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Congratulations!
By completing Sixth Grade Everyday Mathematics, your child has accomplished 
a great deal. Thank you for all of your support.

This Family Letter is intended as a resource for you to use throughout 
your child’s vacation. It includes an extended list of Do-Anytime 
Activities, directions for games that can be played at home, 
a list of mathematics-related books to get from your library, 
and a sneak preview of what your child might be learning 
in seventh grade. Enjoy your vacation!

Do-Anytime Activities
Mathematics means more when it is rooted in real-life situations. To help 
your child review many of the concepts that he or she has learned in 
sixth grade, we suggest the following activities for you and your child to do 
together over vacation. These activities will help your child build on 
the skills that your child has learned this year and help prepare him or 
her for a seventh grade mathematics course.

Practice quick recall of multiplication facts. Include “extended facts,” 
such as 70 º 8 � 560 and 70 º 80 � 5,600.

Practice calculating with percents. Use a variety of contexts, such as sales tax, 
discounts, and sports performances.

Use measuring devices—rulers, metersticks, yardsticks, tape measures,
thermometers, scales, and so on. Measure in both U.S. customary and 
metric units.

Estimate the answers to calculations, such as the bill at a restaurant or store, the
distance to a particular place, the number of people at an event, and so on.

Play games like those in the Student Reference Book.
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Building Skills through Games
The following section lists rules for games that can be played at home. The number
cards used in some games can be made from 3"-by-5" index cards.

Name That Number

Materials 4 each of number cards 0 through 10, and 
1 each of number cards 11 through 20

Players 2 or 3

Object of the game To collect the most cards

Directions

1. Shuffle the cards and deal five cards to each player. Place the remaining cards
number-side down. Turn over the top card and place it beside the deck. This is the
target number for the round.

2. Players try to match the target number by adding, subtracting, multiplying, or
dividing the numbers on as many of their cards as possible. A card may only be
used once.

3. Players write their solutions on a sheet of paper. When players have written their
best solutions, they do the following:

• Set aside the cards they used to name the target number.

• Replace them by drawing new cards from the top of the deck.

• Put the old target number on the bottom of the deck.

• Turn over a new target number and play another hand.

4. Play continues until there are not enough cards left to replace all of the players’
cards. The player who sets aside more cards wins the game.
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Fraction Action, Fraction Friction

Materials One set of 16 Fraction Action, Fraction Friction cards.
The card set includes a card for each of the following
fractions (for several fractions there are 2 cards):
�
1
2

�, �
1
3

�, �
2
3

�, �
1
4

�, �
3
4

�, �
1
6

�, �
1
6

�, �
5
6

� , �
1
1
2
�, �

1
1
2
�, �

1
5
2
�, �

1
5
2
�, �

1
7
2
�, �

1
7
2
�, �

1
1

1
2
�, �

1
1

1
2
�.

One or more calculators

Players 2 or 3

Object of the game To gather a set of fraction cards with a sum as close as
possible to 2, without going over 2.

Directions

1. Shuffle the deck. Place the pile facedown between the players.

2. Players take turns.

• On each player’s first turn, he or she takes a card from the top of the pile, then
places it faceup on the playing surface.

• On each of the player’s following turns, he or she announces one 
of the following:

“Action” This means that the player wants an additional card. The player
believes that the sum of the cards is not close enough to 2 to win
the hand. The player thinks that another card will bring the sum
of the cards closer to 2, without going over 2.

“Friction” This means that the player does not want an additional card. 
The player believes that the sum of the cards is close enough to 2
to win the hand. The player thinks there is a good chance that
taking another card will make the sum of the cards greater than 2.

Once a player says “Friction,” he or she cannot say “Action” on any
turn after that.

3. Play continues until all players have announced “Friction” or have a set of cards
whose sum is greater than 2. The player whose sum is closest to 2 without going
over 2 is the winner of the hand. Players may check one another’s sums with their
calculators.

4. Reshuffle the cards and begin again. The winner of the game is the first player to
win five hands.
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Vacation Reading with a 
Mathematical Twist
Books can contribute to student learning by presenting mathematics in a combination
of real-world and imaginary contexts. The titles listed below were recommended by
teachers who use Everyday Mathematics in their classrooms.

You might want to invest in a book of problem-solving activities. Here are a 
few suggestions:

The Book of Think by Marilyn Burns. Little, Brown and Company, 1976.

The I Hate Mathematics! Book by Marilyn Burns. Little, Brown and Company, 1975.

Math for Smarty Pants by Marilyn Burns. Little, Brown and Company, 1982.

Math Logic Puzzles by Kurt Smith. Sterling Publishing Co., Inc., 1996.

The following are books with more recreational themes:

Kids’ Book of Secret Codes, Signals, and Ciphers by E. A. Grant. Running Press, 1989.

Mathemagic by Raymond Blum. Sterling Publishing Co., Inc., 1992.

Math Tricks, Puzzles, and Games by Raymond Blum. Sterling Publishing Co., Inc., 1995.

The Seasons Sewn: A Year in Patchwork by Ann Whitford Paul. Browndeer Press, 1996.

Looking Ahead: Seventh Grade
Next year, your child will

• increase skills with percents, decimals, and fractions.

• compute with fractions, decimals, and positive and negative numbers.

• continue to write algebraic expressions for simple situations.

• solve equations.

• use formulas to solve problems.

Again, thank you for all of your support this year. Have fun continuing
your child’s mathematical experiences throughout the vacation!

Best wishes for an enjoyable vacation.

Use with Lesson 10.7. 385

©
 2

00
2 

Ev
er

yd
ay

 L
ea

rn
in

g 
C

or
po

ra
tio

n


