Home Link: [1.NBT.2] 

 Part 3: Readiness, Enrichment: Digit Game (3-digit variation), 
and Extra Practice [1.NBT.2] 

SMP1–3, 5–7; 

1.OA.6, 1.NBT.2, 
1.NBT.2a, 
1.NBT.2c 

   

CCSS 
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84 

Application:  Shopping at the School 
Store 
To provide practice solving number stories that 
involve addition and subtraction. 

 Part 1: Provides practice for solving addition and subtraction 
number stories. [1.OA.2, 1.NBT.2a, 1.NBT.4, 1.NBT.6] 

 Part 2: 
 Game: Base-10 Exchange [1.NBT.2] 
 Math Boxes: [8-4↔8-2]; 1 [Foundation]; 2 [1.G.1];  
 3 [1.OA.6]; 4 [1.NBT.4] 
 Home Link: [1.NBT.4] 

SMP1–6; 

1.OA.2, 1.NBT.2a, 
1.NBT.4, 1.NBT.6 

85 

Making Change 
To develop the use of counting up as a strategy 
for making change. 

 Part 1: Introduces making change as a method to practicing 
addition and subtraction. [1.OA.4, 1.OA.5, 1.OA.6, 1.NBT.2, 
1.NBT.4, 1.NBT.5] 

 Part 2: 
 Game: 3, 2, 1 Game [1.OA.3, 1.OA.6] 
 Math Boxes: [8-5↔8-7↔8-9]; 1 [1.NBT.2];  
 2, 3 [Foundation]; 4 [1.G.1]; 5 [1.OA.6]; 6 [1.NBT.6] 

 Part 3: Readiness and Enrichment [1.OA.5] 

SMP1–4, 6, 7; 

1.OA.4, 1.OA.5, 
1.OA.6, 1.NBT.2, 
1.NBT.4, 1.NBT.5 

86 

Equal Shares 
To guide exploration of dividing regions into 
equal parts. 

 Part 1: Introduces dividing shapes into equal parts. [1.G.3] 
 Part 2: 

 Solving “What’s My Rule?” Problems:  [1.NBT.5, 1.NBT.6] 
 Math Boxes: [8-6↔8-8]; 1–3 [Foundation]; 4 [1.OA.8];  
 5 [1.MD.4]; 6 [1.NBT.3] 
 Home Link: [1.G.3] 

SMP1–4, 6; 

1.NBT.5, 1.NBT.6, 
1.G.3 

87 

Fractions 
To guide further understanding of fractional parts 
of a whole; and to introduce unit fraction 
notation. 

 Getting Started: Mental Math and Reflexes [1.OA.6]; Math 
Message and Home Link Follow-Up [1.G.3] 

 Part 1:  Focuses on describing shares of objects using 
fraction words. [1.G.3] 

 Part 2: 
 Game: One-Dollar Exchange [1.NBT.2] 
 Math Boxes: [8-7↔8-5↔8-9]; 1 [1.NBT.2];  
 2, 3 [Foundation]; 4 [1.G.1]; 5 [1.OA.6]; 6 [1.NBT.6] 
 Home Link: [1.G.3] 

 Part 3: Readiness and Enrichment [1.G.3] 

SMP2–6; 

1.OA.6, 1.G.3 

88 

Sharing Pennies 
To introduce finding fractional parts of 
collections. 

 Part 1: Focuses on fractions describing part of a collection. 
[1.OA.6]   

 Part 2: 
 Game: Addition Top-It [1.OA.3, 1.OA.6, 1.NBT.3] 
 Math Boxes: [8-8↔8-6]; 1, 5 [Foundation]; 2 [1.G.3];  
 3 [1.MD.4]; 4 [1.OA.8]; 6 [1.NBT.3] 

SMP1–4, 6, 7; 

1.OA.6 
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89 

EXPLORATIONS:  Exploring 
Fractional Parts and Addition Facts 
To guide exploration of the relationship between 
multiples and fractions; to reinforce naming 
fractional parts of regions; and to provide 
practice with addition facts. 

 Part 1: Focuses on practicing addition facts and further 
exploring the concept of fractions as a part of a whole. [1.G.3] 

 Part 2: 
 Game: 3, 2, 1 Game [1.OA.3, 1.OA.6] 
 Math Boxes: [8-9↔8-5↔8-7]; 1 [1.NBT.2];  
 2, 3 [Foundation]; 4 [1.G.1]; 5 [1.NBT.4, 1.NBT.6];  
 6 [1.NBT.6] 

SMP1, 2, 6, 7; 

1.OA.6, 1.G.3 

810 
Progress Check 8 
To assess children’s progress on mathematical 
content through the end of Unit 8.   

 Part 1: Checks children’s progress at the end of Unit 8. 
 Part 2: 

 Math Boxes: [8-10↔Unit 9]; 1 [1.NBT.3]; 2 [1.OA.5];  
 3 [1.NBT.6]; 4 [1.NBT.4]; 5 [1.OA.6]; 6 [Foundation] 

 

* Visit www.everydaymath.com for Guiding Questions that support Standards for Mathematical Practice (SMPs). 
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Unit 9  Place Value and Fractions  Weeks 26–28 (Lessons 91–99) 

Lesson  Title/Objective  Focus 
 

Common Core 
State Standards* 

91 

Tens and Ones Patterns on the 
Number Grid 
To provide experiences counting by 1s and 10s 
on the number grid in preparation for adding and 
subtracting on the number grid. 

 Getting Started: Mental Math and Reflexes [1.OA.6] 
 Part 1: Focuses on the patterns of 1s and 10s on a number 

grid and naming hidden numbers. [1.NBT.1, 1.NBT.5]  
 Part 2: 

 Math Boxes: [9-1↔9-3]; 1 [1.OA.5, 1.NBT.4]; 2 [1.G.3];  
 3 [1.OA.8]; 4 [1.OA.3, 1.OA.6]; 5, 6 [Foundation] 
 Home Link: [1.NBT.1] 

SMP1, 3, 5, 7, 8; 

1.OA.6, 1.NBT.1, 
1.NBT.5 

92 

Adding and Subtracting Tens 
To provide opportunities to develop proficiency in 
adding and subtracting 10s. 

 Getting Started: Math Message [1.NBT.4, 1.NBT.6] 
 Part 1: Focuses on fluently adding and subtracting by the 

quantity of 10; introduces the Number-Grid Game. [1.NBT.4, 
1.NBT.5, 1.NBT.6] 

 Part 2: 
 Identifying How Many Letters are in Your First Name: 
 [1.MD.4] 
 Math Boxes: [9-2↔9-4]; 1 [1.OA.5]; 2 [1.NBT.4];  
 3, 4 [Foundation]; 5 [1.OA.8]; 6 [1.G.1] 
 Home Link: [1.NBT.4, 1.NBT.6] 

 Part 3: Readiness [1.NBT.5] 

SMP1–6;  

1.NBT.4, 1.NBT.5, 
1.NBT.6, 1.MD.4 

93 

Number-Grid Puzzles 
To reinforce counting, adding, and subtracting 
with 10s and 1s using number-grid patterns.   

 Getting Started: Math Message [1.NBT.5] 
 Part 1: Focuses on using Number-Grid Puzzles as a way to 

practice adding subtracting by 1s and 10s. [1.NBT.1, 1.NBT.4, 
1.NBT.5, 1.NBT.6] 

 Part 2: 
 Game: Make My Design [1.G.2] 
 Math Boxes: [9-3↔9-1]; 1 [1.OA.5, 1.NBT.4]; 2 [1.G.3];  
 3 [1.OA.8]; 4 [1.OA.3, 1.OA.6]; 5, 6 [Foundation] 
 Home Link: [1.NBT.1, 1.NBT.5] 

 Part 3: Readiness: Pin the Number on the Number Grid and 
Enrichment [1.NBT.1, 1.NBT.5] 

SMP1, 2, 5–8; 

1.NBT.1, 1.NBT.4, 
1.NBT.5, 1.NBT.6, 
1.G.2 

   

CCSS 



  Copyright © The McGraw‐Hill Companies, Inc. 
 

Grade 1 Everyday Mathematics® Common Core Instructional Planning and Pacing Guide          p. 26 

94 

Adding and Subtracting 2-Digit 
Numbers 
To provide practice adding and subtracting 2-
digit numbers 

 Part 1: Provides additional practice for adding and subtracting 
2-digit numbers. [1.NBT.4, 1.NBT.6]  

 Part 2: 
 Math Boxes: [9-4↔9-2]; 1 [1.OA.5]; 2 [1.NBT.6];  
 3, 4 [Foundation]; 5 [1.OA.8]; 6 [1.G.1] 
 Home Link: [1.NBT.4] 

 Part 3: Readiness [1.NBT.4, 1.NBT.6] 

SMP1–6;  

1.NBT.4, 1.NBT.6 

95 

EXPLORATIONS:  Exploring 
Capacity, Symmetry, and Heights 
To provide experiences comparing capacities of 
containers; creating a symmetrical design; and 
making a second height measurement. 

 Getting Started: Home Link Follow-Up [1.NBT.5] 
 Part 1: Provides practice with symmetry and different types of 

measurements, which children learn in Grade 1. [1.MD.2] 
 Part 2: 

 Game: Number-Grid Game [1.NBT.4, 1.NBT.6] 
 Math Boxes: [9-5↔9-7]; 1 [1.OA.6, 1.NBT.4]; 2 [1.NBT.1, 
 1.NBT.5]; 3–5 [Foundation]; 6 [1.G.1] 

SMP1, 3–6, 8; 

1.NBT.5, 1.MD.2 

96 

Fractional Parts of the Whole 
To extend fraction concepts to fractions other 
than unit fractions.   

 Part 1: Focuses on additional practice with fractional parts 
and partitioning. [1.G.3] 

 Part 2: 
 Finding the Range and Middle Value of a Data Set: [1.MD.4] 
 Math Boxes: [9-6↔9-8]; 1 [1.NBT.4, 1.NBT.6],  2 [1.G.3];  
 3, 4 [Foundation]; 5 [1.MD.4]; 6 [Maintain] 
 Home Link: [1.G.3] 

 Part 3: Readiness and, ELL Support [1.G.3] 

SMP1–7; 

1.MD.4, 1.G.3 

97 

Comparing Fractions  
To review fraction concepts; and to provide 
experiences using region models to compare 
fractions. 

 Part 1: Focuses on the dividing paper strips into equal parts. 
[1.G.3] 

 Part 2: 
 Game: Difference Game [1.OA.3, 1.OA.4, 1.OA.6] 
 Math Boxes: [9-7↔9-5]; 1 [1.OA.6, 1.NBT.6]; 2 [1.NBT.1, 
 1.NBT.5]; 3–5 [Foundation]; 6 [1.G.1] 
 Home Link: [1.G.3] 

SMP1, 2, 6, 8; 

1.OA.6, 1.G.3 

98 

Many Names for Fractional Parts 
To introduce the idea that fractional parts of a 
whole have many names (equivalent fractions).  

 Part 1: Introduces the concept of comparing the size of 
fractions of a shape. [1.G.3] 

 Part 2: 
 Game: One-Dollar Exchange [1.NBT.2] 
 Math Boxes: [9-8↔9-6]; 1 [1.OA.6, 1.NBT.6]; 2 [1.G.3];  
 3, 4 [Foundation]; 5 [1.MD.4]; 6 [Maintain] 
 Home Link: [1.G.3] 

 Part 3: Enrichment [1.G.3] 

SMP2–6; 

1.G.3 
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99 

Progress Check 9 
To assess children’s progress on mathematical 
content through the end of Unit 9.   

  

 Part 1: Checks children’s progress at the end of Unit 9. 
 Part 2: 

 Math Boxes: [9-9↔Unit 10]; 1 [1.MD.4];  
 2–4 [Foundation]; 5 [1.G.1]; 6 [Foundation] 

 

* Visit www.everydaymath.com for Guiding Questions that support Standards for Mathematical Practice (SMPs). 
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Unit 10  Year‐End Review and Assessment  Weeks 28–30 (Lessons 101–108) 

Lesson  Title/Objective  Focus 
 

Common Core 
State Standards* 

101 

Data Day:  End-of-Year Heights 
To provide experiences with making a line plot 
and finding typical values of a set of data.   

 Getting Started: Mental Math and Reflexes [1.MD.3] 
 Part 1: Focuses on collecting, organizing, and interpreting 

data in a line plot. [1.MD.4] 
 Part 2: 

 Math Boxes: [10-1↔10-3]; 1 [1.MD.4]; 2 [Foundation];  
 3 [1.MD.2]; 4 [1.G.3]; 5 [1.OA.8]; 6 [1.G.1] 
 Home Link: [1.MD.4] 

SMP2, 4, 6; 

1.MD.3, 1.MD.4 

102 

Review:  Telling Time 
To review telling time on an analog clock and 
writing times in digital notation; to provide 
practice telling times in alternate ways; and to 
provide experiences with calculating elapsed 
times.   

 Part 1: Reviews and practices telling time to the nearest hour, 
half-hour, and quarter-hour. [1.MD.3]  

 Part 2: 
 Game: Beat the Calculator  with Facts and Fact Extensions 
 [1.OA.3, 1.OA.6] 
 Math Boxes: [10-2↔10-4↔10-6]; 1 [1.OA.1];  
 2, 4 [Foundation]; 3 [1.NBT.3]; 5 [1.NBT.5]; 6[1.OA.8] 

 Part 3: Readiness and Extra Practice [1.MD.3] 

SMP2, 3, 5–7; 

1.OA.6, 1.MD.3 

103 

Mental Arithmetic:  Using a Vending 
Machine Poster 
To review showing amounts of money with coins 
and to provide experiences with solving number 
stories involving addition of 2-digit numbers. 

 Getting Started: Mental Math and Reflexes [1.NBT.3] 
 Part 1: Focuses on mental strategies for solving addition of 2-

digit numbers.  [1.OA.1, 1.NBT.4] 
 Part 2: 

 Graphing and Analyzing Data: [1.MD.4] 
 Math Boxes: [10-3↔10-1]; 1 [1.MD.4]; 2 [Foundation];  
 3 [1.MD.2]; 4 [1.G.3]; 5 [1.OA.8]; 6 [1.G.1] 
 Home Link: [1.NBT.4] 

 Part 3: Extra Practice: Coin-Dice [Foundation] 

SMP1–6; 

1.OA.1, 1.NBT.3, 
1.NBT.4, 1.MD.4 

104 

Mental Arithmetic (Continued) 
To provide experiences with solving comparison 
number stories and calculating amounts of 
change from purchases. 

 Getting Started: Mental Math and Reflexes [1.NBT.5] 
 Part 1: Focuses on mental strategies for solving addition of 2-

digit numbers. [1.OA.1, 1.OA.4, 1.NBT.2a, 1.NBT.4, 1.NBT.6] 
 Part 2: 

 Game: $1, $10, $100 Exchange [1.NBT.2] 
 Math Boxes: [10-4↔10-2↔10-6]; 1 [1.OA.1];  
 2, 4 [Foundation]; 3 [1.NBT.3]; 5 [1.NBT.5]; 6 [1.OA.8] 
 Home Link: [1.NBT.4, 1.NBT.6] 

 Part 3: Extra Practice: Dime-Nickel-Penny Grab [Foundation] 

SMP1–4, 6; 

1.OA.1, 1.OA.4, 
1.NBT.2a, 1.NBT.4, 
1.NBT.5, 1.NBT.6 

   

CCSS 
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105 

Year-End Geometry Review 
To review the names and some of the 
characteristics of polygons, as well as the names 
of basic 3-dimensional shapes. 

 Part 1: Focuses on the review of attributes that identify 2- and 
3-dimensional shapes; provides additional practice in 
constructing solids and composite shapes. [1.G.1, 1.G.2] 

 Part 2: 
 Game: Time Match [1.MD.3] 
 Math Boxes: [10-5↔10-7]; 1–3, 5 [Foundation];  
 4 [Maintain]; 6 [1.G.1] 
 Home Link: [1.G.1] 

 Part 3: Readiness and ELL Support [1.G.1]; Enrichment [1.G.2] 

SMP3, 4, 6, 8; 

1.MD.3, 1.G.1, 
1.G.2 

106 

Review:  Thermometers and 
Temperature 
To review reading temperatures in degrees 
Fahrenheit; and to provide experiences using 
information on a map to find temperature 
differences. 

 Getting Started: Mental Math and Reflexes [1.NBT.5] 
 Part 1: Focuses on reviewing children’s understanding of 

thermometers and temperature. [1.NBT.4, 1.NBT.6] 
 Part 2: 

 Math Boxes: [10-6↔10-2↔10-4]; 1 [1.OA.1];  
 2, 4 [Foundation]; 3 [1.NBT.3]; 5 [1.NBT.5]; 6 [1.OA.8] 
 Home Link: [1.NBT.4, 1.NBT.6] 

 Part 3: Readiness [1.NBT.6] 

SMP1, 2, 4–6; 

1.NBT.4, 1.NBT.5, 
1.NBT.6 

107 

Review:  Place Value, Scrolls, and 
Number Grids 
To review place value through hundreds. 

 Getting Started: Mental Math and Reflexes [1.G.3] 
 Part 1: Focuses on reviewing children’s understanding of 

place value. [1.NBT.2, 1.NBT.2a, 1.NBT.5] 
 Part 2: 

 Game: Favorite Math Games 
 Assessing Children’s Progress with Scrolls:  [1.NBT.1] 
 Math Boxes: [10-7↔10-5]; 1–3 [Foundation];  
 4 [Maintain]; 5 [1.G.3]; 6 [1.G.1] 

SMP1–3, 5–8; 

1.NBT.1, 1.NBT.2, 
1.NBT.2a, 1.NBT.5, 
1.G.3 

108 
Progress Check 10 
To assess children’s progress on mathematical 
content through the end of Unit 10.   

 Part 1: Checks children’s progress at the end of Unit 10. 
 Part 2: 

 Math Boxes: [10-8↔Grade 2]; 1, 2, 4 [Foundation];  
 3, 6 [Maintain]; 5 [1.NBT.1] 

 

* Visit www.everydaymath.com for Guiding Questions that support Standards for Mathematical Practice (SMPs). 
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Common Core State Standards for Grade 1** 
 
OPERATIONS AND ALGEBRAIC THINKING 1.OA 
 
Represent and solve problems involving addition and subtraction. 
1.OA.1. Use addition and subtraction within 20 to solve word problems involving situations of adding to, taking from, putting 
together, taking apart, and comparing, with unknowns in all positions, e.g., by using objects, drawings, and equations with a 
symbol for the unknown number to represent the problem. 
 
1.OA.2. Solve word problems that call for addition of three whole numbers whose sum is less than or equal to 20, e.g., by using 
objects, drawings, and equations with a symbol for the unknown number to represent the problem. 
 
Understand and apply properties of operations and the relationship between addition 
and subtraction. 
1.OA.3. Apply properties of operations as strategies to add and subtract. Examples: If 8 + 3 = 11 is known, then 3 + 8 = 11 
is also known. (Commutative property of addition.) To add 2 + 6 + 4, the second two numbers can be added to make a ten, so 
2 + 6 + 4 = 2 + 10 = 12. (Associative property of addition.) 
 
1.OA.4. Understand subtraction as an unknown-addend problem. For example, subtract 10 -- 8 by finding the number that makes 
10 when added to 8. 
 
Add and subtract within 20. 
1.OA.5. Relate counting to addition and subtraction (e.g., by counting on 2 to add 2). 
 
1.OA.6. Add and subtract within 20, demonstrating fluency for addition and subtraction within 10. Use strategies such as counting 
on; making ten (e.g., 8 + 6 = 8 + 2 + 4 = 10 + 4 = 14); decomposing a number leading to a ten (e.g., 13 -- 4 = 13 -- 3 -- 1 = 10 -- 
1 = 9); using the relationship between addition and subtraction (e.g., knowing that 8 + 4 = 12, one knows 12 -- 8 = 4); and 
creating equivalent but easier or known sums (e.g., adding 6 + 7 by creating the known equivalent 6 + 6 + 1 = 12 + 1 = 13). 
 
Work with addition and subtraction equations. 
1.OA.7. Understand the meaning of the equal sign, and determine if equations involving addition and subtraction are true or false. 
For example, which of the following equations are true and which are false? 6 = 6, 7 = 8 -- 1, 5 + 2 = 2 + 5, 4 + 1 = 5 + 2. 
 
1.OA.8. Determine the unknown whole number in an addition or subtraction equation relating three whole numbers. For example, 
determine the unknown number that makes the equation true in each of the equations 8 + ? = 11, 5 = □ -- 3, 6 + 6 = □. 
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NUMBER AND OPERATIONS IN BASE TEN 1.NBT 
 
Extend the counting sequence. 
1.NBT.1. Count to 120, starting at any number less than 120. In this range, read and write numerals and represent a number of 
objects with a written numeral. 
 
Understand place value. 
1.NBT.2. Understand that the two digits of a two-digit number represent amounts of tens and ones. Understand the following as 
special cases. 
 

1.NBT.2a. 10 can be thought of as a bundle of ten ones ---- called a ‘‘ten.’’ 

 

1.NBT.2b. The numbers from 11 to 19 are composed of a ten and one, two, three, four, five, six, seven, eight, or nine ones. 
 

1.NBT.2c. The numbers 10, 20, 30, 40, 50, 60, 70, 80, 90 refer to one, two, three, four, five, six, seven, eight, or nine tens (and 
0 ones). 
 

1.NBT.3. Compare two two-digit numbers based on meanings of the tens and ones digits, recording the results of comparisons 
with the symbols >, =, and <. 
 
Use place value understanding and properties of operations to add and subtract. 
1.NBT.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 10, using concrete models or drawings and strategies based on place value, properties of operations, and/or the 
relationship between addition and subtraction; relate the strategy to a written method and explain the reasoning used. Understand 
that in adding two-digit numbers, one adds tens and tens, ones and ones; and sometimes it is necessary to compose a ten. 
 
1.NBT.5. Given a two-digit number, mentally find 10 more or 10 less than the number, without having to count; explain the 
reasoning used. 
 
1.NBT.6. Subtract multiples of 10 in the range 10-90 from multiples of 10 in the range 10-90 (positive or zero differences), using 
concrete models or drawings and strategies based on place value, properties of operations, and/or the relationship between 
addition and subtraction; relate the strategy to a written method and explain the reasoning used. 
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MEASUREMENT AND DATA 1.MD 
 
Measure lengths indirectly and by iterating length units. 
1.MD.1. Order three objects by length; compare the lengths of two objects indirectly by using a third object. 
 
1.MD.2. Express the length of an object as a whole number of length units, by laying multiple copies of a shorter object (the length 
unit) end to end; understand that the length measurement of an object is the number of same-size length units that span it with no 
gaps or overlaps. Limit to contexts where the object being measured is spanned by a whole number of length units with no gaps 
or overlaps. 
 
Tell and write time. 
1.MD.3. Tell and write time in hours and half-hours using analog and digital clocks. 
 
Represent and interpret data. 
1.MD.4. Organize, represent, and interpret data with up to three categories; ask and answer questions about the total number 
of data points, how many in each category, and how many more or less are in one category than in another. 
 
GEOMETRY 1.G 
 
Reason with shapes and their attributes. 
1.G.1. Distinguish between defining attributes (e.g., triangles are closed and three-sided) versus non-defining attributes (e.g., 
color, orientation, overall size); build and draw shapes to possess defining attributes. 
 
1.G.2. Compose two-dimensional shapes (rectangles, squares, trapezoids, triangles, half-circles, and quarter-circles) or three-
dimensional shapes (cubes, right rectangular prisms, right circular cones, and right circular cylinders) to create a composite 
shape, and compose new shapes from the composite shape. 
 
1.G.3. Partition circles and rectangles into two and four equal shares, describe the shares using the words halves, fourths, and 
quarters, and use the phrases half of, fourth of, and quarter of. Describe the whole as two of, or four of the shares. Understand 
for these examples that decomposing into more equal shares creates smaller shares. 
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Standards for Mathematical Practice** 
 
1 Make sense of problems and persevere in solving them. 
Mathematically proficient students start by explaining to themselves the meaning of a problem and looking for entry points to its 
solution. They analyze givens, constraints, relationships, and goals. They make conjectures about the form and meaning of the 
solution and plan a solution pathway rather than simply jumping into a solution attempt. They consider analogous problems, and 
try special cases and simpler forms of the original problem in order to gain insight into its solution. They monitor and evaluate their 
progress and change course if necessary. Older students might, depending on the context of the problem, transform algebraic 
expressions or change the viewing window on their graphing calculator to get the information they need. Mathematically proficient 
students can explain correspondences between equations, verbal descriptions, tables, and graphs or draw diagrams of important 
features and relationships, graph data, and search for regularity or trends. Younger students might rely on using concrete objects 
or pictures to help conceptualize and solve a problem. Mathematically proficient students check their answers to problems using a 
different method, and they continually ask themselves, ‘‘Does this make sense?’’ They can understand the approaches of others to 
solving complex problems and identify correspondences between different approaches. 
 
2 Reason abstractly and quantitatively. 
Mathematically proficient students make sense of quantities and their relationships in problem situations. They bring two 
complementary abilities to bear on problems involving quantitative relationships: the ability to decontextualize----to abstract a given 
situation and represent it symbolically and manipulate the representing symbols as if they have a life of their own, without 
necessarily attending to their referents----and the ability to contextualize, to pause as needed during the manipulation process in 
order to probe into the referents for the symbols involved. Quantitative reasoning entails habits of creating a coherent 
representation of the problem at hand; considering the units involved; attending to the meaning of quantities, not just how to 
compute them; and knowing and flexibly using different properties of operations and objects. 
 
3 Construct viable arguments and critique the reasoning of others. 
Mathematically proficient students understand and use stated assumptions, definitions, and previously established results in 
constructing arguments. They make conjectures and build a logical progression of statements to explore the truth of their 
conjectures. They are able to analyze situations by breaking them into cases, and can recognize and use counterexamples. They 
justify their conclusions, communicate them to others, and respond to the arguments of others. They reason inductively about 
data, making plausible arguments that take into account the context from which the data arose. Mathematically proficient 
students are also able to compare the effectiveness of two plausible arguments, distinguish correct logic or reasoning from that 
which is flawed, and----if there is a flaw in an argument----explain what it is. Elementary students can construct arguments using 
concrete referents such as objects, drawings, diagrams, and actions. Such arguments can make sense and be correct, even 
though they are not generalized or made formal until later grades. Later, students learn to determine domains to which an 
argument applies. Students at all grades can listen or read the arguments of others, decide whether they make sense, and ask 
useful questions to clarify or improve the arguments. 
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4 Model with mathematics. 
Mathematically proficient students can apply the mathematics they know to solve problems arising in everyday life, society, and 
the workplace. In early grades, this might be as simple as writing an addition equation to describe a situation. In middle grades, a 
student might apply proportional reasoning to plan a school event or analyze a problem in the community. By high school, a 
student might use geometry to solve a design problem or use a function to describe how one quantity of interest depends on 
another. Mathematically proficient students who can apply what they know are comfortable making assumptions and 
approximations to simplify a complicated situation, realizing that these may need revision later. They are able to identify important 
quantities in a practical situation and map their relationships using such tools as diagrams, two-way tables, graphs, flowcharts 
and formulas. They can analyze those relationships mathematically to draw conclusions. They routinely interpret their 
mathematical results in the context of the situation and reflect on whether the results make sense, possibly improving the model if 
it has not served its purpose. 
 
5 Use appropriate tools strategically. 
Mathematically proficient students consider the available tools when solving a mathematical problem. These tools might include 
pencil and paper, concrete models, a ruler, a protractor, a calculator, a spreadsheet, a computer algebra system, a statistical 
package, or dynamic geometry software. Proficient students are sufficiently familiar with tools appropriate for their grade or 
course to make sound decisions about when each of these tools might be helpful, recognizing both the insight to be gained and 
their limitations. For example, mathematically proficient high school students analyze graphs of functions and solutions generated 
using a graphing calculator. They detect possible errors by strategically using estimation and other mathematical knowledge. 
When making mathematical models, they know that technology can enable them to visualize the results of varying assumptions, 
explore consequences, and compare predictions with data. Mathematically proficient students at various grade levels are able to 
identify relevant external mathematical resources, such as digital content located on a website, and use them to pose or solve 
problems. They are able to use technological tools to explore and deepen their understanding of concepts. 
 
6 Attend to precision. 
Mathematically proficient students try to communicate precisely to others. They try to use clear definitions in discussion with 
others and in their own reasoning. They state the meaning of the symbols they choose, including using the equal sign consistently 
and appropriately. They are careful about specifying units of measure, and labeling axes to clarify the correspondence with 
quantities in a problem. They calculate accurately and efficiently, express numerical answers with a degree of precision 
appropriate for the problem context. In the elementary grades, students give carefully formulated explanations to each other. By 
the time they reach high school they have learned to examine claims and make explicit use of definitions. 
 

7 Look for and make use of structure. 
Mathematically proficient students look closely to discern a pattern or structure. Young students, for example, might notice that 
three and seven more is the same amount as seven and three more, or they may sort a collection of shapes according to how 
many sides the shapes have. Later, students will see 7 × 8 equals the well-remembered 7 × 5 + 7 × 3, in preparation for learning 
about the distributive property. In the expression x2 + 9x + 14, older students can see the 14 as 2 × 7 and the 9 as 2 + 7. They 
recognize the significance of an existing line in a geometric figure and can use the strategy of drawing an auxiliary line for solving 
problems. They also can step back for an overview and shift perspective. They can see complicated things, such as some 
algebraic expressions, as single objects or as being composed of several objects. For example, they can see 5 -- 3(x -- y)2 as 5 
minus a positive number times a square and use that to realize that its value cannot be more than 5 for any real numbers x and y. 
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8 Look for and express regularity in repeated reasoning. 
Mathematically proficient students notice if calculations are repeated, and look both for general methods and for shortcuts. Upper 
elementary students might notice when dividing 25 by 11 that they are repeating the same calculations over and over again, and 
conclude they have a repeating decimal. By paying attention to the calculation of slope as they repeatedly check whether points 
are on the line through (1, 2) with slope 3, middle school students might abstract the equation (y -- 2)/(x -- 1) = 3. Noticing the 
regularity in the way terms cancel when expanding (x -- 1)(x + 1), (x -- 1)(x2 + x + 1), and (x -- 1)(x3 + x2 + x + 1) might lead them 
to the general formula for the sum of a geometric series. As they work to solve a problem, mathematically proficient students 
maintain oversight of the process, while attending to the details. They continually evaluate the reasonableness of their 
intermediate results. 
 
 
**© Copyright 2010. National Governors Association Center for Best Practices and Council of Chief State School 
Officers. All rights reserved. 
 


