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Introduction
Welcome to Book Three
What is in this book?
In this book you will learn about information. You can learn about the types of information and counting calculating and measuring. You can learn about the shapes and sizes of information, including sound and music. And you can learn how to work with information and communicate your ideas.
How do I use this book?
Let’s spend this school year exploring the four modules in this course.
In Module One you will learn about types of information and how to use them.
In Module Two you can explore the shapes and sizes of information: its colors and sounds and pictures. This will be very interesting. You can explore digital sound and digital music and learn how to use information for your own needs.
In Module Three you can explore something interesting: how to communicate in words and pictures about your own family.
The Photographs:
Nature is the perfect mathematician and technologist. Check out the amazing structures and patterns in the photographs of nature photographer Susan Wood.
[image: image]
Is it Difficult?
No. Not difficult, but it is full of challenges and opportunities to understand how information can make you stronger.
Enjoy learning with Book Three

Module One
Discovering Types Of Information
At Lee’s school there will be a running race. Lee can run very fast, but she knows there is another student her age who is also a very fast runner. They will have to run two kilometers.
Lee really wants to win the race. She is nervous. She wants to become faster. Do you think practicing running two kilometers will help her to win the race? Lee thinks it will help her to become a faster runner. But there is a problem. She does not know how far two kilometers is from her house.
[image: image]
Can you help Lee? What are some ways she can measure the distance she needs to practice running? Let's help Lee measure two kilometers and win the race.
 
Let's Discover The

World Of Numbers
Let’s learn about Information.
Do you know what information is?
Information is knowledge. It is stuff that you know or that you find out, or that someone tells you. Information comes in many forms: numbers, words, television, books, pictures, movies and newspapers.
[image: image]
Can you use a calculator? This is a calculator.
Do you know how to use it?
This is how you use it. You push the keys that you want to use. If you want to know what 8 x 19 is, push the following keys: 8, x, 1, 9, =
The calculator will tell you the answer.
[image: image]


Adventure One
Let's Discover How Information Is Stored
Let’s learn about numbers.
Can you write a question about numbers? Here’s one:
I have 4 cakes and 12 friends. How can I share the cakes so that everyone gets the same amount?
We will learn about numbers.
We will learn about letters.
We will learn about animals.
There is a calculator on your computer. It looks like this:
[image: image]
Microsoft product screen shot(s) reprinted with permission from Microsoft Corporation.
Here are some questions for you to answer by using your calculator.
25 x 32 – 91= ____
86 + 125/25 - 268/34 + 75 =____
64 x 423 +67 = ____

Name The Animals
[image: image]
Here are some tasks:
First, let's count the animals.
Second, not all animals are the same so let’s put them in groups:
Those that fly.
Those that hunt at night.
Those that eat meat.
Those that eat vegetables.
Those that live in water.
Those that live on land.
Those that live both in water and on land.
In real life animals don’t need help getting into groups. They group themselves.
Here are two questions:
1. If all these animals were put into the same place together, without fences, what would happen?
2. Can you name some of the reasons why animals live in groups?
When your mom or dad tells you to “clean up your room” what do they really want you to do?
Mostly they want all the stuff that is on the floor and under the bed “put away.”
What does “put away” mean?
It usually means stored.
Try this: next time put your left sock and a magazine and one or two CD’s in one drawer. Then put a shirt, a book and the family cat in the closet.
Finally put the soap under the bed, hang the pillow on the wall and put your schoolbooks in the sink.
Now call your mom.
“Mom! I’ve finished! I’ve stored everything!”
So mom comes to inspect and is…………NOT HAPPY!!!
Why is she not happy?
She may observe that if, when you grow up, you decide you want to be a zoo keeper, most of the animals will soon be dead, because most things get grouped with similar things. You don’t house the alligators with the rabbits or the mice with the elephants.
So let’s assume that “put away” means “store” and “store” means putting similar things together: socks together in one drawer, books on shelves, pillows on beds, and the cat left alone to do whatever it wants to do.
Can you say what storing means?
Let's Find Out How To Store Information In A Computer.
First let's discover where a computer could store information.
When….
-you write a story on your computer.
-you draw a picture.
-you design a plan.
-you make a birthday card…………
you will want to store it on your computer so that you can find it again. When new information is put in your computer it has to be stored in a safe place.
Do you remember where it is stored?
Is it a plastic bag?
Is it a CD-Rom?
Is it a wooden box?
Is it an envelope?
Is it a floppy disk?
Is it USB stick?
Is it a book?
Is it a hard drive?
Do you remember this?
[image: image]
Microsoft product screen shot(s) reprinted with permission from Microsoft Corporation.
Let’s look inside a computer.
Let’s discover where the information is stored. Can you find the parts of a computer that store information? Can you find the computer’s memory?
[image: image]
Information inside a computer is stored in the Hard Drive. Can you find it?
You can also store information from a computer in many different ways. Can you tell what each of these is?
[image: image]
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Learning About The Binary Code
So when you store information in your computer, it does an amazing thing. It changes it all – all the words, pictures, sounds, videos – everything- into numbers: just two numbers - 0 and 1 – and stores the numbers.
The long lines of these numbers are called the binary code. Binary means two (0 and 1).
Let's talk about the binary code.
What is the binary code? What is a code? What does binary mean?
A code is a set of rules about how information is organized.
Binary is an English word, which means something that has two parts.
So the Binary code is a set of rules about a pair of numbers.
The numbers are 0 and 1.

[image: image]
The code says that a computer can store and present information by converting it into just one pair, 0 and 1.
Challenge:
Can you explain about the 0’s and 1’s in a computer system?
Can you describe "Bits" and "Bytes"?
Let’s Compare Binary Numbers

And 10 Decimal Numbers.
How do we read this?
[image: image]
Read the numbers from right to left. The 1’s and 0’s in each column tell us whether the number contains 1, 2, 4, and 8, that is, doubling each time.
Here is an example.
Look at the number 0101.

It is 0 x 8 + 1 x 4 + 0 x 2 + 1 x 1 = 5
Here is another example.
Tell me which number this is:

0 x 8 + 1 x 4 + 1 x 2 + 0 x 1
Can you tell what this number would be:

1 x 8 + 0 x 4 + 1 x 2 + 1 x 1
Challenge:
Let’s play the binary game.
You will need to make two teams:
One team chooses a number.
The other team has to work out its binary code.
What does 0 and 1 mean to a computer?
A computer has a binary code signal, which is an electric pulse sent along wires in beats by a clock. 1 signals a beat, 0 signals no beat.
Write a short description of binary code.
What is it?
How does it work?
Can you give an example of how it works?
 
New Words
Adventure One
	B	 
	Bat	An animal like a mouse with wings.
	Bear	A large animal with thick fur that lives in the forest.
	Beats	Rhythm units, such as the regular ticking of a mechanical clock.
	Binary	Having two parts.
	Birthday	The date on which you were born.
	C	 
	Cakes	Food made by baking flour, milk and eggs.
	Calculating	Using mathematical processes to solve a problem.
	Calculator	A machine that makes mathematical calculations.
	Clock	A machine the keeps a record of time.
	Code	A set of rules about how information is organized.
	Converting	Changing from one form into another form.
	D	 
	Decisions	Judgments about what should be done.
	Deer	An animal with antlers that lives in large herds.
	Digital	Data represented by combinations of the numbers 0 and 1.
	Discovering	Learning about new things.
	Doubling	Becoming twice as big.
	E	 
	Envelope	A small paper container used to hold or mail a document.
	H	 
	Hunt	Systematic search for something or someone.
	I	 
	Information	Knowledge.
	K	 
	Kilometer	A distance of 1000 meters.
	Knowledge	Facts and experiences that are known.
	M	 
	Manipulating	Controlling something skillfully.
	Memory	Your mind’s ability to store and recall information.
	N	 
	Nervous	Worried.
	O	 
	Opossum	A small animal with thick fur and a long nose.
	Opportunities	Good chances.
	P	 
	Pair	Two of a kind.
	Particular	Something that is special or belongs to a certain set or group.
	Pulse	A regular rhythm, such as the rate at which the heart beats.
	R	 
	Rabbit	A small furry animal with long ears.
	Race	A contest of speed won by the fastest person, animal or object.
	Retrieve	To get something back.
	Rules	A set of procedures that control how something will be done or how a game will be played fairly.
	Runner	A person who runs from one place to another.
	S	 
	Short	Having little length or height.
	Snake	A reptile with a long body and no limbs.
	Squirrel	A small animal with a bushy tail that lives in trees.
	T	 
	Turkey	A large North American bird that is eaten at Christmas and Thanksgiving festivals.
	Turtle	A reptile with a hard shell, that lives in water.
	W	 
	Wooden	Made from wood.
	Z	 
	Zip	A computer disc that stores about 100/200 megabytes of information - more than a floppy disc and less than a CD.

 
My Progress
	Skill	Marks
	I can identify and name the storage components inside a computer.	………/10
	I can explain how a computer system uses 0’s and 1’s.	………/10
	I can describe the difference between a bit and a byte.	………/10
	TOTAL:	………/30
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Adventure Two
Let's Discover Counting And Calculating
Let’s count and calculate then discover how the computer can help.
Let's explore numbers.
Can you say these numbers? Of course you can.
But can you say them in binary code?
1, 2, 3, 4, 5, 6, 7, 8, 9, 10, 15, 21, 29, 39, 60
What is the answer?
3 x 7 = ____
15 + 10 + 8 + 6 = ____
1001 + 0011 + 0110 = ____
It’s good to know how to add, subtract, multiply and divide numbers.
Addition is most easily done by putting figures in columns:
For example, add these sums:
321
856
19
3
200
The easiest way to look at them is in columns, like this.
[image: image]
As you know, you simply add from the right to left, carrying blocks of tens and hundred into the right column.
So the total in the UNITS column is 19, which is one TEN and nine UNITS.
Put the 9 UNITS in the UNITS column and transfer the one block of TEN to the TENS column.
The total for the TENS column is 8 plus the one you transferred, which makes 9.
Put the 9 in the TENS column TOTAL bar.
You don’t have any blocks of a hundreds to transfer to the HUNDREDS column so just add it up and write it in: 3 +8 +2 =13.
Now you know that
321
856
19
3
200
is 1399.
Subtraction can be easily worked but with the same columns:
If you have $856 and you spend $321, how much will you have left?
[image: image]
As you know, you simply subtract from the right to left, carrying blocks of tens and hundred backwards into the right column.
6 – 1 = 5
5 – 2 = 3
8 – 3 = 5
You will have $535 left.
And if the numbers are a bit more difficult and you don’t have enough UNITS or TENS, you borrow backwards. So, if you had $827 and you wanted to know how much would be left if you spent $348 you can still use the same columns, but you have to borrow backwards through the columns.
[image: image]
Start as always, from the right (UNITS) to the left.
7 – 8: Can’t be done. So borrow a TEN from the TENS column.
17 – 8: Possible. The answer is 9.
Now go to the TENS column.
1 – 4: Can’t be done. So borrow a HUNDRED from the HUNDREDS column.
11 (TENS) – 4 (TENS): Possible. The answer is 7.
Now go to the HUNDREDS column.
7 – 3: No problem. The answer is 4.
[image: image]
So now you know that if you have $827 and you spend $348 you will have $479 left over.
Multiplication can be very easy too.
Here’s a simple way to multiply.
Let’s work with TENS and UNITS again.
First you need to make a box like this:
[image: image]
Let’s put some numbers in: 3 multiplied by 
9 = 27. Two TENS and seven UNITS
[image: image]
So 3 x 9 = 27 Pretty Easy!! Your job right now is to remember where the numbers go.
Can you put these numbers into the boxes?
6 x 3
5 x 9
2 x 8
Let’s try the box with a bigger number:
32 X 67
Not so easy.
Time to make some boxes!
We’ll need four
[image: image]
Let’s make some simple calculations:
First: 3 X 6 =18
Next: 2 X 6 =12
Next: 3 X 7 =21
Finally: 2 X 
7 =14
Now you have four diagonal columns: The UNITS column contains 4.
The TENS column contains 1 + 1+ 2 = 4.
The HUNDREDS column contains 2 =8 + 1 =11.
The THOUSANDS column contains 1 just add up the diagonal rows beginning with the TENS, like this:
[image: image]
All you are doing now is adding. So let’s put the totals in adding columns like we did earlier. This time we’re working with a big number so let’s add a column for THOUSANDS.
The total is:
4 UNITS.
4 TENS.
11 HUNDREDS (So transfer one block of ten to the THOUSANDS column).
1 THOUSAND plus the one you just transferred = 2 THOUSAND.
2144
Mathematics can be fun when you know how to do it.
You now know a fast way to multiply.
Can you make this calculation in the same way?
48 X 54
[image: image]
Mathematics with a Computer
Often your computer can help you to learn and to practice.
Let’s play these games:
The ArithmAttack:
http://www.de­p.anl.gov/aat­tack.htm
This is a game that you can play by yourself – trying to get to your personal best; or you can play in competition with your friends and family.
Begin with a simple addition activity:
Follow this path:
1. Chose an operation: Click Add.
2. Choose numbers: your problems will be between the high and low numbers you choose.
3. Click Go when you are ready. The 60-second timer will begin.
4. The problem will appear in the bigger box.
[image: image]
Put your answer in the smaller box, the click on Check Answer. 
[image: image]
The seconds will count down. How many right answers can you get in one minute?
Question:
Name the ways in which you think this game really helps you to learn mathematics? Is it just an amusing game or does it really help you?
Here’s another way that the computer can help you to practice your math skills::
This is the Matching Game.
http://www.netr­over.com/~k­ingskid/matching/m­atching.html
Click on any box and a problem appears. For example:
[image: image]
Your challenge is to find another box that gives the Match or Answer. Right now you are looking for this box:
[image: image]
Multiplication.
Your computer can help you with multiplication. Here is an example:
http://www.net­rover.com/~kin­gskid/flash_ca­rds/flash_carddemo.htm
In this game you try to score 20 points: one for each right answer and -1 for each wrong answer.
You can play a free version of this game. If your parents or teacher think it would help you to learn, the game can be bought for $10.00.
It’s very easy to use the calculator on your computer. If you have a computer with an operating system called Vista, your calculator looks like this:
[image: image]
Of course the calculator works in the same way that your brain works when you solve an arithmetic problem. But it works very fast, which means that often when you want an answer quickly, this calculator is your best friend.
Here is a good example:
Open the computer’s calculator and ask it to multiply 32 X 67. When you press the = sign the answer appears immediately.
So let’s find out how this calculator works, and the many ways it can help you.
Most simple calculators have these features:
A keypad containing:
A screen.
The ten digits, 0 to 9.
The decimal point.
The equals sign.
The four functions -addition, subtraction, multiplication and division.
A Clear button.
Some Other basic functions, such as square root and percentage (%) A single-number memory.
This is what the buttons do:
	0-9 	Use these to put your numbers on to the screen before you make your calculation.
	*	Use this button when you want to multiply numbers.

		Here is an example: 2 * 3 = 6
	+	Use this button when you want to add numbers.

		Here is an example: 4 + 6 =10
	-	Use this button when you want to subtract one number from another.

		Here is an example: 8 – 5 = 3
	/	Use this button when you want to divide numbers.

		Here is an example: 8 / 2 = 4
	.	This is a decimal point button.

Do you know what a decimal is?
A decimal is any number within the base of ten. For example:
Three and a half. This is usually written 3 ½.
In Base ten half is half of ten, which is five. So 3 ½ is 3.5. That’s three units plus one unit divided into base ten decimals.
6 ½ would be 6.5
21 ½ would be 21.5
If ½ is .5
3/4 is .75
3 3/4 would be 3.75 because .75 is three quarters of ten.
Can you express these numbers as decimals?
4 ¼
6 ½
9 3/4
You can have more complicated decimals than these. It depends where you put the point (.) in the number.
Here is an example: Which of these amounts of money would you most like to have?
$12.75
$1.275
$127.5
$1275.00
You can put the decimal point ( . ) in your calculations.
This is useful if you are trying to measure something properly – something that cannot be wrong, like the amount of material needed to make a dress; or the size of a piece of paper needed to make a paper plane.
Here is an example: 1.3 x 2.8 = 3.64
As you know, this is:
[image: image]
First: 1 X 2 = 02
Next: 3 X 2 =06
Next: 1 X 8 =08
Finally: 3 X
8 =24
2     16     4
2     16     4
Add the decimal point:
3.64
This is what the other buttons do:
	+/-	Use this button when you want to change the sign in front of the displayed number.

		Here is an example 7 + 11 = 18

		Becomes: 7 + -11 = -4
	 	 
	%	After you have completed a multiplication and you have an answer with several decimal points, you can use this number to show the answer as a percentage.

		Here is an example:

		Enter one number, say 10, click on the * button, then enter another number, say 45, with the % sign after it.

		This looks like: 10 * 45%.

		The answer will come up 4.5.
	 	 
	1/x	You can use this button to find the reciprocal of the number displayed on your screen.

Do you know what a reciprocal is?
It means something that is equally important to two people or two things. For example you say to your friend: “ I like you. You are my friend.”
Your friend replies: “The feeling is reciprocal” which means that he/she has the same feeling about you.
In mathematics a reciprocal number is one that is related to another number in a way that when they are multiplied together the total is one.
So if you have a number on your screen such as 9 and you press the reciprocal button the calculator will tell you that the reciprocal of 9 is 1/9.
	=	When you press this button the calculator gives you the result of the calculation you were making.

		For example: If you are adding 20 + 36 and you press = the calculator will tell that the sum of these two numbers is 56.
	Backspace	This button removes the last digit of the number on your screen. Here is an example:

		The number of your calculator screen is 786.16.

		Press Backspace and that number becomes: 786.1
	C	This button clears a calculation on your screen. Here is an example:

		You have been making a calculation: 34 x 22.456 – 289. This is a calculation that contains three sets of numbers and two functions. Press C and the number is:……….GONE!!!!
	CE	This is different. If you have that same calculation on your screen with the result: 474.504, pressing CE clears the number on the screen, but you can still go on making another calculation.
	MS	When you have a number on your screen and you want the calculator to keep it in its memory so that you can include it in the next calculation, press M+. M means Memory. + means Add.
	M+	If you want to add a number that is on your screen to the one you are holding in your calculator’s memory, press M+.
	MC	Press this button to empty your calculator’s memory.
	MR	Use this button to recall a number that you stored in the calculator’s memory.
	sqrt	This button tells the calculator to work out the square root of any number on your screen.

		For example, if you need to know the square root of 100, put it on the screen and press sqrt and the number 10 will appear on your screen.

Do you know what square root is?
Let’s have a number which we’ll call X. The square root of
X is the number which when you multiply it by itself makes
X
Here’s an example in real numbers. The square root of 4 is 2 because if you multiply 2 by itself (2) you get 4.
The square root of 100 is 10 because if you multiply 10 by 10 you get 100.
But, suppose someone suddenly urgently says to you, “Look, I have to know the square root of 14 or I’m in trouble! And it’s totally up to you!”
Not likely, but hey! You never know!
The smartest thing to do is to go to your computer calculator, put 14 on the screen and press sqrt.
Now you can save the day! The answer is:…….3.74165738677394
Of course, you knew that.
Want to check? Multiply 3.74165738677394 by 3.74165738677394
These are the main things you can do quickly with your calculator:
Add numbers together: Put a number on the screen - say 100
Press the + button.
Put another number on the screen – say 20.
Press the = button and there’s the answer on the screen: 125.
Subtract numbers: Put a number on the screen, for example 250. Press the - button.
Put in another lower number, for example 113.
Press the = button and there’s the answer on the screen: 137.
Multiply numbers: Put a number on the screen, for example 61.
Press the * button.
Put another number on the screen, for example 18.
Press the = button and there’s the answer on the screen: 1098.
Divide numbers: Put a number on the screen, for example 450.
Press the / button.
Put another number on the screen, for example 15.
Press the = button and there’s the answer on the screen: 30.
Calculators are very interesting and fun to use, and they help you a lot in finding out stuff quickly.
So practice would be a good idea.
Here are some activities you may enjoy.
Dividing by 10
Step One:
Use the calculator to divide the red numbers by 10:
450
120
340
800
650
550
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Step Two:
Now divide the following green numbers in your head without using the calculator:
550
180
90
410
740
990
Step Three:
Now use your calculator to check your answers. How many did you get right?
Step Four:
The next step is to use your calculator to divide these red numbers by 10:
12
28
33
45
56
77
Step Five:
Now try to divide these green numbers by 10 in your head, without your calculator.
14
35
43
55
67
81
Step Six:
Finally, use your calculator to check your answers. How many did you get right?
What lesson have you learned about how to divide by 10?
Do you think he calculator has helped you to understand how to divide by 10?
Could you now use the calculator to help you to divide by 100?
Could you use the calculator to multiply by 10 and by 100?
Is it possible that after some practice your could calculate multiplying and dividing by 10 and 100 in your head, quite fast?
You can practice using a calculator on line at these addresses:
http://www.netro­ver.com/~kingskid/ca­lc/calculator.htm

http://www.net­rover.com/~kings­kid/calc/broken-ca­lculator1.htm
EXPLORE MORE AND LESS.
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Now you have MORE than you had before.
Before, you had LESS than you have now.
Often MORE means bigger numbers and LESS means smaller numbers. MORE means ADD. LESS means SUBTRACT.
Can you say whether each of these means MORE (add) or LESS (subtract)?
In my new home I have a bigger bedroom than I had in our other house.
I now have to share my room with my brother.
My sister has her own room.
Today I threw the ball further than I have ever thrown it before.
My school bag is heavier than it used to be.
My desk seems smaller. Is it me or is it the desk?
It took me three weeks to read the latest Harry Potter book, but the movie only lasted for two hours.
Here are some calculator questions:
My new bedroom is 1.5 meters longer and 1 meter wider than my old room. It is 6 X 5 meters. How big was the old room?
I have grown 10% taller. I am now 111 centimeters. How tall was I?
I now have to share my room with my brother. The room measures 4 X 6 meters. I have 3/4 of the room. How much space do I have?
My sister has her own room. It is .5 of the size of mine. How big is it?
Today I threw the ball 1.6 times further than I have ever thrown it before. Last time I threw it 18 meters. How far did I throw it this time?
My school bag is heavier than it used to be. It used to weigh 2.5 kilos. Now it is 30% heavier. How much does it weigh now?
Do you know what SCALE is?
Something designed or built to a small percentage of the real size. A scale model. A model train that is a small percentage of the size of a real train.
A model house may be built to scale, with each part the correct size for producing a perfect, but small copy of the original.
If a real house is 10 meters tall and 15 meters wide, a scale model of the house might be 1/30 of the size: 1/30 of 10 meters = 33 1/3 centimeters high and 50 centimeters wide.
Challenge:
Working with a friend, make a scale model of something: a building, a garden. A piece of furniture, a boat or a car or truck.
1. Measure the real size of the object.
2. Using your calculator discover how big your model should be:
50%?
10%?
1/20 of the size?
1/30?
When you have decided which scale you want to work with, use your calculator to discover the real scale measurements of your model.
Look at the example above to get an idea of the size of your model.
3. On your computer draw the design: add the measurements.
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Print out the pieces of your scale model.
Using either paper or cardboard, cut out each piece and glue them together to make your model.
Now you can paint it, color it, add patterns and make it fun.
[image: image]
 
New Words
Adventure Two
	A	 
	Addition	Adding something to something else.
	B	 
	Borrow	Taking something which you intend to give back.
	C	 
	Calculating	Carefully and accurately work something out, often with numbers.
	Columns	Vertical lists that are usually read from top to bottom.
	Complicated	Very difficult to understand.
	Counting	Discovering the total number of something, often by adding.
	D	 
	Decimal	A way of measuring things based on the number 10.
	Diagonal	A line marked from corner to corner.
	Division	Dividing items into smaller parts or groups.
	F	 
	Function	In computing, an operation or command: a small action that a program does when it has been given a command.
	H	 
	Harry Potter	A wizard.
	Hundreds	In Mathematics, a column containing numbers that are in sets of one hundred.
	K	 
	Keypad	A small keyboard. Often containing only number and function keys.
	M	 
	Meters	A unit of length.
	Measurements	The sizes, weight or dimensions of something determined by applying rules such as the metric system.
	Multiplication	Obtaining a number by adding one number to itself a several times.

				For example, 10 added to itself 10 times = 100.
	P	 
	Percentage	Amounts measured according to 100. For example if 4 is 4 units of 10, it will be 40 percent of one hundred.
	R	 
	Reciprocal	Something that applies to two parts of an object or process.
	S	 
	Simple	Very easy.
	Square Root	The number which, multiplied by itself produces another number. For example, 2 X 2 = 4. The square root of 4 is 2.
	Subtraction	Taking away a part of something.
	T	 
	Tens	In mathematics a column containing numbers that are in sets of ten.
	U	 
	Units	In mathematics a column containing numbers that are each single, between 0 and 9.

 
My Progress
	Skill	Marks
	I can explain what Calculate means.	………/05
	I can explain what a binary code is.	………/05
	I now how to add numbers using columns.	………/10
	I know how to subtract numbers using columns.	………/10
	I can explain a fast way to multiply big numbers using boxes.	………/10
	I can explain how to add, subtract, multiply and divide numbers using a calculator.	………/20
	I can describe how to use each button on a simple calculator.	………/15
	I can explain what a square root is.	 
	I can explain the difference between MORE and LESS.	………/05
	I can use a computer to create the plans for a scale model.	………/20
	TOTAL:	………/100






End of sample




    To search for additional titles please go to 

    
    http://search.overdrive.com.   
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