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Money is everywhere! The ability to handle money properly is an essential life skill. 
Because children earn, save, and spend money, we have a responsibility to help teach 
them a basic understanding of it. The United States’ system of coins makes that task 
diffi cult since it is somewhat counterintuitive. A dime is smaller than a penny, but its value 
is greater. Four pennies are worth less than one nickel.
 Although money is a diffi cult concept for young learners, it is important that children 
have an understanding of money for the following reasons:
• it has applications to the real world where it is the basis of obtaining goods and 

services;
• money concepts are related to other mathematical concepts—for instance: operations, 

the decimal system, and fractions; and 
• money concepts appear in most state standards and are often found on standardized tests.

Developing a Sense of Money
Primary children need multiple activities to gain the skills necessary to work with 

money. The lessons presented in this book offer experiences in which students will:
• identify and compare the values of pennies, nickels, dimes, quarters, half-dollars, and 

one-dollar coins and bills; 
• determine combinations of coins for equivalent values and recognize that equal 

amounts can be reached through different coin combinations; 
• distinguish between the quantity of coins and their values; and
• use coins in problem solving, real-life situations.
 Through these games and activities, children will come to understand the 
importance of money and the role it plays in our daily lives.

History of Money
Money Through Time
Students will be introduced to the history of money by 
using buttons for bartering.

Explore and Sort Coins
Coin Talk
Students will sort coins by appearance (observable 
characteristics) and be introduced to the names of the 
coins (pennies through one dollar).
Coin Walk
In a format similar to the traditional cakewalk, students 
will march around a circle of coins. When the music 
stops, they will identify the coin they land on by name 
and appearance (heads and tails).
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Pigs in a Pen
This activity focuses on learning the names and values of money and how to represent 
amounts of money symbolically. This is done in two formats: sorting coins by their various 
representations (heads, tails, cent notation, dollar notation, etc.) and using a coordinate 
system to locate different representations of the same amount of money.

Comparing Coin Values
Piggy Parade
Students organize coins based on value. 
Coin Confl ict
Students identify which coins have a greater or lesser value in a card-game format.

Exploring Equivalencies
Hundred Penny Pie
Students explore equivalent values of coins through the use of a circular area model.

Trading with Money
Bank On It
A gameboard format in which students will practice trading pennies for nickels. Extensions 
include trading nickels for quarters, etc.
Treasure Chest
In a treasure scenario, students organize a large number
count by grouping sets of pennies and trading them 
or dimes.

Counting a Collection of Coins
Money Bags
Students will remove coins from a bag, and 
by using strategies such as counting on, they 
will determine the total value of the coins.
Coin Draw
Students will play a version of tic-tac-toe by 
totaling the value of three coins drawn from 
a sock and covering a space with that value 
on the gameboard. 
Piggy Banks
In a timed situation, students will count 
coins and match collections of coins to their 
combined values.
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Pocket Full-O Money
Students will add a collection of coins and examine different possible 
combinations with the same value.
Show Me the Money
In a shopping scenario, students will use coin pictures to show
a variety of ways to represent specifi c amounts of money.

Making Change
Making Cents of Dollars
Students will exchange coins to equal specifi c values and 
count to fi nd the total of a combination of coins. They will 
identify how money is part of their daily lives.
Who’s Smart?
Students will make change along with the boy in a 
clever poem by Shel Silverstein.
Alexander’s Not Rich Anymore
Using a piece of literature, play money, and calculators, 
students will keep a record of money as it is spent, 
making change along the way.
Books for a Bargain
Using a school book club order form, students will 
identify coins needed to buy items priced at $5.00 or 
less, and solve problems using money by estimating 
costs and making change.

Problem Solving
Shopping Spree
Students will play a version of tic-tac-toe by choosing different items to 
purchase that total the sum they want to cover on the gameboard.
Roll to a Quarter
Students will roll a die and take the number of each roll in either dimes 
or pennies. They will try to get as close to 25 cents as they can without 
going over.
Roll from a Dollar
Students will roll a die and subtract the number of each roll from a dollar 
in either nickels or dimes. They will try to get as close to 25 cents as they 
can without going under.
Magnifi cent Money Machine
Students will recognize number patterns and solve for missing addends 
using a milk carton and slide.
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Riddle Me This
Students will listen to clues about coin values and determine what combination 
of coins would be used to solve the riddle.
Money in the Bank
Students will trade coins to fi nd the fewest number of coins that can be used to 
represent a specifi c value in their “piggy bank.”
Hot Dog Haven
Students will order from a menu, calculate the total cost of their meal, and 
determine how much change they should get back.

Additional Activities
Shake, Rattle, and Roll
These egg carton activities provide playful practice of coin identifi cation, skip 
counting by 5s, 10s, 25s, and 50s, as well as the adding of two or more coins.
Ad-Ventures
Through the use of a variety of learning stations, students will identify how 
money is part of their daily lives. They will identify which coins, when combined, 
equal the values listed on coupons; compare amounts of money; and identify 
coins and the one dollar bill based on clues.
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Dear Parents,
 We are about to begin a math unit on money. The students will be 
engaged in a variety of money activities during the next several days. 
My goal will be to help your child learn to identify coins, fi gure the 
value of combinations of coins, and use coins to make purchases.
 Multiple experiences such as naming coins, understanding how 
much each coin is worth, and how to fi gure out the value of groups 
of coins are extremely valuable for your child. Therefore, whenever 
possible, allow your child to count money—your spare change, his or 
her allowance, or other coins. Count with your child, starting with 
the coin that has the largest value.
 Since children gain a better understanding of money when they 
work with real coins, I am asking each child to bring a collection of 
50 pennies, 10 nickels, fi ve dimes, two quarters, and one half-dollar (a 
total of $2.50). Thank you for your help.

      Sincerely,
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Penny
Obverse: Abraham Lincoln
Reverse: Lincoln Memorial, Washington DC
Special/Prior Editions: Between 1859 and 1909 pennies had 

an Indian head on the obverse and a laurel wreath on the 
reverse. The Lincoln penny, issued since 1909, originally 
had wheat ears on the reverse. In 1959, the reverse was 
changed from wheat ears to the Lincoln Memorial.

Trivia: The penny is composed of copper plated zinc and weighs 
2.5 grams.

Money Facts

Nickel
Obverse: Thomas Jefferson
Reverse: Thomas Jefferson’s home, Monticello
Special/Prior Editions: The Jefferson nickel has been 

issued since 1938. From 1913 to 1938 nickels had 
an Indian head on the obverse and a buffalo on the 
reverse.

Trivia: The nickel is the thickest of the four commonly 
circulating coins (penny, nickel, dime, quarter) at 
1.95 millimeters. 

Dime
Obverse: Franklin D. Roosevelt
Reverse: Torch with an oak branch to the right and an olive branch 

to the left
Special/Prior Editions: The Roosevelt dime has been issued since 

1946. From 1916 to 1945 the design was a Winged Liberty Head. 
Trivia: The torch on the back of the dime symbolizes liberty, the oak 

branch symbolizes strength and independence, and the olive branch 
symbolizes peace.

Quarter
Obverse: George Washington
Reverse: American Bald Eagle
Special/Prior Editions: The Washington quarter has been 

issued since 1932. From 1916 to 1930 the quarter was a 
Standing Liberty Type. In 1975 and 1976 special Bicentennial 
quarters were minted showing a Colonial drummer on the 
reverse. These coins are dated 1776 to 1976.

Trivia: From 1999 to 2008 state quarters are being issued at 
the rate of fi ve a year which have reverses honoring each 
of the 50 states in the Union. These quarters are issued in 
the order in which the states joined the Union. 
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Half Dollar
Obverse: John F. Kennedy
Reverse: The presidential seal with the words “SEAL OF 

THE PRESIDENT OF THE UNITED STATES” removed

Golden Dollar
Obverse: Sacagawea and infant son
Reverse: A soaring eagle and 17 stars
Special/Prior Editions: The Sacagawea golden dollar 

has been in circulation since 2000. In 1979, 
1980, and 1999 Susan B. Anthony dollars were 
minted. From 1971 to 1978 the dollar coin

 featured Dwight Eisenhower.
Trivia: Sacagawea was a Native American who 

served as an interpreter and guide for Lewis and 
Clark from 1804 to 1806 during their expedition 
to the Pacifi c Ocean and back. The 17 stars on 
the reverse of the dollar represent the 17 states 
which were in the Union at the time of the Lewis 
and Clark expedition.

Dollar Bill
Face: George Washington
Reverse: The Great Seal of the United States 
Special/Prior Editions: The dollar bill has looked as it does now 

since 1929 when the size was reduced from 3.125" x 7.4218" 
to 2.61" x 6.14". It was also at this time that the current 
portrait and back design was set.

Trivia: The average life of a dollar bill is 18–22 months, as 
compared to three years for a ten-dollar bill, and four years 
for a twenty-dollar bill.

Special/Prior Editions: The Kennedy half dollar 
has been issued since 1964. From 1948 to 
1963 the half dollar had Benjamin Franklin 
on the obverse and the Liberty Bell on the 
reverse. In 1975 and 1976 special Bicentennial 
half dollars were minted showing Independence
Hall on the reverse. These coins are dated 
1776 to 1976.

Trivia: The half dollar is the largest American coin 
overall with a diameter of 30.61 millimeters, a 
thickness of 2.15 millimeters, and a weight of 
11.34 grams.
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Topic
Money

Key Question
How has our money changed through the years?

Learning Goals
Students will:
1. acquire information about how our monetary 

system has changed over time, and
2. participate in the process of bartering by exchang-

ing buttons for products.

Guiding Documents
Project 2061 Benchmarks
• Numbers and shapes can be used to tell about 

things.
• Getting something one wants may mean giving 

up something in return.
• Raise questions about the world around them and be 

willing to seek answers to some of them by making 
careful observations and trying things out.

NCTM Standards 2000*
• Use representations to model and interpret physi-

cal, social, and mathematical phenomena
• Count with understanding and recognize “how 

many” in sets of objects
• Create and use representations to organize, record, 

and communicate mathematical ideas
• Communicate their mathematical thinking coher-

ently and clearly to peers, teachers, and others

Math
Whole number operations
 addition
 subtraction

Integrated Processes
Observing
Comparing and contrasting
Communicating
Applying

Materials
For the class:

timeline pictures
 buttons, large and small

The Story of Money (see Curriculum Correlation)

Optional craft materials:
 wide craft sticks
 12 oz. paper cups
 yarn
 tissue paper
 pipe cleaners
 air-dry clay
 plastic lacing
 pony beads

Background Information
 The use of coins as money dates back as far as 
630 BC, but even before that, societies had systems 
and methods for buying and selling. Before they had 
money as such, people bartered to get the things they 
wanted and needed. Barter is defi ned as the exchange 
of resources or services for mutual advantage and 
dates back as far as 9000 BC. Eventually, certain items 
came to be recognized as having specifi c values and 
were used to purchase goods and to settle social 
obligations, such as marriage dowries. Items that 
have been used as money throughout the world at 
various times include cattle, cowrie shells, feathers, 
salt, wampum, ivory, and tools. In some countries, 
items such as these have been used as money as 
recently as the 1960s. While these items may seem 
strange to children, they were not strange to the 
people who used them.
 This activity will introduce students to both the 
evolution of money and the process of bartering with-
out money. The students will participate in a class 
Barter Day in which the students will exchange but-
tons for goods that they have created.

Management
1. Explain that the exchanges in Part Two of this 

activity are permanent, and that they will not get 
their buttons back if they choose to exchange 
them with other children for items.
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2. During the week prior to Barter Day, divide the 
class into groups of four and work with each group 
individually to create items for them to bring to 
Barter Day. Each child will need to make several 
of the same item. The group should make enough 
so that each child in the class would have an 
opportunity to purchase their item. Several sug-
gestions are provided here:
• Make a game in which the children catch a 

stick in a cup by using a 12 oz. paper cup, two 
feet of yarn, and a large craft stick. Punch a 
hole in the cup just below the rim. Put one end 
of the yarn through the hole and tie it in a knot. 
Wrap the other end of the yarn around the craft 
stick and tuck in the loose end.

• Accordion-fold tissue paper to make tissue 
paper fl owers. Twist a pipe cleaner around the 
center of the tissue paper to hold the fl ower 
together. Pull the folds of tissue apart to create 
a fl ower.

• Make yarn bracelets by braiding three different 
colors of yarn pieces together.

• Create necklaces from yarn and air-dry clay 
for pendants. To make the pendants, form a 
ball of clay and fl atten it. Use a rubber stamp 
to put a picture on it—press hard to get a good 
clear image. Next paint it, then rub the paint 
off so only the grooves of the pattern retain the 
paint. Use a straw to make a hole in the pen-
dant. When the clay is dry, thread a length of 
yarn through the hole to make the necklace.

• Use plastic lacing to make lanyards for whis-
tles, key chains, etc. The plastic lacing and 
patterns are available at most craft stores and 
many department stores.

3. Prior to Barter Day, send home a letter explaining 
what will happen in class and the fact that students 
will need to bring 15-20 buttons for bartering. 
Encourage the students to bring a variety of colors, 
sizes, and shapes—the more unique the better. Require 
that all buttons arrive by a certain date. Based on the 
frequency of different types, sizes, colors, etc., 
discuss with the students how the values will be 
determined and then determine button values. The 
students may choose to have the larger buttons or 
unusually shaped buttons worth a greater value, etc.

4. The timeline is not all-inclusive. Your students 
may enjoy doing some research and adding to the 
timeline provided.

5. It is suggested that the students be paired up for 
Barter Day. This will allow one student to stay with 
their goods while the other barters for things for 
themselves as well as their partner. Since the items 
will be displayed ahead of time, the students can 
discuss what they would like their partners to purchase 
for them and which buttons they would be willing 
to trade for the item(s). Partway through the allotted 

time, the partners can exchange places so that all 
students are able to experience both sides of the 
bartering process.

Procedure
Part One
1. As an introduction to money, discuss how money 

is used to buy goods and services that we need. 
2. Ask the students to try to imagine a world with-

out money. Explain that money can take many 
forms, in our day and age when we think of money 
we think of coins, dollar bills, credit cards, and 
checks. As you mention these items, place the 
label Money Today on a bulletin board and place 
the pictures of the check, coins, etc. under it. Tell the 
students that in the past people used feathers, stones, 
beads, salt, shells, and other items as money. 

3. Read or tell The Story of Money. As you discuss 
the different forms that money has taken in the 
past, use the illustrations provided to create a pic-
ture timeline showing how our monetary system 
has changed. Label these Money in the Past.

4. Ask the students to think about what our money 
will look like in the future. Have them draw a pic-
ture of what our money might look like in the year 
2080. Allow the students to share the pictures and 
discuss the thinking behind their predictions. Add 
these pictures to the timeline under the label of 
Money Tomorrow.

5. Tell the students you are planning a Barter Day. 
Inform the class that bartering is the exchange 
of goods or services without money. Explain to 
the students that Barter Day will be a day where 
they will be using buttons for bartering. Tell them 
that they will be able to exchange buttons for 
goods. Give examples of bartering such as trad-
ing a piece of unwanted candy with a sibling in 
exchange for a desired piece of candy or offering 
to do a chore for a sibling in exchange for his/her 
share of the pie.

6. Divide the class into groups of four and over the 
next several days work with one group at a time 
to prepare items for bartering. (See Management
2 for suggestions.)

Part Two—Barter Day Activity
1. On Barter Day, review what it means to barter. 

Have students display the items they have made 
on their desks and then let them walk around to 
see what other students have made.

2. Once students return to their seats, have them 
take out their sets of buttons. Review as a class 
the characteristics that were determined to make some 
buttons worth more or less than other buttons 
(see Management 3). Write these guidelines on 
the chalkboard as a reference for students. Also 
establish the fact that students do not have to buy 
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every type of item displayed, but that they can 
purchase no more than one of each type of item. 
This will allow everyone to have the opportunity 
to purchase a variety of items.

3. Demonstrate bartering techniques by selecting 
an item and offering the student some buttons. 
Encourage the student to barter with you for the 
amount and selection of buttons of his/her choice. 
This should get things rolling. Announce to the 
class that they only have 30 minutes to do the 
exchange. Announce when fi ve minutes remain. 

4. When time is up, discuss the lesson. Ask, How 
many of you traded your buttons for the item 
you wanted most? Compare their bartering 
experiences with what happened years ago.

Discussion
1. How does bartering work?
2. How many students didn’t trade at all? Why? 
3. Was there anyone who traded more than once to 

get the item of their choice? 

4. List three examples of bartering you have been 
involved in (this can include the Barter Day 
experience).

5. What things were used for money long ago? 
Why do you think they were chosen?

Evidence of Learning
1. Listen for correct responses as you ask the students 

to recall forms that our money has taken in the past. 
2. While they are participating in Barter Day, walk 

around the room and listen for comments that 
suggest students have an understanding of the 
process of the exchange of goods or services with-
out the use of money.

Curriculum Correlation
Literature
Maestro, Betsy. The Story of Money. Clarion Books. 
New York. 1993.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.
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 Feather Money Wampum

 Salt Bar Cattle

 Cowrie Shells Crops (grain)

Money Through Time
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AIMS Credit Card

Money Through Time

 Stone Money Credit Card

 Checks Paper Money

 Old Coins Today’s Coins

AIMS Credit Card

1234-5678-9101-1121
 07/02-07/03

Dr. Wiebe
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Topic
Money

Key Question
What are some ways that you could sort these coins?

Learning Goal
Students will sort, identify, and name coins.

Guiding Document
NCTM Standards 2000*
• Connect number words and numerals to the 

quantities they represent, using various physical 
models and representations

• Sort, classify, and order objects by size, number, 
and other properties

Math
Number sense
 numerals
 number words

Integrated Processes
Observing
Comparing and contrasting
Sorting and classifying
Relating

Materials
For the class:

coins (see Management 1)

For each group of students:
 set of money word cards (see Management 2)
 set of scratch paper squares (see Management 3)
 crayons (see Management 4)
 paper lunch sack
 hand lenses
 pocket chart

Background Information
 A beginning step in learning about money is the 
identifi cation and naming of coins. This activity asks 
the students to carefully observe similarities and 
differences between common coins used in U.S. 
currency. Many children enter school being able 

to identify and name pennies, nickels, dimes, and 
quarters. This lesson extends their experiences with 
half-dollars and coin dollars such as the silver dollar 
and the Sacagawea dollar. The lesson may be a 
review for some and for others an introduction to the 
actual names of the coins.

Management
1. Collect a set of at least 50 real or plastic coins 

including pennies, nickels, dimes, quarters, half-
dollars, and coin dollars. Place this collection 
into a container.

2. Copy one set of Money Word Cards.
3. Prepare a set of 3" x 3" scratch paper squares. 

Each group will need six squares.
4. Gather crayons that have had the paper labels 

removed. The students will be using these to make 
crayon rubbings of the coins.

Procedure
Part One—Sorting by appearance only
1. Ask children to gather in a large group or at a 

center around the container of coins.
2. Give students hand lenses. Ask them to select 

coins from the container and to use the lenses to 
look closely at their coins.

3. Ask children to discuss with a partner how their 
coins are the same and how they are different.

4. Give each small group of students an assortment 
of 10-15 coins. Ask them to sort the coins into 
different groups and to describe the rules for 
their sorting.

5. Ask students to again sort these same coins into 
different groups and to describe the rules for 
this sorting.

6. Discuss what the students observed about the 
coins.

 • Some coins are silver.
 • Some coins are brown or copper colored.
 • Some coins have a picture of a man on one side.
 • Some coins have an animal on one side.
 • Some coins have a building on one side.
 • Some coins have a smooth edge.
 • Some coins have a rough edge.
7. Discuss what the students might use these coins 

for. Record their responses on chart paper.
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Part Two—Introducing the names of coins
1. Conduct a quick survey to determine if the students 

know the names of the coins. If your students 
know the names of the coins, skip to Part Three. 
For those children who do not know the names, 
continue with Part Two.

2. Use an analogy to introduce the names of the 
coins:

 All of you are called students or children just like 
these are called coins or money. You also have 
special names: Karen, José, Stephen, Maria. Just 
like you, these coins have special names: penny, 
nickel, dime, quarter, half-dollar, and dollar. We 
can say that Karen is a student just like a penny 
can be called a coin or money. 

3. Hold up one of each of the different types of coins, 
assigning the correct name to each one. Discuss 
the coins for which the students already know the 
names and practice naming the others. Provide 
several opportunities for the children to practice 
naming the coins.

Part Three—Connecting the real, representational, 
and abstract 
1. Give each group of students a set of money word 

cards, paper squares, crayons, and coins.
2. Ask students to use the paper squares, crayons, 

and coins to make crayon rubbings of both sides 
of each type of coin in their collections.

3. Have students put the crayon rubbings of coins 
into a paper sack. Direct one child in each group 
to pull a paper square from the sack and to fi nd a 
coin to match the rubbing on the paper. Have them 
give the appropriate name of the coin. Ask them 
to check with their group for accuracy.

4. Continue having the students take turns pulling 
out a crayon rubbing, matching to a coin, naming 

the coin, and checking for accuracy with the 
group members.

5. Introduce the money word cards. 
6. In a pocket chart, place a set of the crayon 

rubbings of coins on one side and a set of money 
word cards on the other side.

7. Challenge a student to match the correct crayon 
rubbing with each money word card in a designated 
amount of time, such as ten or 20 seconds. 
Encourage the rest of the class to cheer for the 
student as the cards are moved into place on 
the pocket chart. 

8. Repeat several times, allowing different students 
to have a chance at the challenge.

Discussion
1. Describe the coins you looked at using the hand 

lenses.
2. Explain some of the rules you used for sorting 

the coins.
3. What could you use the coins for?
4. What are the names of the coins?

Extension
 Gather a set of coins from another country. Have 
the children compare the similarities and differences 
within these coins, and then between these coins and 
United States currency.

Evidence of Learning
1. Listen for accuracy while students identify and 

name coins.
2. Look for accuracy when students match crayon 

rubbings of coins to coin words.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.
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penny nickel

dime quarter

half-dollar dollar

Money Word Cards
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Purpose of the Game
Students will practice identifying coins by name

Materials
For the class:

large set of coins (see Management)

Management
Color, cut out, and mount the front to the back of 
each coin, and laminate to construct a large set of 
coins. Prepare at least one coin for each student 
in the class.

Rules
Game One
1. Gather students into a circle. Give each student a 

large coin. Direct students to place their coins at 
their feet on the fl oor.

2. Ask one student at a time to name the coin at 
which he or she is standing.

3. Have students turn so that they are facing the back 
of the person in front of them. As in the school 
carnival cake walks, start some music and have 
students slowly walk around the circle until you 
stop the music.

4. When the music stops, tell the children to stop as 
well. Go around the circle asking each student to 
name the coin next to his or her feet. 

5. Tell the students who are standing next to pennies 
to jump up and down. Then tell the students 
who are standing next to nickels to turn around. 
Continue giving the students directions for each 
of the coins. 
6. Tell all of the students to 
return to their coin walk 
position. Start the music 
again, having students 
walk around the circle 
until the music stops.
7. Ask students to name the coins 
next to their feet. Continue 
giving movement directions as 
before.

Game Two
1. Tell each student to hold one large paper coin.
2. Direct each student to fi nd someone who is holding 

a coin just like the one he or she is holding.
3. Once all students have a partner, have them 

discuss the names of their coins and anything they 
observe on the coins.

4. Now tell students to fi nd someone who is holding 
a coin that is not like theirs.

5. Once all students are paired with a new partner, 
have them discuss the names of their coins and 
things they observe on the coins.

6. Direct them to trade coins with their partners. Now 
have them fi nd a new partner who is holding a 
coin just like theirs.

7. Continue the game for several rounds, giving 
students lots of practice naming and comparing 
coins.

Discussion
1. What are the names of the coins?
2. Which coin is called a penny? …a nickel? …a 

dime? …a quarter? …a half-dollar? …a dollar?
3. Which coin is copper colored? 
4. Which coins are silver colored?
5. Which coin is the largest?
6. Which coin is the smallest?
7. What did you notice was the same on some of 

the coins?
8. What did you notice was different on some of 

the coins?
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Topics
Exploration of coins
Recognize coins by name and appearance

Key Question
What are some different ways that money can be 
represented?

Learning Goals
Students will:
1. match real coins to real coins (heads/tails),
2. match real coins to pictures of coins (coin 

rubbings), and
3. match real coins to value.

Guiding Document
NCTM Standards 2000*
• Connect number words and numerals to the 

quantities they represent, using various physical 
models and representations

• Sort, classify, and order objects by size, number, 
and other properties

Math
Equalities
Number sense

Integrated Processes
Observing
Comparing and contrasting
Drawing conclusions

Materials
Pigpen handout
Sorting pigs 

Background Information
 Young children often struggle when working with 
money because they have been taken directly to the 
symbolic stage and have not had an opportunity to 
develop an understanding of what the money symbols 
represent. This activity focuses on having students 
learn the names of coins, their values, and how to 
symbolically represent amounts of money.
 In the second part of this activity, students will 
apply the use of a coordinate system to locate the 
cards on a concentration board. It is assumed that 
children already know how to locate areas using 

ordered pairs. They should call out the locations of the 
cards by fi rst calling the number of the column and 
then the letter of the row. For example (2, C).

Management
1. Copy one set of sorting pigs and pigpens for each 

group. Each group will need six pens. Put one of 
the following labels on each pen: penny, nickel, 
dime, quarter, half dollar, and dollar. The pigs and 
pens should be copied on card stock, laminated, 
and cut apart.

2. A real coin that matches the value of the pigs 
on the page should be glued to the blank pig on 
each page of pigs.

3. This activity can be done in either a whole class 
or small-group setting.

Procedure
Part One
1. Give each group one set of pigpens and sorting pigs.
2. Ask the students to spread out the pigpens on the 

table and sort the pigs into the appropriate pens. 
Make certain that all of the possible representations 
can be found in each pen. For example, one pig 
has the head of a penny, one has the tail of a 
penny, one has the name penny, etc.

3. When students have completed the sorting, discuss 
which pigs were placed in which pens and why. 
Question the students about where they might 
have seen the different representations for a 
penny, nickel, etc. [.25 can be found on store price 
tags, the words nickel, dime, etc. can be found 
on vending machines]

Part Two
1. Tell the class that they will be playing a memory or 

concentration game with money. Explain that there 
are several possible matches for each card just as 
there were several pigs in the same pens.

2. On the board draw a 6 x 6 grid. Label the bottom 
or x-axis with the numbers 1-6. Label the side or 
y-axis with the letters A-F. These labels should be 
placed in the areas between the lines and not on 
the lines. Place the 36 pigs previously used in Part 
One face down onto the grid. (The cards can be 
taped to the board or held in place by magnets 
or magnetic tape.)
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1       2       3       4       5       6

F

E

D

C

B

A

3. Divide the class into two teams. Ask one student 
from the fi rst team to call out a set of coordinates 
and turn the pig over that is in that location. Ask a 
second player from that team to call out a second 
location hoping to fi nd a pig that will match in 
value. Play continues for the fi rst team as long as 
matching values are located. When they do not 
fi nd a match, it then becomes the other team’s 
turn. The second team will call out locations until 
no matches are found. The game ends when there 
are no pigs left to turn over. The team with the 
most matches wins.

Discussion
1. Why were there so many possible matches in both 

the memory game and the pigpen sort?
2. What is another way of representing a penny? …a 

dime? …a quarter ?
3. How are $.25 and a quarter similar? …different?
4. Where have you seen a quarter written as $.25?
5. Why do you think stores do not put pictures of 

money on the price tags? 

Extension
 Have students match specifi c amounts of money 
represented in different ways. For example, two dimes 
and one nickel on one card, would match with fi ve 
nickels on another card, etc.

Evidence of Learning
1. Check the pigpens to see if the students have 

accurately matched the different representations 
of the coin values.

2. Look for accuracy as the students match the pigs 
during the memory game.

Multiple Uses for the Pig Cards
• Turn over a card and match the picture coin with 

the real coin.
• Turn over three cards and order the cards from 

least value to greatest value.
• Draw two cards and write a number story with 

the values.
• Fold a 3 x 5 card in half to form the shape of a 

“v.” This shape will be used as a greater than, less
than sign. Draw two pig cards and compare the 
amounts on the pigs by placing them on either 
side of the greater than, less than sign in order to 
create a true statement.

• Draw two cards and add the coins.
• Play “show me.” Call out a coin and have the 

students show the coin by holding the appropriate 
card in the air.

• Call out a value and have the students combine 
the coin cards to show that value. 

• Turn over two cards and subtract the value of the 
lessor from that of the greater.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.
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Pigs in a Pen

penny

1¢ $ .01
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Pigs in a Pen

5¢ $ .05

nickel
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Pigs in a Pen

10¢ $ .10

dime
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Pigs in a Pen

25¢ $ .25

quarter
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Pigs in a Pen

50¢ $ .50

half-dollar
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Pigs in a Pen

100¢ $ 1.00

dollar
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Topic
Money values

Learning Goals
Students will:
1. practice ordering coins by value, and
2. use problem-solving skills to order coins.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Develop a sense of whole numbers and represent 

and use them in fl exible ways, including relating, 
composing, and decomposing numbers

• Build new mathematical knowledge through 
problem solving

• Solve problems that arise in mathematics and in 
other contexts

Math
Number sense
 more than/less than
Problem solving
Positional words

Integrated Processes
Observing
Comparing and contrasting
Communicating

Materials
For each student:
 Piggy Parade cards
 coins (see Management 2)
 paper bag
 yarn, 30 inches

Background Information
 This lesson offers students the opportunity to practice 
organizing coins by value. Ordering coins according 
to their values can also serve as an assessment of the 
young learners’ understanding of coin values. Students 

are asked to order a group of coins from the least value 
to the greatest. In both parts of the lesson, they are given 
ordering situations that involve problem-solving skills. 
Positional words, such as before and after, are reviewed 
throughout the lesson.

Management
1. Color (or duplicate on colored paper) and laminate 

the Piggy Parade cards for extended use. Each 
student will need a set.

2. Each student will need a collection of play money 
that should include one of each of the following: 
penny, nickel, dime, quarter, half-dollar, and 
Sacajawea dollar. 

Procedure
Part One
1. Give each student a set of Piggy Parade cards 

and a set of coins. Instruct students that they will 
order the coins on the line of pigs, from the least 
in value to the greatest in value.

2. Give students a paper bag and tell them to place 
their coins in the bag. Have them put their six 
pig cards in a row.

3. Have each student remove one coin from the bag. 
Explain that they will be placing the coin with the 
least value on the fi rst pig in the parade line and 
the coin with the greatest value on the last pig. 
Tell them that they will need to make their own 
decisions as to where to place their fi rst coin. 
Explain that they need to think about the fact that 
they will need to place one coin on each of the six 
pigs. For example, a student might draw a dime 
out of the bag, now he or she will need to consider 
the number of coins still in the bag that have a 
greater or lesser value before deciding where to 
place the dime. 

4. Ask students to choose another coin from their 
bags and determine where it should be placed 
(before or after the coin already on the cards). 
Continue this procedure until all coins have been 
removed from the bags and placed on the cards in 
order from least value to greatest value. 
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5. Discuss specifi c coins in relationship to the other 
coins. For example, the dime is before the quarter 
in this parade line because the dime is worth 
less than the quarter. The dime is after the nickel 
because it is worth more than a nickel, etc. 

Part Two
1. Divide the class into partners. Each pair of students 

will need a set of coins, one set of Piggy Parade 
cards, scratch paper, and a pencil.

2 Ask each group to place a dime on the fi rst pig, 
a quarter on the second, a penny on the third, a 
half-dollar on the fourth, a nickel on the fi fth, and 
the Sacajawea dollar on the sixth pig.

3. Have the students examine the placement of 
the coins and discuss what is wrong with the 
line up. 

4. Challenge one student in each group to place the 
coins in the correct order from least to greatest 
value using the least number of moves. Have 
the partners use tally marks on scratch paper 
to record the number of moves taken. Compare 

the results and discuss strategies used by the 
different students.

Discussion
1. Describe the order of the coins in the least value 

to greatest value piggy parade line.
2. What is the order of the coins from greatest value 

to least value?
3. Beginning at ten, count on to 25.
4. Beginning at 15, count back to seven.

Evidence of Learning
1. Look for correct placement of coins according 

to value when students show their work on the 
Piggy Parade cards.

2. Listen for accuracy as students describe their 
coin placements according to value on their Piggy
Parade cards.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.
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Purpose of the Game
When comparing two coins, students will determine 
which coin has the greater (or lesser) value.

Materials
Set of coin cards (see Management 1)

Management
1. Copy one set of coin cards for each student. Have 

students complete their sets of cards by making 
rubbings of the coins of their choice (heads and 
tails) on the blank cards.

2. Children play in pairs.

Rules
1. The set of coin cards is shuffl ed, turned face down, 

and divided evenly between the two players.
2. Prior to the start of the game, the players must 

determine whether the card with the greater or 
lower value wins.

3. The fi rst player will turn over his or her top card. 
The second player will then turn over his or her 
top card. Depending on which version is being 
played, the player with the greater (or lesser) 
value showing gets both cards. This continues 
until one player is out of cards or the allotted 
time runs out, at which time the student with the 
most cards wins.

4. In the event that matching coins appear, each 
player will turn over an additional card and the 
winner of that confl ict will get all four cards.

Discussion
1. Which coin card was the best to have? Why?
2. Was there a card that you did not want to have? Why?
3. If you could make your own deck of coin cards, 

what would it look like?
4. How often do you think both players will turn over 

the same card? Explain.
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through counting, trading, addition, and subtraction. 
This lesson provides an area model for students 
to explore the value of money. By matching a one-
to-one ratio of pennies to a dollar model, and then 
trading for fractional pieces of that dollar, students 
begin to construct an understanding of money values 
and equivalencies. 

Management
 1. Hundred Penny Pies can be purchaesed through 

AIMS, catalog number 4520. (Three pies, $9.95) 
You can make your own with the blackline 
masters that are included.

 2 Duplicate on white paper and cut-out the Hundred 
Penny Pie. Construct the mat by taping four 
sections together to make a circle. Glue the 
picture of the Sacagewea dollar and the paper 
dollar to the back side of the penny mat and 
laminate. Prepare at least one mat for each small 
group of students.

 3. Duplicate Coin Slices in fi ve different colors of 
paper for each group of students. Use one color 
for the five-cent slices, another color for the 
ten-cent slices, etc.

 4. Gather a set of 100 pennies, 20 nickels, ten 
dimes, four quarters, two half-dollars, one coin 
dollar, and one paper dollar for each group. You 
may wish to visit your local school supply/toy 
store and purchase play money instead of using 
real coins.

 5. Duplicate a set of money pictures for each group.
 6. This activity is divided into four parts, each of 

which is designed to be taught on a different day.

Procedure
Part One
 1. Give each group of students 100 pennies and 20 

nickels. Discuss how coins are money and that 
they can be used to buy things. Explain that the 
students need to learn how much each coin is 
worth so that they will know which ones to use 
when making purchases.

 2. Explain that they can fi gure out how much each coin 
is worth by counting. Give each group a Hundred 
Penny Pie. Explain that this mat is a model of a 
dollar. Show the students a coin dollar.

 3. Explain that this coin is equal to a dollar bill. 
Show a dollar bill.

 4. Point out the small circles on the Hundred Penny 
Pie. Explain that there is one circle for every 
penny this dollar represents. Ask students to 

Topics
Money values and equivalencies

Learning Goals
Students will: 
1. use an area model of money values and equival-

encies; and
2. understand a variety of combinations of coins 

that can be used to equal a nickel, dime, quarter, 
half-dollar, and a dollar.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Understand the effects of adding and subtracting 

whole numbers
• Use a variety of methods and tools to compute, 

including objects, mental computation, estimation, 
paper and pencil, and calculators

• Model situations that involve the addition and 
subtraction of whole numbers, using objects, 
pictures, and symbols

Math
Number sense
Skip counting
Equalities

Integrated Processes
Observing
Comparing and contrasting
Communicating
Generalizing

Materials
For each group of students:
 Hundred Penny Pie (see Management 1 and 2)
 colored paper Coin Slices (see Management 3)
 set of coins (see Management 4)
 set of money pictures
 scissors
 glue
 paper clips

Background Information
 Young learners quite often enter school with a 
knowledge of money. Many can name common 
coins and paper money. This does not indicate an 
understanding of the value of money. When teaching 
the value of money, number sense is developed 
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place a penny in each of the circles on their mats. 
Direct them to count to discover the number of 
pennies in a dollar.

 5. Once the students discover that there are 100 
pennies in a dollar, discuss how it is much easier 
to carry around a one dollar coin or paper dollar 
bill than it is to carry around 100 pennies. Explain 
that this is why there are so many different 
kinds of coins. Instead of carrying around lots 
of pennies, we represent different amounts of 
pennies with different coins.

 6. Give the students 20 fi ve cent (nickel) slices 
and have them cut out each slice. Instruct them 
to place pennies in each circle on the slices. 
Discuss how each of these slices represents fi ve 
cents, or fi ve pennies. Explain that instead of 
carrying fi ve pennies around, they could carry 
one nickel. Ask them to fi nd a nickel in their 
coin collection.

 7. If students are making their own penny pies, cut 
and paste a picture of a nickel on the back of 
each fi ve cent slice of the mat. Discuss how each 
nickel is equal to fi ve pennies.

 8. Instruct students to place the nickel slice on top 
of a fi ve-penny wedge of their Hundred Penny 
Pies with the pictures of the nickel showing. 
Have them use paper clips to hold in place. 
Ask students to count the number of nickels 
in a dollar by counting the nickel slices on the 
Hundred Penny Pies.

 9. Have students count the nickels by fives to 
determine that they still have 100 cents, or 
one dollar.

 10. Store the Hundred Penny Pies, leaving the nickel 
slices attached for a later lesson.

Part Two
 1. Give each group of students the Hundred Penny 

Pies, 10 ten-cent (dime) slices, and a set of coins 
including pennies, nickels, and dimes. 

 2. Review the Hundred Penny Pie discussing how 
the 100 pennies and the 20 nickels are each 
worth 100 cents, or one dollar. Remind the 
students that it is easier to carry around 20 
nickels that equal a dollar than it is to carry 
around 100 pennies.

 3. Show students a dime and ask them to fi nd this coin 
in their collections. Discuss how many pennies they 
think this coin represents. Have students cut out 
their ten-penny slices. Ask them to place pennies 
on the circles on these slices. Discuss how ten 
pennies equal a ten-penny slice.

 4. If students are making their own penny pies, ask 
them to cut and paste a picture of a dime on the 
back of each ten-cent slice. Have them place 
these slices over the nickel slices and attach 
them using paper clips.

 5. Ask students to count the number of dimes in 
a dollar by counting the ten-cent slices on the 
Hundred Penny Pie.

 6. Have students count the dimes by tens to determine 
that they still have 100 cents or one dollar.

 7. Direct students to lift the dime slices and count 
the number of nickel slices needed to represent a 
dime. [2] Discuss how it is easier to carry around 
two nickels than it is to carry around ten pennies, 
but that it is also easier to carry around one dime 
instead of two nickels or ten pennies.

 8. Discuss how a nickel has the same value as fi ve 
pennies, and that two nickels have the same 
value as ten pennies, and that one dime has the 
same value as two nickels or ten pennies.

 9. Store the Hundred Penny Pies leaving the nickel 
and dime slices attached for a later lesson.

Part Three
 1. Give each group of students the Hundred Penny 

Pies, four 25-cent (quarter) slices, and a set of coins 
including pennies, nickels, dimes, and quarters.

 2. Review the Hundred Penny Pie discussing how 
the 100 pennies, 20 nickels, and ten dimes are 
all worth 100 cents, or one dollar. Remind the 
students that it is easier to carry around 10 dimes 
that equal a dollar than it is to carry around 20 
nickels or 100 pennies.

 3. Show students a quarter and ask them to fi nd this 
coin in their collections. Discuss how many pennies 
they think this coin represents. Have students 
cut out their 25-cents slices. Ask them to place 
pennies in the circles on these slices. Discuss how 
25 pennies make up the 25-cent slice.

 4. If students are making their own penny pies, ask 
them to cut and paste a picture of a quarter on 
the back of each slice. Have them place these 
slices over the dime slices and attach them using 
paper clips.

 5. Ask students to count the number of quarters 
in a dollar by counting the 25-cent slices on the 
Hundred Penny Pie.

 6. Direct students to lift the quarter slices and count 
the number of dime and nickel slices needed to 
represent a quarter. [two dimes and one nickel 
or fi ve nickels] Discuss how it is easier to carry 
around one quarter than it is to carry around two 
dimes and a nickel, fi ve nickels, or 25 pennies.

 7. Give students a chance to explore the many 
different possible combinations of coins that equal 
25 cents. Have them remove a 25-cent slice from 
their mats. Ask them to rebuild the 25-cent slice 
using different combinations of penny, nickel, and 
dime slices. Discuss the results.

 8. Discuss how a quarter has the same value as 25 
pennies and the other combinations of nickels, 
dimes, and pennies they have discovered.



COUNTING ON COINS 37 © 2002 AIMS Education Foundation

Part Four
 1. On different days, continue introducing the half-

dollar and then fi nally the dollar in the same 
manner.

 2. To make the 50-cent slices, cut out and tape 
together two 25-cent slices. You will need a total of 
four 25-cent slices to make two 50-cent slices.

 3. To make the dollar slices, cut out and tape 
together four 25-cent slices.

Discussion
 1. How many pennies equal a dollar? [100] 

…half-dollar? [50] … quarter? [25] …dime?[10] 
…nickel?[5]

 2. What two coins equal a dime when combined? 
[two nickels]

 3. What three coins equal a quarter when combined? 
[two dimes and one nickel]

 4. Describe a combination of coins that can equal 
a half-dollar. [two quarters, five dimes, 10 
nickels, etc.]

 5. Why do you think we have so many different 
kinds of coins?

 6. If I have a quarter and I need to change it in so 
that I have at least one nickel, what other coins 
should I also receive so that I still have 25 cents? 
[two dimes, one nickel; one dime, three nickels; 
fi ve nickels, etc.]

Extension
 Give students a variety of coin slices and have 
them explore the different combinations of coins they 
can use to equal a dime, a quarter, and half-dollar.

Evidence of Learning
 1. Look for accuracy when students show their work 

on Hundred Penny Pies.
 2. Check for appropriate combinations of coin 

slices on the mats.
 3. Listen for accuracy as students describe possible 

coin combinations that equal a nickel, dime, 
quarter, half-dollar, and dollar.

 * Reprinted with permission from Principles and Standards 
for School Mathematics, 2000 by the National Council of 
Teachers of Mathematics. All rights reserved.
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Make four copies for each Hundred 
Penny Pie. Glue a picture of the 
Sacagewea dollar and the paper 
dollar on the back side of the 
Hundred Penny Pie.
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Coin Slices—fi ve-cent slices
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Coin Slices—ten-cent slices
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Coin Slices—twenty-fi ve
cent slices

(Use two for fi fty-cent 
slices and four for 
dollar slice)
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Money Pictures
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Purpose of the Game
As students trade pennies for nickels, they will match 
real coins to their values.

Materials
For each pair of students:
 die
 gameboard, one per student
 10 pennies
 10 nickels

Management
1. Copy the gameboards onto card stock and 

laminate for durability.

Rules
1. One player begins by rolling the die, taking the 

number of pennies indicated, and placing them 
on the penny path. When the penny path is full, 
the fi ve pennies are traded for a nickel and the 

nickel is put into the bank. If a player rolls a 
six or accumulates more than fi ve pennies, any 
excess pennies are placed in the fountain until 
a trade is made and there are spaces available 
on the path.

2. The second player rolls and follows the same 
procedure.

3. The game is over when one player has fi ve nickels 
in the bank.

Discussion
1. What kinds of coins are in your bank?
2. What kinds of coins are on the path?
3. How many pennies did you need to have before 

you could trade for a nickel? Why?
4. How much money is in your bank?
5. How much money is on the path?
6. Which coin is worth more, a penny or a nickel?

Extensions
1. Use the same rules to play, but trade nickels 

for quarters.
2. By changing the number of circles on the path and 

bank, the students can trade nickels for dimes, 
pennies for quarters.
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Topic
Coin equivalencies

Key Question
How much money is in the treasure chest?

Learning Goal
Students will organize a large number count by trading 
pennies for dimes.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Develop a sense of whole numbers and represent 

and use them in fl exible ways, including relating, 
composing, and decomposing numbers

Math
Equalities
Number sense
Skip counting
Counting on

Integrated Processes
Observing
Comparing and contrasting
Drawing conclusions

Materials
For the class:
 $10 worth of pennies
 $10 worth of dimes
 overhead projector
 treasure chest (see Management 1)

overhead transparency of the Treasure Chest 
grouping mat
calculator

For each student:
 Treasure Chest grouping mat

tape

Background Information
Introducing students to coin trading should be 

done in a very concrete manner. This activity provides 

the tools as well as the reason for dividing a large 
quantity of pennies into smaller sets, combining 
them into manageable counting sets, and then 
processing them into a large number—the class total. 
Through this experience, students begin to develop 
an understanding of the effi ciency and convenience 
of using fewer coins.

Management
1. To add interest to this activity, make or purchase 

a small treasure chest. This is an item that can be 
found in most school supply stores. Decorating 
a shoebox with black paper and imitation gems 
can provide an inexpensive treasure chest. Put the 
pennies into the treasure chest.

2. Make an overhead transparency of the Treasure 
Chest grouping mat.

3. The students will have to work in pairs to make the 
ten-penny rolls. Prior to the lesson distribute four 
three-inch strips of tape to each student. To make 
the ten-penny rolls, one student will need to place ten 
pennies in a stack and hold the stack between their 
thumb and pointer fi nger while their partner wraps a 
piece of tape around the stack so that it is no longer 
ten single pennies but a ten-penny roll.

Procedure
1. Tell students that you found a treasure chest full 

of coins. Hold up one of the pennies and ask if 
the students know the coin’s name and its value. 
Have students estimate how much money they 
think is in the treasure chest.

2. Tell the students that everyone will help count 
the pennies and that you will demonstrate how 
the procedure will work. Ask students how many 
pennies they think you can hold in one hand. 
Grab a handful of pennies. Lay the pennies on 
the overhead transparency of the Treasure Chest.
Have the students help you count the pennies 
aloud. When you reach ten pennies, stop and 
ask if anyone knows a coin that would equal ten 
pennies. Place the ten pennies in a stack and with 
the assistance of a student, create a ten-penny 
roll by wrapping a piece of tape around the stack 
so that it is no longer ten single pennies but a 
set of ten. Trade this ten-penny roll for one dime.
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Continue counting and trading until the students 
have helped you organize all the pennies held in 
your hand. Add the dimes by skip counting by 
tens, add on any leftover pennies, and record this 
number on the coin at the bottom of the Treasure 
Chest grouping mat.

3. Tell students that the class will work together to 
fi nd out how much money is in the treasure chest. 
Explain that each student will take one handful 
of pennies and place them on the Treasure Chest 
grouping mat. Ask students to organize the pennies 
into sets of tens. When they cannot make any 
more sets of ten pennies, instruct them to turn 
each set into a ten-penny roll and trade each roll 
for a dime. Have them count by tens and add on 
any leftover pennies to get the total number of 
pennies they held. Instruct them to record that total 
on the coin at the bottom of the mat.

4. Using a calculator, add in each child’s total to 
determine how many coins were in the chest.

5. Discuss the effi ciency of trading pennies for dimes.

Discussion
1. How many pennies did we trade for each dime? [10]
2. Why did we trade sets of ten pennies in for dimes? 

[One dime is equal in value to 10 cents, or 10 
pennies, and it is easier to count a large number 
by tens than ones.]

3. How did stacking the pennies into sets of tens help 
you count your total number of pennies?

4. Could we have traded other sets of pennies for 
coins smaller than a dime? …larger than a dime?

5. What do you notice about the number of pennies 
that most students could hold in their hand?

Extensions
1. Repeat the activity using nickels in the treasure 

chest, trading fi ve nickels for one quarter.
2. Have students save pennies and donate them to a 

local charity as a service project.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.
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Topics
Money values
Counting

Key Question
How does skip counting and counting on help you 
when counting a group of coins?

Learning Goal
Students will use coins to practice counting on and 
skip counting.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Develop a sense of whole numbers and represent 

and use them in fl exible ways, including relating, 
composing, and decomposing numbers

Math
Number sense
 counting on
 skip counting

Integrated Processes
Observing
Communicating
Recording data

Materials
For each group of students:

paper bags (see Management 1 and 2)
 coins (see Management 1 and 2)

For each student:
 Money Bags recording sheet

Background Information
 Specific counting skills are needed in making 
change, trading coins, and using money.  Skills such 
as skip counting by fi ves, tens, 25s, 50s, and 100s 
and counting on are necessary. This lesson gives the 
students an opportunity to practice these skills.

Management
1. For Part One, prepare a paper bag of coins (money 

bags) for each group of four students. Place several 

of one type of U.S. coin in each of the bags. One 
bag should have only dimes, another only nickels, 
another only quarters, etc.

2. For Part Two, prepare two sets of paper bags 
(money bags) for each group—one containing one 
coin of each value (nickel, dime, quarter, etc.), 
and another containing only four pennies. 

3. Duplicate a Money Bags recording sheet for each 
student.

4. Prior to this lesson, students need to be aware 
of skip counting by fives, tens, 25s, 50s, and 
100s and how to count on from a number other 
than one.

Procedure
Part One
1. Give each group of students a bag of coins. 

Hand out a Money Bags recording sheet to each 
student.

2. Ask one student in each group to reach into the 
bag and take out three coins. Call on one group 
at a time to count the total of the coins using skip 
counting. (The group with dimes would count “ten, 
20, 30 cents”; the group with nickels would count 
“fi ve, ten, 15 cents”; etc.) 

3. Tell students to put the coins back in the bags 
and pass the bags to another member in the same 
group. Instruct students to take out four coins and 
to use skip counting to count the total value of the 
coins. Tell them to record the kind of coin they are 
counting, the number of coins they took from the 
bag, and the total value of the coins on the Money
Bags recording sheets.

4. Repeat this procedure until all students in the 
groups have had a chance to count and record. 
Tell them they must take a minimum of three coins 
and that they must take out a different number 
of coins each time.

5. Once the groups have completed their task, have 
them trade bags with another group in the class 
and repeat the procedure.

Part Two
1. Give each group of students two bags of coins. Tell 

them to use their Money Bags recording sheets to
record their fi ndings.

2. Direct one student in each group to take out one 
coin from bag one and several coins from the 
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penny bag.  Have them count the value of the 
two sets of coins by starting with the coin of the 
greatest value. Have them count on by adding the 
pennies. For example, a student who draws out 
a quarter and three pennies would count “25, 
26, 27, 28 cents.” A student who draws out a 
dime and four pennies would count “ten, 11, 12, 
13, 14 cents.”

3. Using their Money Bags recording sheets, have 
students record the coins drawn and the counting 
on sequence used.

4. Ask students to continue with this procedure until 
everyone in the group has had a turn.

Discussion
1. Count by fi ves to 45.
2. Count by 25s to 100.
3. Starting with 25, count on by ones to 28.
4. Starting with 50, count on by ones to 54.
5. How does skip counting and counting on help you 

when counting money?
6. Which skip counting is easiest? …hardest? Why?
7. When would you need to use counting on? [when 

counting change to pay for things]

Evidence of Learning
1. Listen for accuracy as students count the coins 

using skip counting and counting on methods.
2. Look for accuracy of counting the coins on the

Money Bags recording sheets.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.

10,  11,  12,  13
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Purpose of the Game
Students will play a version of tic-tac-toe by totaling 
the value of three coins drawn out of a sock and 
covering a space with that value on the gameboard.

Materials
For each pair of students:
 sock
 pennies, nickels, and dimes (see Management 5)
 eight marking chips, four each of two colors/types
 student sheet
 plastic cup

Management
1. This game is designed to be played in pairs. There 

are two versions of this game which each having 
the same rules but using a different gameboard 
and different coins. 

2. Both gameboards have been placed on the same 
sheet of paper, but should be cut apart before being 
given to students to avoid confusion. Each pair 
of students will need one copy of the gameboard 
for each version.

3. All students will need four marking chips that 
can be visually distinguished from their partners’ 
chips. The marking chips must be small enough 
to fi t inside the squares on the gameboard. Math 
chips, Friendly Bears, different colored buttons, 
different kinds of beans will all work well.
4. Students will play this game by picking three 
coins out of a sock. The socks used should 
have openings large enough for students to 
easily fi t their hands through.
5. Put a plastic cup in the toe of each sock 
and place the coins in the cup. The 
students can locate and remove 
the coins easily from the cup 
base. In Version One the 
sock must contain three 
pennies and three nickels. 
In Version Two the sock 
must contain two pennies, 
two nickels, and two dimes.

6. Students may eventually realize that by feeling 
the coins they are pulling out of the sock, they 
can make this less a game of chance and more 
a game of strategy. They should be allowed to 
make this discovery for themselves and not have 
it pointed out to them.

Rules
1. One player begins by reaching into the sock and 

pulling out three coins. The player must add the 
coins together and state their combined value 
out loud.

2. Any empty square with that value may be covered 
by the student. If there are no empty squares with 
that value, the student forfeits that turn, and the 
other player gets to draw. 

3. Players take turns choosing coins and covering 
squares until one player has three squares in a row 
horizontally, vertically, or diagonally.

4. If neither player is able to get three squares in a 
row, the game is a draw.
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Coin Draw
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Coin Draw
Version Two
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Topic
Coin values

Key Question
What coins could be used to equal the values shown 
on the piggy banks?

Learning Goal
Students will match coins to values.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Use a variety of methods and tools to compute, 

including objects, mental computation, estimation, 
paper and pencil, and calculators

Math
Equalities
Number sense

Integrated Processes
Observing
Comparing and contrasting
Drawing conclusions

Materials
Set of plastic coins
Set of coin cards 
Set of piggy bank cards
Pocket chart

Management
1. Copy both sets of cards onto card stock and 

laminate for durability. Part One of the activities 
will use only the piggy bank cards. Part Two will 
use both sets of the cards.

2. As students’ skill levels increase, they can be 
challenged with a timed, mental math version of 
the matching by doing Part Two of this activity.

3. Part One of this activity is appropriate for a small 
group setting or can be placed in a center.

Procedure
Part One
1. Students will turn over a piggy bank card and 

place coins on it to equal the value shown.

2. Continue the process until all of the banks have 
been fi lled with the correct coins. 

Part Two
1. Place the laminated set of piggy bank cards and 

coin cards in a pocket chart with the back side of 
the cards facing out.

2. Invite one student to the front of the room to take 
the 30-second challenge. Tell the student that he or 
she will have 30 seconds to turn the cards over and 
match the banks with the cards that have the same 
values. Use the classroom clock or a watch with a 
second hand to time the student’s attempt. (Until 
students gain confi dence in counting money, the 
time may need to be extended to 60 seconds.) This 
process can be repeated using different values. 

3. Encourage the rest of your students to cheer on 
the competitor.

Discussion
1. Choose a piggy bank. What kinds of coins are 

in your bank?
2. How many pennies are in your banks?
3. Choose another bank. Do you have more nickels 

or dimes in your bank?
4. Which bank has the largest number of coins?
5. Which bank has the most money?
6. What strategy did you use to quickly match the 

coins and banks?

Evidence of Learning
1. Look for accuracy as students place the coins on 

the card to equal the values shown.
2. Look for correct matches as the students match 

coins and values for the 30-second challenge.

* Reprinted with permission from
Principles and Standards for 
School Mathematics, 2000 
by the National Council of 
Teachers of Mathematics. 
All rights reserved.
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Topic 
Counting Change

Key Question
How much money do you have in your pocket?

Learning Goal
Students will determine the values of various 
combinations of coins.

Guiding Document
NCTM Standards 2000*
• Use a variety of methods and tools to compute, 

including objects, mental computation, estimation, 
paper and pencil, and calculators

• Illustrate general principles and properties of 
operations, such as commutativity, using specifi c 
numbers

Math
Counting
Number and operations
 addition
 subtraction

Integrated Processes
Observing
Communicating

Materials
For each student:
 shirt handout
 glue stick
 letter-sized envelope (see Management 1)
 coins (see Management 2)

Background Information
Counting change is often very diffi cult for young 

children. For children to be successful at counting 
change, they need to have multiple experiences 
identifying coins and their values, skip counting, 
counting on, and counting sets of coins. Pockets Full-O 
Money will give children an opportunity to apply many 
of these skills while working in a familiar context. Most 
children have experienced the excitement of having a 

few coins in their pockets and the wonder of just how 
much money they really have.

Management
 1. Each pair of students will use one letter-sized 

envelope to make two pockets.
 2. Prior to teaching this lesson, send home the 

parent letter requesting an individual set of coins 
for each child. The coin set should include 50 
pennies, fi ve dimes, 10 nickels, two quarters, 
and one half-dollar.

Procedure
 1. Give each pair of students one letter-sized 

envelope. Have one of the students seal the 
envelope. Instruct them to fold the envelope 
in half and cut along the fold line to form two 
pockets.

 2. Tell the students to place their hand inside the 
opening and to cut a v-shaped section out of 
the top layer of the envelope. This allows more 
room for their hands to reach in and out of the 
pocket.
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 3. Ask students to follow the directions on the handout 
to create a shirt with a pocket. Tell students to glue 
their pockets in the designated area.

 4. When the pocket construction is completed, 
hand out a set of coins to each child.

 5. Ask the class to put $.25 into their pockets. 
Question students about their choice of coins. 
Repeatedly ask, “Is there any other possibility?”
Do this until all possible combinations have 
been cited. Have the students record their coin 
combinations on the Pockets Full-O Money 
recording sheet. Young children can do a crayon 
rubbing to record their combination, while older 
children may use stamps or record the coin 
values symbolically.

 6. Tell students to place one nickel, two pennies, and 
a dime into their pockets. Ask them how much 
money is in their pocket. Have students record the 
coins and the value on the recording page.

 7. Ask students to empty their pockets. Walk around 
the room and place different combinations of coins 
into each student’s pocket. Have students count 
and record the amount of money in their pockets. 
Ask the students to compare their amount with 
their neighbor’s amount. Who has more? 

 8. Have students put four nickels into their pockets. 
Ask them to count out loud as they put the nickels 
in. [fi ve, ten, 15, 20] Question the students about 
how much money they would have if they added 
one more nickel, two more, etc. Ask what would 
happen if they added a dime.

 9. Tell students that you have 15 cents in your 
pocket. Instruct them to put coins in their pockets 
that would equal an amount larger than yours. 
Question them about their choices. 

10. Continue having students place coins in their 
pockets to total the stated amount each time.

Discussion
 1. There is $1.00 in your pocket. What kind of coins 

could be there?
 2. You have 26 cents in your pocket. What kind of 

coins could be there?
 3. There are four coins in your pocket that total 16 

cents. What coins are in your pocket?
 4. In your pocket, you have one nickel, two pennies, 

and a dime. How much money do you have in 
your pocket?

 5. Where did you begin counting when you totaled 
the nickel, two pennies, and the dime?

 6. You bought a pencil at the store. It cost 43¢. What 
coins could you use to pay for it?

Extensions
 1. Have students put coins in their pockets. Ask 

them to create a riddle the rest of the class can 
answer describing their choice.

 2. This activity can also be used as an interactive 
bulletin board.

Curriculum Correlation
Literature
Murphy, Stuart. The Penny Pot. HarperCollins. New 
York. 1997. (Follow along and count coins with Jessie 
and her friends as they are transformed into a clown, a 
monster, and more at the face painting booth.) 

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.
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Recording Sheet
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Topic
Money values

Key Question
What do you have to know about coins in order to 
buy things with them?

Learning Goal
Students will use coins to show a variety of ways to 
represent specifi c amounts.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Develop a sense of whole numbers and represent 

and use them in fl exible ways, including relating, 
composing, and decomposing numbers

Math
Number sense
 counting on
 skip counting

Integrated Processes
Observing
Communicating
Applying

Materials
For the class:

one set of Price Tags

For each student:
pocket chart (see Management 1)

 coin cards

Background Information
 The ability to apply mental math to calculate 
coin values and combinations will provide students 
with valuable life skills in using money. This lesson 
provides an exercise to strengthen the students’ 
skip-counting and counting-on skills.

Management
1. For each student, prepare an individual pocket 

chart by following these directions.
 a. Fold an 8

1
2

" x 11" sheet of paper lengthwise 
as illustrated.

 b. Collapse the folds to form pockets and tape 
the edges.

 c. Have students insert coin cards as illustrated.

2. Duplicate several sets of coin cards for each 
student.

3. Duplicate and enlarge one set of Price Tags to use 
with the whole class or in a small group.
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Procedure
1. Discuss how it is important to be able to use 

coins quickly when making a purchase in a store. 
Remind students that when people carry coins, 
the combinations in their purses or pockets can 
change each time they make a purchase. They 
can either receive coins or give away coins in the 
process of the purchase.

2. Inform students that they must exchange only 
a portion of their money and that they cannot 
simply exchange the complete collection. Explain 
that if they are asked to pay 35 cents for an item, 
the types of coins they have in their pockets or 
purses will determine the combination of coins 
they can use to pay this amount. For example, if 
an item is 35 cents, and the students do not have 
any quarters, they may need to use three dimes 
and a nickel to pay for the item. On the other 
hand, if the students do not have any dimes, they 
may use one quarter and two nickels to pay for 
the item. Discuss other combinations the students 
could use to purchase a 35-cent item.

3. Give each student a pocket chart and several sets 
of coin cards. Have them cut the cards apart. Show 
the students a price tag and ask them to arrange 
a combination of coin cards in the pocket chart 
to represent coins they could use to purchase 
the item pictured.

4. Have students share their cards with the class and 
discuss all the different combinations that could be 
used to purchase the item on the Price Tag.

5. Continue this process, showing a different Price
Tag each time.

Extensions
1. Have the students record the different combinations 

for each item. Organize and display the different 
combinations for each specifi c price tag.

2. Instead of using the price tags provided with this 
lesson, use pictures and prices of items from a 
catalog or advertisement. Use restaurant menus 
or other real-world prices that might be of interest 
to your students.

Evidence of Learning
1. Listen for accuracy as students describe possible 

combinations of coins for purchasing specifi cally 
priced items.

2. Look for accuracy in the arrangement of coin 
cards in the student pocket charts.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.

Discussion
1. Which coins did you use most often in your 

combinations? …least?
2. What coins could you use to pay for an item that 

costs 56 cents?
3. Describe two different ways to pay for an item 

that costs 25 cents.
4. Why is it important to know different ways to 

combine coins to equal the same value?
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Show Me the Money
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Show Me the Money
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Topics
Money values
Making change

Learning Goals
Students will:
1. exchange coins to equal specifi c values, and
2. count to fi nd the total of a combination of coins.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Develop a sense of whole numbers and represent 

and use them in fl exible ways, including relating, 
composing, and decomposing numbers

• Build new mathematical knowledge through 
problem solving

• Solve problems that arise in mathematics and in 
other contexts

Math
Number sense
 counting on
 skip counting
 equivalencies

Integrated Processes
Observing
Comparing and contrasting
Communicating

Materials
For each student:

various coins (see Management 1)
 recloseable plastic bag

AIMS Buck
sheet of paper coins

 scissors
 glue

For the class:
 bell

Background Information
 Young learners quite often enter school knowing 
the names of coins. This does not indicate an under-
standing of the value of money. This lesson provides 
practice in exchanging one type of coin for another. 
The students begin to construct an understanding 
of coin equivalencies and coin values. When teach-
ing the value of money, number sense is developed 
through counting, trading, addition, and subtraction.

Management
 1. For each student, prepare a collection of coins 

that equals one dollar and place them in a 
recloseable plastic bag. Include different combi-
nations of coins for each student. For example, 
one student may have 100 pennies; another may 
have 20 nickels; another may have three quarters, 
two dimes and one nickel; etc.

 2. Duplicate several AIMS Bucks for the students to 
use as recording sheets.

 3. Duplicate at least one sheet of paper coins for 
each student.

Procedure
 1. Give each student a collection of coins. Ask stu-

dents to count out their coins to fi nd the total 
in their collection. [$1.00] Explain that when the 
bell is rung, they are to fi nd a partner. Ring the 
bell and wait for partners to be formed.

 2. Direct the partners to exchange equivalent 
values of money. Inform students that they must 
exchange only a portion of their money and that 
they cannot simply exchange the complete col-
lection. For example, if one partner has fi ve 
nickels and the other partner has a quarter, they 
may exchange the nickels for a quarter.

 3. Explain that the object of this game is to make 
several exchanges with different partners and 
still have the total of one dollar at the end of the 
game. Tell them that they do not know when the 
game will end, so they must be careful to make 
accurate exchanges each time.

 4. Ring the bell again and direct students to fi nd 
new partners and make their exchanges.

 5. Continue this procedure through several exchanges 
and call the game when it seems appropriate to 
stop by saying, “It’s dollar time!” Have the stu-
dents count their coins to fi nd the total. If they have 
a dollar, they were successful in their exchanges. 
If they have more or less than a dollar, there was 
a mistake along the way. If one student has a 
total other than a dollar, there will be at least one 
other student, if not more, with a total other than a 
dollar. 

 6. Give an AIMS Buck to each student whose total at 
the end of the game equaled a dollar. Hand out a 
sheet of paper coins, scissors, and glue to each stu-
dent. Ask them to cut and paste a record of the 
coins on their AIMS Buck to indicate their combi-
nation of coins that equaled a dollar.

 7. If there are students who do not have a dollar 
left in their hand, redistribute the money between 
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those students and have them play the exchange 
game again. Once they reach the end of the 
game with a coin collection that equals a dollar, 
have them record their combinations using the 
AIMS Bucks. An alternative is to have these stu-
dents use their coins to make a dollar in change 
for each student involved. Once they each have 
coins that equal a dollar, give them AIMS Bucks 
to record their combinations.

 8. Display the different AIMS Bucks to show the 
many different combinations students found that 
equal one dollar.

 9. Discuss the different exchanges students made 
throughout the game.

10. Challenge students to fi nd additional combina-
tions of coins to equal a dollar that were not 
shown in the class display. Provide additional 
AIMS Bucks for recording and displaying any 
new combinations.

Discussion
 1. Describe some of the exchanges you made 

throughout the game.
 2. How many dimes and nickels might you get in 

exchange for a quarter? [one dime and three 
nickels, two dimes and one nickel, or fi ve nickels]

 3. What combination used the fewest number of 
coins to equal a dollar? [two half-dollors] Describe 
another possible combination that would use just 
a few coins to equal a dollar. [four quarters]

 4. Name the combination of coins equaling a dollar 
that uses the most coins. [100 pennies]

 5. Describe how you counted your coins to fi nd 
the total.

 6. Was there a time when you could not make an 
exchange? Why?

Extensions
 1. Instead of exchanging to equal a dollar, have the 

class exchange to equal 75 cents, 35 cents, or 
other target totals.

 2. Play the game as a relay. Divide the class into 
two or more relay teams. Give each relay team a 
total of one dollar in change in a plastic bag. At a 
designated distance away from each team, place 
a collection of change in a bowl. At the start of 
the race the fi rst person in each line is to run to 
the bowls, make an exchange of money, and race 
back with their coins, handing the bag of coins to 
the next person in line. This person runs to the 
bowls, makes another exchange, and races back 
to the line. This continues until all members of 
the relay teams have had a chance to make a 
coin exchange. Once the teams have completed 
their exchanges, they must count their coins. If 
they have a total of one dollar, they are fi nished. 

If they do not, they lose the relay. The team that 
completes all exchanges and ends up with a 
dollar in their bag fi rst, is declared the winner.

Evidence of Learning
 1. Look for correct exchanges of coins while 

students play the game.
 2. Listen for accuracy as students describe their 

coin combinations.
 3. Listen for accuracy as students count their coins 

to fi nd a total of their combinations.

Curriculum Correlation
Literature
Adams, Barbara Johnston. The Go-Around Dollar. Four 
Winds Press. New York. 1992. (A story describing how 
a single dollar changes hands, accompanied by facts 
about the one-dollar bill.)

Hoban, Lillian. Arthur’s Funny Money. Harper & 
Row. New York. 1981. (When Violet has a numbers 
problem and Arthur is penniless, they go into business 
and solve both problems.)

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers of 
Mathematics. All rights reserved.
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Topic
Money values, making change

Key Question
How does the poem Smart by Shel Silverstein help us 
better understand coins?

Learning Goals
Students will:
1. make the coin amounts given in the poem with 

play money, and
2. compare the value of the combination of coins 

with the amount of coins involved in each trade.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Connect number words and numerals to the 

quantities they represent, using various physical 
models and representations

• Understand various meanings of addition and 
subtraction of whole numbers and the relation-
ship between the two operations

• Understand the effects of adding and subtracting 
whole numbers

Math
Whole number operations
 addition
 subtraction

Integrated Processes
Observing
Recording
Comparing and contrasting
Communicating
Applying

Materials
Play money (see Management 2)
Smart by Shel Silverstein (see Management 3)
Chart paper
Lined paper
Student book

Background Information
 Often children learn the names of coins without 
any understanding of their values. The boy in the 
poem Smart by Shel Silverstein is a perfect example 
of someone with a good understanding of number 
values and no understanding of coin values. This 
activity provides an opportunity for students to com-
pare the number of coins to their total value. Through 
this experience children will build a better under-
standing of coin equivalencies and coin values. 

Management
1. Students may need some assistance in construct-

ing the student book.
2. Each student will need a collection of play money 

that should include one dollar bill, two quarters, 
three dimes, four nickels, and fi ve pennies. If play 
money is not available, copies of the coin pictures 
included in Making Cents of Dollars can be used.

3. A copy of the poem should be available for the 
students to read along as you reread it. This poem 
can be found in the book Where the Sidewalk 
Ends by Shel Silverstein (HarperCollins. New York. 
1974.).

Procedure
1. Read the poem Smart by Shel Silverstein to the 

class. Encourage a discussion of the poem.
2. Ask students if they feel the boy in the poem made 

good trades. Invite students to respond to the 
question in writing on lined paper. Have the stu-
dents share their thinking with the class. Record 
their thoughts on chart paper.

3. Give each student a collection of play money and 
a copy of the student book. Ask them to identify 
the dollar bill. Explain that they will be rereading 
the poem with you and after each stanza they will 
determine the amount of money the boy in the 
poem has.

4. Read the fi rst stanza together. After reading the 
stanza, instruct the students to act out the swap 
described in the poem and compare the amounts. 
Discuss the results and record the transaction on 
chart paper.

5. Continue reading each additional stanza, acting 
out each exchange, comparing the amounts, dis-
cussing, and recording the amount lost each time 
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until the poem is completed. End the lesson by 
discussing whether students think the boy’s father 
was really too proud to speak.

Discussion
1. Describe some of the trading that took place in the 

poem.
2. What do you think about the boy’s knowledge of 

money?
3. Do you think that the boy’s father in the poem was 

really proud of him? Explain your answer.
4. How much money did the boy lose after all of the 

trading was completed?
5. What should you do if someone offers to trade 

money with you?

6. Did the boy in the poem learn a valuable lesson 
about money? Why or why not?

Evidence of Learning
1. Look for accuracy as the students make the coin 

amounts given in the poem and act out the money 
exchanges.

2. Listen for logical explanations of why the boy in 
the poem did not make good deals as the students 
compare the values of the combinations of coins 
with the number of coins involved in each trade.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.
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Booklet

name ____________________

Cut the pages along the 
broken lines. Extend the left 
side of the book to the edge 
of the paper to allow room 
for stapling. Place the pages 
in order starting with the 
smallest tab on the fi rst page 
and ending with the full page 
on the back.

COUNTING ON COINS 71 © 2002 AIMS Education Foundation



I had __________. I swapped it for __________. 

Was that a good swap? __________, because 

________________________________________

________________________________________.

I had __________. I swapped it for __________. 

Was that a good swap? __________, because 

________________________________________

________________________________________.
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I had __________. I swapped it for __________. 

Was that a good swap? __________, because 

________________________________________

________________________________________.

I had __________. I swapped it for __________. 

Was that a good swap? __________, because 

________________________________________

________________________________________.
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Was his dad really proud of him? __________, 

because______________________________________

_____________________________________________

________________________________________.

I had __________. I swapped it for __________. 

Was that a good swap? __________, because 

________________________________________

________________________________________.

$1.00
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Topic
Money values, counting coins

Key Question
How do we use money in real-world situations?

Learning Goals
The students will:
 1. identify each coin and its value, 
 2. count various coin values up to totals of one dollar, 
 3. spend money and keep track of how much 

money is being spent, and
 4. use calculators to add and subtract coins with 

like and unlike monetary values.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Connect number words and numerals to the 

quantities they represent, using various physical 
models and representations

• Understand various meanings of addition and sub-
traction of whole numbers and the relationship 
between the two operations

• Understand the effects of adding and subtracting 
whole numbers

Math
Whole number operations
 addition 
 subtraction

Integrated Processes
Observing
Recording
Comparing and contrasting
Communicating
Applying

Materials
Alexander, Who Used to be Rich Last Sunday by 

Judith Viorst
Play money (see Management 1)
Chalkboard or chart paper (see Management 2)
Calculators, one per two students 
Various store items (see Management 4)

Shopping list 
Student recording pages

Background Information
Children must fi rst have multiple experiences in 

which they identify coins, assign value to coins, and 
count collections of coins. To further students’ under-
standing of money and how our monetary system 
works, it is then necessary to expose them to real-
world applications. 
 During this lesson, the students will be engaging in 
real-world situations in which they will be required to 
add and subtract using play money and calculators. 

Management
 1. Each pair of students will need a collection of 

play money that should include two one-dollar 
bills, four quarters, fi ve dimes, seven nickels, 
and eighteen pennies. 

 2. The list mentioned in Part Two of this activity 
should be made on the chalkboard or on chart 
paper so that it remains in the students’ view.

 3. Students will work in partners for Part One and Part 
Two of the lesson and individually for Part Three.

 4. Several items that would interest your students 
will need to be clearly marked with price tags that 
do not exceed 50 cents and displayed around the 
classroom prior to teaching Part Three of this activity. 
Possible items may include erasers, small promotional 
items from fast food restaurants, etc. 

 5. Each group will need three copies of the student 
recording page for Part Two. Cut calculator pages 
in half and tape together to make strips of nine 
calculators. Each student pair will need two of 
these strips, one for each character.

6. Each student will need one copy of the shopping 
list page for Part Three of this lesson.

Procedure
Part One
 1. Read the book Alexander, Who Used to be Rich 

Last Sunday by Judith Viorst aloud to the class. 

Alexander’s Not Rich Anymore
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 2. After reading the story, assign each student a 
partner. Distribute one calculator and one set of 
play money to each pair of students. 

 3. Explain to the students that they will be using 
the calculator and play money to keep track of 
Alexander’s money transactions as you reread 
the story. Tell them that they will use their play 
money to fi rst count out the amounts and then 
check their answers using the calculators. 

 4. Reread the story through the part where Alexander’s 
grandparents give him a dollar. Have each group 
remove a one-dollar bill from their set of play money. 
Explain that one dollar is represented as 1.00 on a 
calculator. Instruct the students to key 1.00 into 
their calculators to represent Alexander’s dollar.

 5. Continue reading until you read about Alexander 
spending 15 cents on gum. Ask your students 
whether they should add 15 cents to their dollar 
or subtract 15 cents from their dollar. Ask the 
students how they can take 15 cents from their 
dollar. Guide them to discover that they will have 
to trade the dollar in for three quarters, two 
dimes, and one nickel. Instruct them to make the 
trade, and then take 15 cents from the change. 

 6. After physically manipulating the play money, 
lead your students through the calculator record 
of the transaction by instructing them to key in 
the subtraction sign and 15 cents (.15). 

 7. Continue reading until Alexander’s dad fi nes him 
a dime for saying bad things to his brothers. 
Instruct your students to subtract the dime fi rst 
from their play money and then on the calculator.

 8. Continue the process of reading and subtracting 
money, trading coins when necessary, until Alex-
ander no longer has any money and students 
have no more of their dollar left. 

 9. Talk about all the ways Alexander used his 
money. Ask the students if they feel that Alexan-
der used his money wisely.

Part Two
 1. Ask the class which of Alexander’s brothers had the 

most money. Encourage them to generate ways 
that they could fi nd out which brother had the most 
money. Allow them to make a prediction. Record 
their predictions on the chalkboard or chart paper.

 2. Distribute one set of coins, a calculator, and a 
long calculator strip to each pair of students.

 3. Reread the fi rst page of Alexander, Who Used to 
be Rich Last Sunday to the class. As you read 
about the coins and bills Anthony had, list them 
on the chalkboard or chart paper.

 4. Ask each pair to gather two one-dollar bills, three 
quarters, one dime, seven nickels, and eighteen 
pennies from their set of coins.

 5. Remind the class of their work with the calculators 
in Part One of this activity. Explain that they will 

be using the calculators to determine how much 
money Anthony had. Ask if anyone recalls how to 
represent one dollar on a calculator. Discuss what it 
would look like. [1.00] Have a student instruct the 
class in the correct way to represent two dollars on 
a calculator. Invite each group to key 2.00 into their 
calculators.

 6. Bring the students’ attention to the calculator 
strips. Tell them that they will be recording on a 
paper calculator what they are doing on the real 
calculators. First tell them to write their names 
at the top of the strip. Then have them write 
Anthony because they will determine how much 
money he had. Instruct them to record 2.00 in 
the correct place on the recording sheet 
so that their paper calculators look like 
their real calculators. Have them shade 
in the plus sign on the paper calculator.

 7. Refer back to the list of Anthony’s money. Ask 
the class how many quarters Anthony had. Count 
together by 25s: 25, 50, 75. Ask if anyone knows 
how 75 cents would be entered into a calcula-
tor. If no one offers the correct answer, direct the 
students to push the plus sign since they will be 
adding the 75 cents to the two dollars and to 
then key .75 into the calculator and press the 
equal sign. Remind them to record the .75 in the 
top window of the second paper calculator and 
shade in the equal sign. Direct them to record 
the new total on the third paper calculator. Con-
tinue this process until they have reached the 
total amount of money that Anthony had.

 8. Hand out the second paper strip. Repeat the pro-
cedure to fi nd out how much money Nicholas 
had. Compare the two amounts and determine 
which brother had the most money. Compare 
the actual results to the class predictions.

 9. Discuss other combinations of coins and bills 
that Anthony and Nicholas could have had and 
still had the same amount of money.

Part Three
 1. Display several items that would be of interest 

to your students around the classroom. Be sure 
that all items are clearly marked with price tags.

 2. Question the students about ways to spend a 
dollar. Ask them what they would buy if they had 
a dollar.

 3. Draw the students’ attentions to the items dis-
played around the classroom. Tell them that they 
are going to pretend that they have one dollar to 
spend. Inform them that they are to walk around 
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the room and make a list of items that they wish 
to purchase, keeping in mind that they have only 
one dollar to spend.

 4. Give each student a copy of the shopping list 
page. Assist the students in folding their papers 
into thirds. As the students shop, have them 
write the name or draw a picture of each item 
they choose to buy in the fi rst column of their 
papers. Instruct them to write the amounts on 
the price tags in the second columns of their 
shopping lists. When they have made their fi nal 
decisions, ask them to return to their seats. 
Make certain that they understand that they have 
one dollar to spend, they do not have to spend 
exactly one dollar; however, they cannot spend 
more than one dollar.

 5. Have each student look at the fi rst item he or 
she wants to purchase. Using the play money, 
ask students to fi nd the correct coins to make 
that purchase. Tell them to make a rubbing of 
the coins in the third column across from the fi rst 
amount as a recording. Instruct the students to 
repeat this process for each item that they wish to 
purchase.

 6. When the students have completed their lists, 
have them fi nd the total cost for their lists. (You 
may choose to let them use calculators.)

 7. Allow the students to share their shopping lists 
with the class. Have the class calculate the total 
amount of money spent by each student. Discuss 
with the class what coins and bills might be used 
to pay for each student’s list of items.

Discussion
 1. What do you know about money?
 2. How are coins alike? How are they different?
 3. Which of Alexander’s brothers—Anthony or Nicho-

las—had the most money? Explain your answer.
 4. Why do we need money?

 5. Why is it important to be able to count money?
 6. How do we use money?
 7. If you had $1.00 to spend, how would you spend it?
 8. How did Alexander get his money?
 9. In the end, was Alexander happy with the way he 

used his money? Explain.
10. What have you spent money for and later wished 

you had not spent it? How did it make you feel?
11. Do you ever save money? What kinds of things 

do you save for?
12. Why did Alexander end up with only bus tokens?

Extensions
 1. Have the students write and publish their own 

sequels to this story. They may choose to write 
about what would happen if Alexander’s grand-
parents gave him another dollar or if he found 
money on the playground.

 2. Let students create a class store. Using play money, 
allow them to sell items to other classes.

Evidence of Learning
 1. Listen for accuracy as students identify each 

coin and its value.
 2. Observe students matching coins to given money 

amounts.
 3. Listen for accuracy as students add and subtract 

money with different coins up to and down from 
one dollar.

Curriculum Correlation
Viorst, Judith. Alexander, Who Used to Be Rich Last 
Sunday. Scholastic, Inc. New York. 1978. (Although 
Alexander and his money are quickly parted, he 
comes to realize all the things that can be done with 
a dollar.)

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.
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Topic
Money

Key Question
Why is it important to be able to add and subtract 
money?

Learning Goals
Students will:
1. identify coins needed to buy items priced at $5.00 

or less, and 
2. solve problems using money by estimating costs 

and making change.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Connect number words and numerals to the 

quantities they represent, using various physical 
models and representations

• Understand various meanings of addition and 
subtraction of whole numbers and the relation-
ship between the two operations

• Understand the effects of adding and subtracting 
whole numbers

Math
Whole number operations
 addition 
 subtraction

Integrated Processes
Observing
Recording
Comparing and contrasting
Communicating
Applying

Materials
Student book club order form (see Management 1)
Play money (see Management 2)
Overhead transparency (see Management 4)

Background Information
 Often children can tell you the names of coins, iden-
tify their values, and even count a collection of coins. 

However, this does not necessarily mean that they are 
able to make the connection between these classroom 
skills and the use of money in real-world situations. 
Although it is important to teach the skills, ultimately we 
want our students to be able use money successfully in 
the real world. This activity will allow students to practice 
these classroom skills and apply them to a real-world 
situation—buying books through a school book club.

Management
1. For this activity, use the current student book club 

order form or make copies of the book club form 
included in this lesson by copying the front to the 
back and folding the page in half.

2. Each student will need a collection of play money 
that should include fi ve one-dollar bills, four quar-
ters, fi ve dimes, fi ve nickels, and ten pennies. If 
play money is not available, copies of the coin 
pictures included in this lesson can be used.

3. Make sure students realize that they are not actually 
ordering books in Part Two of this activity; remind 
them that it is a simulation.

4. Make an overhead transparency of the book club 
order form.

Procedure
Part One 
1. Distribute one book club order form and collection 

of play money to each student. Assist the students 
in making the order forms into booklets.

2. Discuss where the book number, title, and price 
for each book are located.

3. Ask students to remove fi ve dimes from their 
collection of coins. Have them count by tens to 
determine the total value.

4. Instruct the students to look through the order 
form and identify any books they could purchase 
with 50 cents. Discuss why they could buy some 
books and not buy others. [They do not have 
enough money to buy some books, etc.]

5. Select a book price, such as 95 cents, and ask the 
students to identify which coins would be needed 
to buy a book that costs that much. Discuss the 
many possible answers. Count the suggested col-
lections of coins to see if they total 95 cents.

6. Encourage the students to identify the books they 
could buy with that amount of money.
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7. Ask the students how much more money they 
would need to add to that amount if they wanted 
to buy a book that costs $1.95, $1.75, etc.

8. Repeat procedures fi ve through seven using different 
book prices up to $5.00.

Part Two
1. The students will use the book club order forms 

previously used in Part One of this activity.
2. Review the location of the book number, title, and 

price for each book. 
3. Select a book title from the order form that costs 

95 cents. Ask the students if they could buy the 
book with 50 cents. Discuss how they would have 
to have about one dollar to purchase the book. 
By counting on from 95 cents, help the students 
determine how much change they would get back 
if they paid for the book with $1.00. [96, 97, 98, 
99, $1.00] This could be counted using pennies, 
which could be exchanged for one nickel.

4. Draw the students’ attention to a book title that 
costs $1.95. 

5. Ask them, “About how much money would you 
have to have to buy this book?” The students 
may need some prompting with questions such 
as, “Would you need about one dollar? Why or 
why not? Would you need about two dollars?”

6. When the students have determined about how much 
money they will need, assist them in counting on 
from $1.95 to $2.00 to determine how much change 
they will get back if they pay for the book with $2.00. 
Repeat this process until the students are confi dent 
with estimating costs and making change.

Part Three
1. When the students are able to estimate costs and 

make change, bring their attention to the order 
section of the book club form. 

2. Ask the students what they should do if they would like 
to buy more than one book. Demonstrate how to add 
the price of two books by lining up the decimal points.

3. Select two books from the order form and ask the 
students to fi nd the total cost. Check their work. 
Allow the students to have several opportunities 
to practice adding two or more book prices.

4. When the students are able to add the prices of 
two or more books, bring their attention to the 
order section of the book club form.

5. Tell the students that they are going to practice 
ordering books. Tell them that they will have $5.00 
of play money with which to order books. You may 
choose to have them purchase as many books as 
possible with their money, or you may allow them 
to make that decision on their own.

6. Encourage the students to fi rst list their book 
choices and prices on scratch paper. This will 
allow them to easily add them and make changes 

if their total values exceed $5.00. When they have 
selected their books, added their prices, and deter-
mined that the total value of their order is less than 
$5.00, instruct them to record the book numbers, 
titles, and amounts on the order form at the back 
of their book club form.

7. Allow the students to share their choices, and as 
they do, record their information on the overhead 
transparency of the order form. Discuss about 
how much each book costs and what change they 
will get back from their $5.00.

Discussion
1. Which books could you buy if you had 50 cents?
2. Which coins could be used to pay for a book that 

costs $.95?
3. If you had $5.00, which book(s) could you buy? 

How much change would you get back?
4. If you buy a book that costs 95 cents and pay for 

it with a one-dollar bill, will you get any change 
back? How much?

5. Why is it important to be able to count, add, and 
subtract money?

Extensions
1. Tell students that they have a certain amount of 

spending money and allow them to “shop” in cat-
alogs, sale ads, etc.

2. Give students a sale ad and a list of items to pur-
chase (possibly school supplies), and ask them to 
determine how much it will cost to purchase all of 
the items on the list.

Evidence of Learning
1. Check for accuracy as the students identify coin 

combinations that total specifi c book values.
2. Listen for accuracy as students determine about

how much money they will need to purchase spe-
cifi c books, and as they count on, to determine 
how much change they will get back.

* Reprinted withpermission from
Principles and Standards for 
School Mathematics, 2000 
by the National Council of 
Teachers of Mathematics. 
All rights reserved.
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Purpose of the Game
Students will play a version of tic-tac-toe by choosing 
different items to purchase that total the sum they 
want to cover on the gameboard.

Materials
Marking chips in two colors/types
Crayons or colored pencils
Dimes, nickels, and pennies (Pet Shop)
Student gameboard(s)

Management
1. There are two different versions of this game, 

which are identical in concept, but differ in their 
level of diffi culty. In Pet Shop, students must buy 
two or more animals, total the cost, and cover that 
space with a marking chip. In School Shopping,
students must buy two items, total the cost, and 
cover that space with a marking chip.

2. The games are designed to be played in pairs. Each 
pair of students will need one copy of the student 
gameboard for every round that they play.

3. For both games, each student will need four 
marking chips that can be easily distinguished 
from their partner’s chips. The marking chips must 
be small enough to fi t inside the squares on the 
gameboard. Math chips, Friendly Bears, different 
colored buttons, different kinds of beans, etc., 
will all work well.

4. For Pet Shop, each pair of students will need 
several pennies, nickels, and dimes.

5. Because Pet Shop involves addition and/or 
multiplication of several numbers, there is an 
additional student sheet provided to help students 
calculate the value of the animals they choose. 
On this sheet there are four pictures of each 
animal. These pictures are to be covered with 
coins corresponding to the value of the animal. 
For example, if a student wishes to buy two kittens 
and two goldfi sh, he or she would use a penny to 
cover each goldfi sh that is being purchased, and a 
nickel to cover each kitten that is being purchased. 
The coins can then be totaled to determine the 
value of the purchase, and a marking chip can be 
placed on a square with that value. This sheet can 
be shared by both students, since the coins are 
removed after each turn.

Rules
Pet Shop (Concrete)
1. One player begins by choosing two or more 

animals to purchase. Those animals are covered 
by coins corresponding to their value (dimes, 
nickels, or pennies), and the total cost of the 
purchase is calculated. A marking chip is placed 
on any empty space with that total on the 
gameboard.

2. Players write the number of each animal purchased 
over the picture of that animal in the appropriate 
space in the table. For example, if a student 
purchased two puppies and one goldfi sh, he or she 
would write a 2 over the picture of the puppy and 
a 1 over the picture of the goldfi sh. 

3. Players take turns choosing items and covering 
squares until one player has three squares in a row 
horizontally, vertically, or diagonally. 

4. If neither player is able to get three squares in a 
row, the game is a draw.

School Shopping  (Mental Math)
1. One player begins by choosing two items to 

purchase. The cost of those two items is calculated, 
and a marking chip is placed on any empty space 
with that total on the gameboard. 

2. Each player colors in the items purchased for that 
turn in the appropriate space in the table. 

3. Players take turns choosing items and covering 
squares until one player has three squares in a row 
horizontally, vertically, or diagonally.

4. If neither player is able to get three squares in a 
row, the game is a draw.
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Purpose of the Game
Students will roll a die and take the number of each 
roll in either dimes or pennies. They will try to get as 
close to 25¢ as they can without going over. 

Materials
One die per group
Glue sticks or tape
Scissors
Penny and dime coin strips (see Management 2)
Student sheets

Management
1. This game is designed to be played in pairs.
2. You will need to make several copies of the coin 

sheets included. Begin by giving each pair one 
strip of dimes and two strips of pennies. (This 
should be enough to play two or three games, 
depending on the rolls students get.) As they run 
out of coins, they can come to you and get more. 
You may wish to cut out the coins ahead of time or 
have students do this themselves.

3. Students should use a glue stick or transparent 
tape to affi x the coins to each coin purse/wallet.

4. Students will need one copy of the coin purse/wallet 
page for each round they play.

Rules
1. One student begins by rolling the die. The number 

rolled may be taken in either dimes or pennies. For 
example, if a 2 is rolled, either two dimes (20¢) 
or two pennies (2¢) may be taken. The exception 
to this rule is when choosing dimes would make 
the student go over 25¢. (This means any time 
a student rolls a 3, 4, 5, or 6, the roll must be 
taken in pennies.)

2. For each roll, the coins chosen must be glued to 
the appropriate coin purse/wallet and the total 
for that roll written in the space provided. For 
example, if a 4 is rolled, four pennies would be 
glued to the coin purse/wallet and 4¢ would be 
written on the Total line.

3. Players take turns rolling the die until they have 
each had five rolls. Before each roll, players 
must state their current total. If any player’s 
total exceeds 25¢ before five rolls have been 
taken, that player loses that round, and the game 
begins again.

4. If a player reaches a desirable total before all fi ve 
rolls have been taken, he or she may choose to 
hold. The decision to hold must be made before 
the player rolls the die and stated out loud as 
“I freeze.” Once the decision has been made, it 
cannot be reversed, even if the other player gets 
a higher total.

5. After fi ve rolls, the player who is the closest to 25¢ 
without going over is the winner.

Variation
 Use dimes and nickels and have students roll to 
a dollar. (You may fi nd that more than fi ve rolls per 
round are needed for this version of the game.)
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Purpose of the Game
Students will roll a die and subtract the number of 
each roll from a dollar in either nickels or dimes. They 
will try to get as close to 25¢ as they can without 
going under.

Materials
For each group:

one die
 set of nickels, dimes, and quarters
  (see Management 2, 3)
 cup
 student sheet(s)

Management
1. This game is designed to be played in groups of 

three. Two students will be players, and a third will 
be the banker. Students should rotate roles after 
each round. 

2. Each player will need to begin the game with one 
quarter, four dimes, and seven nickels. Real or 
play money may be used. 

3. The banker will need an adequate supply of nick-
els and dimes so that the players can trade their 
coins as needed. 

4. Each player will need one copy of the fi rst record-
ing page for each round played. They will also 
need pencils for making coin rubbings.

5. There is an optional student sheet provided that 
gives students a table in which to record the spe-
cifi cs of each roll.

Rules
1. To set up the game, each player should place coins 

totaling $1.00 (one quarter, four dimes, and seven 
nickels) in the blank space at the top of the fi rst 
recording page. The banker should have the extra 
nickels and dimes in a cup or similar container. 

2. One player begins by rolling the die. The number 
rolled may be subtracted from $1.00 in either 
nickels or dimes. For example, if a 3 is rolled, 
either three nickels (15¢) or three dimes (30¢) 
may be subtracted.

3. To subtract a coin, it must be removed from the 
student page and placed aside. If a student does 
not have enough of the type of coin he or she 
wants to subtract, the appropriate number of the 
other coins must be traded with the banker. For 
example, if a student begins by rolling a six and 

wants to subtract six dimes, he or she would 
need to exchange four nickels with the banker to 
receive the two additional dimes necessary.

4. Each turn should be recorded by making a rubbing 
of the coins removed in the appropriate space at the 
bottom of the page. If students are using the second 
recording sheet, they should write the appropriate 
information in that table after each turn. 

5. Players take turns rolling the die and recording 
their choices until they have each had fi ve rolls. 
Before each roll, players must state their current 
totals. If any player’s total goes below 25¢ before 
fi ve rolls have been taken, that player loses that 
round, and the game begins again.

6. If a player reaches a desirable total in fewer than 
fi ve rolls, he or she may choose to hold. The deci-
sion to hold must be made before the player rolls 
the die and be stated out loud as “I freeze.” Once 
the decision has been made, it cannot be reversed, 
even if the other player gets a lower total. The 
word FREEZE can be written in the space where 
the coins would be recorded. 

7. After fi ve rolls, the player who is the closest to 25¢ with-
out going under is the winner. If both players have the 
same amount of money, the game is a draw. 

Solutions
A sample of how one student’s game might look is 
shown. Both pages have been completed. 

Roll 1 Roll 2 Roll 3 Roll 4 Roll 5

Make a rubbing of the coins you choose for each roll.

FREEZE

Starting
Amount

Dimes or
Nickels

Amount
Rolled

New
Total

$1.001 Dimes 10¢ 90¢

90¢5 Nickels 25¢ 65¢

65¢2 Dimes 20¢ 45¢

45¢3

Freeze

Nickels 15¢ 30¢

=–

=–

=–

=–

=–

=–

Roll 1

Roll 2

Roll 3

Roll 4

Roll 5

Number
Rolled
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Make a rubbing of the coins you choose for each roll.
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Topic
Patterns

Key Question
What happens to the value of the money you put into 
The Magnifi cent Money Machine?

Learning Goals
Students will:
1. recognize the number patterns, and
2. solve for the missing addend.

Guiding Document
NCTM Standards 2000*
• Use a variety of methods and tools to compute, 

including objects, mental computation, estimation, 
paper and pencil, and calculators

• Illustrate general principles and properties of 
operations, such as commutativity, using specifi c 
numbers

Math
Number and operations
 addition
 subtraction
Patterns and relationships
Algebraic thinking

Materials
For each group:

one half-gallon cardboard milk carton
 tagboard, 3" x 12" strip 
 money cards (see Management 2)

recording page

Background
 The Magnifi cent Money Machine is used with sets 
of cards that refl ect various number relationships. 
The amount that appears on the front of each card is 
related in some way to the amount that appears on 
the back. In other words, the amount on the front of 
each card in a set is a certain amount more or less 
than the number on the back. Each card in the set 
will have the same rule or relationship. 

 This activity will give students an opportunity to 
use money in a problem-solving setting. Younger 
students can solve the problems by manipulating sets 
of coins. Older students may think of the problem 
more algebraically by looking for the patterns using 
a T-table, recording what went into the machine and 
what came out.

IN OUT
1.

2.

3.

5¢

7¢

21¢

15¢

17¢

31¢

Management
1. Prepare one money machine per group prior to 

this lesson. This can be done by cutting a 4" x 1
2"

slit across the top and bottom of one side of a 
half-gallon milk or juice carton. Open the carton 
to allow your hand inside to guide the 3" x 12" 
piece of tagboard through the top slit and out the 
bottom slit. Tape the strip at the top of the carton 
to hold it in place. Pull approximately an inch 
of the strip out through the bottom slit and tape 
it to the carton. When the strip is secure, staple 
the carton closed.
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2. Prepare money cards ahead of time on 2" x 2" 
pieces of tagboard. Put money relationships that 
you want your students to experience on the cards 
(example sets have been suggested to get you 
started). Each set should include three cards. To 
make sorting easier, make each set of cards a 
different color. For example, you might write the 
amounts on the front in blue for plus 5 cents cards, 
the minus 7 cents in red, and so on. Write all 
answers on the back in black. The students will 
then know which side of the card (colors other 
than black) is placed up in the machine.

Procedure
1. Give each group of students several sets of money 

cards and one money machine.
2. Demonstrate the proper way to use the money 

machine. Show students how to place the cards 
into the machine color side up (colors other than 
black). Explain that something will happen to the 
amount on the card as it slides through the machine 
and out the bottom. Encourage the students to try 
one of their cards in the machine.

3. Ask the Key Question. Have students try the other 
cards in their set, recording the beginning and 
ending amounts. Encourage students to identify 
the rule for that set of cards. [Plus 5 cents, etc.] 
Discuss their discoveries.

4. Ask students to work together to solve each set of 
money problems. Students that will not be using 
coins to solve the problems should record the 
beginning and ending amounts on the recording 
sheet provided.

Discussion
1. Explain how you solved the problems.
2. Were some problems easier to solve than others? 

Why or why not?
3. What did you notice about the problems in each 

set of cards?
4. Create a card that uses the plus 5 cents rule.
5. If I put 10 cents in and get 20 cents out, what 

is the rule?

Suggested Cards Sets

Set 1 plus 5¢

Front

Back

3¢

8¢

25¢

30¢

32¢

37¢

Set 2 minus 7¢

Front

Back

11¢

4¢

38¢

31¢

79¢

72¢

Set 3 plus 25¢

Front

Back

50¢

75¢

2¢

27¢

25¢

50¢

Set 4 plus 10¢

Front

Back

7¢

17¢

70¢

80¢

23¢

33¢

Evidence of Learning
Check the students’ recording sheets, looking for 
accuracy in identifying the rules.

Extensions
1. Have students create their own sets of money 

cards to exchange with a partner.
2. Use values over $1.00 in the Magnifi cent Money 

Machine.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.
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Purpose of the Game
Students will listen to clues about coin values and 
record answers in order to earn money.

Materials
For each student:
 Riddle Me This wallets
 recording sheets
 plastic or paper dimes

Management
1. Duplicate and fold a paper wallet for each student. 

Place one clue in each wallet.
2. Each child will need a wallet, enough dimes for 

every student in the class, and enough recording 
sheets to record an answer to each classmate’s 
clue.

3. Each child will read a clue from his or her wallet to 
the rest of the class. Students receive a dime for 
each correct answer they record.

4. Set up a classroom store for the students to use 
their winnings to purchase a snack, a pencil, or 
other small items.

Rules
1. One student begins by reading the clue in his or 

her wallet to the class. All other students record the 
answer to the clue on their recording sheets.

2. Once all answers have been recorded, the reader 
goes from student to student checking the answers. 
The reader awards a dime to each student who 
recorded the right answer. 

3. Play continues in this fashion until each student 
has read his or her clue and awarded dimes to 
those responding correctly. 

4. At the end of the game, winnings may be used 
to purchase a snack, pencil, or other small item 
from a classroom store.
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 2. I have three coins.
  The total value is fi fteen cents.
  What coins do I have? [three nickels]

 3. I have three coins.
  The total value is 30 cents.
  What coins do I have? [three dimes]

 4. I have two coins.
  The total value is 30 cents.
  What coins do I have? [one quarter and one 

nickel]

 5. I have three coins and none of them are pennies or nickels. I do not 
have three coins all the same. I have less than 50 cents. What coins 
do I have? [one quarter and two dimes]. How much money do I 
have? [45 cents]

 6. I have three coins. None of them are the same and I 
have less than 17 cents, but more than fi ve cents. What 
coins do I have? [one penny, one nickel, and one dime]

 1. I have three coins. 
  The total value is three cents.
  What coins do I have? [three pennies]

 7. I have one coin. It is less than 27 cents and more than 18 
cents. What coin do I have? [one quarter]
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 9. I have 75 cents. I have two coins. I do not have two 
of the same coin. What coins do I have? [one quarter 
and one half-dollar]

 8. I have one coin. It is less than three cents. What coin 
do I have? [one penny]

 14. You have 26 cents in the bank. What is the fewest 
number of coins you could have? Name the coins. 
[two coins—one quarter and one penny]

 13. I have four coins. All my coins are the same. The total 
value of my coins is 40 cents. What coins do I have? 
[four dimes]

 12. I have three coins. Two of my coins are the same. The 
total value of my coins is 55 cents. What coins do I 
have? [two quarters and one nickel]

 11. I have four coins. Two of my coins are the same. The 
total value of my coins is 36 cents. What coins do I 
have? [two nickels, one penny, and one quarter]

 10. I have four coins that are all the same. I have no nick-
els. The total value of my coins is 40 cents. What coins 
do I have? [four dimes]
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15. You have 26 cents in the bank. 
What is the largest number of 
coins you could have? Name the 
coins. [26 coins—26 pennies]

 20. If you order a 30-cent hot dog and a 15-cent soda, 
and you have a quarter and one dime, do you have 
enough money to pay for your order?  [no]

 19. If you order a ten-cent hamburger and a 15-cent milk 
shake and you have a quarter and two dimes, do you 
have enough money to pay for your order? [yes]

 18. If I have 25 pennies and want to trade them for 
some dimes and one nickel, how many dimes 
should I receive? [two dimes]

 17. There are nine coins in the bank and the 
total value is 35 cents. Name the coins 
in the bank. [fi ve pennies, two nickels, 
and two dimes]

 16. There are six coins in the bank and the total 
value is 15 cents. Name the coins in the bank. 
[fi ve pennies and one dime]
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Recording Sheet

Name

Riddle

Answer

Riddle

Answer

Riddle

Answer

Riddle

Answer
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Topics
Money values
Trading coins

Key Question
How can you represent the total values of the collections 
of coins using the fewest number of coins possible?

Learning Goal
Students will trade coins to fi nd the fewest number of 
coins that can be used to represent a specifi c value.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Develop a sense of whole numbers and represent 

and use them in fl exible ways, including relating, 
composing, and decomposing numbers

• Build new mathematical knowledge through 
problem solving

• Solve problems that arise in mathematics and in 
other contexts

Math
Number sense
 counting on
 skip counting
 equivalencies
 trading

Integrated Processes
Observing
Comparing and contrasting
Communicating

Materials
For each student:
 Money In the Bank frames
 plastic bags
 coins (see Management 2)
 coin cards

Money In the Bank Recording Sheet

Background Information
 When learning the value of money, young children 
need to have multiple experiences in making exchanges 
of one type of coin for another. This lesson provides 
practice in exchanging different combinations of coins 
for like values. The students will begin to construct an 
understanding of coin equivalencies.

Management
1. Prior to the lesson, have the students color and 

construct piggy bank frames by cutting out the 
center of the pigs and attaching a plastic bag 
behind the frame as illustrated.

front

back

2. Gather several pennies, nickels, dimes, quarters, 
half-dollars, and dollars for each student.

3. Duplicate one coin card for each student in 
the class.

4. Duplicate a Recording Sheet for each student.



COUNTING ON COINS 106 © 2002 AIMS Education Foundation

Procedure
1. Give each student a piggy bank frame, a coin 

card, and a set of coins. Ask students to state the 
total value on their coin cards.

2. Explain that they are to use their coins to represent 
the total on their cards. The challenge is to 
represent this total using the fewest number of 
coins possible. For example, if a student has a coin 
card with three dimes and four nickels pictured, 
this value can be represented with a single coin, 
the half-dollar.

3. Have the students place the coins they have 
selected into the bag in the piggy bank frames. Ask
each student to trade frames with a partner.

4. Instruct the partners to check the frames for 
accuracy.

5. Once the students have checked their frames 
for accuracy, have them record the values of 
their cards and the coins used on the piggy bank 
Recording Sheet. For example, the coin card value 
may be 35 cents and the coins pictured may be 
three dimes and one nickel. Students can record 
the coins they placed in the bags by using coin 
stamps, by cutting and pasting pictures, or by 
writing one quarter and one dime, depending on 
the abilities of the child. They will also need to 
record the value of the coin card to indicate the 
target value.

Discussion
1. Describe the coins you would use to represent 

65 cents using the fewest number of coins. [half-
dollar, dime, nickel]

2. Describe another combination of coins that equals 
65 cents. [two quarters, dime, nickel]

3. Which coin did you use most often in your 
combinations? Why?

4. Describe two ways to represent 25 cents. Which 
way uses fewer coins?

5. What is the value of two dimes, one nickel, and 
three pennies? [28 cents]

Evidence of Learning
1. Look for correct solutions for use of fewest number 

of coins to represent specifi c values when students 
show their work.

2. Listen for accuracy as students describe the coin 
combinations in their piggy bank frames.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.

6. Continue until all students have had a chance to 
change three or four cards.

7. Place a set of coin cards, piggy bank frames, 
recording sheets, and coins at a center for extended 
practice.

Target Value
Coins:

30¢
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Coin Cards
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Coin Cards
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Coin Cards
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Coin Cards
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Recording Sheet

Target Value:
Coins:

Target Value:
Coins:



Hot Dog Haven

Topic
Money

Key Question
How much will your lunch cost?

Learning Goals
Students will:
1. order from a menu,
2. calculate the total cost of their meal, and
3. determine how much change they should get back.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Connect number words and numerals to the 

quantities they represent, using various physical 
models and representations

• Understand various meanings of addition and 
subtraction of whole numbers and the relation-
ship between the two operations

• Understand the effects of adding and subtracting 
whole numbers

Math
Whole number operations
 addition
 subtraction

Integrated Processes
Observing
Recording
Comparing and contrasting
Communicating
Applying

Materials
Overhead transparency (see Management 3)
Pigs will be Pigs by Amy Axelrod
Hot Dog Haven menus and order slips (see

Management 4)

Background Information
 Calculating the total cost of a set of items, whether 
from a menu or while shopping, is very diffi cult for 
young children; determining how much change the 
customer should get back is even more diffi cult. 
However, these skills are necessary because students 
encounter them in their everyday lives. Children who 

go to a convenience store need to know that the ten-
cent gum and 50-cent drink they wish to purchase 
will total 60 cents and that they should get 40 cents 
back from the dollar that they pay the clerk.
 For children to be successful adding money and 
making change, they need to have multiple experiences 
identifying coins and their values, skip counting, count-
ing on, and counting sets of coins. When these skills are 
in place, it is important for the children to apply them in 
playful, real-world contexts. Hot Dog Haven will give stu-
dents an opportunity to apply these skills as they order 
from a menu, calculate the total cost of their meals, and 
determine how much change they should get back.

Management
1. Optional: to give the feel of a real restaurant, 

rearrange the classroom into tables and decorate 
using a hot dog stand theme.

2. Encourage the students to turn their lined paper 
sideways; the columns will assist them in lining up 
the decimals and numbers.

3. Copy the Hot Dog Haven order form onto a trans-
parency for demonstration purposes.

4. Each student will need one menu and each pair of 
students will need several order slips.

5. If your state standards require students to count 
the change back, take Part Two one step further 
and allow them to count the change back to you.

Procedure
Part One 
1. Read Pigs Will Be Pigs by Amy Axelrod. (Macmil-

lan Publishing Company. New York. 1994.) Draw 
the students’ attention to the menu found at the 
back of the book. Discuss the different items listed 
and their prices. Allow the children to predict what 
the pigs will order before reading the last two 
pages of the book.

2. Ask the children if they have ever ordered from 
a menu.

3. Discuss how the server takes the order, adds up 
the cost of each item, and gives the customer the 
bill at the end of the meal.

4. Tell the class that they are going to role-play a 
restaurant visit. As you welcome the class to the 
Hot Dog Haven, give each student a menu.

5. Discuss the different items on the menu and their 
prices. Ask the students which of the beverages 
they could get if they had 50 cents, what kind of 
dessert they could get if they had 30 cents, etc. 
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6. Select a student to role-play the part of the cus-
tomer. Tell the class that you will be the server. 
Show the student to a table, give him/her the 
menu and ask what he/she would like to order. 
Allow the student to order two items from the 
menu. Record the items ordered and the price 
of each item on the transparency of the Hot Dog 
Haven order form. Demonstrate how to line up the 
decimals as you add the two amounts of money 
together. Allow the students to assist in the com-
putation. Record the total on the order form and 
give the student the bill.

7. Select another student and allow him/her to order 
three items from the menu. Record the items 
ordered and the price of each item. Question the 
students about the proper way to line up the differ-
ent amounts of money. Ask the students to assist 
in the computation. Record the total on the order 
form and give the student his/her bill.

8. When the students have an understanding of the 
process of ordering from a menu and calculating 
the total cost of their meal, assign each student a 
partner, distribute Hot Dog Haven order forms, and 
allow the students to role-play the process. Instruct 
them to switch roles and repeat the process several 
times so that each student has multiple opportunities 
to order and calculate the cost of the meal.

9. Provide time for the students to share some of their 
orders and have the class calculate the bills. 

Part Two
1. Review the process involved in ordering from a menu 

and calculating the total bill for the customer.
2. Ask the students to describe how the server knows 

how much change to give back when you pay 
your bill. If no one generates the correct response, 
guide the students to the correct response with 
questions like, “Will they add the money that you 
give them to the bill or will they take what you owe 
them away from the money that you give them?”

3. Select a student to role-play the part of the cus-
tomer. Give the student two one-dollar bills to 
spend at your restaurant. Tell the class that you 
will be the server. 

4. Show the student to a table, give him/her the menu 
and ask what he/she would like to order. Limit the 
student to two items from the menu. Remind him 
or her not to exceed two dollars. Record the items 
ordered and the price of each item on the Hot Dog 
Haven order form transparency for the class to see. 
Demonstrate how to line up the decimals as you 
add the two amounts of money together. Invite the 
students to assist in the computation. 

5. Record the total on the order form and give the 
student his/her bill. 

6. Have the student give you the bill and the two 
one-dollar bills to pay for the meal. 

7. Show the students how to record the information 
on the Restaurant Bill. Explain that the server will 
owe the customer the amount of change listed at 
the bottom of the page.

8. When the students have an understanding of the 
process involved in ordering from a menu, calcu-
lating the total cost of a meal, and determining 
how much change there should be, assign each 
student a partner, distribute Hot Dog Haven order 
forms, and allow the students to role-play the pro-
cess. Instruct them to switch roles and repeat the 
process several times so that each student has 
multiple opportunities to order, calculate the cost 
of the meal, and determine the correct amount of 
change due.

9. Have several students share their orders and allow 
the class to calculate their bills. 

Discussion
1. Why is it important to be able to add and sub-

tract money?
2. How do we use money in the real world?
3. How does the server know how much to charge 

you for your lunch? 
4. How much money will your lunch cost if you order 

_________?
5. If your meal costs $2.50 and you give the server 

$3.00, how much change will you get back? How 
do you know?

Extensions
1. Take a fi eld trip to a local restaurant. Allow the 

children to order from the menu, determine the total 
cost of their bill, and calculate what change they 
should get back from a predetermined amount. 
You may have to make prior arrangements so that 
the children do not have to work with tax and tip.

2. Bring in menus from local restaurants and allow 
the children to role-play ordering from the menu, 
and being the server who determines the total cost 
of their bill and calculate what change they should 
get back.

3. Allow the students to create their own menus and 
exchange menus with a classmate. They can then 
total each other’s orders. 

Curriculum Correlation
Axelrod, Amy. Pigs Will Be Pigs. Macmillan Publish-
ing Company. New York. 1994.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.
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Beverages  Desserts
Cola $ .50 Pie $ .30
Coffee $ .75 Cake $ .40
Milk Shake $ 1.00 Cookies $ .25
(Chocolate, Vanilla, Strawberry)

 

Hot Dog $ .60

Mustard Dog $ .75

The Works $ 1.00
(Catsup, Mustard, Onions)

Side Order of Fries $ .15

Hot Dogs
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 Following are three related experiences that will 
provide playful practice in
• coin recognition,
• comparing coin values, and
• determining the values of sets of coins.

Shake and Compare
Focus
Students will use a simple game format to identify 
and compare coins.

Materials
For each pair of students:

egg cartons (see Management 1)
 2 different colored marbles
 scratch paper
 set of coins (see Management 2)

Management
1. Use only egg cartons with solid lids. To prepare 

the cartons, glue one coin into the bottom of each 
section. Coin stickers or play money can be sub-
stituted for real coins if preferred. Ideally each 
egg carton should contain two copies of each coin 
(penny, nickel, dime, quarter, half-dollar, Sacagewea 
dollar), but you can modify the contents to suit the 
needs of your students. 

2. Each group will need a set of coins containing one 
of each of the coins in the egg carton.

Procedure
Part One
1. Show the class the inside of the egg carton with 

the coins attached.

2. Place a marble inside the carton and close the lid.

3. Demonstrate how to gently shake the egg carton 
allowing the marble to move freely from one sec-
tion to another.

4. Open the lid and ask students to identify the coin 
in the section where the marble landed.

5. Ask the students to fi nd the same coin in their sets 
of coins. Tell them to make a rubbing of the coin 
on scratch paper and to write the fi rst letter of the 
name of that coin beside the rubbing to make a 
record of their work. If appropriate, ask students 
to record the word.

6. After the demonstration, allow the student pairs to take 
turns shaking the carton and recording their results.

7. After a designated time, discuss their work. Question 
them about which coin appeared most often on their 
paper, etc.

Part Two
1. Give each pair of students an egg carton, two 

different colored marbles, and scratch paper.
2. Direct students to place both marbles inside their 

cartons and gently shake the cartons. Ask each of the 
partners to choose which color marble will be theirs.

3. After shaking the cartons, instruct each pair to open 
the lid and identify the two coins in the sections 
where the marbles landed.

4. Ask the students to fi nd the same two coins in 
their sets of coins. Tell them to make rubbings of 
the two coins, leaving space between for them to 
place the correct sign (<, >, or =).

5. Have each student keep a tally of how many times 
his/her marble landed on the coin of greater value. 
The player with the most tally marks wins the game.

6. Repeat the game with the winner being the student 
who most often lands on the coin of lesser value.

Rattle and Count
Focus
Students will determine the value of sets of coins.

Materials
For each pair of students:

egg cartons (see Management 1)
 marbles (see Management 2)
 scratch paper
 set of coins (see Management 3)
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Roll and Count
Focus
Students will count by 1s, 5s, 10s, 25s, and 50s.

Materials
For each pair of students:

egg cartons (see Management 1)
 marble
 scratch paper
 set of coins (see Management 2) 

die

Management
1. Use only egg cartons with solid lids. To prepare 

the cartons, glue one coin into the bottom of each 
section. Coin stickers or play money can be sub-
stituted for real coins if preferred. Ideally, each 
egg carton should contain two copies of each coin 
(penny, nickel, dime, quarter, half-dollar, Sacagewea 
dollar), but you can modify the contents to suit the 
needs of your students.

2. Each group will need a set of coins that includes 
six of each coin that you choose to glue into the 
carton. For example, six pennies and six nickels 
if you choose to only use pennies and nickels in 
your cartons.

Procedure
1. Distribute egg cartons, a die, coins, a marble, and 

scratch paper to each pair of students.
2. Have one student from each pair place the marble 

inside the carton and gently shake it.
3. After shaking the cartons, instruct the students to 

open the lid and identify the coin in the sections 
where the marble landed.

4. Have the students then roll the dice and count 
the dots to determine how many of that coin they 
will need to count and record. For example, if the 
marble landed on the quarter and a student rolled 
a four, he/she would record 25, 50, 75, and 100.

5. Allow the students to check each other’s work as 
they take turns shaking, rolling, and recording.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.

Management
1. Use only egg cartons with solid lids. To prepare 

the cartons, glue one coin into the bottom of each 
section. Coin stickers or play money can be sub-
stituted for real coins if preferred. Ideally, each 
egg carton should contain two copies of each coin 
(penny, nickel, dime, quarter, half-dollar, Sacaja-
wea dollar), but you can modify the contents to 
suit the needs of your students.

2. Two or more marbles can be used in this game. 
The more marbles used, the more diffi cult the 
game. The marbles need not be different colors.

3. Each group will need a set of coins that includes 
all possible combinations from their egg carton. 
For example, if you choose to use three marbles 
and glue only pennies and nickels in the egg car-
tons, you would need to include three pennies and 
three nickels in each coin set since it would be 
possible for each of the three marbles to land in 
sections containing the same coins.

Procedure
1. Distribute egg cartons, coins, marbles, and scratch 

paper to each pair of students.
2. Have one student from each pair place the marbles 

inside the carton and gently rattle it.
3. After rattling the carton, instruct them to open the 

lid and identify the coins in the sections where the 
marbles landed. Instruct them to gather the same 
coins from their coin sets.

4. Ask the students to determine the combined 
values of his or her sets of coins and record it on 
their scratch paper.

5. Have the second student from each pair repeat 
this procedure. 

6. After each student has rattled and counted, ask 
pairs to compare totals. Have them keep a tally of 
who has the most money each time. The winner 
will be the one with the most tally marks.

7. Repeat the game making the winner the one that 
has the least amount of money each round.
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Topic
Money

Focused Task
Students will identify how money is part of their daily 
lives.

Learning Goals
Students will:
1. identify coin combinations that equal the values 

listed on coupons,
2. compare amounts of money, and
3. identify coins and the one-dollar bill based on 

clues.

Guiding Document
NCTM Standards 2000*
• Count with understanding and recognize “how 

many” in sets of objects
• Connect number words and numerals to the 

quantities they represent, using various physical 
models and representations

Math
Number sense and numeration

Integrated Processes
Observing
Recording
Comparing and contrasting
Communicating
Applying

Materials
For the class:
 construction paper
 crayons 

Station One
 books about money, both fi ction and nonfi ction

Station Two
 glue
 coupons
 paper
 pencils
 cups
 coins

Station Three
 riddle cards and recording sheets

Station Four
 glue
 construction paper
 newspapers
 pencils

Station Five
 grocery ads
 glue
 paper
 pencils

Station Six
 store ads
 glue
 paper
 pencils

Background Information
 The ability to handle money properly is an essential 
life skill. While children may earn, save, and spend
money, they often lack basic understandings of how
money actually works and the careful and respon-
sible management of it. This set of activity stations 
will allow students to apply money concepts to the 
real world. They will use coupons to make price 

Ad-Ventures
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comparisons, helping them become wiser consumers. 
They will read both fi ction and non-fi ction books about 
money to gain a better understanding of our money 
and the symbols found on it and to see it being used 
in playful fi ctional settings. The students will also 
have an opportunity to see how money concepts are 
related to other mathematical concepts.

Management
1. Each of the station cards can be used as a whole 

class activity.
2. There are six stations that should be set up around 

the room so students can rotate through them one at 
a time. Twenty minutes should be allotted for each 
station. A brief description of the stations follows. 
Station One: Students will select and read a book 

about money. 
Station Two: Students will fi nd the coin equivalents 

of coupons.
Station Three: Students will answer money riddles.
Station Four: Students will fi nd money words and 

symbols in the newspaper.
Station Five: Students will compare the costs of 

products from grocery ads using 
<, >, and =.

Station Six: Students will order three products in an 
ad from lowest price to highest price. 

3. Each station will need the materials listed as well as 
the appropriate station card. Copy the station cards 
on card stock and laminate for extended use.

4. Provide white copy paper at all stations (except 
for Station Three) for children to use to record 
their work.

5. For Station Three, copy the Riddle Clue Cards
on card stock and laminate. Cut them apart and 
place them face down at the station. Each child 
will need a copy of the Riddle Recording Sheet.

Procedure
1. Distribute one piece of construction paper and 

crayons to each student. Invite the students to 
make and decorate a journal cover. Tell them that 
they will keep the pages from each station so that 
the pages can be stapled to the cover to make a 
journal for all their money work in it.

2. Introduce the money stations that have been placed 
around the room. Explain the rotation process that 
will work best in your class setting.

3. Divide the class into groups of three or four students 
and direct each group to a station. Explain that 
they will work in each station for 20 minutes at 
which time you will notify them that it is time to 
move to the next station. 

4. Assist students in stapling the loose pages gathered 
at the different stations together to form their money 
journals.

5. When all students have completed the stations, discuss
what they did and discovered at each station. 

Discussion
1. What kinds of things can you learn about money 

from books?
2. Why would parents look at grocery ads?
3. Why is it important to compare prices?
4. How were you able to solve the money riddles? 

Did color clues help? Explain.
5. How do we use coupons?
6. Why is it important to compare prices of products 

from brand to brand and store to store? 
7. How are coupons and the coins that you rubbed 

beside them related?

Evidence of Learning
1. Look for accuracy as the students combine coins 

to equal coupon values.
2. Look for correct use of the greater than, less 

than, and equal to signs as the students compare 
amounts of money in their journals. 

3. Look to see that students correctly identifi ed the 
coins and the one-dollar bill based on clues that 
they were given.

* Reprinted with permission from Principles and Standards for 
School Mathematics, 2000 by the National Council of Teachers 
of Mathematics. All rights reserved.
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Read All About It
1. Choose a book and read.
2. On a piece of paper list the books 

that you read while you were at 
the reading center.

Coupons
Materials: glue, coupons, paper, pencil, coins, and cup

1. Choose a coupon from the cup.
2. Glue the coupon onto a sheet 

of paper.
3. Using coins, show the amount 

on the coupon.
4. Make a rubbing of the coins on 

your paper beside the coupon.

Station One

Station Two
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Money Collage
Materials: glue, scissors, 
newspapers, construction 
paper (9" x 12")

1. Find money symbols, words, 
and values in the newspaper.

2. Cut them out and glue them 
onto the construction paper 
to make a money collage.

Riddles

Materials: riddle clue cards, recording 
sheets, and pencils

1. Choose a riddle clue card. 
Read the clue and try to solve 
the riddle.

2. Record your answer on the 
recording sheet next to the 
number that matches the 
number on the clue card.

Station Three

Station Four
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Ordered Values

Comparing Amounts

Material: store ads, glue, paper, and pencil

1. Cut out three products and 
their prices.

2. Put them in order from
 the lowest price to the
 highest price.
3. Glue the pictures onto the 

paper in order and label the 
lowest priced product.

Materials: grocery ads, glue, 
paper, and pencil

1. Cut out two products and 
their prices.

2. Glue them side by side on 
your paper with a space 
between.

3. Use the >, <, and = sign to 
compare the costs of the 
items.

Station Five

Station Six
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Riddle Clue Cards

1. 
I am copper. 

What am I?

9.
I am worth 
10¢. 

What am I?

8.
I am silver and 
have a 
smooth edge. 

What am I?

7.
I am large and 
silver and 
have an eagle 
on one side. 

What am I?

6.
I am worth 1¢. 

What am I?

5.
I am worth 
5¢.

What am I?

4. 
I am the 
smallest,
thinnest coin. 

What am I?

3.
I am worth 
25¢.

What am I?

2.
I am green 
and made of 
paper.

What am I?
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Name

Riddle Recording Sheet

Riddle 1. I am a .

Riddle 2. I am a .

Riddle 3. I am a .

Riddle 4. I am a .

Riddle 5. I am a .

Riddle 6. I am a .

Riddle 7. I am a .

Riddle 8. I am a .

Riddle 9. I am a .
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The AIMS Program
 AIMS is the acronym for “Activities Integrating Mathematics and Science.” Such integration 
enriches learning and makes it meaningful and holistic. AIMS began as a project of Fresno Pacific 
University to integrate the study of mathematics and science in grades K-9, but has since expanded 
to include language arts, social studies, and other disciplines.
 AIMS is a continuing program of the non-profit AIMS Education Foundation. It had its inception 
in a National Science Foundation funded program whose purpose was to explore the effectiveness 
of integrating mathematics and science. The project directors, in cooperation with 80 elementary 
classroom teachers, devoted two years to a thorough field-testing of the results and implications of 
integration.
 The approach met with such positive results that the decision was made to launch a program to 
create instructional materials incorporating this concept. Despite the fact that thoughtful educators 
have long recommended an integrative approach, very little appropriate material was available in 
1981 when the project began. A series of writing projects ensued, and today the AIMS Education 
Foundation is committed to continuing the creation of new integrated activities on a permanent basis.
 The AIMS program is funded through the sale of books, products, and professional-development 
workshops, and through proceeds from the Foundation’s endowment. All net income from programs 
and products flows into a trust fund administered by the AIMS Education Foundation. Use of these 
funds is restricted to support of research, development, and publication of new materials. Writers donate 
all their rights to the Foundation to support its ongoing program. No royalties are paid to the writers.
 The rationale for integration lies in the fact that science, mathematics, language arts, social 
studies, etc., are integrally interwoven in the real world, from which it follows that they should be 
similarly treated in the classroom where students are being prepared to live in that world. Teachers 
who use the AIMS program give enthusiastic endorsement to the effectiveness of this approach.
 Science encompasses the art of questioning, investigating, hypothesizing, discovering, and 
communicating. Mathematics is a language that provides clarity, objectivity, and understanding. The 
language arts provide us with powerful tools of communication. Many of the major contemporary 
societal issues stem from advancements in science and must be studied in the context of the social 
sciences. Therefore, it is timely that all of us take seriously a more holistic method of educating our 
students. This goal motivates all who are associated with the AIMS Program. We invite you to join us in 
this effort.
 Meaningful integration of knowledge is a major recommendation coming from the nation’s 
professional science and mathematics associations. The American Association for the Advancement 
of Science in Science for All Americans strongly recommends the integration of mathematics, 
science, and technology. The National Council of Teachers of Mathematics places strong emphasis 
on applications of mathematics found in science investigations. AIMS is fully aligned with these 
recommendations.
 Extensive field testing of AIMS investigations confirms these beneficial results:
 1. Mathematics becomes more meaningful, hence more useful, when it is applied to situations 

that interest students.
 2. The extent to which science is studied and understood is increased when mathematics and science 

are integrated.
 3. There is improved quality of learning and retention, supporting 

the thesis that learning which is meaningful and relevant is 
more effective.

 4. Motivation and involvement are increased dramatically as 
students investigate real-world situations and participate 
actively in the process.

 We invite you to become part of this classroom teacher 
movement by using an integrated approach to learning and sharing 
any suggestions you may have. The AIMS Program welcomes you!
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TM

Hands-On Math and Science

AIMS for YOU

 When you host an AIMS workshop for elementary 
and middle school educators, you will know your 
teachers are receiving effective, usable training they 
can apply in their classrooms immediately.

AIMS Workshops are Designed for Teachers
•	 Hands-on	activities
•	 Correlated	to	your	state	standards
•	 Address	key	topic	areas,	including	math	content,	

science content, and process skills
•		 Provide	practice	of	activity-based	teaching
•		 Address	 classroom	 management	 issues	 and	

higher-order	thinking	skills
•		 Include	$50	of	materials	for	each	participant
•	 Offer	optional	college	(graduate-level)	credits

AIMS Workshops Fit District/Administrative Needs
•	 Flexible	scheduling	and	grade-span	options
•	 Customized	 workshops	 meet	 specific	 schedule,	

topic,	state	standards,	and	grade-span	needs
•	 Sustained	 staff	 development	 can	 be	 scheduled	

throughout the school year
•	 Eligible	 for	 funding	 under	 the	 Title	 I	 and	 Title	 II	

sections	of	No	Child	Left	Behind
•	 Affordable	professional	development—consecutive-

day workshops offer considerable savings

Online and Correspondence Courses
 AIMS offers online and correspondence courses  
on many of our books through a partnership with 
Fresno	Pacific	University.
•	 Study	at	your	own	pace	and	schedule
•	 Earn	graduate-level	college	credits

Get the Most From Your Hands-on Teaching

Call us to explore an AIMS workshop
1.888.733.2467

Check	out	our	website	where	you	can:
•	 preview	and	purchase	AIMS	books	and	individual	activities;
•	 learn	about	State-Specific	Science	and	Essential	Math;
•	 explore	professional	development	workshops	and	online	

learning	opportunities;
•	 buy	manipulatives	and	other	classroom	resources;	and	
•	 download	free	resources	including	articles,	puzzles,	and	

sample AIMS activities.

Become	a	fan	of	AIMS!	
•	 Be	the	first	to	hear	of	new	

products and programs.
•	 Get	links	to	videos	on	using	

specific	AIMS	lessons.
•	 Join	the	conversation—share	

how you and your students are 
using AIMS.

See all that AIMS has to offer—visit us online

While visiting the AIMS website, sign up for our 
FREE	AIMS for You	e-mail	newsletter	to	get	free	
activities,	puzzles,	and	subscriber-only	specials	
delivered	to	your	inbox	monthly.	

http://www.aimsedu.org

Sign up today!
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AIMS Program Publications
Actions With Fractions, 4-9
The Amazing Circle, 4-9
Awesome Addition and Super Subtraction, 2-3
Bats Incredible! 2-4
Brick Layers II, 4-9
The Budding Botanist, 3-6
Chemistry Matters, 5-7
Common Core: 5th Grade Practices, 5
Concerning Critters: Adaptations &  

Interdependence, 3-5
Counting on Coins, K-2
Cycles of Knowing and Growing, 1-3
Crazy About Cotton, 3-7 
Critters, 2-5
Earth Book, 6-9
Earth Explorations, 2-3
Earth, Moon, and Sun, 3-5
Earth Rocks! 4-5
Electrical Connections, 4-9
Energy Explorations: Sound, Light, and Heat, 3-5
Exploring Environments, K-6
Fabulous Fractions, 3-6
Fall Into Math and Science*, K-1
Field Detectives, 3-6
Floaters and Sinkers, 5-9
From Head to Toe, 5-9
Getting Into Geometry, K-1
Glide Into Winter With Math and Science*, K-1
Gravity Rules! 5-12
Hardhatting in a Geo-World, 3-5
Historical Connections in Mathematics, Vol. I, 5-9
Historical Connections in Mathematics, Vol. II, 5-9
Historical Connections in Mathematics, Vol. III, 5-9
It’s About Time, K-2
It Must Be A Bird, Pre-K-2
Jaw Breakers and Heart Thumpers, 3-5
Looking at Geometry, 6-9
Looking at Lines, 6-9
Machine Shop, 5-9
Magnificent Microworld Adventures, 6-9
Marvelous Multiplication and Dazzling Division, 4-5
Math + Science, A Solution, 5-9
Mathematicians are People, Too
Mathematicians are People, Too, Vol. II
Mostly Magnets, 3-6
Movie Math Mania, 6-9
Multiplication the Algebra Way, 6-8
Out of This World, 4-8
Paper Square Geometry:  

The Mathematics of Origami, 5-12
Popping With Power, 3-5
Positive vs. Negative, 6-9
Primarily Bears*, K-6
Primarily Critters, K-2

Primarily Magnets, K-2
Primarily Physics: Investigations in Sound, Light, 

and Heat Energy, K-2
Primarily Plants, K-3
Primarily Weather, K-3
Probing Space, 3-5
Problem Solving: Just for the Fun of It! 4-9
Problem Solving: Just for the Fun of It! Book Two, 4-9
Proportional Reasoning, 6-9
Puzzle Play, 4-8
Ray’s Reflections, 4-8
Sensational Springtime, K-2
Sense-able Science, K-1
Shapes, Solids, and More: Concepts in Geometry, 2-3
Simply Machines, 3-5
The Sky’s the Limit, 5-9
Soap Films and Bubbles, 4-9
Solve It! K-1: Problem-Solving Strategies, K-1
Solve It! 2nd: Problem-Solving Strategies, 2
Solve It! 3rd: Problem-Solving Strategies, 3
Solve It! 4th: Problem-Solving Strategies, 4
Solve It! 5th: Problem-Solving Strategies, 5
Solving Equations: A Conceptual Approach, 6-9
Spatial Visualization, 4-9
Spills and Ripples, 5-12
Spring Into Math and Science*, K-1
Statistics and Probability, 6-9
Through the Eyes of the Explorers, 5-9
Under Construction, K-2
Water, Precious Water, 4-6
Weather Sense: Temperature, Air Pressure, and  

Wind, 4-5
Weather Sense: Moisture, 4-5
What on Earth? K-1
What’s Next, Volume 1, 4-12
What’s Next, Volume 2, 4-12
What’s Next, Volume 3, 4-12
Winter Wonders, K-2 

Essential Math
Area Formulas for Parallelograms, Triangles, and 

Trapezoids, 6-8
Circumference and Area of Circles, 5-7
Effects of Changing Lengths, 6-8
Measurement of Prisms, Pyramids, Cylinders, and 

Cones, 6-8
Measurement of Rectangular Solids, 5-7
Perimeter and Area of Rectangles, 4-6
The Pythagorean Relationship, 6-8
Solving Equations by Working Backwards, 7

* Spanish supplements are available for these books. They 
are only available as downloads from the AIMS website. 
The supplements contain only the student pages in 
Spanish; you will need the English version of the book for 
the teacher’s text.

For further information, contact:
AIMS Education Foundation • 1595 S. Chestnut Ave. • Fresno, California 93702

www.aimsedu.org • 559.255.6396 (fax) • 888.733.2467 (toll free)
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No part of any AIMS publication—digital or otherwise—may be reproduced or 
transmitted in any form or by any means—except as noted below.

•	 A	person	purchasing	this	AIMS	publication	is	hereby	granted	permission	to	make	
unlimited copies of any portion of it (or the files on the accompanying disc), 
provided these copies will be used only in his or her own classroom. Sharing 
the	materials	or	making	copies	for	additional	classrooms	or	schools	or	for	other	
individuals is a violation of AIMS copyright.

•	 For	a	workshop	or	conference	session,	presenters	may	make	one	copy	of	any	
portion of a purchased activity for each participant, with a limit of five activities or 
up	to	one-third	of	a	book,	whichever	is	less.	

•	 All	copies	must	bear	the	AIMS	Education	Foundation	copyright	information.	
•	 Modifications	to	AIMS	pages	(e.g.,	separating	page	elements	for	use	on	an	

interactive white board) are permitted only for use within the classroom for 
which	the	pages	were	purchased,	or	by	presenters	at	conferences	or	workshops.	
Interactive white board files may not be uploaded to any third-party website or 
otherwise	distributed.	AIMS	artwork	and	content	may	not	be	used	on	non-AIMS	
materials.

These	copyright	policies	apply	to	activities	received	at	workshops,	free	sample	activities	
provided by AIMS, and activities received by conference participants.

Making AIMS Materials Available Digitally
A	digital	distribution	license	may	be	purchased	in	cases	where	AIMS	users	wish	to	make	
AIMS materials available digitally on a school- or district-wide basis. The cost of the 
digital distribution license is determined by the number of users who will be accessing 
the materials. The following stipulations apply:

1.	 The	books/activities	to	be	put	online	are	purchased	as	digital	versions	from	AIMS	
(i.e., no scanned copies).

2. The activities are made available via a secure, password-protected system that 
can only be accessed by employees for whom digital distribution rights have been 
purchased. 

AIMS materials may not be made available 
on any publicly accessible Internet site.

If	you	would	like	to	speak	with	someone	
regarding our copyright policies or about 
purchasing a digital distribution license, 
please call 1-888-733-2467 or email 
permissions@aimsedu.org. 

Duplication Rights

Standard 
Duplication 

Rights

Digital
Distribution

Licenses

Internet
Use



KEEP GOINGKEEP GOING





<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /SyntheticBoldness 1.00
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize false
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveEPSInfo true
  /PreserveHalftoneInfo false
  /PreserveOPIComments true
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Preserve
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile (None)
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /DownsampleColorImages false
  /ColorImageDownsampleType /Average
  /ColorImageResolution 300
  /ColorImageDepth 8
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /FlateEncode
  /AutoFilterColorImages false
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /DownsampleGrayImages false
  /GrayImageDownsampleType /Average
  /GrayImageResolution 300
  /GrayImageDepth 8
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /FlateEncode
  /AutoFilterGrayImages false
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /DownsampleMonoImages false
  /MonoImageDownsampleType /Average
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /Unknown

  /Description <<
    /JPN <FEFF3053306e8a2d5b9a306f30019ad889e350cf5ea6753b50cf3092542b308030d730ea30d730ec30b9537052377528306e00200050004400460020658766f830924f5c62103059308b3068304d306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103057305f00200050004400460020658766f8306f0020004100630072006f0062006100740020304a30883073002000520065006100640065007200200035002e003000204ee5964d30678868793a3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /FRA <>
    /DEU <>
    /PTB <>
    /DAN <>
    /NLD <>
    /ESP <>
    /SUO <>
    /ITA <>
    /NOR <>
    /SVE <>
    /ENU <>
  >>
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


