Sorting Ideas
Grouping methods should be purposeful, effective and fast, not always random.

Before people show up, pull out the correct number of cards from a standard deck of playing cards. Make sure you
have included all four suits of each value and that there is one card for each person. Then, as people enter
the room, have them draw a card. All two’s form a group, all three’s, four’s, etc.

USE "Matching Like Solutions Activity" You will need a 3x5 card for each participant. On each card write a
different linear equation. Participants will group with others whose card has a matching slope. Or you could
do the same thing with matches being coordinates of the line or y-intercepts.

As participants enter the room have them draw tickets, colored cubes, cuisenaire rods, pattern blocks, marbles,....
Matching shapes, colors.... Sit together.

Have teachers line up around the room (some you can do without talking!) by birthday (month/day), distance from
workshop, distance from place of birth, height (but NEVER weight or age!), shoe size, alpha by college,
name, numerically by number of years teaching, teaching CPM, or out of college.... Then pull off four
people at a time to make the new groups. Once groups are assembled have them do a quick introduction.

Have teachers line up around the room by experience using (or involved with) CPM materials or experience using
graphing calculators or study teams. Then pull off two people at a time from each end to make a group of
two experienced people with two less experienced people.

Cartoon or Escher drawing. Cut each cartoon into 4 pieces (these will last longer if they are laminated after they are
cut). Teachers group by completing cartoon strip. Or take one large cartoon or picture or greeting card and
cut it into puzzle pieces, one more than the number in the teams. Place one puzzle piece from each picture
on a different table. The other pieces are drawn and matched to complete the picture.

Participants’ choice or Teacher Leader pre sorts. Have the participants fill out info cards and use those to pre sort.
Try to get them to sit with new members.

Count off from 1 to N, could be in a different language.
1) Form pairs by partnering addends of N+1. 10 people; 1+10, 2+9, 3+8...are partners
2) Ask participants to divide their number by X (X=number of groups needed). Team up by remainders.
1,2,3,4, ... 23, 24. If you need 6 teams then you have the participants divide their number by 6 and
remember the remainder. All remainders of 0 sit together, all remainders of 1,....

Divide each table of four into quadrants. Participants move to a new team, but same quadrant.

For the chapter when you are going to do the Algebra/Function Walk, place the coordinate grid in the classroom and
figure out the points for each desk/seat. Write each coordinate on index cards. The participants find their
seat by location of their point.

Make different shapes (on Geoboard paper?) and ways to figure out the area or perimeter. Match the answers.

Sounds: Use animal sounds for grouping. Hand out cards with pictures of animals and they have to make the sounds
to find their group. Then they claim a table. Or do a humming sort. Hand out a card with a song title. They
hum (or sing) it to find their group. You can use Happy Birthday, Old MacDonald, Jingle Bells, etc.

By Graphing Calculator: Have them team up by brand. Make sure that one experienced person is in each group.

Have them sit with a colleague for certain times and NOT with a colleague at other times.

Calendars: Take each month and cut them up like a puzzle into 5 pieces, one for the table and one for each team
member.
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Get Creative. Try to make the sorting related to activities or ideas you are going to use that day; like using the
Linear Equation sort when the Unit focuses on linear equations.

As the participants come in, have them each fill out a colored Index Card. They put their name, school, grade level,
number of years teaching, or whatever information you want. On the back is a different math problem to
solve. The answers could be 4 of the same for grouping. Or they could all be different. After a few minutes,
have the participants line up numerically by answer. Then group them off. Collect the cards and use for
other sorting. The cards could have 4 of each color for another sort. Or once you have the info on the cards,
you could sort that way. Match a new teacher and an experienced teacher.

Take some of the Vocabulary Words from the text. Participants draw a card and then have to find 3 other people
who have words that are related.

For Example:

Angles: adjacent, bisect, exterior, perpendicular.

Circles: diameter, radius, arc, circumference.

Quadrilateral: kite, rectangle, rhombus, trapezoid.

Proof: conjecture, theorem, property, two-column.

Lines and segments: parallel, perpendicular, diagonal, skew
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Grouping Ideas by Unit - Math 3

Unit 1
Yarn, by lengths or colors. Pre sharpened pencils 4 of each size.

Unit 2

Have cards with sequence of numbers. Group by same common differences or same ratios.
ie. 2,4,6,8... -5,-3,-1,1... 3,5,7,9... all have differences of 2. Tanother sequence that works.here might be
repeats. When one team is filled they must find

Unit 3
Have phrases where multipliers are equal.
i.e. 30% discount, a decrease of 30%, multiplier of .7, a loss of 30%

Unit 4
Families of graphs. Put the parent graph on the table, Everyone gets a family graph to match to the parent.

Unit 5
Cartoon or Escher drawing cut into 4 pieces. Participants need to match pieces.

Unit 6
Fraction buster equations. Cards match up by same common denominator.

Unit 7
Polynomial Equations or Imaginary numbers. Each table ends up with one complete set; i, -i, 1, -1. i.e. 123, 1141,
199..... participants reduce their number and find 3 others who would make up the group.

Unit 8
Give students degree and radian measures which they have to match up to make a team.

Unit 9

The table has a card with a right triangle and one other angle measure. Participants are given trig values to match up
with correct triangle. Use inverse functions also.
i.e. Angle=36°. Cards have tan x =.727, sin x = .588, cos x = .809

Unit 10
Use playing cards or matching spinners or colors of hard candy.

Unit 11
Different colors of ice cream cones or colored paper cut like scoops of ice cream.

Unit 12-13
Equations for conics, sets of data whose mean = number on the table...

See other ideas below:

Study Team Strategies - CPM Educational Program 2001



Linear Equation Sort
Place equation on the table and pass out the coordinates.
y=x+1

(1,2) (2,3) (3,4) (-1,0)

y=2x+1
(1,3) (2,5 (3,7) (-1,-1)
y=2x-1

(1,1) (3,5 (-1,-3) (-2,-5)
y=-3x+1

(0,1) (2,-5) (3,-8) (-2,7)
y=-2x-2
(0,-2) (1,-4) (2,-6) (-2,2)
y=-x-1

0,-1) (1,-2) (2,-3) (-2, 1)

y=-2x+2

(0,2) (2,-2) (3,-4) (-2,6)

y=-x+1
(1,0) (2,-1) (3,-2) (-1,2)
y=x-1

(2,1) (3,2) (-1,-2) (-2,-3)

Digit Place Sort. Place the answers on the table. Participants each get a clue and must find the answer that matches
their clue.

123 456

345 234

Here are enough for four teams and some blanks for other.
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Guess Digit Place
456 0 0
Guess Digit Place
728 1 1
Guess Digit Place
391 2 0
Guess Digit Place
514 1 0
Guess Digit Place
594 1 1
Guess Digit Place
327 2 0
Guess Digit Place
927 1 0
Guess Digit Place
516 0 0
Guess Digit Place
150 1 0
Guess Digit Place
126 0 0
Guess Digit Place
985 1 1
Guess Digit Place
954 2 0
Guess Digit Place
123 0 0
Guess Digit Place
478 1 1
Guess Digit Place
614 2 0
Guess Digit Place
895 1 0
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Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
Guess Digit Place
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Multiple Representations sort. Each team will have one of each matching set.

Table:

1.5

Rule:

X-4

0=

y=

Graph:

JA

4
ZF

A

=

Ay

Situation:

The temperature at
midnight 4°F below
zero. It steadily grew
1°F warmer every
2 hours.

Table:

Rule:

y=!%x+3

A

Situation:

At the start of lunch,
Carol had $3. She then
bought a 50¢ soda
every hour.

Table:

Rule:

y=x+3

A

=Y

Situation:

When a tree was
planted, it was 3 feet
tall. After 5 months

of growing at a
constant rate, it was
8 feet tall.

Table:

Rule:

y=x-4

A

+~

=Y

Situation:

Joey is four miles south
of his home. While
walking north at a
constant speed, he
passes his house after
four hours.
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Table: Rule: Graph: Situation:
B/ \ 7
~7 | -8 ] -9 [-10 y=3x * H Ho
21 ]-24]-27]-30 B / - Fig#l  Fig#2
<1 >
/and| Fig #3
Table: Rule: Graph: Situation:
B/ \
1| 2 4 y=3x-2 * An elevator at Frump
/ Tower climbs three
1 4 10 . . floors per minute.
g / X After 9 minutes, it is
on the 25™ floor.
Y
Table: Rule: Graph: Situation:
%\
s |6 | 7 8 y=-2x+3 At noon, the
temperature was 3°F,
—7 9 |-11]-13 - . while at 2 o’clock, the
1 "X temperature was
—1°F.
Y
Table: Rule: Graph: Situation:
A/ |
4| 3] 2|1 y=2x-3 4 o

-11{-9| -7 -5

A

=Y

Fig#3  Fig #4

mnan

Fig #5

M

Study Team Strategies - CPM Educational Program 2001




Learning Club is the name of a book, movie, family and the cards have the characters from your show, book,
movie... i.e. Flintstones: Wilma, Fred, Barney, Betty.

qnp) Sururea|
Learning Club
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Popular Pairs or Dashing Duos or....

Bonnie
Mutt
Mickey
Romeo
Laurel
Abbott
Spencer
Sten
Sigmund
Batman
Ozzie

Hansel

Clyde
Jeff
Minnie
Juliet
Hardy
Costello
Kate
Rempy
Roy
Robin
Harriet

Gretel
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nother Equation Sort

y:Q?x! 6 (- ,!—9) (2,!—4.5)
4 (14, 4.5) (—16, —18)
y:_%x_3 5 {_49 _15} {39 '5}
{7,-7% | {10, -8.5}

" (-4, -11) (2, 1)
y=:X +3 10, =95} | ¢! 10,195
Y T

( \ (_H _1)

2 2,-1) | (10, 47)

=) L J
-4, -4} (-1, -1.75)
y=1x"+2x S |
4 (4,112 410,145°
) §

-6,4) | (4, -11)

y:—lx2—2x+l U A J
4 510, 1 44 (—2, 4)
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TIME FOR NEW SEATS!!!
(5 minutes)

Rules
1. You must sit in a new group location.
2. You may not sit with more than one person from your last group.
3. No more than 4 per group and no less than 3 per group.

4. Remember to be respectful of each other. NEVER make another student feel excluded from your group!!!

Teacher’s Notes

1. Avoid sitting with students who are more likely to be a distraction from your ability to learn. Rather, try to
sit with students you don’t know and with whom you might learn better.

2. Ireserve the right to rearrange any seating arrangement that proves disruptive and counterproductive to our
ability to learn.
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Each table should have one rectangle, one parallelogram, one trapezoid and one kite. This is a set of 20.

[/
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