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Maths Pack

Contents
e 100 Square
e 2 spotty dice
e 2 numbered dice
e 2x0-9cards
e 10 double sided counters
e 10 normal counters
e Bead string
e Number track

Please keep all of these resources together in this pack. We suggest you keep it in
your child’s book bag or in a safe place so that items from the pack do not get lost.

Why have we put together these packs?

e All of the research shows that it's parental involvement in the early
years, KS1 and KS2 that has the greatest impact on a child's future
success in education.

e We recommend that you play a game from this pack regularly with your
child at home fo help them become more confident with number. Little
and often is key!

e As your child progresses through the year, we will send home new games
and activities for you fo try at home.

e It is vital that children grow up enjoying maths and feeling confident to
have a go, play games, take risks and make mistakes. By playing games you
will be teaching children skills of sportsmanship and effort as well as
reinforcing their maths.

e Children need to be surrounded by adults who enjoy maths! Too often we
talk openly about how bad we are at maths and this is sending the wrong
message to children! Maths is fun and children need to hear this message
at homel!



Activities and Games children might have played in
KS1

Number cards

Easier Games

. Ordering them from 0-10. As an extension, take a card away,
what card is missing and how did you know?
. 'Higher or Lower’ Put out 10 shuffled cards and turn them over

one by one. After each card, ask children if they think the next
card will be higher or lower. If they get it right they continue, if
they get it wrong they stop. Who will get to the end?

. SNAP!

. Odd and even sorting or flash cards (hold it up and say if it is
odd or even as quickly as possiblel)

. Pairs or cards to 10

. Pairs - start with all cards turned over and look for pairs.

More Challenging Games

'Bataille’ - Take a pack of cards and split in half. Turn over the top
card of each pile at the same time and the biggest number wins.

. Make Me! Give children targets o make and see if they can make
them with the digit cards (Make me the largest odd number you
canl) Ask children how many of something they can make with ALL
the cards (How many 2 digit even numbers can you make me?!)

. Double your Number Turn over a card each and keep doubling it as
far as you can go. Who can get the furthest?

Dice

Easier Games

e ‘'Collecting Treasure' - Roll a dice and find that many... (buttons,
sparkly things, trains, pieces of pasta etc...)

* Noisy Dice Decide as a family what animal each number on a dice
represents (e.g. 3 is a snake, 2 is a pig etfc.) Roll the dice and make the
noise of that animal.

e Roll and Match Roll the dice and match with that number card /
collect that number of counters.

e SNAP - Roll a spotty dice and a numbered dice at the same fime - if
they match shout "SNAP!" Collect a counter if you were first to shout
SNAP!



Great games for KS2

Team A Q+ OO+O
Team B O+O+O+O

‘Don’t roll a 6' - Add up each roll of the die. How high do you score
before you roll a 6? If you roll a 6 - you go back to O! You could always
play before bed and say "we have to get to 30 before bed" etc!
Reasoned rounding - roll a1 to 9 dice twice and round the number to
the nearest ten. In that circle put your number and name. You
alternate goes with each player rounding their two-digit number and
filling the appropriate circle. The player to complete the circle wins
that circle. The games ends when all the circles are completed and the
winner is the person with the most circles.

4 Rolls to 100 - Draw a board like this below.
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The aim is to be CLOSEST to 100. Take it in turns to roll. You can keep
your number the same or multiply it by 10. Ask children lots of questions
like "what do you want to roll now?" "How could you still win?"

e SPROD - Create a grid on paper (6 x 6) and fill with numbers from 1-

36 in random boxes (not in order). Take it in turns to roll 2 dice. You
can choose what to do with the two numbers: You can either ADD,
SUBTRACT, MULTIPLY or DIVIDE the two numbers. Place your
counter on the answer of whatever calculation you choose. The aim is
to be the first person to get 3 counters in a row.



o Shall we risk it - Set an appropriate target at the start of the game
like first to 500. You roll a 1-9 twice to generate a two digit number.
If ever of the digits rolled are 1 you go back to 0. However, a player
can choose after their roll, where O hasn't been rolled, fo roll again
and increase their total or stick and pass the go to the next player. If
a player sticks then even if they roll a O they only go back fo their
previous total. You continue the running total until the first player
gets fo your target total. You can also play this with subtraction,
where you start at your total and subtract down to O.

e Naughty and Nice - You roll the 0-9 dice to generate a one-digit
number. The player then has to decide which place value column they
want to place it in (Th,h,1,0). You can change the criteria but usually it
is player to generate the largest number. The next player then rolls
and again chooses where to place their number. After the four rolls
the player with the highest number wins. Questioning is crucial in
these gamesll! You can also play the nasty version where you can give
each other numbers!ll The following link goes into detail about other
rounds you can play. https://nrich.maths.org/6605

e Snake - Each player has a snake with a six-part body. Player 1 rolls
the dice twice and can decide which way round they want to take the
two numbers. E.g if 4 and 7 were rolled you can take it as 47 or 74.
The chosen number has to be placed on the snake number line in an
appropriate place. Players take it in furn to roll the dice and place
their numbers in their snake. If a number rolled can't be placed on the
snake then the player misses their go. The winner is the first player
to complete their snake.


https://nrich.maths.org/6605

Interactive Resources (a few favourites!)
e Eggs to Order
e Give the Dog a Bone
e Multiple Wipeout
e Wipeout Wall (Addition)
e Wipeout Wall (Subtraction)
e Dice Connect (Addition)
e Dice Connect (Subtraction)
e Head Count
e Times Table
e Rounding balloons

NRICH is also brilliant for problem solving and more challenging maths
activities.

Remember that you are always welcome to pop in and ask your
child's teacher about maths!
We hope you have lots of fun doing lots of maths at homel!
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KEY MESSAGES IN MATHS!

Little and oftenl
Play Games!
Be positive about mathsl!

Lots of games, talk and laughter around
maths (strategy and logic games)
Encourage a growth mindset (Failure is key!
Challenge is great! Effort mattersl!)
GOOD MISTAKES!

Expect and encourage memorisation!
Maths is everywhere all the time! Notice
numbers and patterns...

Ask questions
Build confidence and resilience!
Make it funl
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