rcepion — Using “Counter’ to count on and
back to 10

Resources Vocabulary
‘Counter’, computer, set of objects to number, numbers, one,
be counted, large digit cards, number two, three, four, five, six,
fans, number cards 1-9 (enough for 4 seven, eight, nine, ten,

one per child) 3 ] count, count on, count,
3 A g back, next, before, after

about
10 mins
Starter: whole class
Hold up large digit cards and get the class to name the digit.
This card says five, what does this one say?
This card says three; if we were counting on, what number would come next?
Who can show me the right card to hold up?
Give each child a number card. Ask children with the number 6 to stand up and
show their card. Repeat several times, choosing different numbers. Choose
children to come out and place their cards in order, 1-9. The other children should
say the number as it is placed.
Hold up a number of objects, and choose a child to point to the correct number on
the large cards.
about
25 mins

Main activity: whole class

Load the ‘Counter’ program and set up one counter with start number 1, step 1.
Press MS to store your settings. Explain that today the class is going to use the
computer to help them with their counting on and back. Press Play to start the
counter. When the display reaches 10, press Stop. Ask the children to explain what
has happened on the counter.

Press MR to restore your settings.
Press the Step button to count. Ask
the children to hold up the right
number of fingers to match the number
on the screen. When the display
reaches 10, press Stop. Repeat a
second time if necessary.

BERERETEY Y]
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Lesson

Objectives
e Recite the number names in order, continuing the count forwards and backwards from a given number.
e Recognise and use numerals 1 to 9.

Set up one counter with start number
10, step —1. Press MS to store your
settings. Press Play to start the counter.
When the display reaches 1, press
Stop. Ask the children to explain what
has happened on the counter.

Press MR to restore your settings.
Press the Step button to count. Ask the
children to hold up the right number of
fingers to match the number on the
screen. When the display reaches 1,
press Stop. Repeat a second time if
necessary.

Set up one counter with start number 6, step 1. Press MS to store your settings. Ask
the children to predict what number will come next on the counter if they count on.
Press Step to check their answer. Continue until you reach 10, then press Stop.

Set up one counter with start number 6, step —1. Ask the children to predict what
number will come next on the counter if they count back. Press the Step button to
check their answer. Continue until the display reaches 1, then press Stop. Repeat a
second time if necessary.

about
10 mins

Plenary
Conclude the lesson by organising the children to sit in a circle. Chant together,
counting quickly in twos from 0.

Two, four, six, eight ...

Now count quickly in twos from 1. One, three, five, seven, nine, eleven ...
Count back in twos from 20.

What number is two less than 187

What number is two more than 127?

Now start from 5 and count on in twos. Finally, remind the children what they have
learned in the lesson about counting on and back in different steps.

The National Numeracy Strategy: Sample lessons using ICT




Year 3 Using ‘Counter’ to count in 2s,
5s and 10s up to 100

Resources Vocabulary
‘Counter’, computer, individual 1-100 multiple
squares, 100 square peg board with multiples
different coloured pegs number grid
pattern
sequence
about
10 mins
Starter: whole class
Ask the children to chant in 2s up to 100, in 5s up to 100 and in 10s up to 100.
Use a 1-100 number line. Select a start number, then choose a child to come and
show the next three numbers in the sequence if counting in 2s, 5s or 10s.
Write some number series on the board, such as 54, 56, 58, 60 ... or 35, 40, 45,
50 ... Ask the children to describe each pattern and to give the next number(s) in
the sequence.
Write some other sequences, such as 60, , ,90,1000r 25,30, , ,45 |
55, and ask the children to fill in the missing numbers.
about
30 mins

Main activity: whole class
Load ‘Counter’ and set up one counter
with start number 0, step 5. Press MS
to store your settings. Explain that the
class is going to use the computer to
help them with number sequences of
2s, 5s and 10s, and press Play to start
the counter. When the display reaches
85, press Stop. Ask the children to
describe the sequence of numbers
they have just seen and to predict
what the next number will be. Press
the Step button to check their answer.
Repeat this two or three more times to
make sure that all the children
understand what is being displayed.

Repeat, using steps of 2 and 10, and starting from 0.

Ask the children if they can explain what a multiple is. Make sure that the children
understand that multiples can be divided exactly by a number. For example, 25, 30
and 35 are multiples of 5 because they can be divided exactly by 5.
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Lesson

Objective
e Recognise two-digit and three-digit multiples of 2, 5 or 10.

Main activity: group with computer
Set up one counter with start number 0, step 5. Press MS to store your settings.
Ask the children to count how many numbers are displayed on the screen before
the counter is stopped at 100. Encourage the children to explain that there are 20
multiples of 5 from 0 to 100.

Ask questions like:

Press Step on the computer to check their answers.

Show the children how to set the counter. Ask them to set up and run the counter to
find how many multiples of 2 there are between 0 and 50, and to record the answer
in their notebooks.

Record all the multiples of 2 between 0 and 30, and ask the children to predict 3
multiples of 2 between 100 and 110. Check their answers using ‘Counter’.

Ask the children to set up and run the counter and count how many multiples of 10
there are between 0 and 100. Tell the children to write the answer in their
notebooks and explain how they will be able to tell whether or not a number is a
multiple of 10.

Other group activities

Other groups can use a 100 square and mark on it — in different colours — all the
multiples of 2, 5 and 10, or use a 100 square peg board and put in different
coloured pegs for the multiples of 2, 5 and 10. Devise a strategy for coping with
numbers such as 20, which are multiples of all three. Another possibility is to use
multiplication tables to record the multiples of 2, 5 and 10.

Plenary
Conclude the lesson by organising the children to sit in a circle. Chant together,
counting quickly in twos from 0.

Finally, remind the children what they have learned in the lesson about counting on
and back in different steps.
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Year 6 Using ‘Counter’ with two
of triangular numbers
Resources Resources Vocabulary
‘Counter’, computer, individual 1-100 consecutive, pattern, sequence,
squares, matchsticks, counters, relationship, rule, continue,
cubes or straws O (% predict, triangular
about ' ’ ‘ ’
10 mins
Starter: whole class
Revise number sequences by asking children to provide the next three numbers in
sequences such as 38, 47, 56, 65 or 135, 137, 139, 141. Ask the children to
explain the rule. Write on the board a sequence with missing numbers, such as __,
_,45,49, 57,61, . Ask the children to fill in the gaps.
Draw this table on the board.
twos fours | eights
2 4 8
4 8 16
6 12 24
8 16 32
Ask the children to explain what they notice about the sequences when they count
from zero in 2s, 4s and 8s.
about
35 mins

Main activity: whole class
Tell the class they are going to do some further work on 1 I:l
number patterns and sequences, and demonstrate a
sequence by drawing these arrangements of matchsticks 3 I:'

on the board. Dl:l

Ask individual children to come and draw the fourth, fifth 6 I:'

and sixth arrangements, and to tell you how many squares l:”:l
are in each arrangement. Record this at the side of each
one. Tell or remind the children that these number are I:H:H:l

called ‘triangular numbers’ because the pattern that is

made forms the shape of a triangle. Remind children of the ‘Counter’ program and
ask whether they think it would be possible to demonstrate this sequence using the
program.

Load ‘Counter’ and set up two counters. The first starts at 1, and goes up in steps of
1. Press MS to store your settings. The second should have a start number of 1, a
step of 2 and an increment of 1. Press MS to store your settings. Press Play to start
the counter. When the display on Counter 2 reaches 21, press Stop. Ask the children
to describe the sequence of numbers they have just seen, and to predict the next
number. Press the Step button to check their answer. Repeat this two or three more
times to ensure that all the children understand what is being displayed.

The National Numeracy Strategy: Sample lessons using ICT



L—

esson —

Objective
e Recognise and extend number sequences such as the sequence of square numbers or the sequence
of triangular numbers.

Tell the children that the first counter is indicating which arrangement in the sequence
is being considered — the first, second, third and so on — while the second shows the
triangular number value of that arrangement. Ask the children to describe how they
arrived at their answer of what the next number in the sequence will be.

Press MR to go back to your original ‘Counter’ settings. This time, make a chart on
the board to show the sequence building up.

of the squence | Number dispiayec e dovelopet
1 1 1
2 3 1+2
3 6 1+2+3
4 10 1+2+3+4
5 15 1+2+3+4+5
6 21 1+2+3+4+5+6
7 28 14+2+3+4+5+6+7
8 36 14+2+3+4+5+6+7+8
9 45 1+2+3+4+5+6+7+8+9
10 55 142+3+4+5+6+7+8+9+10

Main activity: group with computer
Press MR to restore your original settings. Run the counters up to the tenth
arrangement and press Stop. Remind the children of how the sequence is built up,
as shown in the table. Ask questions such as the following:

What is happening to the number each time the arrangement is increased?
Tell me how it is getting bigger.

Can you spot a rule to explain how this is happening?
What will the fifteenth number be? ... and the twentieth?
How would you work out what the hundredth number is?

Other group activities

Other groups can use a 100 square to colour in the first 10 sequences of the
triangular number pattern, and use matchsticks, cubes, straws or counters to build
the pattern to its fifteenth arrangement.

about
10 mins

Plenary
Conclude the lesson by working through what each group tackled during the main
activity. Use ‘Counter’, and ask one of the group who had worked on determining
the rule for this sequence to explain how the pattern develops. Finally, remind the
children what they have learned in the lesson about triangular numbers.
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Year 1 Using ‘Play Train’ to partition
®
numbers using 1 to 5
Resources Vocabulary
‘Play Train’, computer, set of counting how many?
objects, large digit cards, playing how many are left?
cards, total cards, six-sided dice oﬂ how many more?
@ﬁvs total, equals, altogether
about
10 mins
Starter: whole class
Ask the whole class to respond rapidly to oral questions such as:
6 plus 3, 4 add 3, add 2 to 4.
How many are 3 and 5 together?
What is the total of 2 and 87
Which two or three numbers could make 9 altogether?
What must | add to 4 to make 107
Ask the children to add up mentally three small numbers, within the range of 1 to
about 12, then to respond to oral questions, explaining the strategy used. For
example, find the sumortotalof 3+2+3, 2+1+2, 3+5+ 3. Seek rapid
responses to oral questions such as:
| roll double three on two dice, what is my score?
| roll double 47?
| roll two fives?
about
25 mins

Main activity: whole class
Tell the children that they will be looking at making totals of numbers using
numbers 1 to 5. They might also need to use doubles of these numbers. Ask the
children to select two numbers from the set 1 to 5. Add them up. What different
totals can you make?

Record the different solutions on the board. Ask the children to tell you three
numbers that add up to 11. Write the first solution on the board. Ask if they can
make any others and record their answers.

Give out large number cards using the numbers 1 to 5. Hold up a card and ask
whoever is holding the card that will make the total 7 to stand up and show it; if you
hold up a 2, the child holding the number 5 card stands up and shows it. Now ask the
child who is holding the card that will make the total 11 to stand up and show his or
her card. (The child holding 4 stands up.) Repeat this several times with different
totals.

Explain that today the class is going to use the computer to help them with their
addition facts using the numbers 1 to 5. Tell the children that the train has a

number of carriages into which passengers must be placed. The total number of
passengers can only be made up using the two numbers given by the computer.
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Lesson

Objectives

e Know by heart the pairs of numbers with a total of 10.

e Know addition facts for all pairs of numbers with a total to at least 5 and corresponding subtraction facts.
e Know addition doubles of all numbers to at least 5.

Load the ‘Play Train’ program and set it to level 1 (Easy). Choose an example that
is not too difficult for your children; press ‘New Game’ if the example that appears
needs to be changed. Look at the total number of carriages and passengers shown
on the platform, and explain that the children must make this total using the two
numbers shown in the yellow display box. The task may be to fill the train's five
carriages with 14 passengers using the numbers 2 and 3: ask the children to
suggest possible solutions, suchas: 3+3+3+3+20r3+3+2+3+ 3, and
show them how to enter the solution by clicking on the number buttons on the
yellow display. If they are right, the train moves off. Repeat this several times.

Main activity: group with computer

Set up the program on one or two computers for 6-8 children. Tell the group that
they are going to use the program to fill several trains with people. The totals and
numbers they can use will change each time they choose ‘New Game’. Explain that
if the total is too small or too big then a message will appear on the gantry. Split the
group into pairs or threes to play. Ask the children to record their possible solutions
by laying out number cards, then to choose one and take it in turns to enter it into
the program.

Other group activities

Make it game This game needs a set of playing cards with the picture cards
removed and a set of target totals, such as 12, 10, 9 or 8. Each child chooses a
target total card from a pile placed face down, then uses the playing cards to make
their target total. They score 1 point for making the total using two cards and 2
points for making it with three.

Make 10 game Children throw a six-sided dice. Whatever number they throw, they
have to say what they need to make that number up to 10. For example, they throw
a 5. To score 1 point, they say that 5 will make it up to 10. To score 2 points they

say that 3 and 2 will make it up to 10. Keep a record of how many points each child

Scores. about

10 mins

Plenary
Ask the children to explain what they have learned about addition facts in the
lesson. One group might explain that they found it does not make any difference
which order they do their addition, the total stays the same. Another group might
explain that they can make their totals using two or three numbers by breaking the
number into smaller parts.

Write the number 12 on the board. Ask the children to tell you three numbers you
can add together to total 12. Record their suggestions. Write four numbers on the
board, such as 4, 5, 6, 9. Ask the children to choose three of them and add them
up. Record the totals. What is the biggest number they can make? What is the
smallest?

Finally, remind the children what they have learned in the lesson about addition
facts.
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Year 6 Using ‘Play Train’ to partition
® ®
numbers using multiples of the
Resources Vocabulary
‘Play Train’, computer, 12 x 12 multiplication grids, a set of doubles, halves, twice,
target total cards, 18 cards featuring the numbers 1-12, multiplied, shared between
about Activity Sheet 5 — Dartboard, made into OHT
10 mins
Starter: whole class
Ask the children to respond rapidly to oral questions such as:
Nine eights?
How many sevens in 567
Eight times eight?
Seven multiplied by seven?
Multiply 11 by 87
What are the factors of 72, 24, 36, 18 ...?
What is 48 shared between 8? Double 19?7 Half of 38?7 Twice 177?
Whatis 4 x 3and 5 x 77?
Now ask them to respond to oral questions, explaining the strategy they used, for example:
Share 108 between 9?
Divide 112 by 77?
Divide 15 into 225?
How many groups of 16 can be made from 1007
Is 156 divisible by 8? How do you know?
Write these number sentences on the board and ask the children to fill in the
blanks: 36 +4=__ ; 72+ ___=6; _ +9=8.
about
30 mins

Main activity: whole class
Tell the children that they will be looking at making totals of numbers using the
numbers 1 to 9. They might also need to use doubles of these numbers and their
knowledge of factors and multiplication and division facts.

Ask the children to use three numbers from the set 1 to 9 and multiply them together.
Ask the children questions such as:

What different totals can you make?
What is the biggest number you can make?

Record different solutions on the board. For example: 3 x 9 x 6; 7 x 5 x 3.
What is the largest number they can make if they only use each number once?

Write a target number on the board, such as 46. Ask the children to work out how
to reach this total by using multiples of the numbers 7, 6 and 2 and the operations
of multiplication and addition only. Take suggestions from the children. One solution
is:7x2=14,6x5=30and 2x 1 =2then 14 + 30 + 2 = 46. Work through
several similar examples, such as 34 with 2, 8 and 4; 45 with 9, 2 and 3; 60 with 5,
2 and 8; and 76 with 9, 6 and 7.

Explain that the class is going to use the computer to help them with their
multiplication and division facts using the numbers 1 to 9. Load the ‘Play Train’
program and set it to level 3 (Hard). Choose an example for your children. Press
‘New Game’ if the example which appears needs to be changed. Look at the total
number of carriages and passengers shown on the platform and explain that this is
the total the children must make using only the three numbers shown in the yellow
display box. For example, fill the train's 11 carriages with 37 passengers using the

The National Numeracy Strategy: Sample lessons using ICT



L—

esson —

Obijectives

e Consolidate knowing by heart multiplication facts up to 10 3 10.

e Understand the operation of multiplication and the associated vocabulary and its relationship to addition and division.

e Understand the operation of division and the associated vocabulary and its relationship to subtraction and multiplication.
e Use factors (e.g. 35 x 18 =35x6 3).

e Partition (e.g. 87 x 6 = (80 x 6) + (7 X 6).

e Solve mathematical problems or puzzles, recognise and explain patterns and relationships.

numbers 8, 7 and 1. The total of passengers can only be made up using the three
numbers given by the computer, and there must be no empty carriages. Ask the
children to suggest possible solutions, such as (8 x 2) + (7 x 2) + (1 x 7). Show the
children how to enter the solution by clicking on the number buttons on the yellow
display. If the total is correct the train moves off. Repeat this several times.

Main activity: group with computer
Set up ‘Play Train’ on one or two computers for 6—8 children. Explain that the
children are going to use the program to fill several trains with people. The totals
and numbers they can use will vary each time they choose ‘New Game’. Tell the
children that if the total is too small or too big then a message will appear on the
gantry. Split the group into pairs or threes to play, and ask them to record their
possible solutions in their exercise books. They should choose one possible
solution and take it in turns to enter it into the program.

Other group activities

Cover it up game Children use a 12 x 12 multiplication square. A set of target total
cards (for example 225, 98, 78, 172) is placed in a pile. Each child takes it in turn to
choose one target total card from this pile and then uses the multiplication square to
make their target total by adding three different numbers from the square. If the
target is 115, they could choose 4 x 5 =20, 5 x 3 =15 and 8 x 10 = 80. They
should place their counters on 20, 15 and 80. In order to win the game a player
must cover four numbers in a vertical, horizontal or diagonal line on the square.

Largest product game Eighteen cards featuring the numbers 1-12 are placed face
down in three rows of six. The children take it in turns to turn over any six cards. Using
their knowledge of multiplication facts, they then work out the largest possible product
by combining the six numbers into three pairs, multiplying each pair, then summing the
results. For totals below 50 score, they score 1 point; between 51 and 64, 2 points;
between 65 and 80, 3 points; between 81 and 100, 4 points; and over 100, 5 points.

3 8

In the example above, the six numbers could be combined, for example, as 6 x 7 =
42,3 x8 =24 and 4 x 2 = 8, for a total of 74 and three points; or as 8 x 7 = 56, 4 x
6 =24 and 3 x 2 = 6, for a product total of 86 and four points.

about
15 mins

Plenary
Conclude by getting the children to explain what they have learned about
multiplication and division facts in the lesson. One group might explain that they
found it does not make any difference which order they do their multiplication, the
total stays the same. Another group might explain that they can make different
products by carefully selecting which of their numbers they multiply and add.

Show the OHT of a dartboard (made from Activity Sheet 5). Set the children a target
number to reach using just three darts. They can use doubles and trebles, but not the
bull's-eye or inner ring to make their total. For example, a target of 72 can be achieved by
throwing double 17, treble 6 and a single 20. Repeat several times with new targets.
Finally, remind the children what they have learned in the lesson about multiplication and
division facts.
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Year 2 Using ‘Minimax’ to explore
place value

Resources Vocabulary
‘Minimax’, computer, place value cards, units, ones, tens, hundreds, digit,
large digit cards, number cards 1-9, one-digit number, two-digit number,
Activity Sheet 6.1 — Step up, three-digit number, place value, zero,
Activity Sheet 6.2 — Step down largest, smallest, add, subtract

about
10 mins

Starter: whole class
Chant the number names forwards and backwards, counting in ones from 0 to 20,
in 10s from 0 to 100 and in 100s from 0 to 1000. Ask the children questions such
as:

What number comes before 177 ... after thirty? ... before 977

Hold up large digit cards and asks questions such as:

What does the 2 in 24 represent? What does the 4 represent?

What does the 6 in 64 represent? What does the 4 represent?

What does the 9 in 97 stand for? What does the 7 stand for?

Which number is the same as one ten and eight ones? ... six tens and four ones?
... eight tens and no ones?

Write these numbers on the board: 50, 32, 94, 19, 28, 6. Ask the children to put
them in order, with the smallest first. Now write these numbers: 27, 34, 16, 7, 98,
100. Ask the children to put them in order, with the largest first.

about
25 mins

Main activity: whole class
Show children a series of two-digit numbers using place value cards, such as 10,

8,30, 7. . T
7>

30

Ask the children questions such as:

What does the digit 8 stand for? ... and the 1?
What does the 3 stand for? ... and the 7?

Tell the children that they will be using their knowledge of place value to make the
largest or smallest number possible. In the program ‘Minimax’, the computer gives
you a number and you have to decide the best place to put that number in order to
make the largest or the smallest total. Load ‘Minimax’ and choose Operator set to
Addition, Number Size set to T U, and Target set to whether you want the minimum
or maximum number. Press ‘New Game’. The computer will present a digit for you
to place in the sum.
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Lesson

Objectives
e Know what each digit in a two-digit number represents, including 0 as a place holder.
e Use known number facts and place value to add and subtract mentally.

Ask the children where they think would be the best place to put the first digit. For
example, if a 9 is displayed and the sum is TU + U, to make the largest possible
number 9 should be put in the Tens place because they will not get a higher
number. If a 3 is displayed, they are likely to get a larger number and so they
should place the 3 in one of the Units places. Once each place is filled, the children
work out the answer and enter it in the computer. If they are right they will get a
'Well Done' message; if not, they will be encouraged to try again. You may need to
explain the zero as a place holder if it comes up, and explain what it means as a
‘leading’ zero if the only place it can be put is in the Tens column. Look once more
at the digits presented. Ask the children whether they could have made a larger/
smaller number using these digits.

Main activity: group with computer
Set up the program on one or two computers for 6-8 children. Explain to the
children that they are going to use the program once more to try and make the
largest or smallest totals possible. Tell the children to pay particular attention to the
digits as they are given and to think carefully about whether they are likely to get a
larger or smaller number given to them. Ask the children to record the sums they
have made and their answers.

Other possible activities

Little or large number game Children take it in turns to pick up a card from each of
two piles containing the digits 1 to 9. The object of the game is to use the two digits
to make the largest and smallest numbers possible. They record their numbers on
paper.

Step-up worksheet Children use Activity Sheet 6.1 to work out the number they
require to step the first given number up to the second number. For example, in one
step the children make 3 up to 33 by adding 30.

Step-down worksheet Children use Activity Sheet 6.2 to work out the number they
need to step the first given number down to make the second number. For example,
in one step the children make 42 into 2 by subtracting 40.

about
10 mins

Plenary
Ask the children to explain what they have learned about place value. One group
might explain that they found the highest numbers could be made by selecting the
bigger digits to go in the Tens column and the smaller ones to go in the Units
column. The opposite applied if they wanted to make the smallest number. Another
group might explain that they had to pay attention to what digit was in the Tens
column to help them decide how much to 'Step up' or 'Step down'.

To finish the lesson, write on the board questions such as Which is more, 36 or 637?
Which is less, 67 or 76? Which is more, 12p or 21p? Which is more, 31 metres or
13 metres? Finally, remind the children what they have learned in the lesson about
place value.

17
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Year 4 Using ‘Minimax’ to explore
place value

Resources Vocabulary
‘Minimax’, computer, place value cards, large units, ones, tens, hundreds, thousands,
digit cards, individual digit cards, set of flash digit, one-digit number, two-digit number,
cards with numbers written in words, three-digit number, four-digit,
Activity Sheets 7.1 and 7.2 — Cross number numeral place value, zero, largest,
puzzle 1, smallest, add, subtract
Activity Sheets 7.3 and 7.4 — Cross number
about puzzle 2
10 mins
Starter: whole class
Chant the number names forwards and backwards, counting in 100s from 0 to
1000 and thousands from 0 to 9000. Hold up large digit cards with numbers such
as these: 765, 1289, 3603, 5002. Ask the children to read out their value, for
example, seven hundred and sixty-five.
What does the 8 stand for in 1289? What does the 9 stand for?
Display a set of flash cards on the board with numbers in words, such as two
thousand three hundred and seventy or four thousand and seven.
Ask the children to come up and point to the correct flash card showing the number
that matches one you have said aloud.
What is worth more, four hundreds or 41 tens? ... six tens or 63 ones? ... seven
thousands or 72 tens?
about
30 mins

Main activity: whole class

Write on the board some examples like the following:

5642 = +600 + 40 + 2
6948 = 6000 + ___ +40 + 8
7592= _ +500+ __ +2

Ask the children to come out and fill in the missing numbers.
Ask the children questions such as:

What does the digit 5 represent in 56427 ... and the 6? ... and the 47
What does the digit 9 represent in 69487 ... and the 8 and the 47?

Tell the children that they will be using their knowledge of place value and the
‘Minimax’ computer program to make the maximum or the minimum number
possible from a set of digits. The computer will give them a number and they have
to decide the best place to put that number in order to make the largest or smallest
total.

Load ‘Minimax’ and choose Operator set to Addition, Number Size setto ThH T U,
and Target set according to whether you want the maximum or minimum target.
Press ‘New Game’. The computer will present a digit for you to place in the sum.
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Lesson

Objectives

e Read and write whole numbers to at least 10 000 in figures and words, and know what each digit represents.
e Read and write the vocabulary of comparing and ordering numbers.

e Use known facts and place value to add or subtract mentally, including any pair of two-digit whole numbers.

Ask the children where they think would be the best place to put the first digit. For
example, if a 9 is displayed and the sumis ThH T U + H T U, the 9 should be put
in the Thousands because they will not get a higher number. If a 3 is displayed,
they may get a larger number and so they should place the 3 in one of the Units or
Tens places. Once each place is filled, the children work out the answer to the sum
and enter it into the computer. If they are right they will get a 'Well Done' message;
if not, they will be encouraged to try again. You may need to remind the children
about the zero as a place holder if it comes up and explain what it means as a
'leading' zero if the only place it can be put is in the Thousands or Hundreds
column. Look once more at the digits presented. Ask the children whether they
could have made a larger/smaller number using these digits.

Main activity: group with computer
Set up the program on one or two computers for 6-8 children. Explain to the
children that they are going to use the program once more to try and make the
largest or smallest totals possible. They can choose whether they want an addition
or subtraction sum each time. Tell the children to pay particular attention to the
digits they are given; they should think carefully about whether they are likely to get
a larger or smaller number subsequently and place the digits accordingly. Ask the
children to record the sums they have made and their answers.

Other group activities

Cross number puzzle 1 Children work individually or in pairs to complete the
crossword puzzle on Activity Sheet 7.1 with the clues in words and the answers in
numbers. The correct answers are on Activity Sheet 7.2.

Cross number puzzle 2 Children work individually or in pairs to complete the
crossword puzzle on Activity Sheet 7.3 with the clues in words and the answers in
numbers. The correct answers are on Activity Sheet 7.4.

Make the biggest/smallest number Children pick one digit card from each of five
different piles of cards that feature the numbers 0-9 several times, then make the
biggest and smallest number they can, recording each answer in numbers and
words. Repeat this several times with different cards.

about
10 mins

Plenary
Ask the children to explain what they have learned about place value. One group
might explain that they found that the highest numbers could be made by selecting
the bigger digits to go in the Thousands and Hundreds columns and the smaller
ones to go in the Tens and Units columns. The opposite applied if they wanted to
make the smallest number. Another group might explain that they had to match
numbers to words and say the value of the digits in different columns. Finally,
remind the children what they have learned in the lesson about place value.

The National Numeracy Strategy: Sample lessons using ICT




Year 2 Using ‘Monty’ 1o explore a
hundred square

Vocabulary
Resources ordinal, numbers, equal to, more
‘Monty’, computer, number line, large 1-100 than, less than, fewer than, greater
number square, individual 1-100 number than, smaller than, larger than, most,
squares, number c