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St Aldhelm’s Church Primary School

Foundation Stage and Key Stage One Number Games
Saying and recognising numbers

4 in a row
Roll a die, say the number and plot it onto a number line with a coloured pencil.  The other person rolls and uses another colour to plot the number onto the number line.  The winner is the first person with four numbers in a row with none of the other persons between.  Could use two dice to create larger numbers or add numbers on two dice together.  
3 in a row on a hundred square

You will need a hundred square for this game – find one using a google image search ‘hundred square’.  Players take turns to throw the die twice and make a 2-digit number (e.g. if you throw a 5 and a 4 you can choose to make 54 or 45). Cover that number on the grid.  The first to get 3 in a row wins.     
Fishy, Fishy, Fingers

Follow the pattern of Rock, Paper, Scissors.  Shake fist whilst saying “Fishy, Fishy” then on, “Fingers” hold out a number of fingers.  Say the number of fingers held out.  Can be made harder by adding fingers together or saying pair to 10 (see number bonds).  

Snap
Use a set of playing cards (remove king, queen and jack).  You could simply turn the cards and say the number.  You could split the cards between the two players and say snap when the numerals are the same.    
Using the environment

Look for numbers all around you.  When travelling in the car, look for, and say the numbers you see (street signs, number plates, on a calendar, shops).   
Beetle
Each number on the die corresponds to a part of the beetle.

1: body  2: head   3: eye ( two eyes )  4: feeler or antennae (two feelers)  5: leg (six legs)  6: wing (two wings)

Players take turns to roll the die.  Each player rolls once per round.  After each roll the player draws the appropriate body part to match  the number shown on the die. If a player has already drawn that part or parts he/she simply passes the die to the next player.  You must roll a one for the body before you can draw the legs or wings and two for the head before you can draw eyes or feelers.  The first player to complete drawing the beetle is the winner.

Counting

Using the environment

Count everything! Count the toys as you put them away, count the stairs as you walk up and down them, count the number of buses or lampposts that pass you in the street, count the flowers or clothes on the washing line in the garden, count the cutlery as you lay the table.

Count ‘Em
Use a pile of objects (pasta, buttons or pennies are ideal).  Players take it in turns to grab a ‘handful of things’, count them and record the number. Each player must try and get each number from 1-10 or 10 – 20. The first person to do so is the winner.  When counting the objects you could encourage your child to line up the objects to help with counting. Encourage them to point to the object as they say the number, taking time to count each item carefully.
You could develop skills in estimating (having a good guess) by talking to your child about how many objects they think they might have taken out of the box before they count them.  This can be extended into ‘How Many?’
How Many?

Take a large handful of objects (pasta, buttons or pennies are ideal).  Estimate (make a good guess) before counting.  Encourage children to line up the objects and count in twos or fives rather than ones.  
Ten special things
Each player chooses 10 special things and lays them out in front of them. Take it in turns to throw the dice and choose that number of items from their opponents set. The first player to gain all of their opponent’s items wins.

Counting coins
Use coins to practise counting in 1s, 2s, 5s and 10s.  A fun way to do this is to decide what you are counting in and then get your child to close their eyes and count whilst listening.  Dropping  the coins into a tin works well for this game.  
Number bonds to 5 and 10

Fishy, Fishy, Fingers

Follow the pattern of Rock, Paper, Scissors.  One person shake fist whilst saying “Fishy, Fishy”.  On “Fingers” hold out a number of fingers.  The other person says the number that goes with the number of fingers to make a pair to 5 or 10.  Can also be played so both players shake fists and the fingers are added together.  
Snap

Use a set of playing cards (remove king, queen and jack).  Split the cards between the two players and say snap when the two cards are turned in a row that add up to 5 or 10. Use the ace as the number one.   

Dominoes

Play dominoes but instead of matching the ends, the ends must add up to a specific number .e.g. 5.
Flashcards
You will need 0-10 flashcards (make your own).   Player A shows a card to player B who has to say the number that is needed to add to that number to total 10.  Time how long it takes for player A to repeat this for all number cards. Swap roles and try and beat each others time.

Pairs

Spread out two packs of 0-10 cards face down on the table.  Players take it in turns to reveal 2 cards. If the 2 cards add to make 10 then you can keep the pair, otherwise turn them back over. The player who collects the most pairs is the winner.  You could use questions such as ‘What is the total?’, ‘What do these two number add up to?’ when revealing the cards. As your child becomes more confident in their knowledge of pairs that make 10 you could encourage them to tell you which number they are looking for after they have revealed the first number.

Ping Pong

Choose a target number (i.e 10).  One person says a number (e.g 1) and the other says the corresponding number (i.e 9 as that goes with 1 to make 10).  When one person says, “Ping” then other says,  “Pong”.   

Other
The number plate game

Add together the numbers that you see on number plates.

SP15 RKS     1+5 = 6  

Biggest Wins
Roll the dice twice to create a 2 digit number (i.e 56) and record.  Then the other player does the same.  The biggest number wins a point.  You can make this game more tactical for older children, by choosing which digit makes the ten (for example if you roll a 5 and 9, you could choose 59 or 95).
Flashcards

These allow independent practise.  A question can be written on the front and the answer on the pack of small cards.  Also one number can be written on the front and its number bond partner can be written on the back.  

Playing board games is very beneficial for number skills especially counting forward and backwards.  Real life opportunities to practise using coins and paying for items is also very useful.   

Websites

www.ictgames.com
http://www.crickweb.co.uk/ks1numeracy.html
http://www.crickweb.co.uk/Early-Years.html
http://www.bbc.co.uk/bitesize/ks1/maths/
