
From Class to Studio
A wallpaper designer uses geometry to create repeating
shapes and angles that fit perfectly together, making
wallpaper both interesting and seamless. Designers
measure angles in each pattern to ensure precise
alignment, whether creating floral or geometric designs.

Did You Know?
Some wallpaper designs are inspired by the things you
can see all over California—palm trees, ocean waves,
art deco, and even famous architecture!
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From Class to Shop
A motorcycle technician performing dyno tuning
uses mathematical modeling to analyze and adjust
the engine performance, finding the perfect balance
of speed, power, and efficiency. They use graphs
to see how changes to the engine’s settings impact
acceleration and horsepower.

Did You Know?
California’s mix of scenic riding routes, year-round
riding climate, custom-bike manufacturers, and
deep-rooted history in motorcycle culture makes
the state a favorite for motorcycle enthusiasts.
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From Class to On-Site
A playground builder uses shapes like circles,
squares, and triangles to make safe and fun
places to play! The builder fits shapes together,
just like building with blocks.

Did You Know?
In California, playground builders sometimes
include features inspired by the state flower,
the Golden Poppy.

K
SE

VOL 1

FLUENCY GAME 
SAMPLE  

Each topic features hands-on board games and 
fluency games to build understanding and 
reinforce skills throughout the year. 
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Together
Read

Fluency Game 

Topic 8

Together
Read

Hit the Target!

Addition 0–5 Facts

2 Players 
Materials 
• Hit the Target! 0—5 Number Cards (4 copies)
• Paper
• Pencil

Directions 
• Mix up the 0-5 Number Cards and place

them face down in a pile.

• The target number is 5.

• Each player draws four cards and chooses
two of their cards whose sum is equal or
close to 5 without going over (e.g., Player 1
chooses 0 and 4 which equals 4 and Player 2
chooses 3 and 2 which equals 5).

• If a player gets a sum of 5, they earn 3 points.
If neither player gets a sum of 5, the player
with the closest sum to 5 without going over
earns 1 point.

• Discard the used cards and replace them
with two new cards for each player. If players
run out of cards in the draw pile, mix up and
reuse the discarded cards.

• Play 5 rounds. The player with the most
points wins.

Example
Players have these cards:
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1

2

0

2

2

4

0

Player 1 Player 2

Player 1 chooses 4 and 1 which equals 5. 
Player 2 chooses 2 and 2 which equals 4.

Player 1 Player 2

4 1 2 2

Player 1 earns a point.

Play again!
Play 10 rounds instead of 5.

192  Differentiation Library Topic 8 Copyright © Savvas Learning Company LLC. All Rights Reserved.



Fluency Game 

Topic 8

0 0 1 1

2 2 3 3

4 4 5 5

Hit the Target!
0–5 Number Cards

Addition 0–5 Facts
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