Games PO.C'Q

Games are a reaug powerfuL tool for Leammg
mathematics.

Bg pLagLng games with your child, you can heLp
support thetr deveLopmer\’c of keg mathematical skills.

While repeating other activities can become a little
stale, repea’cmg ames s much more normal. Children
enjoy repea’cmg amiliar games. Theg can then deve[op
strategic ’ch'mk'mg and other mathematical skills

’chrough repetition.

These games can be plaged WLJC|”1 Jche resources here.
SQVQFQL can O.l.SO be pU.l“Cl’lClSQd commercLaLLg.



Autumn Games

Number Game

Incg W'mcg SpLder

RCLCQ

Shape, SPCLCQ or

MQO.SU.FQ Game

Tower Builders

/\/\a’cchmg Game

Shape B'Lngo

S’cra’cegg Game

Nough’cs and

CFOSSQS



Skills

Counting on

Incg \/\/ercg Sptder Race Subitising

Number recognition

A game JCOI" JCWO PLO.HGFS.

The aim of the game:
To get from the fLoor to the roof

Instructions:

Fach pLa er takes turns sptnning the sptnner. If Jcheg land on a

number, t ey move up bg that many.

Theg should say the numbgzrs as they move up. (e.g. If ’cheg are on &
and ’chey roll & ’cheg say 3, 4" as t ey move up.)

If ’cheg land on the rain cloud, both spLders are washed back out the
spout and down to the bottom.

The f’Lrs’c spLder to reach the roof’cop s the winner.



JTeacher Notes

There are two options, -5 and [|-10.

There are two dtfferen’c spinners, one to heLp build
subL’cLsLng (’chrough recognition of the do’ts) and one

with written numbers.

You mtgh’c choose to have the rain onLg knock down
one plager.
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Skills
f\/\atchmg

S ha P e B Lng O Shape recognition

A game JCOF 9\—6 pLaHers

The aim of the game:

To get cover all the shapes on your board

Instructions
Cut up the shape tokens and put them in a bag or box.

Fach pLager takes turns drawing a shape from the bag. If
they have the same shape on ’c%eLr bmgo card, ’cheg put
’chag shape on top.

The fLrs’c pLager to cover all 6 shapes wins.



JTeacher Notes

Bingo Caller Vartant:

One person acts as the bingo caller and says one of the following:
Square

Circle

TrLangLe

Heart

Star

Pentagon

Oval

Rectangle

AFFOW

Children will need to recognise some squares that have been rotated and some
eregu[ar JcrLarnges.
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Tower Builders

A game JCOI” Q\_LI- p[agers

The aim of the game:
To build the tallest tower

Instructions

Each pLaHer takes turns spinning the sptnner.

Skills
Counting

Comparison
Subitising
Measure (heLgh’c)

Add the number of blocks indicated on the spinner to your

tower.

When everyone has spun 3 times, compare your towers.

The tallest tower winsl



Teacher notes

After somebodg wins, there is lots of room for discussion.

Whose tower is shortest?
What s the difference between the towers? (How much

taller is one tower than another one)

W

W
8

hat s similar between the towers?

nat is the composition of the towers? (e.g. This tower is

blocks tall. It s made of 3 and 3 and &)

The second set of sptnners offer a strategic vartation.
Make the aim of the game be to have the second tallest

tower. Have pLaHers choose which sptnner ’cheg want to use.









Skills

Prediction

Nough’cs and Crosses Strateq,

A game for R pLagers X

ITnstructions

Draw a 3 bg 3 grLd.
Choose one plager to be O and one to be X.

Ptagers take turns pLaang thetr sgmbot in a box in

the grLd.

The winner is the fLrs’c to get three in a row.



JTeacher Notes

This is a smeLe game thch, when soLved, aLwags results
in a draw.

If your games aLwags end in a draw, try changmg the

game up a Little.
You could make the aim of the game to avoid getting 3

in a row (Le. you win if you lose).
You could make the board bigger.

You could limit how many Os or Xs each player gets
before moving them (te. 3 Os, then instead of placing a

new one HOU. move dan OLd one)

You could make it so pLagers can either pLag O or X and
win 'Lf ’cheg get 3 in a row of either.



