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Note +o the Teacher..

This Summer Pack. is meant o be printed, copied, and turned
into a book that students can easiy toke home to complete
over the summer. To create a book, you can use a binding
machine and spiral bind the pages. Or, you can use a /2 or |
inch binder and three hole punch the pages. You can diso put
the pages in a Folder that has metal tabs in the center-

The pages are meant to be made double sided, so that two
pages are visible when the book is open Each odd number page }
should face the even number page that Follows it. When you
open the bock, you ! kshoulsr be’ dole to see pages I and 12 at the
same time, For eXarhpla The Par'en+ letHer (Paae ) should be on
the back of the cover. |

The last, Fgw nges '(P“ﬂ 7|- 79) are meant to be ripped out of
the book and:tsed ?or‘ ; +h gomes. Consequently. these pages
wil heed +o be one sided only You can add a blank. back cover
to the keep the book neat, but it isn't hecessary because the
back. of poge 70 will become the back cover once the math
games are removed

The CCSS dlignment is listed on the next two pages. You can use
this pack as a review of the post year's standards or to
prepare students for the standards in their new grade.

poge A Y R
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Summer Pack Checklist

Every day-.
Q Write something you learned or nhoticed +oday on

your weekly learnina jour'nal.

Mondaye-

U Write a jour'nal en+r'y.

Tuegclays-

O Add 20 new words to your word collections.

-y rTrw Ty

Wednesclaysz
0 Read

Thursdays-
O Do a math exPlor'a-l-ion.

»
»
s
»
»
v
»
v
»
»
»
»
)
»
»
v
]
»
v
[ ]
»
)
o

Fr'idays-

d Work on your reading responses and interesting
Place pages.

Week.ends:
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Dear Journal,
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Sincerely,

@ Chris Codalzo 205 page 14




What's the best thing about summer? Why?

In your entry, make sure you:
- Introduce your topic clearly and have a clear opinion

- Give clear reasons that are supported by facts and details
- Use linking phrases (for instance, In order to, In addition,

- consequently, specifically)

- Have a concluding sentence or section

Dear Journal,

© Chris Codalzo 205 poge B




Sincerely,

@ Chnris Cadalzo 203 page lo




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

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

In youy entry, make sure you:

- Start withs 18/ are amazing.|

- Give facts, definitions, concrete details, and quotations about your fopic

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

- Use finking words and phrases (another, for example, In contrast, especially)

- Have a concluding sentence or section

Dear Journal, Date:

@ Chris Cadalzo 205 page




Sincerely,
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Dear Journal,
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Sincerely,
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Write about a time you tried something new.

In your entry, make sure Yyou include:
- An introduction 1o the situation and narrator/ characters
- Dialogue that develops the events and shows how the characters
respond
. - Lots of concrete, exact sensory details!
- Words 1o tell the order (first, then, finally)

- An ending

Dear Journal, Date:

© Chris Codolzo 205 poge 73




Sincerely,

@ Chris Codolzo 203 pa




Dear Journal, Date:
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Sincerely,

O Chris Cadalzo 20% page 2




Think of a ques’r\on Yyou are curious about:

Look online, read, ask people, or do experiments Yo try to find out the
answer to your question.

Write about how Yyou tried T0 answeyr your question and what you
learned.

Include a list of all of the soutrces you used o find your answet.

" Dear Journal, Date:

© Chris Cadalzo 203 pagg




Sincerely,

© Chris Cadaizo 205 poge 28




Dear Journal,

@ Chris Cadaizo 208 poge 29




Sincerely,
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Choose a short book or article and have a f‘am'\\y
member, ne'\ghbor. or friend read it to YOu.

Title;

Write a journal entry telling about what you heard.

Date:

Dear Journal,

© Chris Codalzo 203 page 3l




Sincerely,

© Chris Codalzo 208 poge 31




0 Valuable Verbs
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20 Noteworthy Nouns
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20 Advantageous Adjectives
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1. .

12.
13.
14.
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9. 19.
10. 20.
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20 Advanced Adverbs

1
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18
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20 Slippery Spelling Words
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20 Marvelous Math Words
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20 Scintillating Science Words
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20 Super Summer Words
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20 of My Favorite Words

QL/'W

12.
13.
4.
15.
16.
17.
18.
19.
10. 20.
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qe Buid-A-Number Game of

\/

Note: This game can diso be Played with a regular deck of cards.
Use a Jack as I0, a Queen as I, a King as 12, and an Ace as |

**Make sure you record your moves on
your record sheet on the hext page!**

Directions:

L Cut out and shufFle the numeral cards from the back of this book.
2. Dedl 4 cards to each player. Put the rest Face down in a ple.

3. Turh over the top card from the pile. That card is the number
you are trying to buid For the whole game.

4. On your furn, use your cards to buid' the target number. You
can add, subtract, multiply, or divide. You can use | 2, 3, or 4 cards.
(The more you use, the better!) Show the other players the cards
and explain how you can use them to build the target number-

For example, i the target number is 9, and you have a | 5, 8, and 3,
you can say: | fimes 3 is 3, 8 minus 5 is 3, and when you multiply the
two 3’5, you get 2.

5. The cards that you used to build the number go into your ‘keep’
ple. Take new cards From the stack to replace them You should
dways have 4 cards.

G. Take turns buiding the same number.

7. When dll of the cards have been used From the stack, the gome is
over. Whoever has more cards in their ‘keep' pile is the winner.

htMake sure you keep the game cards- youll heed them for other
games!**

L)
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Build-A-Number Garre
Record Sheet

Targe+
Number

Coards
| Used..

How | Buit
the Number ..

© Chris Cadalzo 206 page 44




Measure and Plot

Directions:

| Collect 20 objects, preferably From nature, that are the same
except For their length. You could collect 20 blades of grass, twigs,
leaves, etc. You could diso use crayons, pencils, straws, etc.

2. Measure each object to the nearest I/8 inch Record each
measurement on the chart beiow.

3. On the next page, moke a line plot to show your data.

4. Use your line plot to answer the questions about your data.

© Chris Codolzo 205 poge 4

Objecj- Measurement ObJEC‘l' Measurement
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w2 | #H2
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Questions:

. How Iong was the Ionge«;i- objec+?

2. How long was the shortest?

3. What's the difFFerence in length between the longest and the shortest?

4. What's the most common length that you Found?

5. What's the total length of all 20 of the objects?

@ Chris Codalzo 203 page 46 .,
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Power of Ten Game 9

For this game, you can use G-sided dice, a deck of cards, or the
3ame cards £rom Build a Number. i you are using dice, you can use 4
dice or rol one die Four fimes. I you are using a deck. of cards, take
out the Jacks, Queens, and Kings, and use the Aces as ones. IF you are
using the Buid a Number cards, only use numbers I-9.

Youll diso need 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 o hold it in place. ‘Fiick' the paper clip with your -Finger' to
make it spin

Directions:

L Roll the dice or draw cards so that you have Four digits.

2. Make a Four digit number with your numbers.

3. Spin the Power of Ten spinner. Multiply or divide your nurber
accor'dina to your spin

4. The winner of each round is the person with the largest number
after Spinning, The winner ge-l-g | point. Al other P\ayer'f; score O fFor
that round.

5. Dot Forget to Fil out the record sheet on the next page and answer

the gquestions belowl

Questions:
. How did you decide what nurmber to make with your Four diai'ts?

2. What's more important- the cards/ dice rol numbers or the spinner?
Why?

© Crris Codaizo 208 poge 47




Power of Ten Game

My New

i Points
SPIH Number

Number

© Chris Codolzo 203 poge 48




Directions: Collect 5 examples of Fractions and 5 examples oF decimadls from
things you see and notice in real ife. Tell where you saw each one and what

the ”“mbe"' means. 6 Chris Cadolzo 208_page 4%

My Number Collection

Fraction Wherel | Whatit
| foundit.. | reallymeans..




Directions: Collect 5 examples ofF Practions and 5 examples oF decimds From
+hinge; you see and notice in real ife. Tel where you saw each one and what

the nmber' means. @ Chris Codalzo 205 poge 50
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My Number Collection

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

nl = 1
N Y N '
4 m = =mw H. K = =m R B . : e



Area ond Perimeter Exploration
Directions: -
°|. Choose a room in your home. Draw an outiine of it

oh the nhext page.
2. Measure the sides all of the walls/ sides of the

» Oh your diagram.
3. Choose a piece of Furrniture in the room that has
a Hat, rectangular top, ke a bed desk, or table.
Add it to your diagram and label it.
4. Measure the sides of the Furniture you chose (to
b, the nearest inch) and record it on your diagram
) 5. Find the area and perimeter of the room and the
" plece of Furniture. Use the space below to show
| your work. and record your answers on the next

Paﬂe.




Area and Perimeter ExPIor'mLion
MY Diagr'am-

Room Areo:

Room Perimeter:

Furniture Area:

Furniture Perimeter
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Mul+ip|ica+ion Toss Game

For this game, use the one digit number cards from the
Buid a Number gome. Or, you can use reguar playing
cords ond take out the Jacks, Queens, and Kings. The
Aces are onhes.

You'll diso need some coins for this gome.

Directions:

. Spread the cards out, Face up (or Face down to make it
trickier]). They dont need to be neat, they just need to not
overiap.

2. Mark a line dbout 740 Feet away.

3. On your turh, stand behind the line and toss 10 coins at
the cards. £ your coin lands on a card, you win that card.
4. After you toss your coins, go and collect your cards.
5. Use your cards to make a multiplication problem I you
have 5 cards or Fewer, use all of your cards. IF you
have & or more, choose your 5 best.

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

Don't f—orgei- to fill out your record sheet and answer the
ques+ion9!

© Chris Coddlzo 205 poge 53
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Multiplication Toss Game- Record Sheet )
Numbers Mult. Expression Product | Points o
©

O

©
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Directions: Write a Fraction in the middie. Around the outside, write or draw at
least 8 ways to make that Fraction You can use addition, sultraction,
multiplication, and division.

© Chris Codalzo 205 poge 59



Directions: Write a decimal in the middie. Around +he outside, write or drow at
least B ways to make that decimal. You can use addition, sulbtraction
multiplication, and division.




ome+r'y Attributes Game

Directions:

L Cut out the cards from the back of the book.
2 shubPle the cards. Turn over 9 cards and lay them, face up, in
a 3 by 3 array (3 rows of 2). The cards should be in the midde

\of the table, where everyone can see them. The rest of the

cards stay Face down in the deck.
3. On your turn, find 3 cards that have at least one geometry
atribute in common. Tell the attribute and take those three cards
from the middie and put them in your ‘keep' ple.
4. I you can hame TWO atiributes that all three cards have in
| common, you get to go again (But you can only go twice, then
your turn is over-)

5. When cards are removed From the center, replace them with
cords from the deck.
— G I you cant find 3 cards that have a common atiribute, you add
| a card 1o the ones that are foce up in the middie, and you skip
-1 your turn.
7 Wheh the cards in the middie are down to G and there are ho
more in the deck, players can take two cards that have a
__common atribute, instead of three.

.5 8. The player with the most cards at the end wins! .

htDor't Forget to £l in your record sheet oh the next Page!

Atributes: &

: Shapes may have the same humber of S
- sides obtuse angles S
| right ohgles sets of paralel sides %
acute angles equal sides %

(3.




Geometry Atributes Game- Record Sheet

Figur'e #H

Figur'e #7

Fiaure #3

Atribute

© Chris Cadalzo 208 poge 58
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Pa++ern9 and Rules Exploration

, F’ar+ A Geometry Patterns

/ Directions: Find 3 geometric patterns. L_ook. at
] buidings, nature, everywherel In the space below,
} draw pictures of the patterns you Lound and tel

J where you Lound them.

@ Chris Cadalzo 205 paga b



= () s (O) g (O) g, ) g = (5)
Patterns and Rules EXPIor'a+|on I
Part B: Number Patterns

Directions: @
L Find a partner.
2. Create a number pattern, but dont tell them the rulel
Example: |, 4, 7, 10, 13, (2
3. See ik they can Pigure out the rule and the next three
numbers,
Example: Rule= add 3
N The next three numbers are 19, 22, and 25.
" 4. Take turns. See ik you can ‘stump’ each other. Your rule
con be as complicated as you want!
Some examples of harder rules are: double and subtract |,
. multiply by 3 and add 4.
. You can diso have two part rules, such as ‘add 7, subtract 3"
| (5,12, 9, 1G, 13, 20, 17, etc.)
I 5. Record 5 of your favorite patterns and rules in the table,

Rule First 10 numbers

© Chris Codolzo 205 page b0
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Online/ Interactive Gomes
Directions:

L Find a few fun Fraction games to play on a
computer, phone, or tablet. You can choose from
the list below or have your parents approve a
gome that's not on the list. IE you dont have a
computer at home, you can use one ot your local
hlarar'y.

2. Keep track of the sites/ apps you use and fFor
how long you play. Record them at the top of the
hext page.

3. Answer the questions on the next page.

Online sites with Fraction Games:
www.mrhussbaumcom
www.Funbraincom
www.sheppardsoltware.com
www.ma+hs—aame¢3.or'g
www.coo\maJrh—games.com
www.coolmath4kids.com

www.gamequariumcom

RABEE AR

@ Chris Codalzo 205 poge bl
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Online/ Interactive Games

Website Start | End Games F’|ayed

Questions:

L What was your Favorite gome? Why?

2. What did you learn about or practice whie playing?

3. What can you change about the game to make it more Fun and
help you learn more?

206 poge b1
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; | My Favorite part woas...

because..

1 A lesson | learned From this book. woas...

" © Chris Cadaizo 208 page b



ASAA

Date Finished: Number of pages:
STORY

. . W, N & m W W N.w = W

Drawing of the
Main Character:

Solution

Problem

lmpor'+an+ Quotes
Character Traits

'--‘l.l‘-..-.'.-l_'-

S o= WA = a2 — m . [ i—
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: ; Something cool that | read about was...

H was in+ere9+in3 because..

l §The main idea of the book. (or one chapter) was:

) Three detadils about that are:

" © Crris Codalzo 203 poge bh



PAYAA

]Dﬂ:e imjis]hedl: Number of pages:
INFORMATIONAL TEXT

BE Y o B

Directions:
] I In each box, write a

{ vocabulary word

| From the book you

o read.

2. Write a definition in
your own words.

3. Draw a picture or
diagr'am to show what
each word means.

e e M Em m R NN & g m o,

e T T e
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| My Favorite types of poems are the ones that..

} because..

.' My Favorite line from a poem is:

H means thot.

® Ohris Cadalzo 205 page b1
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Date Finished: Number of pages:
POETRY

Directions: Copy your Lavorite poem into the box. Use the area around
the box to draw what you think. about when you hear or read the poem

.A L _‘"
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One interesting place I visited was...

Just the FACTS... [l ocomemimezreemmemcn |

Wha+ | iked best was..

What it is {describe the place):

1t becouse..

Where it is (city/ state/
jcountry):

ks dis o 4 t ot T et

When | went (day, date): What | liked least was.. g F

Why we went:

% because..

How we got there: “
A math problem I foumd:

© Chvis Codalzo 208 poge 1




Three AMAZING things I LEARNED:

]

" A PICTURE or MAP -

© Chris Codoizo 203 page T0






Three AMAZING things I LEARNED:

* |

Five new WORDS:

A .
B} e retf ottt et ety ggypileresd
A Bt oonrrondreteteriyferttpr (o RS
l (P TR v .
)
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