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Dear Parent,

This is your chid's summer learning book. i is Full of fun,
interactive activities that will keep your child +hinkinr_:] and uc;ing his

and Families with a simple way to help students maintain their
academic skills over the summer

academic skills are going BACKWARDS c{urir\g the summer, not just
9+aying the same.

Parents and families can change this. You can help your chid be
ready For the next 3r‘ade when he or she goes back. to school.

Please have your child work on this book every day i possible.
Use the checklist on the next page as a ﬂuicleline. Leaving it For the
end of the summer not only puts a lot of stress on both you and

your child, but dlso defeats the purpose of the book. The purpose
is to help your child maintain his or her skils, not to simply complete

the pages.
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Please have your child br"inﬁ this book. with him or her when he or

she returns to school.
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or her skils all summer long This book is meant to provide parents §
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What's the best Th\ng about summer? \/\/hy?

In your entry, make sute you:

- Introduce your topic clearly and have a clear opinion

- Give clear reasons that are supported b\/ facts and details
- Use linking phrases (for instance, in order to, in addition,
consequently, specifically)

- Have a concluding sentence or section

Dear Journal,
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Sincerely,
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Write about something you've learned about this summer.

It can be sormething you saw on a trip, something you read about, or
something you learned about online.

In your entfry, make sure you:

- Start with _______is/ are amazing.\

- Give facts, definitions, concrete details, and quotations about \your topic

- Use at least 3 strong vocabulary words related to your topic

- Use linking words and phrases (another, for example, in contrast, especially)

- Have a concluding sentence or section

Dear Journal, Date:
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Write about a time you tried some’rhmg new.

In your entry, make sure you include:

- An infroduction to the situation and narrator/ characters

- Dialogue that develops the events and shows how the characters
respond

- Lots of concrete, exact sensory detailsl

- Words to fell the order (first, then, finally)

- Anending

Dear Journal, Date:
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Sincerely,
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Choose a short book or article and have a Fam'\\\/
member, ne‘\ghbor, or friend read it to YOou.

Title:

Write aJouma\ enTry telling about what you heard.

Dear Journal, Date:
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Power of Ten Game

For this game, you can use G-sided dice, a deck of cards, or the

gome cards From Buid a Number. £ you are using dice, you can use 4

dice or roll one die four times. £ you are using a deck of cards, take
out the Jacks, Queens, and Kinﬂs, and use the Aces as ones. IF you are
using the Buid a Number cards, only use numbers I-9.

Youll also heed the Power of Ten spinner from the back of this
book. To spin, place a paper clip in the center of the circle and use a
pencil point to hold it in place. ‘Flick’ the paper clip with your P’mger to
make it spin.

Directions:

L Roll the dice or draw cards so that you have Four di.aH's.

2. Make a four digit number with your numbers.

3. Spin the Power of Ten spinner. Multiply or divide your number
accor‘dihﬂ to your spin.

4. The winner of each round is the person with the largest number
after spinning The winner gets | point. All other players score O for
that round.

5. Don't Ilor"ﬁe-f to Fil out the record sheet on the next page and answer
the guestions below!

Questions:
I How did you decide what number to make with your Four digi-ks?

2. What's more imPor+an+— the cards/ dice rol humbers or the rspinner?
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Power of Ten Game

New

SPin Points

Number
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Directions: Collect 5 examples of Fractions and 5 examples of decimals £rom
things you see and notice in real life. Tell where you saw each one and what

the humber means. © Chris Cadalzo 20 e 49

My Number Collection

Fraction Where | What it
foundit.. | really means..




Directions: Collect 5 examples of Fractions and 5 examples of decimals from
things you see and notice in read life. Tell where you saw each one ond what

the nmber' means. © Chris Codalzo 205 poge 50

Mg Number Collectlon

Decimal Where What it
foundit.. | really means..




Area and Perimeter Exploration

Directions:
L Choose a room in your home. Draw an outline of it
on the next page.

©2. Measure the sides dll of the walls/ sides of the

p ON your diaar‘am
3. Choose a piece of furniture in the room that has
a Flat, rectangular top, like a bed, desk, or table.
Add it to your diagram and label it.

4. Measure the sides of the furniture you chose (to

the nearest inch) and record it on your d’lagr‘am

5. Find the area and perimeter of the room and the
" piece of furniture. Use the space below to show

your work and record your answers on the next

Page.
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Area ond Perimeter Exploration
My Diagr'am:

Room Area:

Room Perimeter:

Furniture Areao:

Furniture Perimeter:
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e Mu|+iP\ica+ion Toss Game

For this game, use the one diﬂH humber cards from the
Build a Number game. Or, you can use reau!ar“ Playihg
cards and take out the Jacks, Queens, and Kinae‘. The

Aces are ones.
You'll dlso need some coins For this game.

Directions:

| Spread the cards out, Face up (or Face down +o make it
trickier?). They don't need to be neat, they just need to not
overlap.

2. Mark a line about 7-10 feet away.

3. On your furn, stand behind the line and toss 10 coins at
the cards. W your coin lands on a card, you win that card
4. After you toss your coins, g0 and collect your cards.
5. Use your cards to make a multiplication problem I+ you
have 5 cards or fewer, use dl of your cards. i you
have G or more, choose your 5 best.

G. The person with the highest product is the winner of
that round and gets to go first in the next round.

Don't -Porae-% to Fill out your record sheet and answer the
quesﬁone!
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