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NOTES Materials

Students

• “Possible Two-Digit Numbers Record Keeping Sheet” 

(Student Mathematician’s Journal p. 11)

• “Mathematician’s Journal Think Deeply About...” (Student 

Mathematician’s Journal pp. 13–15)

Teacher

• Blackline master "Number Tiles" (p. 91)

• Blackline master “Hint Cards” (p. 93)

• Blackline master “Think Beyond Cards” (p. 94)

Supplies

• One set of ten cards labeled for each pair of students with the 

numerals 0, 1, 2, 3, 4, 5, 6, 7, 8 and 9 (You may cut these out 

from the blackline master “Number Tiles.”)

• One set of 6 1—
2 

" by 4 1—
2 

" ten cards labeled with numerals 0, 1, 

2, 3, 4, 5, 6, 7, 8 and 9 for teacher

Mathematical Language

• Greater than – more than, showing a relationship where one 

number is more than another (>)

• Less than – not as great, showing a relationship where one 

number is not as great as another (<)

Initiate (1 day)

Card Capers

Show students the cards that you have numbered from 0–9. Tell 

them that you are going to play a game where you will choose 

three cards from the deck without looking. Each student is to 

write the greatest possible two-digit number using just two of the 

digits that you have chosen. There is just one catch, however. The 

digits will be drawn one at a time without looking, and students 

must place each digit before you draw the next number from the 

deck. Before you draw any digits, each student should draw two 

blanks on a sheet of paper for the two-digit number and one for 

the discard: (Number ____  ____ ; Discard ____ ). To reinforce 

the need to think carefully about their choices, have the students 

use pens or markers to record their decisions.

Number ____   ____

Discard ____

              

SAMPLE



SAMPLE



SAMPLE



SAMPLE



SAMPLE



SAMPLE



SAMPLE



SAMPLE



SAMPLE



SAMPLE



SAMPLE



Project M3: MoLi Stone
Chapter 1: Place-Value Patterns
Lesson 2: Card Game Capers96

C
o

p
yr

ig
ht

 ©
 K

en
d

al
l H

un
t 

P
ub

lis
hi

ng
 C

o
m

p
an

y

NOTES  5. Assign the first Think Deeply question as a formative 

assessment. This question asks students to consider where to 

place the digit 4 when it is the first card drawn in playing the 

largest number game. Students may work individually on the 

question in class or it may be assigned for homework.

 6. If time allows, you may want to vary the game by having 

students try to create the smallest two-digit number possible. 

Have a class discussion afterwards focusing on how strategies 

might have changed playing this version of the game.

Investigate: (1 day)

 1. Ask students how many two-digit numbers are possible 

using the digits 0–9. Encourage them to work individually to 

record all the possibilities. (Note: When drawing digits from 

the deck, the cards are not replaced. Therefore, numbers 

such as 11, 22, 33, etc. are not possible. Also, numbers 

that have zero in the tens place such as 09, 04, 02 should 

not be considered as an option since it is a mathematical 

convention that they be written as single-digit numerals.)

 2. Offer Hint Cards or suggest using an organized list for those 

students who seem to be randomly writing down two-digit 

numbers.

 3. If students have difficulty with organization, suggest they use 

the “Possible Two-Digit Numbers Record Keeping Sheet” in 

the Student Mathematician’s Journal.

 4. Have students share their results with the class. Focus the 

class discussion on the strategies students used to determine 

all possible two-digit numbers. 

Mathematical Communication: (1—
2  day)

Assign and discuss the Think Deeply questions.

 •   The first Think Deeply question asks students to determine 

how many two-digit numbers are possible if the two digits 

are not the same. Students are encouraged to explain how 

they might figure this out without writing down all the 

possibilities. Assign students to work individually on this 

question, and then share their responses with the class.

 •   As stated above, the second Think Deeply question may be 

assigned after students have completed playing the “Largest 

Number Game.” If assigned as homework, begin the next 

class with a discussion of student responses.

              

SAMPLE




