
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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Fluency Game 

Topic 2Square Up

Goal: Build expressions with integer values.

Players: 2

Materials:
•	Square Up Game Board
•	Square Up Scoring Sheet
•	Square Up Number Cards
•	Stackable counters—a different color for  

each player

Setup:
•	Shuffle the Number Cards.

•	Deal 4 Number Cards to each player and 
place the rest face down in a pile.

Play: 
•	Players take turns.

•	A player chooses any number of Number 
Cards from their hand.

•	The player writes an expression using those 
numbers, any of the four operations (addition, 
subtraction, multiplication, and division), 
and parentheses.

•	The player records the expression and its value.

•	The player claims a square on the board 
showing the value of the expression.

•	The next player takes a turn.

•	Play continues until all squares on the board 
are covered or time is up.

Scoring:
•	A player gets 2 points for the placed counter 

and 1 point each for each of the adjacent 
squares, including corners, that already have 
counters on them.

Winning:
•	The player with the highest score at the end 

of the game wins!

Notes:
•	Players may choose any value for a Wild 

card but must use that card with at least one 
other card.

•	Players are restricted to the Number Cards in 
their hands. This may be frustrating for some 
students, but encourage them to keep going. 
If necessary, allow students to turn in one 
card for a replacement. The returned card 
goes to the bottom of the deck.

•	Remind students that they can subtract to 
form a negative number.

Variations:

You and your students may adjust the rules of 
this game to create variations. Some examples 
of variations include:

•	Players can bounce another player’s token by 
playing their own token on that space. Players 
can “king” the space by playing two tokens 
on it.

•	Deal 7 Number Cards to each player; players 
cover as many spaces in a row as possible 
each turn.
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Fluency Game 

Topic 2

Fluency Game 

Topic 2Square Up

Goal: Build expressions with integer values.

Players: 2

Set-Up:
•	Shuffle the Number Cards and deal 4 Number Cards face down to 

each player. 

Play:
•	Use some of your Number Cards and your choice of operations 

(including parentheses) to write an expression with a value that matches 
a space on the Square Up game board.

•	Wild cards have any value you choose but must be used with at least one 
other card. 

•	Take turns.

Scoring:
•	You get 2 points for the space your token is on and 1 point for any 

adjacent token, including at corners. Use the score card to track your 
expressions, their values, and your score.

Winning:
•	The player with the highest score wins! 

How to Play
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Fluency Game 

Topic 2Square Up
Scoring Sheet

ROUND PLAYER name: PLAYER name:

Expression Value Score Expression Value Score

1
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5
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18

19

20

Total: Total:
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Fluency Game 

Topic 2Square Up
Game Board
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Fluency Game 

Topic 2Square Up
Number Cards—Print 4 times for 1 deck
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