DIVISION IV (GRADES 6-7)

Mathematics Pentathlon® Games & Essential Resources

PRIME GOLD"™

The four basic operations, exponentiation, factorials, algebraic thinking, and prime and composite numbers are integrated
in this strategy-chance alignment game. The gameboard represents a grid with numerical values that sequentially spiral
from the board’s center to the outer band which results in prime numbers that occur along diagonal lines. For each play
students form number sentences based on the roll of 3 polyhedra dice and place chips on corresponding numbered spaces
of the gameboard. The structural/numerical arrangement of the gameboard relates to one of the games goals: constructing
4 diagonal veins of prime gold. Blocking rules dealing with prime and composite numbers, multiple chip placement based
on Goldbach’s conjecture, and a second game goal make this a most challenging computational reasoning game.

REMAINDER ISLANDS"

Polyhedra dice, pawns, chips and a hexagonal-triangular shaped gameboard are used to play this strategy-chance division
game. The goal is to place the greatest number of chips on the board’s six hexagonal-shaped islands. A series of rules related
to zero remainders and networking pawns along strategic pathways make this both a conceptual and problem-solving game.

PENT ‘EM IN™

This transformational geometry game develops spatial visualization as well as both deductive and inductive reasoning.
Each player uses 5 pentominoes (chosen from a set of 12 pieces) and two blocking chips on a 13 by 9 grid to entrap all 5
of the opponent’s pentominoes. In the placement phase players must strategically select and place five pentomino pieces
onto the gameboard. In the movement phase players attempt to entrap the opposing player’s five pentominoes by rotating,
flipping, or sliding their own pieces.

FRAC FACT"

Equivalence, the four basic operations as well as algebraic principles are investigated in this conceptual and strategic fraction
game. A set of 64 fraction bars that pictorially represent various fraction values are used to help students connect symbolic
procedures with visual models. On each turn students try to find two bars that when combined through the four basic opera-
tions equal one of the answer bars on the specially designed gameboard. Students must use strategic thinking skills when
examining all possible combinations of bars and operations as well as setting up moves for future options.

FRACTION PINBALL"™

The gameboard and game pieces in this fraction-decimal conversion game simulate the ricocheting action of pinballs in a
pinball machine. In playing this game students must strategically position and move pawns and blocking chips to land on
fraction values of the gameboard which are converted to decimal form and are added to or subtracted from an accumulated
score. The goal of the game is to be the first player to reach an accumulated score of between 4.95 and 5.05. Since the
gameboard is composed of a network of interconnected fraction circles, students must use both spatial and computational
reasoning when making decisions.

The Guide for Teaching & Sequencing the Mathematics Pentathlon® Program for Division IV

(Grades 6-7): This step-by-step Program Guide of Math Pentathlon lessons provides effective and detailed guidance
to adults who are teaching the Math Pentathlon Program at their school. The Guide is organized into monthly lesson plans
with 4 lessons per month for weekly implementation.

Adventures in Problem Solving Activity Book Il (Grades 4-7): This publication connects the games

with ongoing classroom and club instruction. Prerequisite skills for playing the games as well as many other
problem-solving activities are described in a user-friendly format.

Investigation Exercises Book Il (Grades 4-7): These problem-solving worksheets develop a more analytic
focus and greater insight into the multiple strategies of each game.

Www.mathpentath.org © Copyright 1995, 2001, 2004, 2011, 2014, by Pentathlon Institute, Inc.


http://www.mathpentath.org

"ouf “Imusu] UO[PBIUR] Aq S110T ‘T00T ‘1661 9861 0861 WSLAdo) ©

wllequld uohoely

widoed oel

wUl W3, 1usd

wiPI0O Bwld

aSpuels| Japurewsy

wAa-v-eq

wSprens % suaand

wiSleg % siels

w®160ng

Il NOISIAID § Al NOISIAId

w09 Bruoy

A OMUIS-011eM|

wSS dvd

wpolwey

* X KB E[X| [KEX K| |K[X

2dhdhdbd BIE IR G AR IR,
Bl X[ ¥ E]XE¥X [X

2 dhdhdhS B IE IR R IMERSE.
b R 4h S R IINE

Il NOISIAID

9910 79 S90UIWOQ WNS

3| 3| | 9| 93| 9 P 9| 9| ) | K

V14

ajoell reis

wdn-adeys

niidU0D-Y-XaH

welled

| NOISIAId

X XX
solioyeUIqWO) * * *

Aioay] JlaquinN

Buivoseay annonpul i 9€| 9| | 9 [ 9 [ | | | I 9| 99| 9 [ I | 9 || | ¥
Buuoseay aanonpaa l| 9| 9| [ 9| I 9| 9| | 3] 9 3| I [ I | I [ P | | K| K[ K

wSabeydeipend)  sbury

Ajuo suonebnsany
lo/pue sainuanpy
ur padojenaa J[

Suoibay

%9 saInbi4 oL1aWoaD

RN hIRdRIRAES RIRIRIRIRS BIRIRIRIRS BIRIRIRIRS
opeownuuwop ff 9| | 9 [ 9| I 9| 9| 9| | 9| || 3| | || | K

uoneayissep | 2 ¥ |

IINETN
Angeqoid
s[elloloe
suonoel
uonoengns
uoniuboosay
[elawnN/laqunN

Aejiwis
9ousanibuo)
suodaiay % AnsWWAS * *

Aurevonoana fl ¢ [ 9¢ [ =] 9| I 9| | | | Q| || x| x| x| K| K] K
o | 3] ¥ [ | | 9| 99| | 9 J | | ] 9| P x| x| K| x| X
uonenasqo J| 9| 9| | I [ P | 9| 9| | I | 9 [ | | P | x| K| K| K

e LI ERE

2oeds Jo
sisjeuy |em13mis * *

|euoneuwiojsuel|
uonenuauodx3y
jusWaINseal
uoreadldiiniy

suoiebnsanu|

/S2INUBAPY pue

ssweo ul
padojanag *

SJeqLumg UaA3 % PPO
10 3)1s0dwo) 7 aullid

ONINOSHY ONINOSHY
IYISWOIDNUILYIS | DIHIIN3DSAHIIOO0N ONINOSH3Y 1UNOILULINIWOD

(s2sp12xy suonLBISAU] PUL ‘GUIA|OS WD|QOIJ Ul SDINUDIAPY ‘s2WLS Y] )

WUYOO0Ud eNOTHLULNIJ SOILUWOHLIUW ‘SAYUUNULS ® IN3INOD HLUW


http://www.mathpentath.org

