
Moving
On Up!

Mathematics



This pack has been designed to support your child in preparing to move up to their new
year group in September. The activities included have been selected to encourage
children to practise and develop a range of mathematical skills in fun and motivating
ways.  

We suggest that you spread the activities over the summer holidays, by completing a
variety of activities each week, but you may choose to use them in a different way to
suit the needs of your family.  

The following activity types are included in the pack:

Introduction

These activities support
children in engaging with real-

life maths, linking different
areas of maths, and developing

their use of mathematical
vocabulary. 

These activities support
children in developing

mathematical fluency and
confidence.

These activities support
children in developing
problem solving and

reasoning skills and applying
their learning to new

situations.

These activities support children
in developing mathematical

fluency and strategy. If you do
not have a pack of cards, use

the resource sheets at the end
of this pack.

These activities support children
in understanding the usefulness

of maths and allow them to
apply their skills to real-life
situations. Your child could

choose one to complete each
day.

At the end of the pack, there
are several resource pages

which can be used for some
of the activities.

If you would like more activities and ideas to try this summer, visit:
https://www.cambslearntogether.co.uk/home-learning/summer
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Be a Maths Detective
Can you think of any mathematical questions which you could ask and answer using

the picture?

Try to include questions about as many different areas of maths as you can.

If you are stuck, have a look at the prompts below.

Here are some question frames which might help you:

How many ………….. are there altogether?
How many more ........... than .......... are there?
If each pair of flip-flops costs £....., how  much would they
cost altogether?
What fraction of the flip-flops are ............?
If this is 1/5 of the flip-flops in a shop, .................?
If Millie buys this many flip-flops every year, how many will
she have after ......... years?

My mathematical questions:

Try to include questions
about as many of these
areas of maths as you can:

Addition and Subtraction
Multiplication and Division
Fractions 
Position and Direction
Money
Measures
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Can you think of any mathematical questions which you could ask and answer using

the picture?

Try to include questions about as many different areas of maths as you can.

If you are stuck, have a look at the prompts below.

Here are some question frames which might help you:

How many ………….. are there altogether?
How many more ........... than .......... are there?
If the picture shows 1/4 of the players in the club .......?
What fraction of the players are wearing ............?
The 90 minute training session started at .........  What time
will it finish?

Try to include questions
about as many of these
areas of maths as you can:

Addition and Subtraction
Multiplication and Division
Fractions 
Shape
Measures  

Be a Maths Detective

My mathematical questions:
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Be a Maths Detective
Can you think of any mathematical questions which you could ask and answer using

the picture?

Try to include questions about as many different areas of maths as you can.

If you are stuck, have a look at the prompts below.

Here are some question frames which might help you:
How many ………….. are there altogether?
How many different ......... can you see?
How many more ........... than .......... are there?
If there is one pylon every .......m, how many would there be
in .........m?
Can you use some of these words in your questions?
obtuse      acute      right angle     horizontal    vertical
diagonal   parallel

My mathematical questions:

Try to include questions
about as many of these
areas of maths as you can:

Addition and Subtraction
Multiplication and Division
Fractions 
Position and Direction
Shape (including angles)
Measures
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Be a Maths Detective
Can you think of any mathematical questions which you could ask and answer using

the picture?

Try to include questions about as many different areas of maths as you can.

If you are stuck, have a look at the prompts below.

Here are some question frames which might help you:

How many ………….. are there altogether?
How many different ......... can you see?
How many more .............................................?
If there are .......... streets like this in a town, ..................?
If the number of windows on each house is the same as the
number of people living in it ...........?
What fraction of the houses are ......... ?

My mathematical questions:

Try to include questions
about as many of these
areas of maths as you can:

Addition and Subtraction
Multiplication and Division
Fractions 
Position and Direction
Shape (including angles)
Measures     
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Make the lowest value number to win.

Make the number closest to a given number to win, e.g. 5000.

Name of Game:  Place Value Victory

This helps with:  Place value (Thousands, Hundreds, Tens and Ones)

You will need:     Two sets of digit cards 0 to 9 (see page 22)

                             Two place value templates – Thousands, Hundreds, Tens and

                               Ones (see page 23)

                             Someone to play with

How to play: 

1.    Use two sets of digit cards 0 to 9. Shuffle each set and place face down,

keeping in two separate piles so that there is one set for each player.

2.   Use one place value template for each player. Player one turns over their top

digit card and decides whether to place this in the Thousands, Hundreds, Tens or

Ones position on their place value template to make the highest value number

overall. Player two does the same with their top digit card on their place value

template.

3.    Player one turns over their next top digit card and chooses where to place it

in the remaining positions on their place value template. Player two does the

same. Play continues placing the third and fourth digit cards into position.

4.    The player who has made the highest value number scores one point.

5.    Repeat, taking turns to start, with the each player’s own reshuffled sets of

digit cards.

The winner is: The player with the most points at the end of 5 games!

Variations:

PRACTISE



PRACTISE

6

Change the size of number, e.g. use Hundreds, Tens and Ones only.

Focus on addition or subtraction only. 

Name of Game:    Fastest First

This helps with:    Addition and Subtraction (Thousands, Hundreds, Tens and

                                 Ones)

You will need:       Two sets of digit cards 0 to 9 (see page 22)

                               Two place value templates – Thousands, Hundreds, Tens and

                                 Ones (see page 23)         

                               Pencil and paper for jottings and recording

                               Someone to play with

How to play: 

1.    Use two sets of digit cards 0 to 9. Shuffle each pile separately and place

face down, one for each player.

2.   Each player takes their top four digit cards and places them on the place

value template in the order they were taken, starting with the Thousands and

finishing with the Ones.

3.    Both players find the total of both numbers (add them together) and the

difference between both numbers (subtract the smaller number from the larger

number, or count on from the smallest to largest). They may use jottings to help.

4.    Each player writes down the total and difference of both numbers. If these

are not the same, one player explains to the other how they have calculated

their answer, to agree the correct answer.

5.    Place the cards back into the two sets, shuffle again and repeat play.

The winner is:  The player who calculates the correct total and difference first!

Variations:
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Focus on one multiple only e.g. Is the number a multiple of 4?

Players can give more information e.g. For the number ‘20’, the statement

might be ‘4 because 4 multiplied by 5 is 20’ rather than simply ‘4’.

Name of Game:   4, 8, both or none?

This helps with:   Multiples of 4 and 8

You will need:      Two sets of digit cards 0 to 9 (see page 22)

                              Pencil and paper to keep score

                              Someone to play with

How to play: 

1.    Shuffle each set of digit cards 0 to 9 separately and place them face down

in two piles, next to each other. Player one turns over the top card from both

piles to create a two digit number.

2.    Player two tells player one if this number is a multiple of 4, 8, both or none.

3.    Player one checks and keeps a score for player two. Player one awards one

point for each correct statement that player two gives (saying ‘Four’, ‘Eight’,

‘Both’ or ‘None’).

4.    If player one gives a correct answer, that player two has missed, player two

must award player one with one point. If player one corrects player two with an

answer that was incorrect, player two must also award player one with one

point.

5.    Repeat, with roles reversed, until all of the cards have been turned over.

The winner is: The player who has the most points when all of the cards have

been turned over!

Variations:

PRACTISE
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8VH�RQH�VHW�RI�GLJLW�FDUGV�WR�JHQHUDWH�D�VLQJOH�GLJLW�QXPEHU�IRU�HDFK�SOD\HU�

(DFK�SOD\HU�KDV�D�WLPH�OLPLW��H�J��RQH�PLQXWH��WR�MRW�GRZQ�DV�PDQ\�IDFWV�DV

WKH\�FDQ��ZLWKRXW�GXSOLFDWLQJ�VLPLODU�LGHDV��

Name of Game:  6KRZ�ZKDW�\RX�NQRZ

This helps with:��1XPEHU�IDFWV

You will need:�����7ZR�VHWV�RI�GLJLW�FDUGV���WR����VHH�SDJH����

�����������������������������3HQFLO�DQG�SDSHU�WR�NHHS�VFRUH

�����������������������������6RPHRQH�WR�SOD\�ZLWK

How to play:�

������6KXIIOH�HDFK�VHW�RI�GLJLW�FDUGV���WR���VHSDUDWHO\�DQG�SODFH�WKHP�IDFH�GRZQ

LQ�WZR�SLOHV��QH[W�WR�HDFK�RWKHU�

������3OD\HU�RQH�WXUQV�RYHU�WKH�WRS�FDUG�IURP�ERWK�SLOHV�WR�FUHDWH�D�WZR�GLJLW

QXPEHU�

������3OD\HU�WZR�WHOOV�SOD\HU�RQH�ZKDW�WKH\�NQRZ�DERXW�WKLV�QXPEHU��EXW�FDQQRW

UHSHDW�D�VLPLODU�VWDWHPHQW��)RU�H[DPSOH��RQO\�RQH�DGGLWLRQ�IDFW�WR�PDNH�WKH

QXPEHU�

������3OD\HU�RQH�DZDUGV�RQH�SRLQW�IRU�HDFK�FRUUHFW�VWDWHPHQW��3OD\HU�WZR�V�WXUQ

HQGV�ZKHQ�WKH\�FDQQRW�WKLQN�RI�DQ\�PRUH�IDFWV��JLYH�DQ�LQFRUUHFW�VWDWHPHQW�

GXSOLFDWH�D�VLPLODU�VWDWHPHQW�RU�UHDFK�WHQ�SRLQWV�

������5HSHDW��ZLWK�UROHV�UHYHUVHG��XQWLO�DOO�RI�WKH�FDUGV�KDYH�EHHQ�WXUQHG�RYHU�

The winner is:  7KH�SOD\HU�ZKR�KDV�WKH�PRVW�SRLQWV�ZKHQ�DOO�RI�WKH�FDUGV�KDYH

EHHQ�WXUQHG�RYHU�

Variations: 

PRACTISE



Investigate
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(DFK�RI�WKH�IROORZLQJ�VKDSHV�KDV�D�YDOXH�

Super Shapes�
�IURP�KWWSV���QULFK�PDWKV�RUJ������

,I�\RX�DGG�WKH�YDOXHV�RI�WKH�IROORZLQJ�WKUHH�VKDSHV�WRJHWKHU��WKH�WRWDO�LV����

&DQ�\RX�ZRUN�RXW�WKH�YDOXH�RI�WKH�UHG�VWDU�XVLQJ�WKH�YDOXHV�\RX�NQRZ"

7KH�YDOXH�RI�WKH�UHG�VKDSHV�FKDQJHV�LQ�HDFK�RI�WKH�IROORZLQJ�SUREOHPV�

&DQ�\RX�GLVFRYHU�LWV�YDOXH�LQ�HDFK�SUREOHP��LI�WKH�YDOXHV�RI�WKH�VKDSHV�DUH

EHLQJ�DGGHG�WRJHWKHU"

&DQ�\RX�FUHDWH�VRPH�6XSHU�6KDSH�SUREOHPV�RI�\RXU�RZQ�IRU�D�IDPLO\�PHPEHU

RU�IULHQG�WR�DQVZHU"



Investigate
Which Symbol? 

�IURP��KWWSV���QULFK�PDWKV�RUJ������

3XW�LQ�WKH�PLVVLQJ�V\PEROV�WR�PDNH�WKHVH�QXPEHU�VHQWHQFHV�FRUUHFW�

8VH���¸�¹���DQG� ��

)RU�H[DPSOH�
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7U\�WKHVH�

$OO�WKH�QXPEHU�VHQWHQFHV�EHORZ��H[FHSW�WZR�RI�WKHP��KDYH�WZR�VROXWLRQV�

&DQ�\RX�ILQG�WKH�V\PEROV�WR�XVH"

:KLFK�WZR�QXPEHU�VHQWHQFHV�KDYH�RQO\�RQH�DQVZHU"�&DQ�\RX�VHH�ZK\�WKLV�LV�VR"



�7KH�3LHG�3LSHU�RI�+DPHOLQ

�LV�D�VWRU\�\RX�PD\�KDYH�KHDUG�RU�UHDG��

:KHQ�D�PDQ�FDOOHG�WKH�3LHG�3LSHU�SOD\V�KLV�SLSH��WKH�PDQ\�UDWV�ZKR�KDYH�EHHQ�WURXEOLQJ

WKH�SHRSOH��IROORZ�KLP�RXW�RI�WKH�WRZQ�RI�+DPHOLQ��%HFDXVH�WKH�WRZQVSHRSOH�GR�QRW�SD\

WKH�3LHG�3LSHU��KH�SXQLVKHV�WKHP�E\�SOD\LQJ�KLV�SLSH�DJDLQ�DQG�WKH�WRZQ�V�FKLOGUHQ�IROORZ

KLP�RXW�RI�WRZQ�DV�ZHOO��

7KH�IROORZLQJ�LQYHVWLJDWLRQ�LV�EDVHG�RQ�WKLV�VWRU\�

,PDJLQH�WKDW�WKHUH�ZHUH�����FKLOGUHQ�DQG�����UDWV��6XSSRVLQJ�WKDW�WKH\�DOO�KDG�WKH�XVXDO

QXPEHU�RI�OHJV��WKHUH�ZRXOG�EH�����OHJV�LQ�WKH�WRZQ�EHORQJLQJ�WR�WKH�FKLOGUHQ�DQG�UDWV

�����OHJV�EHORQJLQJ�WR�FKLOGUHQ�DQG�����OHJV�EHORQJLQJ�WR�UDWV��

%XW�QRZ��ZKDW�LI�\RX�ZHUH�RQO\�WROG�WKDW�WKHUH�ZHUH�����OHJV�EHORQJLQJ�WR�WKH

FKLOGUHQ�DQG�UDWV�EXW�\RX�GLG�QRW�NQRZ�KRZ�PDQ\�FKLOGUHQ�RU�UDWV�WKHUH�ZHUH"

7KH�FKDOOHQJH�LV�WR�LQYHVWLJDWH�KRZ�PDQ\�FKLOGUHQ�DQG�UDWV�WKHUH�FRXOG�EH�LI�WKH�QXPEHU

RI�OHJV�ZDV������

7R�VWDUW�\RX�RII��WKHUH�FRXOG�EH��

��������������FKLOGUHQ�DQG�����UDWV��or�������FKLOGUHQ�DQG����UDWV

:KDW�RWKHU�QXPEHUV�\RX�FDQ�FRPH�XS�ZLWK"

5HPHPEHU�WKDW�\RX�KDYH�WR�KDYH�����OHJV�DOWRJHWKHU�DQG�UDWV�KDYH���OHJV�HDFK

DQG�FKLOGUHQ�KDYH���OHJV�HDFK�

:KHQ�LW
V�WLPH�WR�KDYH�D�ORRN�DW�DOO�WKH�UHVXOWV�WKDW�\RX�KDYH�JRW�DQG�VHH�ZKDW�WKLQJV�\RX

QRWLFH�\RX�PLJKW�ZULWH�VRPHWKLQJ�OLNH�WKLV�

�������������&KLOGUHQ�DQG�����5DWV����WKH�VDPH�QXPEHU�RI�ERWK�

������������&KLOGUHQ�DQG����5DWV�����WHQ�WLPHV�DV�PDQ\�FKLOGUHQ�DV�UDWV�

Investigate
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The Pied Piper of Hamelin 
�IURP��KWWSV���QULFK�PDWKV�RUJ������





0DNH�D�VHW�RI�WDQJUDP�SLHFHV�E\�FDUHIXOO\�FXWWLQJ�RXW�WKH�ODUJHU�VKDSHV�RQ

SDJH����

&DQ�\RX�PDNH�HDFK�RI�WKHVH�SLFWXUHV�XVLQJ�\RXU�VHYHQ�SLHFHV"��7KH\�PXVW�QRW

RYHUODS�DQG�\RX�PXVW�XVH�DOO�VHYHQ�SLHFHV�HDFK�WLPH�

Investigate
Tangrams 

�IURP��KWWSV���QULFK�PDWKV�RUJ������

$�WDQJUDP�LV�DQ�DQFLHQW�&KLQHVH�SX]]OH�ZKHUH�\RX

PDNH�SLFWXUHV�XVLQJ�WKHVH�PDWKHPDWLFDO�VKDSHV�

1RZ�WU\�WKHVH�

1RZ�WU\�PDNLQJ�VRPH�WDQJUDP�SLFWXUHV�RI�\RXU�RZQ�
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