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MCC'4,oA,5Generateanumbertlrshapepaltflntt,utffintify*pparentfeatwesofthapa*ernthatwerenot
explicit in lhe rulc itself. For example, given the rule "'Add 3" and the starting nu*-u"i i, generate terms in the resulting sequenc.e and

observe that the terms appear to alternate between odd and even numbers. rx=ptain infurmally why the numbers will continue to

altemate in this way.

In other wards...f can make s pettern out cf nrmbers (or shapesi that follows a rule"

F,q-f-g.gfpp!S: use the rule'"a,Cd 3" to create a nurther Pattern' The iirst term in the pottern is 1-'

I start witlr L and then adcj 3 to get the second term, which is 4. Then I add 3 to 4 to get the third terni, which

is 7, and so on. The first E terms in the pattern will look like this: L,4,7,10' 13' 76' 19'22"'

I can also use a chart to show a pattern:

Tiris chart shows the

rule for the Pattern
abr:ve:
sta$ with 1, add 3

A rule could be anYthing. Some

exarnples are:
- Start r*lith 60, subtract 3

- Start with one, multiPlY bY 6

- start with 100, add 25

- Start with 120, subtract bY 10

I also knaw...how to figure out features (chflracteristics) about the pattern that the rule

did nof tell me.
iq-r-gyg*{l?$-{g : Wh*t features d* ycu see in the number pattern 1' 4' 7' '10' 73' J'6' 39' 22"'?

I can look at the pattern a*d the chart to figirre out features {or characteristics} of this number peltern' I see

that every other ternr is odd. The terms in between the odd ones are even. I see that the sunl of 3 and all everl

nurnber gives me an even term" I carr see that the sum of 3 ancl an odd nurnber gives nre ail odd term'

Some n*E m.afLwO,{${ I am usiBg With thisstandgrd-: 't"me 'si 
laest ntsv he re:ii 'o-ttt*.s

lsas,,q-- a trait that is seen by using the rule: a characterisric like tht sum of 3 and an odd number will be odd

pattern - (Number pattern) - a series of numtners that is descrihed by a rute and shows how the numb*rs are

related to each other- For exarnple: 0, ?, 4, 6. g is a number paHem rrhere each number is 2 more than the

number riglrt before it.

Rule - tells you how to get from one nurnbcr tor term) to the next in a pettem. For exarnpie: 0, 2' 4' 6' 8' 10 is a

nuinber pattern that has a rule which is "add 2"'
'tenr-r - each numb*r in a pattem. For example: The numtrer sequence 0,2, 4' 6' 8' l0 has 6 terms'

- Help your child by hcvirg th*m creqte pottarns thot qre in your house. For excmple: It
takes 2 minutes for the c,atfee, msker to make one cup of coff e4 Show me a fiumber

pntfern that shows hots long it rvill take for 5 cups of caftee to brerr. lle/she will write o

number po?tern ?hat hcs 5 ?erryis (one far each cup of c*tfee) with the rule "sdd 2" since

if tnkes Z minutes to mcke l cup af cat{ee. The paftern qrill look like: 2, 4,6,8,1A"

- For example: The soup needs to cook for t hour qnd must be stirred everY 5 minutes'

Whst is the rule for o number pcttern? S?art with 50 {becouse thera is 60 minutes in an

hour), subtract $ {because the scup muff be stirred every five minutes)

- Have your child make a chart to show each pottarn helshe creotes.


