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Virtual manipulatives offer 

students a fun, engaging way to 

explore math topics, be 

introduced to lessons, and 

extend what is being taught in 

the classroom to their homes 

and families. 

 

 
Students perform at different 

ability levels; it is hard to create a 
‘one size fits all’ homework activity.  
VMs eliminate this by allowing 
students to specifically work on tasks 
and specific math concepts they may 
be struggling with. 

VMs are a wonderful tool to 
help students catch up as well as 
challenge them outside of the 
classroom.  VMs are great practice to 
go along with what is being taught 
inside the classroom. 

 

 

 

STRATEGIES FOR 

SUCCESSFUL VM USE AT 

HOME 

 Ask your student questions – 
get involved with the activities! 

 Explore the websites and 
applets – you may find 
something better than the 
program your child is using. 

 Let your child play on various 
programs before expecting them 
to sit and do the work. 

 Communicate with your child’s 
teacher – let them know about 
the pros and cons you and your 
child have encountered. 

 Have fun! 

 

 

Connecting school and 

home 

BASE 10 SUBTRACTION 
SHOWING REGROUPING 

CACULATING AREA 
AND PERIMETER 

 

EQUIVALENT  
FRACTIONS 

POWERS 
OF 10 - BALENCING 

Screen shots shown above are 
actual free programs accessed from 
the list of websites provided.  
Top left: National Library of Virtual 
Manipulatives – Base Blocks 
Subtraction 
Top right: Math Playground – 
Geometry Board 
Bottom left: Illuminations – 
Equivalent Fractions 
Bottom right: Math Cats – Balance 
activities 



PURPOSE 

Technology is becoming 

more and more available to 

students in and out of 

classrooms.  Students are 

intrigued and motivated by 

technology.  Virtual 

manipulatives [VMs] are a 

great tool to help spark 

students’ interest in 

mathematics.   

VMs are a motivating, 

exciting, and practically no-

cost way of bringing the 

attention grasping technology 

into children’s lives.  The 

ability to access VMs at home 

can greatly benefit students’ 

mathematical understanding 

and progress throughout the 

school year. 

Accessing VMs at home 

allows for the extension of 

classroom activities and opens 

doors of communication 

between parents and children 

as well as the families and the 

classroom. 

 

WHAT ARE THEY? 

MANIPULATIVES ARE HAND HELD 

PHYSICAL OBJECTS SUCH AS PATTERN 

BLOCKS, BASE 10 BLOCKS, COUNTERS, 

ETC., THAT ARE USED TO HELP 

STUDENTS UNDERSTAND 

MATHEMATICAL CONCEPTS. 

VIRTUAL MANIPULATIVES ARE A 

DIGITAL VERSION OF THESE OBJECTS. 

 

 

 

 

 

 

 

 

 

 

WEBSITES AND RESOURCES 

 

National Library of Virtual Manipulatives 

 http://nlvm.usu.edu/en/nav/vlibrary

.html 

Math Playground 

 http://www.mathplayground.com/ 

Illuminations 

 http://illuminations.nctm.org/ 

Math Cats 

 http://www.mathcats.com/sitemap.

html 

EFFECTIVENESS OF 

VIRTUAL MANIPULATIVES  

“Virtual manipulat ives provided 
immediate and specif ic feedback, 
were easier and faster to use than 
tradit ional methods, and 
enhanced students’ enjoyment 
while learning”     

  -Steen, Brooks, & Lyon, 2006 
 

Virtual manipulatives help students 
make important connections between 
abstract math concepts and procedural 
knowledge of how to successfully solve 
math problems.  It is one thing for 
students to understand how to solve a 
problem by following steps; however, 
students need to understand why those 
steps work.  That is where VMs come in 
handy. 

VMs can be extremely beneficial to 
students who are visual learners - 
students who need to see the process 
rather than just hear the directions or 
read about it in a textbook.  

Students who use VMs as well as 
their physical counterparts have been 
shown to outperform students who do 
not use any type (virtual or physical) of 
manipulative. 
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