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Begin by setting up the activity. If you have chalk, draw circles one
outside the other (about 4 circles should be enough). See image

below for guidance on how this looks. Then, write a number inside
each circle (for guidance on which numbers to use, see below

explanation). If space is an issue you could a brick wall or fence to
chalk numbers onto instead. If you don't have chalk, use 4 sheets of

paper and write a number on each one. Then line these pieces of
paper up one behind the other on the floor. 

 
The numbers you choose to write will depend on which maths

operation (+,-,x,/) you want your child to practise. This activity could
be repeated on separate occasions to cover each one. See below for

guidance on each operation.
 

Target Practise

Something to throw that will not bounce (bean bag, twig, small
pebble)
Chalk, or alternatively paper and pens
Optional items to support counting 

What you will need:



Addition
Where your child is in their learning will dictate the numbers you use
for this activity. Here are the progression steps for addition:
7 + 4 =  1-digit + 1-digit
13 + 6 = 2-digit + 1-digit
14 + 20 = 2-digit + tens numbers
24 + 32 = 2-digit + 2-digit, but no crossing over tens boundary
35 + 37 = 2-digit + 2-digit, with crossing over tens boundary
For year 1 begin by checking your child can add two numbers up to
20 before going higher, in year 2 adding two numbers up to 100.
 

Once you have chosen which numbers to use, give your child their
throwing object. Then then throw it at the target twice, and add the

numbers to give them a score. Turn it into a game and make it a
competition of who can get the highest score.

 
Subtraction
The progression for subtraction is the same as for addition. 

In this activity, start by giving your child a starting number (e.g 20).
Then they throw their object and whichever number it lands on, is

the number they subtract from the starting number. For example if it
lands on 6, they would calculate 20 - 6 = ? Ensure you choose a

starting number which matches their stage of progression (following
the above rules for addition in reverse). Again, you could turn it into a

competition of who can be left with the highest number after their
subtraction.
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Multiplication
The numbers in your target should be between 0-12 for this activity.
 
 Give your child one of the following numbers: 2, 5, 10, (3 if they are
year 2). They throw their object at the target and have to complete
that times tables. For example, you give them the number 5 and
they throw to 7, they need to calculate 5 x 7 = ? They can either

recall this information to you or work it out using a method of their
choice. Turn it into a game, by competing for the highest total.

 
Division
The numbers in your target should be either 2, 5, 10, (3 if they are
in year 2). You could use some of these numbers twice to make the
target larger if you want.
 

This time ask your child to throw their object first to land on a
number. You can then give them a number that is divisible by that

(up to 12x?) and ask them to divide it. For example, they throw their
object and it lands on 5, you then give them the number 30, they
would have to work out 30 divided by 5 = ? They can either recall

this information to you or work it out using a method of their
choice. 
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