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Introduction
This booklet is intended to support teachers infusing thinking skills and personal
capabilities into their Numeracy classroom practice.
The layout of each activity is not intended as a format for lesson planning.
Each activity can be adapted and extended to suit the needs of the individual
class.

Relationship between mathematical learning and thinking skills
The primary purpose of these activities is to develop children’s Thinking Skills
(ie Mathematical Processes) and Personal Capabilities. The context for this is
within numeracy.
It is important therefore to realise that to allow “space” for thinking to
develop, the children should be already secure in the mathematical content
required.

Open-ended Investigations: Thinking Is the Learning
Many of the activities in this booklet are open-ended investigations.
The children are expected to plan how to go about the task as independently as
possible. The level of teacher intervention will need to be carefully judged,
depending on the experience of the children. Care should be taken not just to
tell the children what to do every step of the way; this will inhibit the
development of their Processes and Thinking Skills. Decisions need to be made
by each group, before, during and after their investigation. Remember that
their learning through the investigative process is more important than “getting
the answer”. Children could use a problem- solving writing frame to help
structure their responses.

Metacognition
It is important that time is dedicated to allow thinking and discussion during
each stage of the learning process so that the learners become aware of the
skills of thinking and solving problems collaboratively and independently. This
will enable them to realise that these skills can be transferred to other
situations, both similar and different.
This involves having time to plan and discuss how they will approach a task,
continued collaboration and discussion during the task and afterwards time to
reflect on how they approached the task and evaluate how well they met its
requirements. Discussion should also focus on how they could transfer the skills
they used to other situations.
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It is also important for the teacher to help pupils make connections with prior
learning so that pupils are better placed to apply that learning to the new
situation.
The following are examples of questions which will scaffold the thinking process
during each stage. Within time the expectation will be for children to be asking
these types of questions themselves, within their own group discussions.
However initially the teacher may need to ask these questions to scaffold the
whole thinking process.

Before

During

Planning
 How are we going to approach the task?
 Have we done anything like this before?
 What do we need to help us carry out the task?
 Do we have all the information we need?
 Where do we start?
 What is the first thing we need to do?
 What job will each person in the group have to do?
 What do we need to write down?

Doing
 What progress are we making with the task?
 Do we understand what we are doing so far?
 Are there any more questions we need to ask?
 We are ‘stuck’ – where can we get help?
 Are we all focussed on the task?
 What changes do we need to make to our plan?
 Is there a better way to carry out this task?
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Reflecting
 When we were doing the task, what did we think about first,
second, etc?
 What was the most challenging part of the task?
 What difficulties did we have?
 How did we resolve our difficulties?
 What parts of the task did we enjoy most?
 How successfully did we record our work?

After

Evaluating
 How did everyone in the group work during the task?
 Did we listen to the others in the group?
 Did any disagreements arise during the task?
 How did we sort out differences of opinion?
 Was there a better way to approach the task?
 What would we do differently if we had to do the task again?
 Did the plan that we had work out?
 What did we learn from doing the task?
 What new skills do we have that we could use again?
 How successful were we in completing the task?

Applying Thinking
It is important to involve pupils in discussion of the learning that has taken
place and the new skills that have been acquired. Take time to make the skills
explicit and to suggest possible connections to future learning. When further
learning takes place which draws on those skills it is essential to help the pupils
make the connections. This will ensure that there is a transfer of skills across
the curriculum.
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The Number Snake
Possible Learning Intentions:
Mathematics/Numeracy:
Begin to explain their thinking and compare their own findings with their
peers.
Thinking, Problem Solving and Decision Making:
Generate possible solutions and try out alternative approaches.
Working with Others:
Listen actively and share opinions.
Activity:
This provides opportunities for children to discuss what they know about a given
number. In doing this they have to clarify their own thoughts and take on board
the ideas of others.
Classroom Management:
This activity is best modelled to whole class before attempted in small groups
or pairs.
How It Works:
Write up a number eg 50 and ask the children to think in pairs what they know
about the number. The teacher or individual children can then begin to form a
class list of facts.
e.g.

half of 100
has 2 digits
in the 5 and 10 times table
1 had 50 people at my party with 2 tables and 25 at each table.

As the children gain confidence they will offer lots more facts. It is up to the
class to decide on the ‘Top 8’. This is in preparation for the activity carried out
in smaller groups as they will record their facts on the ‘Number Snake’.
When they are working in small groups you may wish to give some groups the
same number so that they can present and discuss their facts to another group
explaining their ideas they decide to include in their ‘Number Snake’.
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Variation:
You could create a large number display to which children would be encouraged
to add facts over a period of time. This allows the children to take their
thinking out of the maths lesson and therefore promote their mathematical
thinking to the playground or home.

Metacognition:
In order for learners to develop and strengthen their thinking strategies they
need time to plan, adapt and evaluate their thinking.
If working with a partner or in a group what made it successful?
What type of calculations did we use most/least?
What fact did I not know?
What did I learn from my partner/the group?
Making Connections:
 In literacy the children are given a word and they must think of other
words that have the same or similar meaning e.g. Hot – Warm
 In music how many different ways can you play a percussion instrument
e.g. Tambourine.
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The Number Snake
Names

____________________

____________________

____________________

____________________

Things We Know About
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Make A Number Closer To
Possible Learning Intentions:
Mathematics/Numeracy:
Explore the composition of numbers within 100/1000.
Working With Others:
Respect the views and opinions of others, reaching agreements using
negotiation and compromise.
Being Creative:
Value the unexpected or surprising.
Activity:
Using the baseboard the children decide where to place digits by the throw of
two dice to form a number close to the central number.
Classroom Management:
This can be done with the whole class divided into two teams. The children can
also work in smaller groups or pairs. They will need the baseboard, two pens
with different coloured ink and two dice 1-6/0–9.
How It Works:
Each team A & B takes it in turns to shake the two dice. Team A must decide
where they will place the digits on the left side of the number on the
baseboard. They decide on the position of the digit and instruct their scribe
where exactly each digit should go. The aim is to get as close to the number in
the middle. Once the number has been written down it can’t be changed. Team
B places their digits to the right of the number using different coloured ink.
You ‘win’ a number if your number is closer to the central number than the other
team’s number. The team having ‘won’ the most numbers wins the game.
Variations:
 Change the target numbers in the middle.
 Use two 0 – 9 dice/digit cards
 Use a single die or allow operations on numbers generated
 Use up to three dice
 Allow children to place digits on your opponent’s side
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Metacognition:
Questions you might ask:
 Why did you decide to place a digit in that particular place? (placing the
digit in tens or units)
 Did your team agree on the rules?
 Did your team have to overcome any disagreements?
Making Connections:
This activity focuses on important concepts of place value. The learning can be
applied to all aspects of number.
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Make A Number…

Closer to

___
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___
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___
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___
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___

___
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Make A Number…

Closer to

___

0

___

___

10

___

___

___

25

___

___

___

___

50

___

___

___

___

100

___

___

___

___

___

100

___

___

___

___

___

___

250

___

___

___

___

___

___

500

___

___

___

___

___

___

1000

___

___

___
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Going To The Seaside
Possible Learning Intentions:
Mathematics/Numeracy:
Present findings in an appropriate way.
Managing Information:
Use a range of methods for collating, recording and representing
information.
Self Management:
Organise and plan how to go about a task.
Activity:
This activity will allow the child to select and apply an appropriate problemsolving activity that will lead to a generally complete and accurate solution. The
child should demonstrate an understanding of combining numbers to obtain the
sum of 16.
Classroom Management:
The children can work in pairs or groups of 3. They will need the writing frame
and practical materials to help them work out the different solutions.
How It Works:
Give each group a writing frame. Explain the frame and how they should discuss
the different possibilities in their group. They can illustrate their findings
using pictures, words or numbers to describe clearly their methods chosen for
investigating the cars and vans problem.
Variations:
 Change the number of people that can travel in the cars or vans
 Vary the sum of people that are allowed to travel altogether
Metacognition:
In order for learners to develop and strengthen their thinking strategies they
need time to plan, adapt and evaluate their thinking.
Making Connections:
 In music, how many different ways can you play a rhythm pattern that
lasts for 4/8 beats?
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Going To The Seaside

16 people are going to the seaside.
Vans and cars can be used to drive everyone to the seaside.
A van can hold 6 people.
A car can hold 4 people.
How many cars and vans could be used? Show as many ways as you can to organise
the 16 people in cars and vans.

Tell me how you solved the problem.
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Buy a Ted
Possible Learning Intentions:
Mathematics/Numeracy:
Use money in various contexts.
Self Management:
Focus, sustain attention and persist with tasks.
Working With Others:
Develop routines of turn taking, sharing and co-operating.
Activity:
To work with a partner to complete a Ted picture from parts bought according
to the roll of the “Buy a Ted” dice. The various parts have to be paid for with
coins.
Classroom Management:
The activity can be carried out with children working in groups of 2 x 1 pair
(four children sitting together)
Each pair has the following coins:

To buy a Ted costs:

2 x 5p
3 x 2p
5 x 1p
21p altogether

Head 5p
Body 4p
Legs 3p each
Arms 3p each

They also need a bank of 2p and 1p coins.
How It Works:
Each pair needs to buy 6 Ted parts. In the middle of the group is the bank
containing a large amount of change - 2p and 1p coins. Pairs take turns to throw
the dice and they can buy the part that appears uppermost.
If the pair have the correct money they can pay for that part and build their
Ted. If they do not have the correct money, they can exchange a token at the
bank:
2p can be exchanged for 1p 1p
5p can be exchanged for 2p 2p 1p
2p 1p 1p 1p
1p 1p 1p 1p 1p
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The Ted part can then be bought. If a body part has been bought already, the
pair may throw again. If they are still not successful, then it is the turn of the
other pair.
The winners are the first to complete their bear.
Variation:
Different coin values and cost of body parts could be used.
Metacognition:
In order for learners to develop and strengthen their thinking strategies they
need time to plan, adapt and evaluate their thinking.
Making Connections:
 The game could be designed to buy items associated with any topic in
class in which the children are currently engaged e.g. characters from
story books.
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“Buy a Ted” DICE
You can use this template either to make up a dice, or you can stick the pictures
onto a large plastic die. Colour them yellow or brown first. If you place a ball of
cotton wool inside your cardboard die, it will roll better.
Photocopy onto coloured card – two different colours for the two different
pairs to collect and cut into : 2 arms, 2 legs, a body and a head.
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Let’s Talk About…
Possible Learning Intentions:
Mathematics/Numeracy:
Use a range of mathematical language to explain their understanding.
Thinking, Problem-Solving and Decision-Making:
Begin to test predictions and look for evidence.
Working With Others:
Recognise and respect other people’s feelings and ideas.
Activity:
To look at the represented points of view and either:
i)
Discuss each point of view, how accurate it may be and the reasons
behind the perception or
ii)
Take the ‘side’ of one of the people and debate the relative merits
with others.
Classroom Management:
The activity can be carried out on a whole class or small group situation. Similar
‘rules’ to circle time may have to be set up in the classroom to regulate
conversations.
How It Works:
The teacher can discuss the points of view with the whole class – taking as many
viewpoints as possible or ask groups to discuss in 3s/6s. Children need to be
open to the suggestions of others and be prepared to use a range of
mathematical vocabulary (and possibly examples) to explain their point of view.
Variations:
A range of concept cartoons are included for discussion. The number of
viewpoints may be reduced or increased as can the group size to suit the needs
of different learners.
Metacognition:
Why did you choose that viewpoint? What helped you to decide which ideas
were best? How did you persuade/convince someone else that your view was
valid?
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Making Connections:
 The ‘Let’s Talk About’ format allows teachers and children the forum to
discuss a wide range of misconceptions or hypotheses to be explored (e.g.
shape properties, sorting or measures, etc)
 The Let’s Talk About format could also be adapted to The World Around
Us, PDMU or other Areas of Learning.
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Let’s Talk About…the 100 square
The numbers
underneath each
other are all in
the same family

You can use the
100 square to
help you with
adding, but not
taking away
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You can’t use the
100 square until
you can count and
write all your
numbers to 100

Let’s Talk About…Addition
If you add two
numbers together
then you get an
even number

If you add two
numbers
together, then
the answer gets
bigger
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When you add you
have to start with
the biggest
number first

Let’s Talk About…Subtraction
If you take away
then the number
always gets
smaller

You can move the
numbers around
to make the
problem easier
when you take
away
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I think you can
check your take
away answers by
adding

Let’s Talk About…Time
When it’s o’clock
you only need to
look at one hand

When the hand is
on 3 it’s always a
quarter past
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If the two hands
are together then
it is 12 o’clock

Let’s Talk About…Money
You can only buy
things if you have
money in your
pocket

Two silver coins
are always worth
more than six
bronze coins
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A bigger coin will
buy more sweets

Dotty Six
Possible Learning Intentions:
Mathematics and Numeracy:
Begin to explain my thinking e.g. the reasons for making a simple
prediction.
Comparing own findings with that of others.
Thinking, Problem-Solving and Decision-Making:
Trying out alternative approaches and evaluating outcomes.
Being Creative:
Experimenting with ideas and questions.
Activity:
The activity challenges the children to determine the rules of a dice game by
looking at what has been recorded by two imaginary children who have already
played the game.
Classroom Management:
The previous experiences of the children in your class at playing this type of
dice game will determine how this problem is introduced.
Children may need support at the initial stage to identify the rules and it may
be best to work as pairs using strategies such as ‘think, pair, share’, within a
whole class session led by the teacher. At the end of this session the class
would have identified and discussed the rules of the game before trying to play
the game with partners.
A more challenging approach is to encourage children to work with partners to
identify the rules of the game independently.
How It Works:
The children are presented with the problem on Pupil Resource Sheet 1.
Having introduced the problem, the children are challenged to work out how to
play the game by considering what has happened in the example.
• Ask the children what they think the rules of the game might be? Decide the
rules with your maths partner and record them.
Give the children time to play the game three times to get a feel for it.
(Pupil Resource Sheets 2 and 3)
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• Now ask the children to think about how they might like to change the rules.
Decide on the new rules with your maths partner. Does your game work? – try it.
• Write up the instructions for your new game.
• Collect all the instructions in a class book.
• Give children opportunities to try out the games that their classmates have
designed and rate them…
“This would be better if …”

Black
3
2
5
5
2

Grey
4
1
3
1

Black wins!

Metacognition:
In order for learners to develop and strengthen their thinking strategies they
need time to plan, adapt and evaluate their thinking.
This is an example of a low threshold / high ceiling game that is accessible to a
wide ability range and yet can challenge children to think at a higher level, by
considering the ‘cause and effect’ of changing the rules of the game.
As the teacher you might like to think about:
• What is the mathematical knowledge that is needed to play?
• What is the ‘value-added’ by playing the game?
Making Connections:
• Writing instructions for the game with new rules – to be collated in a booklet.
(Language and Literacy – writing for a variety of purposes and audiences)
• This type of game is similar to many traditional games (e.g. noughts and
crosses, Connect Four, Suduko etc). Children might like to research games that
their parents and grandparents have played involving grids or dice. (TWAU History)
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Pupil Resource Sheet 1

Dotty Six
You found this piece of paper when you were tidying up.
It looks as though two children have been playing a dice game.

Dotty Six
Black
3
2
5
5
2

Grey
4
1
3
1

Black
wins!

Work It Out!
Look at the piece of paper and see if you and your maths partner can
work out how to play this game. What are the rules? Now play the
game 3 times with your maths partner.
What if…?
Now think about how you might like to change the rules. Decide on the
new rules with your maths partner. Does your game work? – try it out.
Write up the instructions for your new game. Collect all the
instructions in a class book.
Something Different…
Try out the game using someone else’s rules. What do you think of this
game? What did you like about it? Is there anything that would make
it better?
“This would be better if …”
28

Pupil Resource Sheet 2

Dotty Six

29

Pupil Resource Sheet 3

Dotty Six
TRY IT OUT
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Mind Reading
Possible Learning Intentions:
Mathematics/Numeracy:
Identify and orally convey properties of 2D shapes and lines.
Self Management:
Focus, sustain attention and persist with tasks.
Working With Others:
Develop routines of turn taking, sharing and co-operating.
Activity:
To encourage accuracy of language and imagery when creating designs
incorporating 2D shapes and lines. Children alternate roles between
listener/artist to conveyor of instructions.
Classroom Management:
The activity can be carried out with children working in pairs.
How It Works:
The teacher can discuss vocabulary to be used. Such questions may be: “This
line here goes in the same direction as this one, like railway lines. What do we
call lines like this?”
One person begins with a chosen picture from the four given and has the role of
giving instructions. Their aim is to enable their partner to draw the design
accurately without seeing it.
Variation:
Similar pictures designed to extend vocabulary can be prepared and likewise
simplified versions that concentrate on fewer concepts. Children can produce
their own sets of pictures.
Metacognition:
In order for learners to develop and strengthen their thinking strategies they
need time to plan, adapt and evaluate their thinking.
Making Connections:
Other possibilities could be the inclusion of number. An example question could
be, “Each odd number less than ten is in each corner of my shape. Draw the
shape and put in the numbers.”
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Mind Reading
1

2

3

4

You and your friend are going to help each other make copies of
mathematical pictures.
1. Choose a picture to describe. Do not let your partner see it.
2. Say what kind of frame it has around the outside. (The first
one is a square). Say how big you think the frame is.
3. Ask your partner to draw the frame without seeing it.
4. Say what sort of shapes are in the picture and ask your
partner to draw what you describe. Say where the shapes are
and how big they are.

Draw your own pictures in these frames and describe
them to your partner.
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Pirate Challenge
Possible Learning Intentions:
Mathematics/Numeracy:
Compare objects in terms of length.
Begin to measure using non-standard units.
Thinking, Problem-solving and decision-making:
Justify methods, opinions and conclusions.
Managing information:
Select most appropriate method for a task.
Activity:
This is a measurement problem that really focuses on number work, ordering
and combinations. The images could be printed out to help children actually make
the pirate bodies.
Classroom Management:
The activity can be carried out with children working in pairs or groups.
How It Works:
The children are asked to use the pictures of the head, body and legs of pirates
to answer questions about measurement (see worksheet) and investigate how
many different combinations of pirate they can make.
It may be helpful to allow children to cut these out to explore variations and
help them with their recording process.
Variation:
 The children could use the pictures to build the longest/shortest pirate
without having to engage in using standard measurement.
 The pictures could have the dimensions written on the page for the
children so that no measuring is required. The children are engaged in
mental calculation.
 Instead of 9 body parts which include 3 of each body part, children could
be given 2 heads, 2 bodies and 2 legs and asked to investigate the
different combinations.
Metacognition:
In order for learners to develop and strengthen their thinking strategies they
need time to plan, adapt and evaluate their thinking.
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Pirate Challenge
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Pupil Page
Activity A
What is the tallest pirate you can make using one head, one
body and one set of legs?
Hint
If a pirate is going to be as tall as possible, which head will you
choose? So which body and set of legs will you add?
What is the shortest one you can make using one head, one body
and one set of legs?
How tall would the pirate be that was made from the three bits
left after you had made the tallest and the shortest?

Activity B
How many combinations of pirate, which are all different
heights, can you make with the nine pieces (all with one head,
one body and one set of legs?)
Hints
To work out how many Pirates you can make of different
heights, why not start with one head and look at all the
different ways you could add body and legs to it?
Decide how you are going to record your choices, making sure
that you have all combinations found and no repeats made.
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The Thinking Square Grid
Possible Learning Intentions:
Mathematics/Numeracy:
Begin to explain your thinking.
Discuss possible approaches to solving problems.
Managing Information:
Select, classify, compare and evaluate information.
Working With Others:
Listen actively and share opinions.
Activity:
This activity challenges the children to manage and select the most appropriate
information given, The information is presented on a series of cards and a
number grid has to be produced following given guidelines.
Classroom Management:
The cards are cut up and a set given to each group. The activity is best modelled
first before being presented as a group problem solving activity for groups of 3
or 4 children.
How It Works:
The children should be encouraged to work independently in small groups once
they understand how to organise and select the appropriate cards. They should
work through the Start Card and the Clue Cards before progressing to the
Thinking and the Question Cards. The Thinking Cards require the children to
select the cards that have enough information to carry out the task. Some
cards may need to be left until other cards are completed and children should
be encouraged to look for cards that have enough information given.
Variation:
Getting Started with The Thinking Square Grid 1 is designed with visual prompts
to reduce the amount of reading required.
Getting Started with The Thinking Square Grid 2 is designed to present more
challenge to the children.
The more able children can take set 1 and alter the numbers to generate their
own Thinking Square Grid for others to solve.
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Metacognition:
In order for learners to develop and strengthen their thinking strategies they
need time to plan, adapt and evaluate their thinking.
Children will benefit from reflection time discussing how each group approached
the problem:
 How did they sort the cards?
 Were there any cards that were difficult to solve?
 Did different members of the group take on any specific
roles/responsibilities?
 How was agreement reached?
Making Connections:
Group problem solving cards are freely available on the internet. The activity
format is suitable for supporting a range of Areas of Learning, including The
World Around Us, etc (examples of this are available in the P6 and P7 Thinking
Skills and Personal Capabilities publications).
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Getting started with The Thinking Square Grids 1
How it works
Read the start card,
the clue cards and
say where to put the
numbers on the grid.
Read the thinking
cards and answer
the questions.

Start card

Clue card

Draw a grid. It has 2
rows and 5 columns.

Put 15 in the square
marked *

*

Clue card

Clue card

Clue card

Put 8 in the square
marked *

Put 11 in the square
marked *

Put 7 in the square
marked *

*

*
*

Thinking card

Thinking card

Thinking card

Put 10 in the square
above 15.

Put 13 in the square
below 8.

Put 12 in the square
between 11 and 13.
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Getting started with The Thinking Square Grids 1

Thinking card
Finish
You should have 3
squares with no
numbers. Spot the
pattern and
fill in the
missing numbers.

Question card

Question card

What is the number
in the
square marked?

Add the two numbers
in the squares
marked ??

?

?

Question card
What is the
number
in the square
below 9?
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Getting started with The Thinking Square Grids 2
How It Works
Read the start card
and follow the
instructions on all
the
Clue Cards and then
the Thinking
Cards. Finish with
the Task Cards.

Start
Draw a grid that has
four rows and five
columns.

Clue card
Put the number 10
in the last square
on the right in
the second
row down.

Clue card

Clue card

Clue card

Put double 10
in the last square
on the right
in the
bottom row.

Put the number that
is 2 less than 8
in the first square
to the left in
the second
row down.

Put the
number 11
below
number 6.

Clue card

Clue card

Clue card

Put 15 below 10
and above 20.

Put 18 in the
middle square
in the bottom
row.

Put 3 in the
middle square
in the top row.
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Getting started with The Thinking Square Grids 2

Clue card

Thinking card

Thinking card

Number 5 is in the
top right hand
corner above
number 10.

Put a large black
spot in the middle
square of the
second row
down.

Put a large black
spot in the square
to the left of
number 15.

Thinking card

Task card

Thinking card
Put a large black
spot between 3
and 5.

Task card
Look at the 8
numbers you have
written on your grid.
Spot a pattern and
write the other
numbers in the 8
empty squares.

Put a large black
spot in the
square that
should be number
17.

Task card
Finish
You are now ready to
play the game of
Black Spot. Take
turns to shake the dice
and move your counter.
If you land on a black
spot move back a
square.
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Find a dice that is
marked 1, 2, 3, 1,
2, 3, and 2
counters
(different
colours).
Task card
Organise yourselves
into pairs to play the
game. Who do you
think will win?
Read the rules on the
Finish card.

I Have, Who Has?
Possible Learning Intentions:
Mathematics/Numeracy:
Use a range of mathematical language to explain their understanding
Thinking, Problem-Solving and Decision-Making:
Generate possible solutions and try out alternative approaches.
Working With Others:
Recognise and respect other people’s feelings and ideas
Self Management:
Organise and plan how to go about a task.
Activity:
To create a set of eight loop cards. Each card has an answer and a question.
When a child reads the question on their card, another child’s card will have the
answer, e.g. I have 26…who has 10 more?
Classroom Management:
The activity can be carried out in groups of 4 (mixed ability)
How It Works:
The children play a game using a set of teacher produced cards. Children
brainstorm for words which “tell you” to add, subtract, multiply and divide.
Suggestions may be recorded. The children, working in groups, discuss ideas for
each card and record their decisions on a planning sheet. Their questions and
answers will then be tested to ensure they create a loop.
Variation:
Use a different range of numbers, different operations or mathematical
language used.
Metacognition:
In order for learners to develop and strengthen their thinking strategies they
need time to plan, adapt and evaluate their thinking.
Making Connections:
 Loop cards could be created for different attainment targets.
 Children could use a word processing package to produce the
cards (I.C.T.)
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I have

I have

I have

I have

4

6

12

9

Who has

Who has

Who has

Who has

2 more?

double
this?

3 less?

one
more?

I have

I have

I have

I have

10

5

11

14

Who has

Who has

Who has

5 less?

6 more?

3 more?

Who has
10 less?
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Always, Sometimes, Never
Possible Learning Intentions:
Mathematics and Numeracy:
Children will talk, discuss and use mathematical language to evaluate
mathematical statements.
Thinking, Problem-Solving and Decision-Making:
Understand more than one point of view
Working with Others:
Recognise and respect other people’s feelings and ideas
Activity:
Ask pupils to work in pairs. Introduce the activity as follows:
You have been given a number of mathematical statements.
Your task is to work together and decide if the statement is always true,
sometimes true or never true
With your partner:
■
choose a statement
■
work together to decide whether the statement is always true, sometimes
true or never true and justify your reasoning
■
put your statement on the Always, Sometimes, Never grid
■
if you consider a statement to be always true, explain how you know this
■
if you consider a statement is sometimes true, describe all the cases when it
is true and all the cases when it is false
■
if you think a statement is never true, explain how you can be sure
Classroom Management:
The children work in pairs. Once the discussion has led to a decision, pairs join
up to make a group of four and explain their decisions.
How It Works:
This activity can be used in a number of ways
1. Children work in pairs (as above) then join another pair and explain their
decisions. They may want to change their minds after the discussion with the
other group.
2. The activity can be used at the start of a topic to assess how much the
children know about a mathematical idea e.g. time, place value, addition, etc.
The grid with statements can be displayed in the classroom.
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At the end of the topic, the statements are discussed again and the children
are asked to make any changes they feel are necessary as a result of their new
understanding or knowledge.
Metacognition:
In order for children to strengthen and develop their thinking strategies, they
need time to plan, adapt and evaluate their thinking.
Children can be encouraged to think about the activity before they start, during
the activity and at the end.
Children are also encouraged to think about what it is like to work together, to
listen to the contributions of others, to take part in discussions, and how they
reached an agreement.
Making Connections:
This activity can be used with any mathematical topic or Area of Learning.
Either the teacher can generate the statements, or the children themselves can
produce statements about a given topic.
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Always

Sometimes

47

Never

By adding a zero to a
number the number gets
bigger

Every number is made
from a combination of any
10 digits.

To calculate in your head
you need to use tens and
units

The 2 in 427 is the same
as the 2 in 572

The 2 in 427 is the same
as 20 tens

A group of ten units is
ten times bigger than 1
unit

Numbers with more digits Numbers get bigger when
are greater in value
they move to the left

Digits are made of
numbers

Numbers get smaller
when they move to the
left

Zero is not a digit

£1.50 is the same as
having fifteen 10p coins
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Target Boards
Possible Learning Intentions:
Mathematics and Numeracy:
Children will know and understand the composition of number within 1000.
Being Creative:
Make new connections between ideas/information.
Working with Others:
Develop routines of turn taking, sharing and co-operating.
Activity:
Children are shown a large Target Board and asked to use digit cards to show
responses to questions posed by the teacher.
Classroom Management:
Whole class / small group
Questions can be differentiated to meet the needs of the range of learners in
the class.
Children can be encouraged to create the questions for other groups.
How It Works:
The children can use digit cards or number fans to show their suggestions.
These allow for thinking time. Teacher can either ask the children to “find…” or
“show me…”
Once the teacher is sure that all the children have something to offer, she can
ask for responses. A number of different responses can be considered as there
may be more than one answer.
At all times the children are encouraged to explain their decisions.
Variation:
Teachers may vary the range and the amount of numbers on the Target Board
or the language used for the questions. A “mystery number” can be identified
and clues given to reveal its identity; e.g. “it is an even number”, “it is more than
X but less than Y”. As they work through the clues pupils can place counters on
the numbers that can be eliminated until the mystery number is identified.
Children can also make up their own questions to challenge the rest of the group
or class.
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Metacognition:
Children are encouraged to think about their learning and what helped their
thinking.
Making Connections:
Target Boards can be produced for many areas of mathematics e.g. shape,
fractions, measurement, language, calculations, money, time, etc.

Examples of Questions used with the Target Board
Show me…
■
A number between 30 and 40
■
A number smaller than 50
■
A number bigger than 300
■
A number one less than 20
■
The biggest number in the middle column
■
The smallest number in the bottom row
■
A number with 3 units
■
A number with 0 tens
■
A number with 0 hundreds
■
A number with 5 groups of 100
■
Double 35
■
A number with 43 units
■
A number with 43 tens
■
An odd number less than 50
■
An even number greater than 700
■
Two numbers that when added together make a number greater
than 50
■
Two numbers that make 100 when added together
■
The difference between the two smallest numbers on the board
■
A number which is double another number on the board
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Target Board
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35

75

82

19

134

432

276

546

743

406

708

310

430

600

70

80

40

20

10
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Match Up
Possible Learning Intentions:
Mathematics/Numeracy:
Children will become familiar with coins in everyday use.
Thinking, Problem Solving and Decision-Making:
Explain methods and the reasons for choices and actions
Resources:
A feely bag with a number of the following coins:- 1p, 2p, 5p and 10p.
Bee-Bot
Bee-Bot transparent grid
Money grid cards with relevant coins placed on circles
Activity:
Children set Bee-Bot on the start tile. They take it in turns to select a coin
from the feely bag and move Bee-Bot to the correct value and collect that coin.
If a square has no coin available for collection then the child selects another
coin from the feely bag/misses a turn.
Variation:
Use a wider or narrower range of coins.
Select a coin from the bag and suggest combinations of coins which could be
visited to collect the equivalent amount
Metacognition:
In order for learners to develop and strengthen their thinking strategies they
need time to plan, adapt and evaluate their thinking.
Making Connections:
 Cards with 2D or 3D shapes could be used and collected by Bee-Bot
 Children could plan a route to visit a range of locations, linked to a
connected learning focus or topic
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Example of grid
NB (you can decide where to place the values and the start card)

1p

2p

5p

10p

START

10p

1p

2p

5p

1p

2p

10p

10p

5p

1p

2p

An example
of a Bee-Bot
sized square
(15 x15 cm)
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