=e FIVERULES TO FOLLOW WHEN USING YOUR VISUAL FLASH GARDS
The spinner tell you which

MULTIPLICATION e
BY HEART i i

See video instructions and more ways to play at multiplicationbyheart.com o HzEART

When you practice a pocket,
take the cards from that pocket, shuffle
them, and place theminapile.

Practicing
In the box: pocket e
@ BY HEART
O a Take the next 10 cards from Then place them
— the deck, shuffle them...

in pocket a.

Deck1 Deck2 Deck 3 Guided
25 cards 100 cards 37 cards practice spinner

INTRODUCTION

Pockets for
mastery tracking

Know the answer?

ina meaningful, connected way.

Move it to the next pocket.

Using the flash cards for five minutes of practice a day will help your child understand

oLy . Don't know th ?
multiplication and achieve true fluency. on'tknow the answer

Draw a card.

&

There are also minigames and explorations, so you can play with mathematical concepts,
have fun, and make deeper connections.

Move it back to pocket a.

When all the cards
areinthe’ mastered pocket,
you're done!

Multiplication by Heart was designed to help kids master their multiplication facts W

QUICK START GUIDE - What to do the first 3 days

Day 1- Getting started

@
®
Unseal Deck 1and shuffle the 2x 3means “2 groups of 3.” We got it right!
cards. Turn up the first card. Do you know how many So the card moves up
[t will look something like this. 2 groups of 3is? to pocket b.

If you do, say “2 groups of 3is 6.”

Then turn the card over.
®
PP
Go on to the next card. Now turn the card over. We got it wrong!
I'm not sure about this one. Oops: 3groups of 4 is Sowe put the cardin
Maybe...“3 groups of 4is 10?” actually 12. pocket a.

Keep going until you've gotten through all the cards in the first deck. They should all
now be in pocket a or pocket b.

That's it for today!

Day 2- Using the spinner and pockets

OHVEO

BY HEART

Pocket b

n
L
23 Day 2

When you miss one,

Today, let’s get Take the cards from pocet b,

the spinner going. shuffle them, and put them in a pile. or can’t remember it,
Turn the spinner to Day 2. Every time you get one right, place it in pocket a.
|t says start with pocket b. putitin pocket c.
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b Pocket a
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Take the cards from pocket a, shuffe  When you miss one,

Whenyou're
done with pocket b, them, and put them in a pile. or can't remember it,
the spinner says Every time you get one right, place it in pocket a.
do pocket a next. putitin pocket b.
That’s the end of Day 2!
Day 3- Adding new cards

OHVEO
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Pocket ¢
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Move the spinner Take the cards from pocket c, shuffle When you miss one,
to Day 3. It says them, and put them ina pile. or can’t remember it,
to do pocket ¢ first. Every time you get one right, placeitin pocket a.
So start there. putitin pocket d.

OHVEO

BY HEART

Take the cards from

When you're If pocket a is empty,
done with pocketc, open Deck 2 and add 10 cards pocket a, shuffle them,
the spinner says to pocket a. and put themiin a pile.
do pocket a next. Every time you get one right,
putitin pocket b.
When you miss one,

or can’t remember it,
place it in pocket a.




Day 4 and forward EXPLORATION “Strange Sums” “Strange Sums” continued About Math for Love

I The <pi : " ” Where are the groupings of cards you just explored? What is the sum of all 100 cards? At Math for Love, we believe mathematics begins by playing... with games, puzzles, patters,
yhowgvlglfgmktllze Jﬁ'(l;fétme spinner tells you what to do. When you get cards right, Deck 2 mastered === Unlock Exploration “Strange Sums grouping p shapes, numbers, structures. ules, and deas
When you get them wrong, they move to pocket a. If pocket ais ever empty, fill it with the next Find the  cards that have 3 as their highest number. Theyare 1x 3,2x 3,3x 3,3 x 2, and 3 x 1. = | = m ) R i 1 - Visit our website at mathforlove.com to learn how playful and beautiful mathematics can be
10 cards in the deck (They are all the same color) - | F | @ : . i i | |
When all the cards have been “mastered”. .. more challenges for you below! :
Add them all up and you get 27. That's the same as 3 x 3 x 3. - - B . Other Math for Love Games
- R | B= R P P
(] o || ) |l G || G @) || @9 o
MINIGAMES & EXPLORATIONS o R - e N & Prime Climb is a perfect game for ages 10+
o _ o (or 8+ with adult guidance) to explore
See video instructions and more ways to play at multiplicationbhyheart.com | - W | W mathematical structure in multiplication,
. - <l x Gy || B=1 || Go || Go) (3%9) || (0 division, and prime numbers in a fast-paced,
m What happens if you add up the 7 cards that have 4 as their highest number? Do you get 4 x 4 x 4? bt || bpf || £a1 = dynamic game of strateey and luck.
] Bua e | | v . NI | e I | e || B primeclimbgame.com
Every time you master a deck, you unlock a new minigame or exploration designed s om | 20 || BB || KoY || EocB || (o) || (o) (axo) || (ax10)
especially for that deck. ﬂ S ﬁ || bt s V
- T et What if you add up the 9 cards that have 5 as their highest number? Keep going... what do you notice? N — - - -
Deck 1mastered ===» Unlock Minigame “Triptiks What's going on? N | p— A (R R R | Tiny Polka Dot is the playful way for children
ol ol © | Ol @ |§® () ONRD ages 3 - 8 and up to fall in love with numbers.
HEREE mRREE || EEEER With eye-catching, colorful cards and 16
@ @ | ':55 B easy-to-learn games, Tiny Polka Dot s built to
@ ® 21 © E:. ] ) ) o || ey || e || EeEE Esmms || DEEEEE grow with your child, teaching critical skills in
23 weom || WeB || Kool || ol || Koo ,, et =;,,;°;5 5_1° counting, arithmetic, and logic along the way.
Shuffle Deck 1. Draw card. 8-2-6 Arrange all 100 cards into a multiplication table, as shown on the next page tinypolkadot.com
Lﬁy out ﬁ cards fac||1ng upc,I Ifyour card is the sum or Move these three cards ’ ' R — » :
and put the rest of the cards  difference of two of the four cards, ~ to the discard pile. wim || wom | w0y | P || P il >
inadraw pile. move all three cards ” " o | mem | B | =§E§= EE Efmuui: ["} Ebsecit
to the discard pile. MINIGAME “Backward
@@ @ Deck 3Mastered == Unlock Minigame “Backward ’ ’S’ See video instructions and more ways to play at multiplicationbyheart.com
Place Deck 3in pocket a. Pick a card and look at the product
Ifit's not the sum or difference, |f you get through all the cards , sl ol @ Il D ||l @ Il @ [ @i @ I @[ D 920, 1761
olace tface up. inthe deck,you winl OC:? Jouname z;:ll :I;g rlelgtnr pairs et 9%%8‘4‘%?8?)
Keep drawing until you Your score is the total ' (25?537
run out of cards in the discard pile, number of cards facing up. | you can, move the card up to pocket b. oo | mpmengee| [z reepeegaes | ppcameca | EEESESEd EESEEESEHE 57 fanything i efectiveor mising
or until ten cards are facing up. The lower your score, the better. If not, leave the card in pocket a. a2l el @ | © O | QDD math for love Tomtts oy puhass o
When ten cards are facingup, you lose. Score 4 You win if you can master Deck 3 in backward order. i — www.mathforlove.com ekt s,

5 6 1 8



