Shopping maths

After you have been shopping, choose & different items each costing
less than £1. Make a price label for each one,

£.0.3%9p, 79p. Shuffle the labels. Then ask your childto do

oneoar mare ofthese.
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Place thelabels in order, stating with the lowest.

=ay which priceis an oddnumber and whichis an even number.
Add 9pto each pricein their head.

Take 20p from each pricein their head.

=ay which coins to useto pay exactly for each item.
Chooseany two oftheitems, and findtheirtotal cost.

Work outthe change from £1 for each item.

Out and about
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During aweek, look outside for thirties’ numbers, such as 34 or 34,
on house doors, number plates, bus stops, etc. How many can you
spot?Whatis the biggest oneyou can find?
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Mext week, look for fifties” numbers, or'sixties’...

How much?
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Oncea week, tip outthe small change
frama purse. Count it up with your child.
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Fun activities to do at home

Pasta subtraction

Faorthis gamevyouneed a dice

and some dried pasta or buttons.

+ Start with a pile of pastainthe middle. Countthem.

+ Throwadice. Say how many pieces of pastawill beleftif
you subtractthat number.

+ Thentakethe pieces of pasta away and check ifyouwere
right!
Keep playing.
The person totakethelast piecewins!

Circle trios
Draw four circles each onyour piece of paper. Write four numbers
between 3 and 18, onein each circle.
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+ Taketurnstorolladicethrestimes and add thethree numbers.

+ [fthetotalis one ofthe numbers in your circes thenyou may
cross it out.
+ Thefirstto cross outall four circles wins.

Board Games

Make a board like this. W33 AN A s an a7 [ g o 100
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Roll a dicetwice. Add the two numbers.

Move along that number of spaces. Before you move, you
must work out what number youwill land on.

If youare wrong, you domt move!
Thefirsttotheend ofthe board wins.

Fora change, youcouldroll the dice and move backwards. Or
youcould roll the dice once, then movethe number that goes with
yvour dice number to make 10, e.g.throwa 3, move 7.

Guess my shape
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Think ofa 2-D shape(triangle, cirde, rectangle, square,
pentagon or hexagon). Ask your childto ask questions to try and
guess whatitis.

You can only answer Yes or Mo, For example, your child could
ask: Does it have 3 sides? Or:. Are its sides siraight?

Zee ifhecan guess your shapeusing fewer than five questions.
Mow askthem to chooseashapesoyoucan ask questions.




