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Please read the following pages for optional activities to complete over
the summer in anticipation for the first day of school in August.



Dear Parents,

An important part of second grade is building number sense. These are the years that a

mathematical foundation is formed and this has a lasting effect over future success in

math. As second grade teachers, we feel that it is imperative that students work on fact

fluency for speed and accuracy, and automaticity for making ten. All of the activities

included are optional, but we do strongly recommend that your child practice number

sense to best prepare them for the upcoming year.

We also want the children to gain a love for math. This packet is full of games that will

help your child to build number sense. The only things that you need to supply are dice (if

you choose to play connect four, you can order blank dice on Amazon and make the 6-10

die yourself), playing cards and a few minutes each day to spend playing with your child.

We are also suggesting that you spend a few minutes each day to have your child practice

with flashcards. It is best to work on one set of facts at a time and then add another set

as they become proficient. For example, begin with the 2 facts (2+1, 2+2, 2+3…). Once

those are mastered move to the 3 facts. Begin with addition, and then add on the

subtraction facts.

We look forward to working with your children next year!

Have a wonderful summer,

Mrs. Bendowski and Ms. Bosi
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The Game of FARKLE

(Also known as 10000, Ten Thousand, Zilch, and 6-Dice!)

The object of the game is to score a minimum of 10,000 points.

All you need to play is 6 six-sided dice, a score sheet, and optional dice cups.

How to Play

● To win at Farkle you must be the player with the highest score above 10,000 points

on the final round of play.

● Each player takes turns rolling the dice. On your turn, roll all six dice.

○ A 1 or a 5, three of a kind, three pairs, or a six-dice straight earn points.

○ You must select at least one scoring die.

○ You can then pass and bank your points, or risk the points earned this turn

and roll the remaining dice.

● Scoring is based on selected dice in each roll. You cannot earn points by combining

dice from different rolls.

● If none of your dice rolled earn points, you get a Farkle. Three Farkles in a row and

you lose 1,000 points.

● You continue rolling until you either Pass or Farkle. Then the next player rolls the

six dice. Play continues until it is your turn again.

● The final round starts as soon as any player reaches 10,000 or more points.

Example:

Your first rolls show 1, 2, 3, 3, 5, and 6. You keep the 1 and the 5 for 150 points. You then

opt to roll the remaining four dice. On that roll you get 3, 4, 4, and 5. You select the 5

and decide to Pass and bank your points.

****These activities are optional and will not be graded.****



Pyramid: A Math Card Game to Make Ten

(This is a game of solitaire.)

First, remove all face cards (except Ace, which will represent the number one) and jokers

from your deck of cards and shuffle well. Then arrange your cards into a Pyramid with 6

rows, with each row slightly overlapping the previous row. Place remaining cards in a deck,

face down, off to the side.

To Play Pyramid:

The goal is to remove cards in the pyramid by

“making ten” with two cards. (Or removing a ten

card, as it is already equal to ten). However, you

can only remove cards that are completely

uncovered. Therefore, at the start of the game,

you can only use the bottom row of the pyramid

to make ten.

If no two cards remaining can make ten, the

game is not over! Remember the deck of cards

off to the side? These can be drawn from to try

and find a needed card. So when there is no

other option in your pyramid, draw a card from

the deck.

Continue to draw until you can make another ten. Remove those cards, and continue to

play in the same way. If you make it through the entire deck, you can flip them over and

begin drawing again.

The game is over when you can no longer remove cards from your pyramid.

****These activities are optional and will not be graded.****

http://www.amazon.com/gp/product/B00U06BRGA/ref=as_li_tl?ie=UTF8&camp=1789&creative=390957&creativeASIN=B00U06BRGA&linkCode=as2&tag=magema-20&linkId=JSIULF3OTL6ZMXYX
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