Welcome!

This is the second in a series of teaching aids designed by teachers for teachers at Level 3.
The worksheets are desiled to support the dehvery of the Natlonal Currlculum in a variety of

teaching w takSyth cher.
The wo sh lfe éf 1&vel, but spi fij\‘éﬁ: gTevel
above. Consult the National Numeracy Strategy for definitive National Cumculum le

They can be used by parents with the supfort of the on-line help facility at www.10ticks.co.uk.

Contents and Teacher Notes.

This pack is concerned with the four rules of number. The 'no calculator'
sign indicates that either mental calculations or pen and paper calculations are
appropriate for the worksheet.

Pages 3/4. Number Pyramids.
The theme of pyramid addition and subtraction will appear in later levels. Here
you can practice the style of the questions. To find a brick number add the two
bricks below it. As the sheet progresses the pyramids get larger and subtraction

has to be to find so of the missing bricks.
Pages 5/6.
1d1 ed faV r1te lca 10 I I

Pages 7/8. Addon- agons
Various polygons that use addition and subtraction to solve them. Questions
25 to 32 require some trial and improvement techniques to solve them.

Pages 9/10. Addition and Subtraction 1/2.
Wordsearch problems. Do the sum, write the answer in words and then find it
in the grid. Good to check the spellings of numbers. The numbers used in both
sheets are the number range 1 to 36. Pupils may need the spelling sheet or put
reminders of the spellings on the board.

Pages 11/12. Star Maze (Add).

Find the route ac ss the star th to the correct total. There may
g ese play material. Get
: fes-Only
Pages 13/14. Star Maze (Take
As above.
Page 15. Four in a Line-Take Away 1.

This is an introduction to the 'four in a line'. The pupils should be confident
about the maths skills involved - subtraction of two numbers generated from a
die. This enables them to concentrate on the rules of the game and to start
thinking of strategies that can be employed.

Page 16. Four in a Line-Addition.
Game of addition. Number bonds up to 12.

Page 17. r in 3 Line-Take Away 2.
ronfl the t the smaller
\@? 1@3 ,38/and 47.

Page 18. Hex
A game of addition/subtraction. Pick two numbers from the box and either add
or subtract them. The numbers are 2,5,7,9, 14,20, 27 and 35. Cover the
answer on the grid with a counter and make a route across the board to win.
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Page 19/20. Star Wars (Add/Take Away).
Games of addition and subtraction. Players move a single counter around the
board keeping a running total. The person to go above the given number loses.
For pupils who finish early change the totals.

“ Fordnternet-Viewirrg

Page 23. Hit 35.
A game of 'shove penpy~Rupils kgep a running total and the first to 35 wins.
Easy to adapt. Changﬂl:ll , or work down from a target number
to nought.

Pages 24/25. Some Products 1/2!!
A mental exercise finding products (times) and sums (add) of given
numbers. In the second worksheet the sum and product are given and pupils
have to find the two starting numbers.

Pages 26. Hex- a Multiplying Game.
The game of hex adapted for multiplication. Pupils should know the 2,3,4,5
and 10 timestables.

Pages 27/28. Word Search 1/2 (Times and Divide).
Work out the answers, write them as words and find them in the grid. Pupils

may need th@spelling s r put gemingess of key spellings on the board.
Pages 29/?N@t lag HQ I I Q ;j i I Q l I
1lar to agofts bu 1 VS around

the 2, 3,4, 5 and 10 timestables.

Pages 31/32. Multiplication Grids.
Multiplying numbers involving a grid. Progression is made line by line.
Division is necessary to complete the later grids.

Pages 33/34. Amazing Odd Numbers/Amazing Even Numbers.
Follow the odd and even numbers through the mazes to find the treasure!
Colour in the odd and even numbers to find all the pathways.

Pages 35-38. Amazing Number Three/Four/Five/Ten.
Follow the timestables through the mazes to find the treasure!

Co in the timestables t@ find all the ays.
Pages 39-42.  Bal & l@(& [ l 1
Garhe4n i 4 te€ nee “It 18 suggested that if dice

numbered 0, 1, 2,3, 4, and 5 are used rather than the traditional dice (or a
combination). The reason being that in the first game common multiples of 5
and 2 are the 10 timestable, and this cannot be generated from two traditional
dice.

Copyright in Worksheets. ©Fisher Educational Ltd. 2000.

Copyright in the worksheets belongs to Fisher Educational Ltd. Each purchase of the worksheets represents a
licence to use and reproduce the worksheets within and only within the school, training college or other educational
institute purchasing them.

A teacher training college purchasing the worksheets is permitted to make copies of the worksheets for its student

teachers, who maygonljfwhile ti@y femain registered and under the Slipervi f that particular teacher training
college, use them for th irn mﬁnﬁﬁﬁd, tgy wil ofuse the
worksheets in the inlwhichl t i \ al ol g n orksheets, the
student teacher shall neither be permitted to give the worksheets to colleagues for their usednor to the school
for its general use.

'10TICKS', and '10TICKS .co.uk' and/or other 10TICKS services referenced on this web site or on the Worksheets
are trademarks of Fisher Educational Ltd in the UK and/or other countries.

Details of copyright ownership in the clip art used in these worksheets:
Copyright in the clip art used entirely in this pack is owned by Nova Development Corporation, California, USA.
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Number Pyramids. E
To find the next number, add the two bricks below it. .
For Trtetise Viety
., por MtSMet " vicwving
2 4 ]_1 7 5 6 3 9
4). 5). 6).
3 5 7 4 6 8 4 5
7. 8). 9).
i e Ecet T
10). 11). 12).
4 9 6 11 4 5 12 2
13). 14). 15).
Sarr Onlr
2 5 2 4 3 5 3 6 2 4
16). 17). 18).
5 4 7 4 7 6 8
19). 21). |
d Cop
9 5 7 9 6 7 10

Level 3 Pack 2. Page 3.
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Q Magic Squares. ~§Po),—
P _4 - &
ol —

In a Magic Square the rows, columns and diagonals each adds up

 Forinternet iewt
T Oty

5 4
Magic Number = ____ Magic Number = ____ Magic Number = ____
4). 5). 6).
3 4
4 2 2 6 6
[ ] [ ]
Not for-Publication
Magic Number = ____ Magic Number = _ Magic Number = ____
7). 8). 9).
3 9 3 4 2 9 4
9
1 5 8 1
Magic Number = ____ Iﬂ i lr% O 1 ic Number=__
Sartiples-Onlye
o/
9 9
1 8 6 4 7
7 8 7 5 8
Magic Number = ____ Magic Number = ____ Magic Number = ___
13). 14). 15).
ik | ensed Copy |-
6
1 6 5 7 5 12
Magic Number = ____ Magic Number = ____ Magic Number = ____
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) Addition and Subtraction 2.
p_ 4
o Solve the sum and write the answer in words in the space provided.

Now search for the words in the answer grid below, the answer may be in any direction!!
The first one has been done for you

‘Hor Iﬁt@mety Lewmg

0) 21
3), 4+45-6 = 17+ 11
4). 5-2+6 = 1 20-7-3 =
5). T7+5 = On 23/13+22 =
6). 20-7 = 24). 6+9+7 =
7. 14-7-6 = 25). 18-7-5 =
8). 9+4+2 = 26). 20-7+3 =
9. 10+14 = 27). 14+ 16+ 2=
10). 1149+10= 28). T+9+2 =
11). 17-8-4 = 29). 13 +16 =
12). 6+7+4 30). 9+11 =
13). ). 992 14 + 4
> Not for Publicition—
15). 15+5+5 = 33). 17+12+7=
16). 14+6+11= 34). 20-3+6 =
17). 20-16 = 35). 13+13 =
18). 7+5+7 = 36). 12+13+8=
TWENTYETI GHT ST XTEEN
HHPSHAI OXFWZDOQPBFA
I1 CI1I DI JGKTWENTYZ FOUR
Safipids Oalys!
Aiplds Onlgs: s
Y OZ F EY EWAQ Y D P B E ST
T HREE Z E P C S PXOT S O E
HWVFKNINIET ENEVZFOEWN
R Z E S WA KD C VAI Y EV TB
ENINUPIBXGD EFGTNEYT
ESCQTWELVENZHRONTW
T H I RTYVFIVEDATTIYTNE
I.VE X J N AD 7z B HTE E N
Unkieersed Copy: v
TWENTYTHIREET CDBZWN AX
S EVENUDBAZTWOOAXTUZPOI
PNEUETIRUOFTHTII RTY STIZX
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Star Maze (Add). 2

Start with the number at the entrance to the maze. o
Every time you go along a line you must add that number.
Enter the maze at IN and find a path to OUT. No line can be visited twice.

WritTwn afath that gives you Ee VQUT answer. e
6
2

).

&f/ﬁg; e
T —

o |
| |

3Pbb§c/ation
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The first person to gt4@II ayd rection wins.
- A calculator ca eck answers. 4

Ffour in a Line- Take Aivay 2

Pick an ytw numbers from the box below.
uuuuu

Ford# éfﬁéfhad11®W1n

If that number is o thgdtwcy mayc r one of them only.

38 23 5 47 30
17 8 3 12

Naot flos Pubdi¢cataon2o

Lo 1b3DRE | 13

42 26 7 2 12

21 3 11 3 18

35

|

Cpriegnieg Cops

Sample onl y. Unlicensed Co py.
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HEX. %
el QL INtELNEL. Y1eWitE =

Take it in turn to pick two numbers from the box and add them or
subtract them in your
Say it. The other player'¢he AcCalculator. If the player is
correct and the number is on the boa¥d it is covered with the counter.
If it is already covered - hard luck!

If you get the sum wrong miss that go.

The winner is the first to make a connected path between
their two sides of the board.

Level 3 Pack 2. Page 18. Sample only. Unlicensed Copy. help@www.10ticks.co.uk
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Star Wars (Add).

Bor Jiteriiet - Viiewin.

The other player slides the counter along one of the lines to another number.

This player adds the jaagber o and says the new total.
If this is wro yerloges instantly.
Play continues by ea aKing alternate turns.

The game goes on until one player reaches the total of 70.

That person is the winner.
If a player goes over 70 that player loses.

licensed Cop

R
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v
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J
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Wheels.

b 4 Start in the outer ring and read inwards to make a sum. The first sum in
the first wheel has been done for you. Fill in all the missing gaps.

-

3

Add Wheels.
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Bit 35.

Put a penny where shown.
Flick it forward with you
mber it lands on is how m ty gete

ordpternei: V& Wing
Only

2

icensed Copy;

4

“99‘

Sample only. Unlicensed Copy.
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Some Products 1 !! 25

y N
The middle two numbers are used to work out the top and bottom numbers.
The top number is the product (times) of the numbers.
e bottgm number is the total (ad@) of the numbers. °©
. -~
Or  IMTSFRet-V-]EW 1N &S
2). : .

Times

3 2 5 4 (' 6 2 4 3 2 5
Add

6). 7). 8). 9). 10).
Times
1 4 7 3 7 5 2 3 9 2
Add
11). 12). 13). 14). 15).
Times
10 6 9 3 3 3 g 4 10 7 2
w “ENOULDT FoDlictron
16). 17). 18). 19). 20).
Times 16
2 3 4 6 10
Add 6 8 11 15
21). 22). 23). 24). 25).
Times 10 18 70
5 3 4 8 7
26). 27). p 28). 29). 30).
Times 14 16 20
2 3 4 4 10
Add 11 17
31). 32). 33). 34). 35).
Times 55 25
4 11 12 5 8
Add 13 14 18
o Unrcensed Copy.
Times 45 36 60 48
9 4 3 5 12
Add 15
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V. HEX- a Multiplying Game

JLor Internet, Viewing

Take it in turn to pick two numbers (or the same number twice)
from the box and mult 1 head.

Say it. The other playe calculator. If the player is
correct and the number is on the bodd it is covered with the counter.
If it 1s already covered - hard luck!

If you get the sum wrong miss that go.

The winner is the first to make a connected path between

their two sides of the board.

for Publicatio
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E Word Search 1 (Times and Divide).

Solve the sum and write the answer in words in the space provided.
Now search for the words in the answer grid below, the answer may be in any direction!!

For Intérmet-Viewing

1). 10+5 TWO 16). 3x9
2). 5x2 -
3). 3x5 = ‘ i 1‘3]“7 -
4). 2x10 = n 6x10 =
5. 5x6 - 20). 36+4 =
6). 4x3 - 21). 5x7 -
7). 8x2 - 2). 3x12 =
8). 3x6 - 23). 9x5 -
9). 20+5 = 24). 10x 8 =
10). 5x5 - 25). 12x4 =
11). 50+ 10 26). 5x11
o N fO:I:P Bli¢ats
ot u éa:m:nt
14). 40=+5 29). 8x4 -
15). 10x4 = 30). 18+3 =
-V A THI RTYTWOZE BIKTC CT
WWGLWDKPAQWCGTI CLWN
E A EKETI GHTT CEJVGAEME
NCDNNGLIJ M Q N DP HNTI N E
Shihpies Oy 61
égA NY! N §/Y WHN X
E K E J G S BI VBF Q PTE I
Il A EL I CMEU GROZFTIBGEB S
GCTBVDPMVUTTCPVIKEVLZC
HJ FMEJ ST X R E Q Y NT EN A F
T H I RTYVFIVENIKS SHIKTLSDO
A LFCAMIJCAYP Q T J 1 A CE R
B TWETI LV ETLIKDBXHMRIXIBYVT
. D AMY B AP ] Q GTMRUEY
plicenseer oy v v
J BYK Al
A ONEHUNDREDIJ FGTENY
F J DSI XTYCFTIU FTYU FTIVE
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Multiplagons.

Rule: Times the numbers in the two circles to get the number in
the square between them. No number is used twice.
Complete the diagrams. The first one has been partly done to help you.
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Remember, fill in all the spaces in the multiplication grids.

These are harder!

14).

et [V
10 6 |24
8 32 3 ‘ !n r 20 25
9 45 12 9
24 28 40
16). 17). 18).
X 3 | X 2 X 4|6
8 |40 32 8 24 27
[ ]
| N Fubl 2
INOL TOT| I ACAl1ON
40 10 90 2
27 14 16 32| 16
19). 20). 21).
X 10 X X 3
70 | 28 70 28 8 40
” e
5 |25 1 ( )Iﬂ 0| 18
Samples Onli
45 8 24 20
40 27 45 12 18
22). 23). 24).
X X |4 X vi
27 | 21 28 70 36 | 16
— [ ]
I=/ UknIicensed-Coply |-
18 32 16 15
40 10 18 40 70
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Amazing Odd Numbers.

Jenny and Bob are on the look out for treasure.
They can only follow a trail of odd numbers.
They can only move sideways or up and down, not diagonally.

Onlywne person that enters the maze Wgll finé the treasure.®
< [EeTHel-YaeWin
A., ‘ 1 € the route tha en'

85 117945 9735|2741 4 | 3|25/13 43 5 83]95 12(43 /773 23| 5 |33 45|39
1518 381046 70 6 | 7 |36|51 |34 |48 1433 6263|3755 2 50 32|65 26 52 1
9 31777247129 1757 85|79 |16 61|64 19|82 |75 88 |31 24|58 21 5 60| 9 |4l
20 42159 40 |97 18| 2 6880 | 8 |66 |53 22 49 94|10 |84 |47 7130|4556 28 13 |50
1118199 74|79 |83 78 |23 (8999 9877 130 | 7 | 1 |15|12 /48| 3 8625|3354 43 7
19176 6 44| 4 (413217 26| 9 |52]15 96|24 46 73|13 |25(35]92 |14 51|90 |74 |27
43 |21 149 |87 348756 39,54 |51 44 8137 937244922 2 55,69 83 53|16 67 Il
58 36| 85 4 | 5 m@ ﬁ( 10 120 |76
6522 47 M 3 1%’971‘4912- a 3m29351
1911 57/52]28 6321813 /83 79/96 16|86 50 40|84 7261 8 [38]6 59| 2 82
2416774 26 84| 5 76|82 30 483288 71|23 11|73 | 5 |81 /13|91 42 /37|87 6931
86 |7 |54] 9 53/39190 85|69 21|51 92 41 6294|4668 4 7025|7898 80|33 44
41]55/88 |3 9058 16|61 14|75 60 6129171399689 1593130 [49] 2
1 18]56/57 3299|635 |65 7 |97 193726 67 12|64 36| 2 66|21 34

59 73122612044 56 24|42 77| 8 64|10 |28 | 13|57 |38 91|31 19 55|68
50 |71 46 129 524359 89|54 95 4511 /140 162193 /74 169 98 |70 | 4 |72

49 31848748 1043043 82 9 76 9427 9623 6 93|15 35
3388 12]79]27 29% 31 55 |51 o 18 %/99 1520 |47 |28 |57
27 35|14 140 |34 |81 66 |38 |64 |44 1912450 30 |26 |62 |53 60|67 52 93
42 |71/39 6736 37 48 73 418329 45 74|61 7658 89 49 33|55 91 54|51 8237
68 69 2 |97 221657087 12 46 /72 18]10 94| 8 19251 56|78 4 (80| 6 59|90 1
712520 85 14| 7 |98 16 96 63 19 99|73 63| 9 |24 6597 1199 61 13| 3 |31 69
85 13260 73 30 |93 17|75 36 95|28 |52 38|26 |45 40|88 |27 68|86 72 84 |42 74 43
818279 87 34 27 8089 54 21|95 47 23|64 97 66 46 75 44| 5 29 39|92 |71 33
259175 |58 |84 |83 56|39 |15 49|50 |62 13|48 | 9 35|25 11 /90|70 |76 37 41| 7 94

Unlicensed C;

If you get time, colour all the odd numbers in the maze.
This will show you all the possible trails.
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Amazing Even Numbers.

Jim and Sue are on the look out for treasure.
They can only follow a trail of even numbers.
They can only move sideways or up and down, not diagonally.

ortatmet-Vaewing

Find the lucky person and the route that is taken.

Only

46 13082 1 182 |94 112584 7 |27 3 98|44 58 28 1286 74 94 46 30|88 2
60 13139 23| 2 |15 12|44 145672 |24 28(26 | 5 59|35 9 17|28 |21 57|37 19 22
4 19026 48 10 61|62 29 45|67 69 31|40 49 33]92 30 96|66 92 81|62 44 90|54
84 |41 63 75 43 65 16 73|52 7836 47 36 71 42 6477 5 24|51 87 53|79 97 55
6 6618 8 328920 91]1323 /22 1160 9 3385 7 83 64 52 66 76 82 48 78
93 |41 1595|1639 34|24 |58 45|76 |37 50|27 |68 38|58 |53 /22| 1 |29 31/99 |3 |76
64 19|68 |90 8§ | 17 43 | 2167 25| 56 T35 | 65 72157 | 74 49 | 54 P51 86 52|66 1850
70 169 90 %@7)%4 2E) si Yl sd (0 9l & I 3]l 0 o1 3
22132 99]77/96| 7|4 7911|8141 13]63(39 95|14 |17 72|18 16 87|56 |20 | 14
7415 34194/56 98756 |9 10|28 |8 40|26 |12 15]22 37 19|65 32 21|31 89 23
92 5246|6745 53 4316552079 |57 66|85 |74 61|60 32|24]35 86 90|26 76 98
49 (425147 448198 3077 8 78|83 78 59|91 87 25|15 38 29|36 33 25|27 |22
36 726269 78 |73 50 75|95 6293 133870 |14 84|17 |80 34|88 |50 |44
54 |71/46 |5 |58 487697 60 80|64 68 8273 85 19 3189 21 75 87 23

74 156 | 8 |47 146 7 |61 11|43 /26|99 27 141129 |71 4 1922 |42|37 64|94
1 149195|3 |12 45|12 22|10 4265|8398 |81 24 12|58 3328|911 35/96|77 |89 4

96 132116 51829 33 15 TN W6 93 6 8810 | 84
14 |97 53 199 | 54 | 59\ am s 2 HARL63 301931 653521
68 |5 405018 86|44 | 8 | 3 |54|69 40 36|94 56|49 40 |34 27 60|62 86326258
92 |55/46 |7 |57 719 52|59 |11 |61 93 83|91 4385|3990 47 25|88 |43 37|23 |64
48 |73 16 (96| 2 (28|79 |78 98 |76 40 |24 |74 86 22|70 87 38|68 67| 6 66| 41|99 24
94\ 1 |75\ 7 |77 9 | 1325|3327 |18 |81 19|57 |89 16|95 |63 |97 47|65 |58 38|66 |60
20 136 4 (804 12301092 |15|42 /29|14 |20 |46 |30 |45 |84 68 72|49 |67 51 |73|40

3 /1112315 |31(35]26 2116393417 |44 43 55|61 |59 |52 85|56|28 64|71 532
3416 60 8 88 18 |70 |50 141 |82 |54 4 341931626936 |48 |32 96

Unhcensed Co ’

If you get time, colour all the even numbers in the maze.
This will show you all the possible trails.
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