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Recognising numhers

Choose a rumber gor the week, e.q. 2.

Encourage your child to look .out gor

e Can yowr child see the numhber 2

anywhere?

> at home - in the kitchen, .on pages
in a hook

> in the street - on doors, on cor
number plates, on bhuses

> while out shopping - on the shop
till, on shelves, in shop windows

e Find two apples, toys, spoons,
sbraws, sweels, etc.

e Make patterns, such as two knives,
wo gorks, wo spoons, wo knives,
wo gorks, wo spoons...

e Practise writing the numhber 2.

Choose a d%zrzn,t nwuwmher each week

Dice game

Use a ‘dotted dice .and write the
numhbers | to 6 on a sheet of paper Cor
use the rumbered animals).

o Throw the dice. Can yowr child guess
how marny dots there are? Check by
o Ask your child which rumber on the
paper matches the dots on the dice.

.
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Build .a tower
onihbs,gamz,g,ounmd,a,dme,and,/s,omz

bx.demg blocks or lego hricks.
Take turns.
> Roll the dice.
> Collect the number of hricks to
build your owan tower.
> The girst to 10 wins!
For .a change, start with 10 blocks or
bricks each. Take away the number on
the dice. First to exactly zero wins.

Counting .and putting .numbers. in order
Use .old magazines, comics or greetings
cards.

Cut out pictures of animals, .or anything
else your child is interested in. Lahbel the
animals | to 5.
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> Shuggle the .animals. Put them in

order grom | to 5.

> Remowe one animal. Ask iyour
child which ruwmber is missing.
Repeat with .other numbers and
more than .one missing number.
Ask your child to say what
numhber comes begore or agter a
number you choose.

When yowr child can .do this, repeat

with ruumhbers | to 10.




Counting

Proctise counting. Start at 5, .and count
on grom there to |l

Skart at 9, count bhack grom there to
zZero.

Choose a diggerent starting numhber each
time.

Rhymes

Teach yowr child arny ruwmber r. or
songs that you know, particularly ones
that irwolve holding up a rumber of
gingers, like Five little speckled grogs.
Proctise them regularly, with .actions.

Shape activity

At home, .or when you .are out, look .at
the surpace of shapes.

Ask your child - what shape is this
plate, this .mirror, the hath mat, the tea
towel, the window, the door, the red

trogpic light, and so .on.
Choose a shape gor the week, e.g4. a

AGUATR.
How imany .of these shapes can your
child spot during the week, .at home and
when you are out?

Dice game

You need a -6 dice, paper .and pencil.
Take turns.

Choose a number bhetween | .and [0
and write it dowan.

Throw the dice .and say the dice
sruumher.

Work out the digperence hetween the
chosen number .and the dice
number, e.q. if you wrote down a
2 and the dice shows 5, the

Adigperence is 3.
You could also draw .a number line to

hetween the tw.o numhbers.
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Ask your child secretly to choose a
number on the paper. Then .ask him /| her
some questions to gind out what the
secret number is, e.4.

Ls it less than 107?
Ls it bhetween 10 .and 207
Does it have .a 5 .in .it?

Hz//s,hz,m,axé,an/swzr,only,ge/s,o,rm.
Once you hove guessed the number, it is
Mour turn to choose o rnumhber. Your
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Secret numbers Cuphboard maths
Write the numbers 0 to 20 on .a sheet of > Choose two tins or packets grom
paper. sour pood cuphoard.

> Ask your child to hold one in
each hand .and tell you which is
(Check by reading the weight .on
each tin or pocket.)
Ifhz//shz,i/s,ri,ght, they keep the
lighter one. Then choose another
item. grom the cuphoard, trying to
Carry on until your child has
cupboard. Lt .might be suitable to
eat as a prize!




For an easier game, use rumbers up to
0. For o harder game, use only 5

questions, or use higger ruumbers.

Adding circles

For this game, you need a dice and
pencil .and paper.

Each of you should draw pgour circles
on your piece of paper. Write .a digrerent
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ruwmber hetween 2 .and |2 in each circle.
Roll the dice twice. Add the tw.o
numhbers.

Iy the total is one of the numbers in
sgour circles then you may cross it out.
The girst person to cross out all pour
circles wins.

Housey, housey
When w.alking down the street with your

child, look at houwse numbers.

These will prohably be gollowing .a
pattern of either odd .or even numhbers.
Can yowr child predict what number will
he on the next houwse?

Talk .ahout the pattern.

Out .and .about
On the w.ay to school, see how many

cuboids, spheres and cylinders you .can
spot.

Which did Mou see most ,05?

How heary?

You will need some kitchen scales that
¢ Ask your child to gind something that
weighs close to | kilogram.

¢ Can he | she gind something that
weighs exactly | kilogrom?

¢ Find some things that weigh about
halg o kilogram.

How much?

¢ Once a mweek, tip out the small change
grom a purse. Count it up with your
child.

Speedy pairs to 10
Make a set of 12 cards showing the

ruwmbers 0 to 10, but with two 5s.

Iy you wish, you could use playing
cards.

¢ Shugle the cards and give them to
spouur child.

¢ Time how long it takes to gind .all the
pairs to 10.
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Repeat later in the week. See if iyour

Guess my shape

¢ Think of a 2-D shape (,tu',a.n,gl.e, circle,
rectangle, square, pentagon .or hexagon).
Ask your child to ask questions to try
and guess what it is.

¢ You can only answer Yes or Mo. For
example, youwr child could ask: Loes it
have 3 sides? or: Are its sides straight?
¢ See if he can guess your shape using
gewer than give questions.

¢ Now ask them to .choose .a shape so0
MOUL can ask Guestions.

Skraight lines.
Choose #,to,g/s,and,l,wal,thm,onﬂw
,tablzm,ox,dzrﬂflzn,gﬂl. Use a ruler to

measure each toy to the nearest cm.

Shopping maths

Agter you howve heen shopping, choose 6
digperent items each costing less than &I.
Make a price label for each one, e.4.
39p, 78p. Shuygle the lahels. Then .ask
sgour child to do .one or more .of these.
¢ Place the lahels in .order, starting with
the lowest.

¢ Say which price is an odd number

¢ Add 9p to each price in their head.

¢ Take 20p grom each price in their
head.

¢ Say mwhich coins to use to pay exactly
for eoch item.

¢ Choose any two of the items, .and

¢ Work out the change grom £1 gor each
dtem.

Circle trios

Drow gowr circles each .on syour piece of
paper. Write gour numbers hetween 3 .and
|18, one in each circle.

/lé\" /16\\ / \ /17\"
| I|
L ,/\5 / N
OT,a,kz,twm,to,r,ol,L,a,dmeﬂwezm
and add the three numhbers.

¢ [f the total is one .of the numbers in
sour circles then you may cross it out.
¢ The girst to cross out all gowr circles
MWANA.




Can you tell the time?
Whenever possible, ask yowr child to tell
AJOAL
the time to the nearest 5 mirutes. Use a
clock
with hands .as well os o digital watch
or clock.
Also .osk:

> What time will it he one howr grom

nomw?

> What time was it .one howr ago?

Time yowr child doing ~various tasks,
2.g.
> getting ready gor school;

> tidying a bedroom;
> soying the 5 times, 10 times or 2

Ask your child to guess in adv.ance
repeat it?

Fractions

Use 12 huttons, or paper clips or dried
beans or...

Ask syour child to gind haly of the 12
things.

Now gind one quarter .of the same
GrOAp.

Find .one third .of the whole group.

Repeat mith .other rumbers.

Number games
Roll two dice. Make tw.o-digit numbers,
e.q. if Mgou roll o 6 and 4, this could
be 64 or 46. Ip you haven't got tw.o
dice, roll one dice twice. Ask syour child
to do one or more of the activities
helow .
> Count on or hock grom each
nwmhber in tens.
> Add 19 to each rumber in their
head. (A quick way is to add 20
then take aw.ay |.)
> Subtract 9 grom each number. (A
Quick waouy is ko take away 10 then
add hack one.)
> Double cach rumber.

Bingo
One person has the 2x tahle and the
other has the 5x table. Write six
numbers in that table .on your piece .of
paper, e.4.

4 8 10 16 18 20

Roll .one or two dice. If syou choose to
roll two dice, add the numbers, e.q. roll
two dice, get 3 .and &, add these to
make 7.

Multiply that nwmber by 2 or by 5 (that
is, by myour table number, e.g. 7 x 2 or
7 x 5).

If the answer is .on iyour paper, cross it
out.

The first to cross out all six of their
nwumhers wins.




Secret swms

Ask your child to say a rumber, 2.g.
43,

Secretly do something to it (2.,9. audd
30). Say the answer, e.q. 73.

The child then says another number to
Mou, e.q. 6].

Do the same to that rumber and say the
OUSWRS .

The child has to guess what you core
doing to the number each time!

Then they can have . turn at secretly
adding or subtrocting something to each
numhber that you say to them.

Digit Divide

Make digit cards 0-9 cut out .and ploce
gace down on a surpace. Choose 3 and
make a 3 digit number. Ask your child
to read aloud the ruumber .and then
partition it.

- pour hundred and fgigty six — gour
hundreds, give tens .and six ones.

Mugs

You need a | litre measuring jug .and a
selection of digperent mugs, cups .or
heakers.

Ask your child to gl a .mug with water.
Powr the w.ater carepully into the jug.
Read the measurement to the nearest 10
Write the measurement on a piece .of
faper.

Do this gor each mug or cup.

Now ask yowur child to write all the
measuwrements in order

Measuring
Use a tape measure that shows
centimetres.

Take turns measuring lengths of digperent
objects, e.g. the length of .a sofa, the
width of a table, the length .of the hath,
the height of .o door.

Record the measuwrement in centimetres,
or metres and centimetres ip it is .more
than a metre, e.q. ip the hath is 165 cm
long, you could say it is lm 65cm (or
|.65m).

Write .all the measurements in order.

Pairs to 100

This is a game gor two players.

Each draw 10 circles. Write .a digperent
tw.o-digit ruumber in each circle - hut not
a ‘tens number (10, 20, 30, 40...).

Ln turn, choose one of the other ployer's
nwumhers.

The other player must then say what to
add to that number to make 100, e.g.
choose 64, add 36.

Iy the .other player is right, she crosses
out the chosen rumber.

The girst to cross out 6 numhers wins.

Naumber game
You need about 20 .counters or .coins.

Take turns. Roll two dice to make a
two-digit number, e.q. if you roll a b
and |, this could bhe &1 or |4.

Add these tw.o rumbers in yowr head. Ig
Mou are right, you win o counter. Tell
Mour partner how iou worked out the

AAUML.
The 4irst to get |10 .counters wins.

N.ow try subtracting the smaller .nuwmber
grom the larger one.




Number game

Put some dominoes goce down

Shuggle them.

E.ach choose a domino.

Multiply the tw.o rumbers on igoir
domino.

Whoever has the higgest answer keeps
the two dominoes.

The winner is the person with the most
dominoes when they have all bheen used.

Dicey division

You each need a piece .of paper. Each .of
spou should choose give numbers grom
the list below .and write them .on iyour
faper.

56 891215 20 30 40 50

Take turns to roll a dice. If the rumber
spour roll divides exactly into one .of
sour numhbers, then cross it out, e.q.
Mou roll a b, it goes into 8, cross .out
8.

Iy you roll a |, miss that go. Iz you
roll a 6 hove an extra go.

The first to cross out all give of their
nuumhbers wins.

Naumber game

Use three dice.

Iy you have only one dice, roll it 3

Limes.

Make three-digit numbers, e.g. if you roll

2, b and 6, you could make 246, 264,

426, 462, 624 .and 642.

Ask your child to round the three-digit

number to the nearest multiple of 10.

Check whether it is correct, e.q.

76 to the nearest multiple of 10 is 80.

34 to the nearest multiple of 10 is 130.

(A number ending in .a 5 alw.ays rounds
2)

gﬁﬂ. again. This time round three-digit

rwmhers to the nearest 100.

Out .and .about

Choose a three-digit .car number, 2.4.
5649.

Make a subtraction grom this, e.g. 56 -
q.

Work it out in your head. Say the
AUSWer .

Iy you are right, score .a point.

The girst to get 10 points wins.

Legt .overs

Take turns to choose a two-digit rumber
less than 50.

Write it down. Now count up to it in
gours. What number is legt over?

The number legt is the number of points
MOML £COFR, 2.4.

The girst person to get |12 .or more points

MWINA.

» Choose 27.

Dicey tens

For this game you need a 1-100 square
(o snakes .and ladders hoard will do),
20 courders or coins, and .a dice.

Take turns.

Choose a two-digit rumber on the hoard
eq. 2k,

Roll the dice. Ip you roll o 6, miss that
urn.

Multiply the dice number by 10, e.q. if
sgour roll a b, it becomes 40.

> Count: 4, & /2, /16, 20, 24.




> 3 legt over to get to 27.

> So you score 3 points.
Now try the same game counting in
threes, or in gives.
Can you spot which numhbers will score
Mo points?

Either .add .or subtract this number to .or
grom your tw.o-digit ruumber on the
board, e.q. 24 + 40 = 64.

Iy you are right, put a coin on the

AUSEWer.
Tth,rzs,t,to get 10 .coins .on the hoard

MWINA.

Decimal number plates
Choose 2 Adigits grom .o car registration
plate.

FD56 UPN

Make the smallest and largest numbers
Mou can, each with | decimal ploce, 2.4.
5.6 and 6.5.

Now gind the digperence hetween the tw.o
decimal numbers, whoever .makes the
biggest diggerence scores 10 points.

The person with the most points wins.

eq4. 6.5 - 5.6 =0.9.
Play the game .again, but this time score
10 points gor the smallest digperence, or

|0 points gor the higgest ,to,tai.(Ig: AJOAL
add the numhers)

Guess .my rumber

Choose a number bhetween 0 .and | with
one decimal place, 2.g. 0.6.
Challenge syour child to ask iyou
questions to .guess your ruumber. Y.ou
may only answer Yes or ‘No’. For
example, he .could .ask questions like ‘Ls
it less than o halg?

See if he can guess your numhber in
gewer than 5 questions.

N.ow let yowur child choose a mystery
number gor you to guess.

Extend the game by choosing .a numhber
with .one decimal ploce between | .and
10, 2.g. 3.6. You may need more

Questions

Finding areas and perimeters

Perimeter = distance .around the edge .of
a shape

Area of .a rectangle = length x breadth
width)

Collect 5 .or 6 wsed erwelopes of

of each .one to the nearest centimetre.
Write the estimate .on the hack.

Now measwre. Write the estimate next to
the measurement.

How close did your child get?

Now choose 5 or 6 adverts grom
New.Apapers Or MAgozZines.

You could do something similar wsing
an old newspaper, e.4.

Battleships
Drow tw.o ,g,r,i,d/s like this
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Choose ships of various lengths (wse
bhetween 2 .and & squares)

Hide your grid grom your partner

Take it in turns to guess the .co-
ordinates of your opponents ships.
Respond with “hit” .or “miss”

Try to get as close as possible to 555




Ask your child to estimate the area of
each advert to the nearest centimetre
squared - wirite these .dow.n.

Now measwre and calculate

How close did your child get?

The winner is the person to sink .all their
opponents ships

How much?

While shopping, point out .an item
costing less than £1.

Ask your child to work out in their head
the cost of 3 items.

Ask them to guess girst. See how close
they come.

If you see any items labelled, for
example, ‘2 gor £3.50°, .ask them to
w.ork out the cost of | item gor you, and
to explain how they got the answer.

Target 1000

Roll o dice 6 times.

Use the six digits to .make two three-
digit rumbers.

Add the two rumbers together.

How .close to 1000 can you get?

Fouwr in .a line
Drow a 6 x 7 gfid.
Fill it with rwmhbers under 100

1915
31|49
75(28
43| 4
58
40

38
13
90
37
17
42

2654|4721
9 125|67|56
390416 1
14|50(81|23
45(29(72|34| 7
36| 2 |55[11 |22

Take turns.

Roll three dice, .or roll one dice three
times

Use .all three ruumbers to make .a number
on the grid.

You can odd, subtract, multiply .or
divide the rumbers, e.q. if you roll 3, 4
and 5, you could make 3 x 4 - 5 =7,
546 + 3 =18, (b4 + 5) x 3 =27, and 50
O,

Coner the numhber you imake with a coin
or counter.

The girst to get pour of their counters in
a straight line wins.

TV .addicts
Ask your child to keep a record of how
Longhz//s,hzw,a,tch@s TV each day gor
a week. Then ask him | her to .do the
gollowing:-
> Work out the total watching time
gor the week
> Work out the awverage w.atching
time gor a day
Lnstead of watching TV, you could ask
them to keep a record wof time spent
eating meals, or playing outdoors, .or
anything else they do each day. Then
waork out the daily average.




Recipes

Find a recipe for 4 people and rewrite it for 8 people, e.g.

4 people 8 people

125q flour 250q flour

509 butter 100g butter

750 sugar 150g sugar

30ml treacle 60mil treacle

1 teaspoon ginger 2 teaspoons ginger

Can you rewrite it for 3 people? Or 5 people?

Favourite food

+ Ask your child the cost of a favourite item of food.
Ask them to work out what 7 of them would cost, or 8, or 9.
How much change would there be from £507

+ Repeat with his / her least favourite food.
What is the difference in cost between the two?

Sale of the century
+ When you go shopping, or see a shop with a sale on, ask
your child to work out what some items would cost with:
50% off
25% off
10% off
5% off

+ Ask your child to explain how s/he worked it out.

One million pounds £1 ,0005000

Assume you have £1 000 000 to spend or give away.
Plan with your child what to do with it, down to the last penny.




