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1. Bundle (Place Value) 
 

Learning: to use tens and ones 

 

You will need:  

0-9 dice 

Plastic drinking straws and a few elastic bands 

 

To play: 

Take it in turns to throw the dice. 

Count and collect that number of straws. 

If you throw 7, you count 7 straws and keep them. 

Have 3 goes each. As you get to a total of ten, use an elastic 

band to bundle ten straws together. 

13 would be a bundle of 10 and 3 more. 

Write the number of straws you have after each go. 

 

To win: 

The winner is the player with the most straws. 

 

Maths talk: 

Talk about how many more straws you add on each time and 

how many you have altogether. 

Talk about how many tens and how many ones you have. 

Talk about how many more straws you need to make a ten and 

how many you will have left over. 



2. 10s and More (Place Value) 
 

Learning: to add a multiple of ten and a single-digit number 

 

You will need:  

Multiples of ten dice 

0-9 dice 

1-100 board 

Counters 

 

To play: 

Take it in turns to throw the dice to get a multiple of ten and a 

single-digit number.  

 Add the two together. Cover your answer on the 1-100 board 

with one of your counters. 

If you throw 60 and 4, then you cover 64. 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

Talk about how you could use bundles of straws in this game. 



3. 10s Split It (Place Value) 
 

Learning: to partition multiples of ten 

 

You will need:  

Multiples of ten or 0-9 dice 

Tens board 

Counters 

 

To play: 

Take it in turns to throw the dice to get a multiple of ten. 

(If you throw 4 on a 0-9 dice, it means 4 tens or 40.) 

Partition or split the number into two multiples of ten and 

cover these two numbers on the Tens board. 

If you throw 60, you could partition it into 10 + 50, 20 + 40 or 

30 + 30. 

(If you throw 0 or 10, throw again.) 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

Talk about the links with partitioning single-digit numbers.  

If 6 = 4 + 2, then 60 = 40 + 20. 



4. Partition It (Place Value) 
 

Learning: to partition two-digit numbers in different ways 

 

You will need:  

0-9 dice 

1-100 board 

Counters 

 

To play: 

Throw the dice twice to make a two-digit number.  

Partition it into ‘a multiple of 10 and a bit’. Cover these 2 

numbers on the board.  

If you throw 73, you could cover 50 and 23, 40 and 33, and so 

on.  

If a number is already covered players can replace their 

opponent’s counter.  

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

If you need to cover 30 to win, for example, talk about how 

you can partition a number to make sure you cover 30. 



5. Line Up (Place Value) 
 

Learning: to order two digit numbers  

 

You will need:  

0-9 dice 

0-100 empty number line 

Coloured pencil for each player 

 

To play: 

Take it in turns to roll the dice to generate a two- digit number. 

The first roll represents the tens and the second is the ones. 

Plot the two-digit number on the number line.  

 

To win: 

The winner is the first player to get four of their numbers in a 

line without any of their opponent’s numbers in between. 

 

Maths talk: 

On an empty number line your child will need to have an idea 

about where to position the number that has been generated. 

You can therefore discuss how to correctly position the 

number e.g. use markers for multiple of 10 to help. 

 

You could change the game by plotting three-digit numbers on 

a 0-1000 number line. 



6. What next? (Comparing) 
  

Learning:  to compare two-digit number 

  

You will need:  

0-9 dice 

  

To play: 

Take it in turns to throw the dice to get a two-digit number and 

write it down. 

63 

Decide before you throw again, which dice throw will 

represent tens or ones. 

The predict whether the next number you throw will be more 

or less. If you are correct, then write that number down to 

start a chain. Predict whether the next number you throw will 

be more or less than the new number. 

63 … less (<) … 47 … more (>) … 56 .... 

Each time you are correct, write the number in your chain and 

predict again. 

 If the prediction is incorrect, then the chain ends. 

 

To win: 

The winner is the player with the longest chain. 

  

Maths talk: 

Notice that it is only if the tens digits are the same that you 

need to look at the ones digit. 



7. Round to 10 (Rounding) 
 

Learning: to round numbers to the nearest ten 

 

You will need:  

0-9 dice 

Tens board 

Counters 

 

To play: 

Take it in turns to throw the dice to get a two-digit number.  

 Round your number to the nearest ten and cover your answer 

on the Tens board with one of your counters. 

If you throw 45, then you cover 50. 

If you throw 44, then you cover 40. 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

Talk about which multiples of ten a number lies between. So 

63 is between 60 and 70 but is closer to 60. 



8. 2s, 5s and 10s (Counting) 
 

Learning: to count in 2s, 5s and 10s 

 

You will need:  

0-9 dice 

Straws, loose and in bundles of 5 and 10 

 

To play: 

Take it in turns to throw the dice to get 3 single-digit numbers.  

 The first number thrown is the number of twos of straws to 

collect. The second number is the number of 5s to collect and 

the third number is the number of 10s to collect. 

If you throw 4, 5 and 2, then you collect 4 twos, 5 fives and 2 

tens. 

Count up the total number of straws collected. 

10, 20 , … 25, 30, 35, 40, 45, … 47, 49, 51, 53. 

The player with the most straws scores a point. 

 

To win: 

The winner is the first player to score 5 points. 

 

Maths talk: 

Talk about whether to start with the tens or twos. Why do you 

do this? 



9. Fishy, Fishy Fingers, part 1 (Number Facts) 
 

Learning: number bonds for ten or twenty 

 

You will need:  

Yourselves 

 

To play: 

Face each other and both chant ‘fishy, fishy fingers (in the 

same way as you would if playing ‘rock, paper, scissors’). 

Each player holds up some fingers on one hand.  

The first player to say the total of the fingers shown scores a 

point.  

If one player shows 2 fingers and the other shows 4 fingers, the 

first one to say 6 wins the point. 

If you are using number bonds for 20, you can each hold up 

fingers on both hands. 

 

To win: 

The winner is the first player to 10 points.. 

 

Maths talk: 

 Which numbers make it trickier for your opponent? 

 

 



10. Make 10 (Number Facts) 
 

Learning: number bonds for ten 

 

You will need:  

0-9 dice 

Digit board 

Counters 

 

To play: 

Take it in turns to throw the dice. 

Work out how many more you need to make ten. Cover the 

answer on the Digit board with one of your counters. 

If you throw 6, you cover a 4. 

(If you throw 0 or 1, throw again.) 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Adapting the game: 

Use the Teens board instead of the Digit board and play ‘Make 

20’. 



11. Split it (Number Facts) 
 

Learning: number bonds for numbers up to ten 

 

You will need:  

0-9 dice 

Digit board 

Counters 

 

To play: 

Take it in turns to throw the dice. 

Split the number into two and cover the resulting two 

numbers anywhere on the Digit board. 

If you throw 7, then 1 and 6, 2 and 5, or 3 and 4 may be 

covered. 

(If you throw 0 or 1, throw again.) 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

How does 3 + 3 = 6 help you to know that 3 + 4 = 7? 

 



12. Single Difference (Number Facts) 
 

Learning: to find the difference between two numbers 

 

You will need:  

0-9 dice 

Digit board 

Counters 

 

To play: 

Take it in turns to throw the dice twice. 

Find the difference between the two numbers thrown and 

cover the answer on the Digit board with one of your counters. 

If you throw 4 and 9, you cover a 5. 

(If you throw 0, throw again.) 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

Talk about how counting on from the smaller number to the 

bigger number helps. 

Talk about how many more one number is than the other. “The 

difference between 9 and 4 is 5. 9 is 5 more than 5.” 

 



13. Take from 9 (Number Facts) 
 

Learning: number facts for 9 

 

You will need:  

0-9 dice 

Digit board 

Counters 

 

To play: 

Take it in turns to throw the dice.  

 Subtract this number from 9 and cover your answer on the 

Digit board with one of your counters. 

If you throw 6, then you cover 3 because 9 - 6 = 3. 

(If you throw 0 or 9, throw again.) 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

Talk about the link with facts that make 10.  

If 5 + 5 = 10, then 4 + 5 = 9. 

 

You could change the game to ‘Take from 8’ or ‘Take from 7’. 



14. Add 10 (Number Facts) 
 

Learning: to add ten to single digit numbers 

 

You will need:  

0-9 dice 

Teens board 

Counters 

 

To play: 

Take it in turns to throw the dice. 

Add ten to your number and cover a number corresponding to 

the answer on the Teens board with one of your counters. 

If you throw 5, you can cover a 15. 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

Talk about what happens to a number when you add ten to it - 

the ones digit stays the same. What happens to the tens digit? 

 



15. Take from 20 (Number Facts) 
 

Learning: to count back from 20 

 

You will need:  

0-9 dice 

Teens board 

Counters 

 

To play: 

Take it in turns to throw the dice.  

 Subtract your number from 20 by counting back from 20. 

Cover your answer on the Teens board with one of your 

counters. 

If you throw 4, count back 19, 18, 17, 16 and cover 16 on the 

board. 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

Talk about how many you would need to add to your answer 

to get back to 20. 



 16. Target (Addition and Subtraction) 
 

Learning: to add and subtract single-digit numbers 

 

You will need:  

0-9 dice 

 

To play: 

Start with 0. Throw the dice and add that number to 0.  Keep a 

record of your total. 

Take turns to throw the dice and choose whether to add or 

subtract the number to your total.  

If you throw 6 first, you would have a running total of 6. If you 

then throw 5, you can add it to 6 to make 11 or subtract it from 

6 to make 1.  

 

To win: 

The winner is the first player to make exactly 10. 

 

Maths talk: 

When is it better to add and when is it better to subtract? 



17. Step Up (Addition) 
 

Learning: to count on and add single-digit numbers 

 

You will need:  

0-9 dice 

 

To play: 

Throw the dice to get a single-digit starting number each and 

write it down.  

 Then take it in turns to throw the dice to get your first ‘step’ 

size. Take three ‘steps’ from your starting number. 

A first dice throw of 4 makes 4 your starting number, the next 

throw of 6 means you take three steps of 6,  

So 4, (+6) 10, (+6) 16 (+6) 22.. 

Throw the dice again to get a new step size to continue your 

counting. 

If your next throw is 9, continue counting 31, 40, 49. 

Throwing the dice to get a step size and taking three steps 

continues until one of the players passes 100. 

 

To win: 

The winner is the first player to pass 100. 

 

Maths talk: 

Talk about how you count on. Notice patterns with odd and 

even numbers. 



18. 10 More or Less (Addition and Subtraction) 
 

Learning: to find 10 more or less than multiples of ten 

 

You will need:  

Multiples of ten dice 

Tens board 

Counters 

 

To play: 

Take it in turns to throw the dice. 

Choose whether to find 10 more or 10 less than your number. 

Cover the answer on the Tens board with one of your counters. 

If you throw 60, you could cover 50 or 70. 

(If you throw 0 or 10, you can only cover 10 more, if you throw 

80 or 90, you can only cover 10 less.) 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

What would 10 more than 61 be? How do you know? 

 



19. Total Bundles (Addition) 
 

Learning: to count in tens 

 

You will need:  

Multiples of ten dice 

Plastic drinking straws and a few elastic bands 

 

To play: 

Take it in turns to throw the dice to get two multiples of ten.  

 Collect bundles of straws to match the two numbers you have 

thrown. 

Count in tens to find the total of the two multiples of ten. 

If you throw 40, you collect 4 bundles of ten, then if you throw 

30, you collect 3 bundles of ten. 

Count on from the highest number in tens. “40, 50, 60, 70.” 

The player with the highest total scores a point. 

 

To win: 

The winner is the first player to score ten points. 

 

Maths talk: 

Make links with single-digit numbers. 

If 4 + 3 = 7, then 40 + 30 = 70. 



20. 2 Digit Bundles (Addition) 
 

Learning: to count on in tens 

 

You will need:  

0-9 dice 

1-100 board 

Straws, loose and in bundles of 10 

 

To play: 

Take it in turns to throw the dice twice to make a two-digit 

number. 

 Then make your number with bundles of straws.  

If your number is 53, you collect 5 bundles of ten and 3 single 

straws. (If you make a number greater than 90, throw again.) 

Choose any multiple of ten, 10, 20, 30, 40 etc. 

Add it to your number and use the bundles of straws to count 

on. Cover the answer on the 1-100 board with one of your 

counters. 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

Talk about how only the tens number changes. Why doesn’t 

the ones number change? 



21. Add 10s (Addition) 
 

Learning: to count on in tens 

 

You will need:  

0-9 dice 

1-100 board 

Counters 

 

To play: 

Take it in turns to throw the dice to get a two-digit number.  

 Choose any multiple of ten to add to this number and cover 

your answer on the 1-100 board . 

If you throw 67, you could choose to add 30 and so cover 97 on 

the board. If you choose to add 20, you would cover 87, and so 

on. 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

Talk about how only the tens number changes as you add the 

multiple of ten. 



22. Take Away Bundles (Subtraction) 
 

Learning: to subtract a multiple of ten from a two-digit 

number 
 

You will need:  

Multiples of ten dice 

0-9 dice 

1-100 board 

Counters 

Bundles of straws 
 

To play: 

Take it in turns to throw the dice twice to make a two-digit 

number. Then make your number with bundles of straws. 

If your number is 53, you collect 5 bundles of ten and 3 single 

straws. (If you make a number less than 10, throw again.) 

Choose any multiple of ten, 10, 20, 30, 40 etc. 

Subtract it from your number and use the bundles of straws to 

count back. Cover the answer on the 1-100 board with one of 

your counters. 
 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 
 

Maths talk: 

Talk about how only the tens number changes. Why doesn’t 

the ones number change? 



23. Take 10s (Subtraction) 
 

Learning: to count back in tens 

 

You will need:  

0-9 dice 

1-100 board 

Counters 

 

To play: 

Take it in turns to throw the dice to get a two-digit number.  

 Choose any multiple of ten to subtract from this number and 

cover your answer on the 1-100 board . 

If you throw 56, you could choose to subtract 30 and so cover 

26 on the board. If you choose to subtract 20, you would cover 

36, and so on. 

 

To win: 

The winner is the first player to get four of their counters in a 

line horizontally, vertically or diagonally. 

 

Maths talk: 

Talk about how only the tens number changes as you subtract 

the multiple of ten. 



24. Fishy, Fishy Fingers, part 2 (Multiplication) 
 

Learning: to know multiplication facts for the 2, 5 and 10 

times tables  

 

You will need:  

Yourselves 

 

To play: 

Face each other and both chant ‘fishy, fishy fingers (in the 

same way as you would if playing ‘rock, paper, scissors’). 

One player has to hold up 2, 5 or 10 fingers, the other can 

choose any number of fingers.  

The first player to say the product (the total when 2 numbers 

are multiplied together) of the fingers shown scores a point.  

If one player shows 2 fingers and the other shows 4 fingers, the 

first one to say 8 wins the point. 

 

To win: 

The winner is the first player to 10 points. Then swap roles. 

 

Maths talk: 

 Think of tricks to help remember times tables, such as 

thinking of x2 as doubling. 

 

You could change the game by using other times tables. 



25. 2s and 5s (Multiplication) 
 

Learning: to know multiplication facts for the 2, 5 and 10 

times tables  

 

You will need:  

0-9 dice 

1-100 board 

Counters 

 

To play: 

Start at 1. Take it in turns to throw the dice and move your 

counter.  

If you land on a multiple of 2 or 5, you score a point. A multiple 

of both scores 2 points!  

 

To win: 

The winner is the player with the most points when a player 

reaches 100. 

 

Maths talk: 

Look at patterns created by multiples of 2 and 5 on the 100 

square. Discuss the fact that multiples of 2 are always even 

numbers and that multiples of 5 always end in 5 or 0. 

 

You could change the game by using other times tables. 



26. Share or Group (Division) 
 

Learning: to share and group to divide by 5 

 

You will need:  

Small items, such as pasta pieces or Lego bricks 

 

To play: 

Take it in turns to grab a handful of small items and count 

them. Say whether you are going to share or group to divide by 

5. Then share or group your cubes and keep any left over 

If you have 17 items and you choose to put them in groups of 

5, you have 3 groups of 5 and 2 left over so you keep the 2 

items as your score. 

OOOOO OOOOO OOOOO OO 

If you choose to share, you would have 5 groups and 2 left over 

so you keep 2 again. 

OOO OOO OOO OOO OOO OO  

 

To win: 

After five turns, the winner is the player with the most cubes. 

 

Maths talk: 

Talk about how all the groups must be the same. The number 

left over is called the ‘remainder’.  

 

You could change the game by dividing by numbers other than 

5. 



(Adapted from Get The Buzz, by Liz Hopkins, and Bare 

Necessities, by Wiltshire Maths Team) 


