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yields the best estimate of the missing factor and is the most efficient because it
completes the puzzle in the fewest steps. Students will use this strategy on the student
page and in subsequent lessons. Still, students who are uncomfortable with some
multiplication facts may have only used numbers from the block that they could easily
multiply by the given factor. Encourage these students to gradually use larger missing
factors, as this will prepare them for completing division problems in the upcoming
lessons.

C. Completing the student page 20 MIN

The student page contains more missing factor puzzles in the format of the Greatest
Factors game. As students work on the front of the page, encourage them to continue to
find the greatest missing factor first. There is enough space for students to use 3 steps in
each puzzle, but some of them may be completed in fewer steps. On the back of the page,
students are not given a format for finding the missing factors, nor are they limited in
their choice of factors. This allows students to develop their own strategies for finding
larger missing factors, including relying on multiples of 10, which are often easier for
students. The challenge problem contains a multi-step word problem involving
multiplication and subtraction.
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(€) playing-aGame: the Balance Puzzle

Purpose To practice relating the puzzles to equations and solving the puzzles

Goal The object of the game, The Balance Puzzle, is to be the first player to
get 6 points.

Prepare Materials Each pair of students
needs AM137: The Balance Puzzle Game and a set of
game pieces from AM138: The Balance Puzzle Game
Pieces: three squares, three triangles, and one of each
numbered weights from 1 to 9. To make the spinner,
players can hold a pencil tip at the center of the circle
on the game board and spin a paper clip around the
tip. Players decide who will be the Puzzler first, and ek

. ' EVEN REDUX
who will be the Solver.

"How to Play

@ The Puzzler secretly picks two numbers from 4
to 9 to be the weights of the blocks, and records
both picks, noting which is for the square and
which is for the triangle. They may both have the
same weight!

Student Handbook p. 230

€ The Solver spins the spinner, and puts the pieces [
shown on the indicated space in the left pan of '
the balance puzzle. (Note: If the Solver didn’t
guess a correct weight for the previous round R

and gets the same pieces, spin again.) Ancillary
ODD PAGE

© The Puzzler then fills the right pan using the
remaining pieces so that, for the chosen weights,
the pans will balance. The Puzzler should try to
use as few pieces as possible!

@ The Solver now tries to find the weight of either
kind of block, square or triangle. The Solver
may guess, which sometimes is necessary. Activity Master 138

A If the Solver is correct, the Solver scores
points equal to the number of pieces in the right pan.

B If the Solver is not correct, the Solver will try again with the same
weights in the next round. The Solver should record the original
puzzle in this round—that information can still be used for the next
round. (Also, if the Solver’s next spin gives the same pieces for the left
pan, the Solver should spin again.)

Activity Master 137

© Players trade roles and continue. The first player to reach 6 points wins!
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Activity Master 137

The Balance Puzzle Scale and Spinner
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