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What Kindergarteners
Need to Know



Counting and Cardinality

 Know the number names and verbally count by ones up to 
100, from anywhere in the sequence.

 Write numbers from 0 to 20.

 Accurately count and represent up to 20 objects.

 Compare numbers up to 10 – when presented as groups of 
objects, pictures, or numerals.



What is Counting?
Translation: What do 
students need to understand 
in order to be able to count?

 1:1 correspondence
 Organization
 Cardinality
 Conservation of number
 Hierarchical inclusion



Geometry
 Describe shapes in the real world using their names, and 

using words to describe their positions (above, below, etc.)

2-D Shapes 3-D Shapes

rectangle



Measurement and Data

Describe and compare measurable attributes of 
objects, such as length and weight.

Use language to say which object has “more of” or 
“less of” an attribute.

Categorize and count objects (up to 10)



Game #1: Roll and Record

How to Play Where’s the Math?
• Roll the die.
• Count the dots (or say the number of dots 

based on your already-established ability to 
subitize).

• Find the number on your recording sheet.
• Mark the box by drawing an X or writing the 

number.
• Your goal: to fill your sheet.

• 1:1 correspondence
• Subitizing
• Hierarchical inclusion
• Writing numbers



What Kindergarteners
Will Be Doing



Counting in Daily Routines

Count days of 
school 
 Ten frames
 Place value bundles
 Hundreds chart



Counting in Daily Routines

Calendar work
 Knowing the days of the 

week
 Today/tomorrow/yesterday
 School days versus 

weekends
 How many days 

until…/How many days 
since…



Counting in Daily Routines

Quick Images Rekenreks



Knowing the Numbers



Knowing the Numbers



Five- and Ten-Frames

How many dots?



Memorization
 Committing the results of 

operations to memory so 
that thinking is unnecessary

 Isolated problems practiced 
one after another

 Emphasis is on answer recall

Automaticity
 Relies on thinking about 

relationships among facts
 Answer produced within a 

few seconds
 Eventually leads to 

memorization, but with 
much more meaning

What is Automaticity?

Adapted from: Twomey Fosnot, Catherine & Dolk, Maarten (2001). Young Mathematicians at Work: Constructing Number 
Sense, Addition, and Subtraction. Portsmouth, NH: Heinemann. 



Game #2: Make Five
How to Play Where’s the Math?

• Players alternate dumping 5 two-colored 
counters from a cup onto the table and 
arranging them on their recording sheet.

• Players then write an equation to represent 
their counters.

2 + 3 = 5
• Continue until both recording sheets are 

filled.  See how many different 
combinations of 5 were made.

• Adding numbers 
• Fluency with 

combinations of 5
• Equivalent values
• 1:1 correspondence
• Subitizing
• Conservation of 

number



What You Can Do 
to Help 

Your Kindergartener



Bringing Math Into Our Children’s Worlds

 Turn an ordinary walk around 
town into a mathematical 
experience

 Use existing passions to 
springboard into a mathematical 
conversation

 Encourage your child to take risks 
– it’s okay to make a mistake and 
struggle!



It’s the Questions That Drive Mathematics

 Encourage your child to explain his or her thinking
 Express wonder and amazement at what they are 

figuring out…
 “Can you show me how you got that answer?”

 “How do you know? Can you show me?”

 “Interesting… Can you prove it?”

 “Do you think that strategy will always work?”

 “What do you think it would look like if we put it on paper?”



Board Games – Math is Everywhere!



Card Games
Many card games require 
counting and score keeping. 

Memory

Compare (“War”)

Go Fish



Game #3: Bump

How to Play Where’s the Math?
• Each player has 6 pieces of one color. Roll one die 

on your turn. Put one of your cubes on the circle that 
has the number you rolled.

• If your cube is on a circle and your opponent rolls the 
same number, he/she bumps you off the circle and 
places his/her cube there.

• When you have two cubes on a circle, you “own” that 
circle and cannot be bumped off.

• The maximum number of pieces on a circle is two. If 
the number is rolled and the circle is already “owned” 
by one of the players, you skip your turn.

• The game ends when one player uses up all of 
his/her cubes.

• 1:1 correspondence
• Subitization
• Hierarchical inclusion
• Recognizing numbers



Math Module Parent Letters

Helpful Resources



My Web Page



Reflection

What is one thing that you can commit 
to doing at home to support the work 

being done here at school?



My contact information:
aforcinito@mamkschools.org

Please fill out a feedback form on your way out.

Thank You!



Questions?


