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Introduction

The games are in 3 Levels
Blue games are fairly straightforward games involviddiag or subtracting single digits.
games are a little more demanding using highetmusand a number of operations.

Red games are challenging games.
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GIVE-AWAY
You will need '

An ordinary dice ° S~

Three or four saucers or tubs, each containing demnters (or

buttons, or shells)

The activity

Children take turns to toss the dice, say the nupayel give that

number of counters to the child on their right.

If they don't have enough counters to do this, theye to miss a go.

The person on the left takes the next turn.

The winner is the first one to get rid of all thegunters.

The mathematics they will practise
Counting to 10
Recognising the numbers on a dice

Changing the activity for different ages

Younger children
- Use adice marked '1, 1, 2, 2, 3, 3' and fiventens

Older children

-Use two dice and add the numbers together; ydunedd
20 counters each
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Countingto Ten

for-3 on

4 children

Questions to ask

What number did you get?

How many counters must
you give to Sasha?

How many counters have
you got now? Can you
count them?

If Joe gives you five
counters, how many will
you have? And how many
will Joe have left?

Things to notice
Can the children:

Recognise the patterns of
dots on the dice without
having to count?

Give the correct number of
counters?

Check that they are being
given the correct number of
counters?

Count accurately?

Count how many counters
they have after each go?

Tell their left from their
right?

Say their number bonds - or
are they using their fingers
to help them?



FiLL THE GRID Mental Addition
& Subtraction

You will need

Set of number cards 0-10

Set of number cards 0-20 for 2 Or 4 Childl'ell

A blank 3x3 grid

Coloured pens and pencils

Questions to ask

10 11 Which of those two
numbers will you start
with?

The activity R
Which will give you a
Let each child choose a different coloured pen. bigger apsvxer - adding or
Shuffle each set of cards, and place them face dwowthe table in subtracting? Try it and see.
their two separate piles. o )
Children take turns to: The last digit here is 4.
How could we get 4 by
- Pick a card from each pile add;gg two rt1u4mbbers? How
could we get 4 by
- Ad(.j or subtract th.e two numbers . subtracting two numbers?
- Write the answer in any space on the grid
- Return the cards to the bottom of either pile
They carry on until the grid is filled with number§¥ou may need to Things to notice

discuss with the children whether they can wrieeghme number in more
than one square. Do children:
Next, children take turns to: Know their number bonds
. . to 10 (that is, can they add
- Pick a card from each pile and subtract using any pair
- Add or subtract the two numbers of numbers up to 10, such
- If the answer is on the grid, they cross it oithvheir pen as 4+5, 3+6 or 9-5)?

- The winner is the person with the most squaressed out.
Start with the larger
number when adding or
subtracting?

The aims

* Practising number bonds
*  Working out calculations for numbers up to 30 Are children:

Adapting the activity for different ages Beginning to use some
strategies to do mental

. .
Younger children calculations?

- Use a 2x2 grid and two dice numbered up to 3 or 6
* Older children Able to explain how they

- Allow subtraction only, or multiplication usinguds 2-9 did a calculation?
- Use cards with numbers up to 100 or 1000
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HOW MANY STICKS?

L ear ning Shapes

You will need

for-3 on

A dice

4 children

Headless matches
Set of sixteen shape cards (make four of each type)

ooe

The activity

Draw the shapes as if they were
made from sticks. All the sides
should be the same length.

Place the shape cards face down on the table.
Children take turns to:

- Pick a card
- Throw the dice

The dice shows how many of the shapes the childremo make. The
children work out the number of sticks they ne@tiey count out that
many sticks, then check by making all the shapetheable.

How many sticks will be needed to make five trizasdl

The aims
* Building up children's speed, knowledge and cdeffice
* Practising multiplication number facts

Adapting the activity for different ages Youngeildten
Use only triangles (three sides) and pentagons §iiges).
Older children

Children don't make the shapes with sticks, butgag the number. Itis
up to the other players to check whether theylg@number right. (They
could use a calculator to check.) Or

Instead of dice, use number cards 1-10 or

Use number cards 1-36, which signify a numberiokst and the shape
cards. Children take a shape card and a number ddrey read the
number, imagine they have that number of stickssaychow many of
that shape they could make and how many sticlengij would be left
over.
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Questions to ask

How can you work that out
quickly?

Shall we all count in fives
together to help?

Can you count out the sticks
you need in twos?

If | give you twelve sticks, how
many triangles could you make?

Things to notice
Can the children:

Count in threes, fours, fives and
sixes?

Explain how they know they've
made a mistake? For example:
realise that '6 times 3 can't be 17
because all the answers in the 6
times table are even', or

‘When | multiply by 5, 1 know
the answer must end with a 0 or
ab.'

use facts they already know to
help them work out new ones?
For example: 'l know 5 times 3
is 15, so 6 times 3 must be 15
add 3.

-

o -~



DESCRIPTIONS

Thinking Hard

You will need

Number cards 0-50

for3 on4 children

About 50 labels with brief descriptions of numbfmsexample:

Ends even in has a less
in0 the 5in than
9x it 30
table

The activity

If there are more than three children, tell therwéok in pairs so that
they have someone to discuss their choices with.

Shuffle the labels and give nine to each playédre flayers arrange
their labels in front of them.

Shuffle the number cards and put them in a piléhertable face
down. This is the pick-up pile.

The first player takes the top number card and gs&ysumber. He
decides whether it belongs with any of his labiélg.does, he places
it on the label. If it doesn't, he puts the numtend face up on a
throw-away pile.

The next player can take either the top card fleerthrow-away pile
or the top card from the pick-up pile. She finddace for the card
on her labels - or discards it if there's nowherptt it.

Players continue like this until somebody has cegell nine of
their labels. This person is the winner.

The mathematics they will practise

Thinking about whether a number is greater thasnmaller than
another number

Learning odd and even numbers
Learning multiplication tables

Adapting the activity for different ages

Younger children
- Each child has five easier labels. —

Older children
- Use number cards 0-100.

Get children to make up their own property labeladd to the set.
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20 ideas for labels

endsin1
ends in 2
endsin 6
endsin7

in the 8x table
in the 2x table

hasalinit
hasa4init
hasa5init
hasa6init

has a 8in ft
hasa9in ft
less than 35
less than 30
less than 10
more than 25
more than 15
even number
odd number
prime numbe

Questions to ask

Read your labels out one by
one. Does that one apply to
your number? What about

that one?

Tell me some numbers that
could go on that label. Are
there lots of numbers that
could go there, or only a

few?

Could that number card go
on more than one label?
Which label will you
choose to put that card on?

Why?

Things to notice

Can the children:

Read a label and identify
some numbers that could

go on it?

Say which numbers are odd
and which are even?

Say whether a number is
greater than or smaller than
another number?

Say whether a number is in
a particular times table?



SNAKE PIT Mental Addition

You will need ’
e for-1 to 3 children
Pencil and paper L) ‘.

°
Two dice C .) ¢ .°.>

The activity

Children begin with a score of 0. The aim is to addhbers together to
reach 50 without falling in the Snake Pit.

These numbers are in the Snake Pit:

10 20 30 40

Questions to ask
If a child scores a total of one of these numbees point in the game

they fall in the Snake Pit and lose a point. Which of the numbers are
you going to choose to
The children take it in turns to roil two dice ackoose one of the add? Why are you picking
numbers and add it to their current score. that one?
If they land in the Snake Pit they lose a pointhéy manage to What will you get if you
avoid it, they gain a point. add that number to your

current score?

They then pass the dice on to the next child.
Can you say the answer

The game ends when anyone reaches 50 or goes.past i with using your fingers?

Children keep a written record of their score &y tho along. What number do you need
to reach 50?
The mathematics they will practise . .
Things to notice
Mental addition
Can the children:
Making numbers up to 10 and tens numbers
Work out what will happen
Making choices if they choose this or that
number, then choose a
sensible number to add so
Adapting the activity for different ages as to avoid landing in the
Snake pit?
Younger children
- Use two dice, both marked '1, 1, 2, 2, 3, 3' andfar 20. Add the numbers mentally?
- The Snake Pit contains the numbers 5, 10, 15 and 20
Use their fingers to help?
Older children
- Start with 100 and aim to reach 0. Roll three dind choose two
of the numbers to add together, then subtractabgtrfrom the
total in the display.
the Snake Pit contains the numbers 10, 20, 3G@L®%0, 70, 80
and 90.
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FOURINA LINE o Questions to ask

® o
You will need ' . ) Wh
° - ’
A 100-grid Sm e | forlto2children| =
Four 1-6 dice ° .) ° .) ere
Counters nt numbers could you make
Calculators or a tables chart with those dice numbers?

Pencil and paper
Are there any others you

The activity 1|23 |a|s5|e|7]8]9]10

11 112 [ 13 | 14 [ 15 ) 16 | 17 | 18 | 19 | 20

This is a game for one child, or two children warktogether. 2|23 @@|@ )| 22|30

A larger group can be split up into pairs, each parking on the activity a1 |32 | Q| aa | a5 | 36 | 37 | 38 | 30 | 40
together.

41 | 42 | 43 (:) 45 | 46 | 47 | 48 | 49 | 50

The children toss all four dice, then make sumadying and 51|52 | 53|54 | Q66|57 | D)ol 60

multiplying the dice numbers in any way they choose 61 | O] 63| 64| 65| 66|67 ]|638]69]| 70

711 72 | 73 | 7A |75 | 76| 77 | 78 | 79 | 80

For instance, with 2, 3, 4 and 4 they might do:
81| 8 |8 |8 |8 |@

87 | 88 | 89 | 90

91 1 92 | 93 | 94 [ 95| 96 | 97 | 98 | 99 | 100
could make? How do you
2+3=5 4+4=8 5x8=40 2+3+4=9 9X36 know?

They then cover the numbers they come up with erntmdred grid.

The aim is to cover four numbers in a line. Things to notice
The mathematics they will practise Can the children:
Mental addition Recall multiplication facts

Mental multiplication up to 5x5 instantly?
Recall of multiplication facts Recall multiplication facts
up to 10x10 instantly?
Adapting the activity for different ages S
piing y 9 Work out multiplication up

.
Younger children to 5x 5 mentally”

- Use two dice or number cards 1-10. .
Work out multiplication up

Older children to 10x10 mentally?

- Use dice with bigger numbers: SECRET

-1-12, 1-10, 1-20

- Include subtraction and division.
Playing with Multiplication NUMBER

You will need

A 100-

oid | for-D onmorechiildren

covered

in tacky-
back (this is useful as the
players can cross out

D N : :‘ Page 8




numbers they have eliminated)
Felt-tipped pens

Pencil and paper

The activity

One child is the Thinker. The Thinker chooses mlmer in secret
and writes it on a scrap of paper, which is hiddemay until the end
of the game.

Thinking
Harder

2

3

4

5

6

10

11

12

hed

14

15

16

17

18

19

21

22

23

24

25

26

27

28

30

31

32

33

34

35

36

37

38

39

40

41

42

43

44

45

46

47

48

49

50

51

52

53

54

56

57

58

59

60

61

62

63

64

65

66

67

68

69

70

71

72

73

74

75

76

7

78

79

80

81

82

83

84

85

86

87

88

89

90

91 | 92 | 93 %95 96 [ 97 | 98 | 99

The other players, the Guessers, take turns tajuesitions about
the number, to which the Thinker can only respoitt tyes' or 'no'.

The aim of the Guessers is to find out the numigeadking as few
guestions as possible. They can keep track ofrhamy questions

they ask, and see if they can find the secret numulte fewer
questions next time.

Questions to as

What number did you get?
Which will give you a
bigger answer - adding or
subtracting? Try it and see.

Are there any others you
could make?

How do you know?

Have you ever done
anything like this before?

Variation
Use numbers to 1000, Things to notice
Use fractions or decimals
Use negative numbers Can the children
Use stricter rules for older children
Use more mathematical terms Ask questions without
Make it difficult by asking them to only use a fewords using too many incorrect
Make them write out all the numbers that they halveady said and use it terms

to do further calculations that may help with thewer

Allow them to use addition, subtraction, multiplices and division Notice a pattern in the

questions they ask and the
response they get

If the children get it right
the first few times
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NUMBER GAMES

You need

Number cards 0 to 10

Activity

for-3 childrem only

Your challenge is to make ten
Choose who will be Dealer
The other two players are Callers

Dealer:

Callers:

Dealer:

Shuffle the cards and put them in a pile
Pick the top card and put it face up on the tablgvben the
two Callers

Call out the number which will give 10 when addedHe
number on the card

6

Salima puts down a 6, so the Caller said "Four"
(because 6 + 4 = 10)

Give the card to whoever gives the correct ansirgr f

You must only turn over the next card when the exirr

number has been called (if necessary, the Callass try
another answer)

All of you carry on like this until the cards ark @sed up.

At the end of the game add up the numbers on yargisc The person
with the highest total is the winner.

Swap the jobs around and play again

Variations

Make 12 or 15 or any number up to 20

Make 50 using 0 to 50 cards ( for older children)

Dealer,

pick one card from a set showing 1, 2, 3.and another

card from a set showing 0.1, 0.2, 0.3, and so on

Callers,

add the two numbers and call out the thinshber which

must be added to make 10

Adding Up
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6, so |
need 4
more to
get 10.

Enjoy yourself!



NUMBER SQUARES

You will need

Manipulating
Numbers

A set of number cards 0-20 for each child

fon2 on'more chiildien

The activity

Each child chooses nine of their cards and arratiges in a 3x3
square.

They then find the total for each column and roAgk them to
rearrange the cards and find the totals again. mawy different
answers can they make?

Variation

Use cards with higher numbers.

MAKING NUMBERS

This is a game for two children working togethérlarger group can be

split up into pairs, each pair working on the atfiat their own pace.

g J & g

1, (6] |9

7| [15][2

3] [12][18

1+6+9 =16 1+7+3 =11

7+1+2=10 6+1+1=38

3+1+1=5 9+2+1=8

You will need

Four ordinary dice

for2 ch

ildren only

Pencil and paper
A 100-grid
Felt-tipped pens

The activity

The children toss all four dice, and write down thénbers that

come up.
They now use those numbers in any way to make ay different
numbers as they can. For example, with 1, 4, 46aahe child
could make:

14+46 =60 6+1+4+4=15
6+1=7 4+4=8 7x8=56andsoon...

They record their calculations on paper.

They cross off the numbers they make on a 100-gkdhw many

different numbers can they make this way?
Variation

Use cards with higher numbers.
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MORE THAN/LESS THAN

You will need

Counters

for-3 childrem only

Dice made from a wooden or plastic cube, with trseles marked 'more
than' and three sides marked 'less than', or &'than/less than' spinner

Number cards O-10
The activity
Put the number cards face down in a pile on thietab

Two of the children take turns to pick the top ¢aay the number,
and take that many counters.

The third child tosses the dice and reads aloudesalt - 'more than'
or 'less than'.

If it is 'less than', whichever child has fewer otars than their partner
must say how many fewer they have. If it is 'mibi@n’, whichever
child has more counters must say how many moretlibes.

The child who gets to say the sentence about 'motkess' gains a
point - if they say it correctly.

The first person to score five points becomes tbe-thrower.
Variation

Use cards 1-5 or cards 0-20.

MAKE 20

You will need

for2 children only | CoLL

Two sets of number cards 0-10, shuffled

The activity
Divide the cards between the two children.
The aim is to make as many rows of cards as pesttiat add up to 20.
They score five points for every row of 20.
Variation

Children can make agreed swaps with each other.

Cardsand Spins
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Odd Numbers,

You need
Twodce for 2 children only | | EVeN
Paper and pencil Numbe

Activity

Decide who is the Odd person and who is the Evesope

Each of you roll a dice and add the two numbersttogy

Decide whether the answer is odd or even

If it is odd that number belongs to the Odd persbibjs even it
belongs to the Even person

Write the number down; it is the score for thisitun each turn only
one person scores

Keep running totals of your scores

Go on playing until one of you has a score of 50

Variations

Start with a score of 100 and subtract until yaache0

rs

Example:

Gemma's dice

DIFFY DICE

for2 childrem only

Has 5 .
) .,
- Hussain's dice
= o Has 4
[) .,
Add 5 and 4
The total is 9
9is an odd
number and
Gemma is
the Odd

You need

4 dice

Activity

Starter person, roll two dice and add up the numtefind the total
Other person, now you roll two dice and do the same

The person who has the highest total wins the rodmuk score is
the difference between the two totals.

The other person scores 0

If your totals are the same, no one wins that round

Keep running totals of your scores.

Go on playing until one of you has a score of 30.

Variations

Each person rolls 2 dice and finds the differeremvben their
numbers. The person with the bigger differenceswin

You write down 0 to 10 on a piece of paper. Rot tice each and

work out your totals and find the difference. Graosit that number
on the paper. Which numbers are not crossed Wiy is that?
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person, so she gets 9 for
this round and Hussain gets
0

> 2
.-

Example:
. ° °
°
° °
Ann's dice 3&2 ~

Sunni's dice 3&4

Ann's total is (3+2) 5
Sunni's total is (3+4) 7
The difference between 7
and 5 is 2 so Sunni, who



has the larger number, wins. His score is 2
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DRAGON Only if you
DARE!

You need

Cards 1-10 for2 to 3 childicen
Activity

Shuffle the cards and share them all out

You must not let anyone else see your humbers

The person with the fewest cards starts

Starter Person, choose a card from the personarrigit. If you
have got a pair of cards that adds up to 10, part the table, face
up. Hold up the rest of your cards to the persogaur left

Person on your left, Choose a card from the stageson. If you
have a pair of cards that adds up to 10, put itdow

You all go on taking turns like this. At the enftlee game there is
only one card left. The person with that carchisdragon.

Variations

With cards 0-20; put down pairs that add up to Ahat do you
think the donkey card will be in this game? Whyydo think that?
Dragon differenceln Dragon difference you don't add up numbers.
Instead, you want pairs with a difference of 59(&.- 2, 6 - 1)

MAKE THE MOST

You d .
o renst ores | for2 children only

Cards 0-9
Paper and pencils
And piece of paper like this

Activity

Each box must be big enough to fit a card on.

Shuffle the cards and put them in a pile, face down

Decide who will start

Starter Person, take the top card. Choose wherettid on your
paper.

Next Person, it's your turn now. Take the nexticahoose where
to put it on your paper.

Starter Person, take the next card. Put it irother box.

Next Person, you do the same.

Who has made the highest number?

That person scores one point.

Shuffle all the cards again. Go on playing untié ®f you has
scored 5 points. That person wins.

The aim of the game is to makéigh number wittyour cards.
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BOSS PERSON

You need

Cards 0 to 10, a box and some counters

for2 ch

ildrem only

Activity

Decide who will be boss

NOT THE BOSS - go away until the boss calls you.

BOSS PERSON - choose 2 cards. Don't show it torzey You
need the box and the counters. Put both of yawisda the box.
Put in the right number of counters for each cdrdke out one card
and hide it. Push the counters together. Calf jriend. Tell your
friend what you did - but keep the number on threl ca secret.
NOT THE BOSS - look in the box. You must try andriwout what
number the boss is hiding.

BOSS PERSON - if your friend gets it right, it'githturn to be boss.

If your friend is wrong, you are still boss. Trgaan with 2 different
numbers.

Variations

Do the same as before. This time, your friend $oiokthe box then
closes their eyes. Hide some of the counters.r ¥@nd must
guess how many counters you hid?

You can play with higher numbers

v

DiCcE GAME

You need

for2 childnen onlv

Cards 2 to 10, and two dice
Activity
Put the cards on the table like the one shown aéros

Decide who will start

STARTER PERSON - roll the dice; add them up; twardhat card
RULES - If the spots on the dice make 11 or 12 gamit turn over a
card. If a card is already turned over, leaviké that.

NEXT PERSON - It's your turn now. You do just Same.

The person who turns over the third card in a $ioeres a point
Write down the score. Now start again.

Go on playing until one of you has scored 5 powts), then wins.
The aim: turn over three cards in a line in amgction.

Variations

You could have more cards and more dice. You coll®8 dice. Look
at all 3 numbers, but choose only 2 of them to auld

Games of Power
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5 6 7
8 9 10
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You will need

Two ordinary dice

for 2to 3 children GF“n
ames

Number cards 2-12

The activity

The children lay out the cards in order, face up.

They take turns to toss the two dice and add tinebeus together.

They take that number card (if it hasn't been takezady).
The person who collects the most cards is the winne

Variation

-

e

[ ]
Use cards 0-12, and let children add or subtractwlo numbers, or e .)

Usel0-sided dice and number cards up to 20.

NUMBER BOOKS

fon2 on'more chiildren

You will need

Sheets of paper, plain or coloured

The activity

The children choose three sheets of paper and gtask together.
They staple or sew the pages in the middle, artitfed sheets to

make a little book.

Children choose a number. This number is the thaftigeir book.
They then fill the pages with information and imagelating to that

number. They could:

Look in magazines for printed versions of the numbe

Collect instances of the number appearing in doonbers

Telephone numbers or bus numbers
Make up calculations that have that number asre/er

NUMBER JIGSAW

You will need
Number line 0-30 or a 100-grid, cut up into fivesot pieces
The activity

The children jumble the pieces up, then piece ttwgather to
reconstruct the number line or square.
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for 1 to 3 children
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NUMBERSON A GRID

Gridsand Lines

You need for2 to 3 childnen

Pencil, paper and a copy of the grid

Activity

Use each of the numbers 1 to 9 and write one nuimbmrery box
Each line of three numbers (any direction) musehdifferent totals
Try different ways of doing it

123456789

FILLITUP

You need

for-2 childrem only

Pencil, paper and 2 dice
Activity

Copy the grids

Take turns to roll both dice

Add or subtract the two numbers on the dice

Write the sum or difference in any space on yoid gr
Carry on until each grid is full of numbers

Now take turns to roll the dice again

If you can cross out the sum or difference of thmbers
The winner is the first to cross out all their nerd

TRICKSY

You need

for-3 ch

ildren only

Number cards 0 to 100 (the pack need not be coa)plet

Activity

Shuffle the cards and deal six to each player.klaig/our cards.
The first person chooses one of their cards, putstihe middle of
the table, andays the number

The other players in turn choose a card, put thertable tooand
say the number too

Whoever puts down the highest number wins the.trick

Go on until all the cards are played

Variations
Use cards 0 to 20 or 0 to 50. Look at your cardsdecide how many

tricks you will win. Write down your guess and skegou can make it
come true.

| must get more
than 63 to win

Page 18



MATHEMATICAL VOCABULARY

For younger children especially in the infants (5 7)

COUNTING AND PROPERTIES OF NUMBERS

Number

Zero, one, two, ...to twenty and beyond
Zero, ten, twenty....one hundred

Zero, one hundred, two hundred...
Zero, one thousand, two thousand
Nought

How many...?

Count, count to, count up to

Count on, count on from, count back to Count foosar

count backwards

Count in ones, twos, threes, fours, fives
Count in tens, hundreds, thousands
More, less

Tally

Odd, even

Every other

Multiple of

Sequence

Continue

Predict

Pattern, rule

PLACE VALUE AND ORDERING
Numeral

Units, tens, hundreds

Figure

Digit

One-, two-, or three digit number
‘Teens' number

Place, place value

Stands for, represents

(ex)change

The same numbers, as many as
Equal to

Equivalent to

Different from

More than, greater than, larger than
Most, greatest, largest, biggest
Less than, smaller than, fewer than
Fewest, least, smallest

One more, ten more

One less, ten less

Compare

Order

First, second, third, ...tenth, twentieth
Twenty-first, twenty-second

Last, last but one

Before, after

Next

Between, half-way between

ESTIMATING AND ROUNDING
Guess

Estimate, estimation

Roughly, nearly, close to

About the same as

About right

Too many, too few

Enough, not enough

Round to the nearest ten

FRACTIONS

Whole, whole number

Part, equal parts

Fraction

One half, two halves

One quarter, two.. three.. quarters
One third, three thirds

CALCULATIONS

ADDITION AND SUBTRACTION
Add

Sum

Total

Altogether

One more, two more, ten more
How many more to make...?
Take, take away, take from
Taken from

Subtract

Difference between

One less, two less, ten less...
How many less is ... than..?
Makes, leaves, is the same as
Equals

Sign, plus, minus

MULTIPLICATION AND DIVISION
Lots of, groups of

Times, multiply, multiplies by
Once, twice, three times

Times table

Pair

Double, halve

Share, share equally

One each, two each, three each
Group

Group in pairs, threes,.. tens
Divide, divided by

Left, left over, remainder
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MATHEMATICAL VOCABULARY

For older children especially in the Juniors (8 - 1)

NUMBERS AND THE NUMBER SYSTEM

Number
Zero, one, two, three, ten, twenty, thirty

Hundred, thousand, ten thousand, million

Nought

How many..?

Count to up to on from.. on to
Count back, back from.. back to..
Count forwards, backwards, in group of
Tally

Property

Odd, even

Every other, alternate
Consecutive

Multiple, factor

Square number

Square root

Prime number

Magic square

Sequence

Continue

Predict

Relationship, rule, formula
Symbol

Positive number, negative number
Above zero, below zero

PLACE VALUE AND ORDERING
Numeral, Roman numeral, figure, digit
Units, tens, hundreds

One-, two-. Three-..digit number
Place, place value

Represents

Exchange

The same number as, as many as
Equal

Equivalent

Compare

Order

Ascending order, descending order

>, greater than, more than, larger than
>, greater than or equal to

<, less than, smaller than, fewer than
<, less than or equal to

Most, greatest, largest, least, smallest

Ordinal number: first, second, third, tenth

Hundredth.. thousandth
Last, last but one

Before, after, next, adjacent
Between, half-way between

ESTIMATING AND ROUNDING
Estimate, estimation

Roughly, nearly, close to, about
Enough, not enough

Give or take

Round to the nearest ten.. hundred
Round up, round down
Approximate, approximately,
Approximation

The symbol 'is approx equal to' (=)

FRACTIONS, DECIMALS, PERCENTAGES

Part, whole, whole number
Fraction, mixed number
Equivalent fraction, reduce to, cancel
Half, quarter, eighth, third, twelfth
Fifth, tenth, twentieth, hundredth
Thousandth

Decimal

Decimal fraction, decimal point
Decimal point

Decimal place

Recurring

Percentage, percent %

CALCULATIONS

ADDITION AND SUBTRACTION
Add, subtract

Increase, decrease

Sum, total, altogether

More, how many more to make..?
Less, how many more/less is ..than.?
Take, take away, take from

Taken from, leaves

Difference between

Sign, plus, minus, equals
Complement

Inverse

MULTIPLICATION AND DIVISION
Lots of, groups of

Times, multiply, multiplied by

Once, twice, three times,.. ten times
Times-table

Pair, double, halve

Share, share equally, group

Divide, divided by, divided into

Left, left over, remainder

Product, quotient

Inverse, brackets
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USEFUL ACTIVITIES BEFORE YOU PLAY A GAME OR AT THE END OF THE
SESSION

5 and 6 year olds (year 1 and 2)

Counting forwards to 20

Counting backwards from 20

Counting in twos from 2 - 30 (and back)

Counting in twos from 1 to 31 (and back)

Counting in fives to 30

Counting in tens to 100 (and back)

How many eyes/hands/ feet/ have you all got?

How many fingers (including thumbs) / toes have you all got?

| am going to say a number you will say the number that makes 10
e.g. | say 4 - you say...... (hopefully) 6 - makes 10

How many different ways can you make 10p using 1p, 2p and 5p coins?
5p and 5p

5p and 2p and 2p and 1p

7 and 8 year olds ( years 3 and 4)

Count in fives from 1 - 51 (and back)

Count in tens to 200 (and back to zero)

Find pairs of numbers that make 30 (20+10, 19+11, etc)

Then | say 14 you say 16

Count round the circle in ones, the child who should say 3 says "buzzddnsAs the
game goes on, each child who should say a multiple of three says Itstzad. So the
counting goes:

1,2, BUZZ, 4,5, BUZZ, 7,8, BUZZ, etc.
After a while change the BUZZ numbers to multiples of five:
1,2,3,4, BUzZ, 6,7,8,9, BUZZ etc.

How many different ways can you make 50p using only silver coins?

9 and 10 year olds (years 5 and 6)

Count in 20s to 1000
Add any 3 numbers between 20 and 50 to make 100. You can't use the same number
twice, and you must use exactly 3 numbers. Ask another child to check.
Choose a number from 0 - 20. Ask the children to think up calculationsabatthat number
as their answer. Encourage children to challenge each otheyitttink a calculation is
wrong and get them to check.
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Remember...
It's Fun, so...
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