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n Mighty Fun Ideas for Practising Times Tables is a three-
book series that uses superheroes to motivate children 
to practise all of the skills needed to solve multiplication, 
division and word-based times table problems

n Superhero challenges will appeal to even the most 
reluctant of learners

n The enjoyable, reproducible worksheets are designed 
as flexible teaching aids

n The worksheets can be used in any order to support the 
learning of any tables

n Use as stand alone 5 to 20 minute lesson reinforcements 
or as regular times table learning

n Appeals to all types of learner. Practical activities 
develop understanding and written activities 
consolidate their knowledge

n The superheroes are based on the sporty characters 
in the whole-school reward-based scheme The Mighty 
Multiples Times Table Challenge (page 5)

Practising Times Tables Book 1
978-1-78317-267-2
2, 5 and 10 Times Tables
54 pages.  £17.50
e-pdf  £11.99

Practising Times Tables Book 3
978-1-78317-269-6
7, 9, 11 and 12 Times Tables
66 pages.  £17.50
e-pdf  £11.99

Practising Times Tables Book 2
978-1-78317-268-9
3, 4, 6 and 8 Times Tables
66 pages.  £17.50
e-pdf  £11.99

PLE PAGES f

Set of three books
978-1-78317-270-2
£42.00 (save £10.50)

Throughout the catalogue this logo means 
the item is a reproducible resource

The Home Challenges 
provide practical and 
physical learning 
activities that can be 
assigned as homework. 
They have been 
designed to encourage 
parents to join in as their 
children develop their 
times table knowledge 
at home in an active 
way.

Get pupils ready for the Year 4 
Times Tables Check

Save more money 
on your order!
Use the code 

PM2020
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©Hannah Allum, Hannah Smart and Brilliant Publications Mighty Fun Activities for Practising Times Tables, Book 1
This page may be photocopied for use by the purchasing institution only.  33

Planet adventure
Each planet has a question on it. Answer the questions then help Mighty Jet Pack 
Jim jump around the answers in order, joining them up from the lowest number to 
the highest.

6 x 10 =

5 x 10 = 10 x 11 =

3 x 10 =

8 x 10 =

10 x 7 =

10 x 4 =

2 x 10 =

10 x 10 =

20:00 10x

How did you do?

H h All H h S t d B illi t P bli ti

Jump down the stairs counting in 
10s. How high can you count?

J d th t i ti i

Home
Challenge

Mighty Fun Activities for Practising Times Tables Book 1

Can you add a question to the blank 
planet with an answer that is 120?

Mighty Challenge

10 x 9 =

ture 20:00

k 

o?

from the lowest number to

10 x 11 =

10 x 4 =

o

10 x 10 =

Hommeee
Challenge

10 x 9 =

nk
?

Develop fl uency with multiplication 
tables

NEW!

Times table covered by 
sheet is clearly stated.

Children can self-
assess how well 
they feel they have 
done by colouring in 
the circles:
1 circle = I need a bit 
of help please.
2 circles = I’m 
getting there.
3 circles = I’ve got it!

Clear instructions 
for completing the 
sheet.

The Mighty 
Challenges allow 
children to self-
extend and apply 
the skills targeted 
during the activity 
even further.

Approximate time needed to complete the main 
activity on the sheet. Children will feel a sense of 
pride and achievement if they can successfully 
beat the super villain.
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Fun Games and Activities for 
Teaching Times Tables
978-1-78317-274-0
76 pages.  £18.50
e-pdf  £12.99

© Debbie Chalmers and Brilliant Publications Fun Games and Activities for Teaching Times Tables
This page may be photocopied for use by the purchasing institution only.  

29

10
times table

Activity
Give out one 0 card each to 12 children and ask them to stand together in a group. Ask 21 other children to form groups of 6, 5, 4, 3, 2 and 1 and give them each the correct number card for their group. 

The child representing number 1 walks to the group of children with the 0 cards and takes a card from one of them. Child number 1 says: 1 x 10 = 10 and lays the 2 number cards, 1 and 0, on the  oor as 10. The two children in group number 2 walk to the group of 12 children and take a 0 card, then say: 2 x 10 = 20 and lay the 2 cards on the  oor as 20. This continues to 60.
At this stage the children will need to form new groups for numbers 7 and 8 (15 children), then reform again for numbers 9 and 10 (19 children) and for 
number 11 and number 12. While children are not in play, they can help with the chanting of 
the sums. When all of the numbers are laid out on the  oor together, ask the children what they 
notice. 

Extension/challenge
Ask children to pick up the cards one by one, in descending order, and chant the names of the 
multiples, counting backwards. For example: 120, 110, 100, 90, 80, 70, 60, 50, 40, 30, 20, 10.If desired, make an extra 0 card to bring out at the end and allow the children to count down to 
zero and blast off around the room as rockets!

Count up and count down

Learning objectiveVisualising and practising counting on in tens in ascending and descending order to create the 10 times table.

Preparation
 Number cards 1-12 
 12 or 13 ‘0’ (zero) cards.

Number of playersIdeally 36. If there are fewer children, adults may join in with the groups.

Fun Games and Activities for Teaching Times Tables © Debbie Chalmers and Brilliant Publications16 
This page may be photocopied for use by the purchasing institution only.

5
times table

Activity
Ask 30 children to stand in a long line, with gaps between them. 
Invite two children to stand, one each side of the line, a short distance away and roll the hoop to each other. They should move up the line, rolling it through the gaps between each group of  ve children and chanting: 5, 10, 15, 20, 25, 30. Then they should move back down the line, rolling the hoop through the gaps between each group of  ve children again and chanting: 35, 40, 45, 50, 55, 60.

If preferred, children can swap places and two different children can take a turn at rolling the hoop through the gaps as they move back down the line. The game should continue until each player has taken a turn. All players can help by calling out where the right gaps are and chanting the numbers in order.

Extension/challenge
Call out multiple numbers at random while two children roll the hoop through the right gaps, with the help of the other players calling out instructions and advice.
Try this  rst with the line representing 5–30, then try it with the line representing 35–60. For example: 10, 20, 15, 30, 5, 25, then 50, 40, 45, 35, 60, 55.

Mind the gap

Learning objective
Understanding groups of 5 and 
how they can be put together to 
create the 5 times table.

Preparation
Large hoop that can be easily 
rolled along the ground travelling 
some distance before it falls over. 

Number of players
32. Adults may join in with 
children if the group is not large 
enough.

Fun Games and Activities for Teaching Times Tables © Debbie Chalmers and Brilliant Publications

6 
This page may be photocopied for use by the purchasing institution only.

2
times table

Activity
Ask children to sit in a line across the  oor, then to turn to the 

person beside them and hold hands to form partners for the 

game. Ask the children to shuf  e a little to give each pair a 

separate space. 

Call out the multiples that form the answers within the 2 times 

table, one number at a time. For example: 

Starting from the left of the line, the  rst pair of children stands 

up as they hear 2; the second pair of children stand up on 4, the 

third two children on 6 and so on to 24.

Then call out the whole multiplication statements in the same way. For example: 

This time each pair sits back down when they hear their statement.

Extension/challenge
Ask children to say the numbers and the multiplication statements for themselves (with help from 

you or each other when necessary), as they stand up and sit down in the correct order. 

Learning objective
Understanding that counting in 

2s in ascending order creates the 

2 times table.

Preparation
No equipment needed.

Number of players
24. If more, you can have more 

than one pair of children for 

some multiples (with the second 

pair sitting behind the  rst and 

playing simultaneously with the 

pair in front).
2 4 6 8 10 24and so 

on to

1 x 2 = 2 2 x 2 = 4 3 x 2 = 6 4 x 2 = 8 5 x 2 = 10 12 x 2 = 24and so 
on to

Ups and downs
n Stimulating and 

imaginative games to 
make learning the times 
tables fun

n Games require minimal 
preparation so the 
flow of the lesson is not 
interrupted

n Pupils will learn fluency, 
recall and rapid and 
accurate application of 
times tables to problems

n 40 games are aimed 
specifically at learning 
the 2, 5 and 10 times 
tables

n A further 30 games are not 
table specific so you can 
challenge your pupils to:
w learn each table in 

sequence
w identify which table 

they are working on
w learn the different 

factors that make up 
each answer

Have fun practising 
times tables skills NEW!

© Debbie Chalmers and Brillia
This page may be photocopied for us

Save more money 
on your order!
Use the code 

PM2020
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The Mighty Multiples Times 
Table Challenge
978-0-85747-629-6
180 pages
£37.99 (excl. VAT on CDs) 

n Mighty Multiples is a multi-sensory approach to 
learning the times tables that will appeal to all 
children:
• Kinaesthetic activities form a central part of 

the scheme. Through activities such as the 3x 
table pathway and the long jump multiplication 
challenge, children will develop a firm, concrete 
understanding of the multiplication tables

• Pupils will love the sporty characters associated 
with each times table. The visual grouping sheets, 
number fans, 144 board and bingo games will 
help them to visualize the times tables pictorially 
and develop mental pictures

• Enjoy listening to and joining in with the songs and 
poems on the CDs. The catchy tunes and amusing 
rhymes will make learning the times tables easy.

n Problem solving is integral to Mighty Multiples, giving 
children practice using and applying their times 
tables in real life situations

n Mighty Multiples works best as a whole-school 
scheme. Present the in-built motivational rewards at 
assemblies and watch pupils strive to achieve their 
Bronze, Silver, Gold and Platinum Awards. The scheme 
starts with number stories, so even reception children 
can be involved

n Tip sheets for parents give ideas for practising times 
tables at the park or in the car, ensuring that learning 
the times tables is fun for the whole family!

© Hannah Smart, Hannah Allum and Brilliant Publications
This page may be photocopied for use by the purchasing institution only.

The Mighty Multiples Times Table Challenge
70

Long Jump Jim’s   

10 times table song

Chorus
Long Jump Jim is counting in 10s as he jumps 
Long Jump Jim is counting in 10s as he jumps 
Long Jump Jim is counting in 10s 
Counting in 10s, counting in 10s as he jumps.
 
Singing 1 x 10 is 10 as he jumps 
Singing 2 x 10 is 20 as he jumps 
Singing 3 x 10 is 30 
3 x 10 is 30, 3 x 10 is 30 as he jumps.

Long Jump Jim is counting chorus

Singing 4 x 10 is 40 as he leaps
Singing 5 x 10 is 50 as he leaps 
Singing 6 x 10 is 60
6 x 10 is 60, 6 x 10 is 60 as he leaps. 

Long Jump Jim is counting chorus 

Singing 7 x 10 is 70 as he  ies  
Singing 8 x 10 is 80, as he  ies 
Singing 9 x 10 is 90
9 x 10 is 90, 9 x 10 is 90 as he  ies. 

Long Jump Jim is counting chorus

Singing 10 x 10 is 100 as he lands
Singing 11 x 10 is 110 as he lands 
Singing 12 x 10 is 120 
12 x 10 is 120, 12 x 10 is 120 as he lands. 

Long Jump Jim is counting chorus

10
tim

es ta
ble

Silver Award
Tracks

 
18 & 31

© Hannah Smart, Hannah Allum and Brilliant Publications
This page may be photocopied for use by the purchasing institution only.

The Mighty Multiples Times Table Challenge
63

 1 x 10 = 10
 2 x 10 = 20
 3 x 10 = 30
 4 x 10 = 40
 5 x 10 = 50
 6 x 10 = 60
 7 x 10 = 70
 8 x 10 = 80
 9 x 10 = 90
 10 x 10 = 100
 11 x 10 = 110
 12 x 10 = 120

Long Jump Jim’s 

10 times table 

activities

Challenge your parent to a 
long jump challenge. Every 

time you jump the furthest, 
up your score by 10!

Throw a bean bag, 
then jump to it counting in 10s. 

Try again, seeing if you can 
throw further this time! 

Jump as far as you can down 
the garden, counting in 10s as 

you go! 

10
tim

es ta
ble

Silver Award

Write the numbers 1 to 12 lots 
of times all over your patio with chalk. Race a 

friend to the other side, by jumping onto numbers. 
You can only jump onto the next number when you 
have multiplied it by 10 and shouted the answer. 

Who will get there  rst? 

© Hannah Smart, Hannah Allum and Brilliant Publications
This page may be photocopied for use by the purchasing institution only.

The Mighty Multiples Times Table Challenge
72

Long Jump Jim’s  

10 times table word 

problem challenge

1. 10 people jump 2 metres. How many metres is that in total?

2. Long Jump Jim jumps 10 metres in 6 events. How many metres has he 
jumped altogether?

3. 60 metres has been jumped in total by 10 people. How many metres is that 
each?

4. 10 long jump champions receive 3 
trophies each. How many trophies is that 
in total?

5. Long Jump Jim jumps 10 metres a day. 
How many metres does he jump in a 
week?

10
tim

es ta
ble

Silver Award

Multi-sensory approach to learning 
times tables

© H
annah Sm

art, H
annah Allum

 and Brilliant Publications
This page m

ay be photocopied for use by the purchasing institution only.
The M

ighty M
ultiples Tim

es Table C
hallenge

26 Mighty Multiples’

Times table challenge
When your teacher informs you that you have successfully completed each table, colour in 
the character below:

Bronze Award
100m Peter (number stories)
200m Travis (number bonds)

Silver Award
400m Sinitta (2x table)
Long Jump Jim (10 x table)
Javelin John (5x table)
Freestyle Freda (4x table)

Gold Award
High Jump Heather (3x table)
Backstroke Brenda (6x table)
Cycling Susie (7x table)
Triple Jump Tracey (8x table)
Shot Put Tony (9x table)
High Dive Clive (mixed, 1)
Triathlon Saffron (mixed, 2)

Platinum Award
1000m Glenda (11x table)
Aerobic Alan (12x table)

Name ______________________

Class ______________________

Best 
seller
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Missing Digits Puzzles
978-0-85747-761-3
76 pages.  £16.50
e-pdf  £10.99

Missing Digit Puzzles
Maths Problems to Challenge Key Stage 2 Pupils

Lesley HigginLesley Higgin

Missing Digit Puzzles  This page may be photocopied for use by the purchasing institution only. 
© Lesley Higgin and Brilliant Publications Limited  

9

Subtraction Puzzle A
Use each of the digits 1 to 9 once each to complete the following calculations:

__ – 7 = __

__ – 5 = __

__ 6 – 9 = __

__ 0 – 6 = __ __

A.

__ – __ = 6

__ – __ = 5

__ 2 – __ = 4

__ 1  – __ = __ 5

B.

n Missing digit puzzles are a perfect way 
to challenge Key Stage 2 pupils and 
help them to achieve maths mastery

n Use the puzzles as starter activities, 
whole class problem solving or for 
stretching the more able

n The instructions for these puzzles are 
simple – fill in the gaps in the calculations 
using each digit provided only once

n The puzzles are designed so that 
there is one solution, but thousands of 
possibilities

n The puzzles cannot be solved by simply 
trying all the permutations – there are far 
too many

n Pupils will have to really think about the 
problem and use their knowledge and 
understanding of maths to decide which 
statements to fill in first

n The puzzles will develop and consolidate 
children’s understanding of addition, 
subtraction, multiplication and 
division, as well as fractions, decimals, 
percentages and much more.

Achieve maths mastery

Subtract

Use each of th
following calcu

Which digits are to be 
used.

 to complete the 

Use as a whole class 
puzzle or starter.

This page may be photocopied for use bs Limited 

Use for fast fi nishers or to 
reinforce maths skills.

NEW!

Save more money 
on your order!
Use the code 

PM2020
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Try the activities on the 
next pages. All you need 
is a deck of cards and 
your pupils’ enthusiasm!

n Deck Ahoy! contains over 100 activities and games 
to teach primary maths skills with just a deck of 
cards

n Contains activities to help children to practise, 
reinforce and consolidate key mathematical skills: 

• number and place value
• addition and subtraction
• multiplication and division
• fractions and decimals
• graphs and statistics
• time
• ratios
• squares and cubes

n The ideas are great for homework. The whole family 
can get involved, any where, any time

n No worksheets needed (or marking to do!)

n Playing with cards really appeals to children, 
 keeping them engaged and on task as they 
 develop vital skills. 

n Playing cards are readily available and cheap!

Teach primary maths skills using a 
deck of cards

Deck Ahoy!
978-1-78317-178-1
56 pages.  £18.50
e-pdf  £12.99

Key Stage 1

1010  Deck Ahoy!Deck Ahoy!
This page may be photocopied for use by the purchasing institution only.  © Janis A. Abbott and Brilliant Publications© Janis A. Abbott and Brilliant Publications

Key Stage 1
Suit sort
Use a complete deck, bar the Jokers. Select the Kings and place them in a row. Hold the 
remaining cards in a closed deck, face down. Turn over one card at a time and place it on the 
correct King. Say aloud the name of the suit/colour. Repeat until complete.  RRF!

Extend to say the value and suit, eg ‘the 6 of clubs’, ‘the 9 of diamonds’ (Ace = 1, Jack = 11, 
Queen = 12, King = 13).

Odds/evens  
Use a full, shuf  ed, closed deck and, turning over one card at a time, sort odds to the left, evens 
to the right, saying the value aloud and stating odd or even, eg ‘2 is even’, ‘11 is odd’. RRF!

(Remember!  Joker = 20) 

Single digit recall/single digit +1
Using a closed digit deck, shuf  e, then turn over the cards and say what they are.

For ‘Single digit +1’, turn over the cards and add one. Begin by saying the whole number sentence 
eg ‘4 add 1 equals 5’. Encourage children to use synonyms for add/equals.  

Extension
The child simply calls out the answer (doing the calculation mentally). RRF!

Single digit -1 
Using a closed digit deck, shuf  e, turn over the cards and take away 1. Begin by saying the whole 
number sentence eg ‘4 minus 1 equals 3’. Encourage children to use synonyms for minus/equals.

Extension
The child simply calls out the answer (doing the calculation mentally). RRF!

Lower Key Stage 2

2222  Deck Ahoy!Deck Ahoy!
This page may be photocopied for use by the purchasing institution only.  © Janis A. Abbott and Brilliant Publications© Janis A. Abbott and Brilliant Publications

Lower Key Stage 2
Multiples showdown
For children who have learned the basic tables (10x, 2x, 5x), use Red A, 2, 5,10 (shuf  ed) and 
Black A–10 (shuf  ed). Play in pairs. Each child turns over 1 red card and 1 black card. Each child 
calculates the product of their own cards. The pupil with the highest product collects all four cards 
eg  4 x 10, 5 x 7: the pupil with 4 x 10 takes all four cards because 40 is greater than 35! Play a 
set number of rounds or a set time and count who has the most cards.

Because each calculation includes a red card (A, 2, 5, 10) and a black card (A–10), pupils will 
experience the commutative law of multiplication, introducing other times tables facts, eg:
5 x 6 = 6 x 5; 2 x 7 = 7 x 2.

Division facts recall
This is not as natural an activity as times tables recall (and the language is so important) but once 
learned, an easy and effective method. Use the times tables mat as a reference chart. Use a 
shuf  ed, faceless, closed deck. 

Turn the cards one at a time saying aloud eg, if the card turned over is 7, ‘something ÷ 10 is 7’. 
If the child refers to the 10x product above their 7th  nger on their times table mat, the answer 
should be 70! (Say aloud the number sentence ‘70 divided by 10 is 7.’) 

It may appear cumbersome at  rst, but the children pick it up quickly!
 

Factors showdown
Use a full deck. Remove the 10s and Jokers. Shuf  e the deck. Face cards are played face down 
as zeros. Each child turns over two cards and arranges their place value to make their number 
divisible by 2, 5, and 10. The player, whose number has the most factors, collects all four cards. 
If there is a draw (tie), the cards are left in the ‘pot’ and added to the next round. For example:

Round 1 Player 1 Player 2  This is a draw because 75 has 5 as a factor and 
  57 (75)         38 (83)  38 has 2 as a factor 

Round 2 35 (53) K3 (30)  30 wins because it has 2, 5 and 10 as factors; 35
       has only 5 as a factor

Play a set number of rounds. The pupil with the most cards is the winner. This activity will help 
children to practice and consolidate their knowledge of place value, as well as times tables.

Upper Key Stage 2

3838  Deck Ahoy!Deck Ahoy!
This page may be photocopied for use by the purchasing institution only.  © Janis A. Abbott and Brilliant Publications© Janis A. Abbott and Brilliant Publications

Upper Key Stage 2
Operations showdown
For two or three players. Use a shuf  ed, full deck; face cards and Jokers have values 11, 12, 13 
and 20. Deal  ve cards to each player. Players may use each operation (function) only once, to 
try to produce the highest total. The player with the highest score keeps the score. Repeat for a 
set number of rounds or set a goal score. The  rst player to reach or exceed it wins. 

For example:  2, 9, 8, 4, 9         (9+8)x9-(4÷2)=151  but  (9+8)x9÷(4-2)=76.5

This can also be played with the lowest score winning – golf without the ball, just clubs!

Consolidate all times tables
 Use a shuf  ed full deck and continue RRF!

Converting fractions to decimals to percentages
Using a shuf  ed, faceless deck, generate proper fractions and use a calculator to convert to 
decimals. Multiply the decimal by 100 to give a percentage. Multiplying by 100 should be done 
without the use of the calculator so that pupils practice moving numbers to the left of the decimal. 
Use the face cards, face down as zeros (place value holders).

 is equal to 8 
tenths or 80%
4
5

Deck Ahoy!Deck Ahoy!  4949
© Janis A. Abbott and Brilliant Publications © Janis A. Abbott and Brilliant Publications This page may be photocopied for use by the purchasing institution only. 

Statistics

Statistics
These activities are suitable for Key Stage 1 and Lower Key Stage 2.

Sets   
Model the drawing of two sets. Suggested labels could include:

Red/Black     Odds/Evens    High (>6)/Low (<7)

Use a full deck or a digit deck depending on the ability of your class or groups. Turn the cards and 
place in the correct set.

Extend to 2-digit numbers and change the parameters accordingly.

Extend further by introducing more demanding speci  cations, for example:

multiples of 3/even                              multiples of 5/odd

This should introduce the possibility of some numbers meeting both speci  cations, ie they can be 
in both sets. Some numbers meet neither speci  cation, ie they can not be in either set.

Venn diagrams    
Model the drawing of two sets overlapping to form an intersection. Ensure pupils understand that 
there are in fact four sets:

 set a
 set b
 intersection
 universal 

Demonstrate using speci  cations that are familiar to all and place at least 1 number in each set. 
For example: multiples of 3/odd numbers

set a:
Multiples of 3

set b:
Odd numbers

6

18
15

3
7

5

11

2
4 8

1

13

9
10

12

1416

17

“This book is not only a valuable tool in a 
teacher’s box of tricks, it is fun, easy to read 
and accessible to everyone. What shines 
through is that it has been designed, tested 
and enthused over by a skilled practitioner.” 
Headteacher of a Derbyshire school



Free deck of cards activity from Deck Ahoy!
Try these activities and have fun finding out how much pupils will love 
practising maths with a deck of cards – brilliant to set as homework.

Key Stage 1

2020  Deck Ahoy!Deck Ahoy!
This page may be photocopied for use by the purchasing institution only.  © Janis A. Abbott and Brilliant Publications© Janis A. Abbott and Brilliant Publications

Add the deck
Very simple in principle, this activity gives endless variety and differentiation. Use a faceless deck, 
shuf  ed and closed. Encourage pupils to use their knowledge of number bonds and number 
bonds to 10, to add quickly and accurately. It is more accurate and quicker for mental maths than 
counting on their  ngers!  

For example:    6 + 9 = 6 + 4 (10) + 5 = 15                    

   7 + 5 = 7 + 3 (10) + 2 = 12

Variations
 Turn over 2 cards and add them (maximum 20). 

 Turn over 2 cards and add them. Turn over the next card and add to the previous total. 
(Maximum to be set according to ability eg 30, 50, 100.)

 Turn over 2 cards and use as a 2-digit total – continue as before until the total is reached

  Add the complete deck in single digits.

 Competitive – each player turns over two cards, calculates the total and the player with the 
highest total collects all four cards. 

 Teacher led/peer assessed – the teacher decides how many cards each pupil will turn over. 
Each child totals their cards, writes their answer and then swaps cards with a partner for 
assessment.

Extension
Extend the challenge for more able pupils by including the face cards and Jokers (11, 12, 13, and 
20)   

Simple subtraction
Turn over two cards. Place highest value to the left and read the two cards as a number sentence 
eg if the cards were 9 and 7: ‘9 take away 7 is 2’ (9 – 7 = 2). Extend to 2-digits take away a single 
digit.
                     

NB faceless, closed deck: cards Ace to 10, face down, closed together

8 www.brilliantpublications.co.uk



RRF! Random and Rapid Fire – This is the part the kids love the most. When they 
have practiced a skill to the point they are sure they can recall randomly and
rapidly, shuffle the deck and turn over each card, one at a time, quickly as the 
child calls out the response.

Deck Ahoy!Deck Ahoy!  2323
© Janis A. Abbott and Brilliant Publications © Janis A. Abbott and Brilliant Publications This page may be photocopied for use by the purchasing institution only. 

 Lower Key Stage 2

Rapid fire 100s and 1000s
Use a shuf  ed, digit deck to generate 3-digit numbers for pupils to read aloud. Children progress 
very quickly reading and partitioning bigger and bigger numbers. Year 3s can read 7 digits in no 
time at all and love the challenge of questions such as (7 546 921) ‘what is the value of the 4?’ or 
‘what is the largest number you can make with these digits?’

Written tasks are simple, effective and ‘unique’. The number of digits should be set by the teacher 
according to the pupil’s ability. The number can be written in numerals or words. 

Place value - ordering/comparing
Use a shuf  ed digit deck and turn over three cards. Write the 3-digit number as it appears, in 
the middle of the line. Write the smallest number achievable to the left; write biggest number 
achievable to the right.

Tip
Because the written work is based on numbers only, encourage children to use letters rather than 
numbers to label each example, when writing in their books, eg:

(382)        A          238                             382                               832

Multiplying by 10
Single digit numbers times 10. Use a shuf  ed, digit deck. RRF!

Then introduce J, Q, K (11, 12, 13) then the Jokers (20). Return to a digit deck before moving on 
to 2-digit and 3-digit numbers, for more able pupils. RRF!

80

NB digit deck: cards Ace to 9

9www.brilliantpublications.co.uk
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All you need is a deck of cards!
Are your pupils improving their maths skills? Get more activities in ‘Deck Ahoy!’
Order on our website www.brilliantpublications.co.uk

Upper Key Stage 2

4040  Deck Ahoy!Deck Ahoy!
This page may be photocopied for use by the purchasing institution only.  © Janis A. Abbott and Brilliant Publications© Janis A. Abbott and Brilliant Publications

Doubling numbers with 1 decimal place
Use a shuf  ed, digit deck. Turn over three cards in a horizontal row. Turn the middle card face 
down to represent the decimal point. Record the number. Double the units. Double the tenths. 
Ensure pupils do not record 12 tenths as 12 hundredths. For example:

double 3.6 = ‘double 3 is 6, double 6 tenths is 12 tenths or 1 and 2 tenths so double 3.6 is 7 and 2 
tenths, 7.2’. 

It may help some children to write the original number twice, in column form and add, carrying as 
in addition of whole numbers. 

Extend more able pupils by using four cards eg 23.6, 45.9 etc. (Remember to keep one card face 
down as the decimal point.)

Halving numbers with 1 decimal place 
As above. Ensure pupils understand that odd whole numbers will add 10 to their decimal value (ie 
add ten tenths.) For example: ‘half of 2.8 is 1.4’ but ‘half of 3.8 is half of 2 plus half of 1.8’, which is 
1.9.

Divisibility tests
Although these have been covered before, they are worth revisiting with ever increasing numbers. 
Quick recognition of divisibility is a key skill in long division.

Test 2-digit numbers for divisibility. Test 3-digit numbers for divisibility. Use a shuf  ed deck, with 
the 10 and Jokers removed. The face cards can be turned down to represent zero.

Divisibility by 8
If the number is even,  nd half. If the answer is even,  nd half again. If the answer is even, the 
number is divisible by eight.

Divisibility by 9
Add the digits together. If the answer is a product of the 9x table, the number is divisible by 9. (Or, 
if it can be divided by 3 and the quotient can be divided by 3 again.)

NB digit deck: cards Ace to 9

www.brilliantpublications.co.uk
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n Open-ended Maths Investigations is a three-book series 
of reproducible worksheets linked to the following 
strands of mathematics:

• number
• money
• measurement
• space
• chance and data
• patterns and algebra

n Investigations encourage use of higher order 
mathematical strategies

n Help develop proficiency in a wide range of problem-
solving strategies

n Can be used by individuals, groups or as class projects

n Supplement any maths scheme of work 

n Each book contains:
• teacher’s notes – including assessment and parent 

involvement
• games and ideas requiring little 

or no preparation time
• over 25 worksheets
• task cards for group and 
 individual activities

Open-ended Maths Investigations 
Yrs 1–2
978-1-78317-184-2
56 pages.  £16.50
e-pdf  £10.99

Open-ended Maths Investigations 
Yrs 5–6
978-1-78317-186-6
56 pages.  £16.50
e-pdf  £10.99

Open-ended Maths Investigations 
Yrs 3–4
978-1-78317-185-9
56 pages.  £16.50
e-pdf  £10.99

  OPEN-ENDED MATHS INVESTIGATIONS YEARS 3–4 © ANN BAKER AND JOHNNY BAKER46
This page may be photocopied by the purchasing institution only.

Task card 1

What you need:  
• 6 counters

• Paint or felt 
pens

• A container or 
bag

• Pencil and a 
long strip of 
paper

What to do:
1. Working in pairs, colour the counters so that they are all one 

colour on one side and another colour on the other side.
2. Put the counters into a container and give them a bit 

of a shake up.
3. Predict how many of each colour will be visible when 

you tip them out.
4. Make a record of your estimates and the actual results 

as follows:

Tip out Estimate Actual

Colour 1 Colour 2 Colour 1 Colour 2

1

2, etc

5. If you repeat this process 10 times, do you think your 
total estimates and actuals will be close?

6. Would it be a good idea to change your estimate on the 
basis of any trend in the actual results? Why/why not?

What you need:  
• Coloured 

counters, 6 
each of two 
colours

• Paper and 
pencil

Task card 2 Leap Frogs
What to do:
1. Set out the counters in a straight line so that there are 4 

of one colour at one end with a single space in the middle 
followed by 4 of the other colour at the other end.

2. The task is to make the colours swap ends in the least 
number of moves. Counters may slide into an empty space or 
jump over one other counter in any direction.

3. Find a way of recording your moves each time so that you 
can count them and improve on the result next time.

HINT: Think about the problem-solving strategy ‘try a simpler 
case’. It might help to begin with only 2 or 3 of each colour.

Counter Trials

Develop problem solving strategies

Set of three books
978-1-78317-187-3
£40.00 (save £9.50)
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n Develops problem solving skills and strategies, using a 
variety of ‘real life’ situations

n Differentiated sheets enable you to challenge the most 
able while providing additional support to those pupils 
who need it. Problems vary in complexity but the process 
remains the same, ensuring all children develop essential 
problem-solving skills

n Problems on each sheet vary in length and complexity

n Reinforces learning in number, measurement, geometry 
and statistics.

Maths Problem Solving Yr 5
978-1-903853-78-8
112 pages.  £18.50
e-pdf  £12.99

Maths Problem Solving Yr 6
978-1-903853-79-5
112 pages.  £18.50
e-pdf  £12.99

Maths Problem Solving Yr 2
978-1-903853-75-7
112 pages.  £18.50
e-pdf  £12.99

Maths Problem Solving Yr 1
978-1-903853-74-0
112 pages.  £18.50
e-pdf  £12.99

Maths Problem Solving Yr 3 
978-1-903853-76-4
112 pages.  £18.50
e-pdf  £12.99

Maths Problem Solving Yr 4 
978-1-903853-77-1
112 pages.  £18.50
e-pdf  £12.99

Best 
sellers

Introduce pupils to solving real-life 
problems

Save more money 
on your order!
Use the code 

PM2020
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Sample pages from Year 2 – ‘Problems involving 
“real life”, money and measures’.

Set of six books
978-1-903853-80-1
£90.00 (save £21.00)

60

Problems involving ‘real life’, money or measures

1.

4.

3.

2.

Lesson

Maths Problem Solving – Year 2   © Catherine Yemm
www.brilliantpublications.co.uk This page may be photocopied by the purchasing institution only.

 Claire is 6 years old on her next birthday. Her sister 
Emma is double her age. How old is Emma?

1a

Rachel and Robert are twins. Their grandma is knitting them 
a jacket each. Rachel s jacket will need 6 buttons. Robert s 
jacket will need 8 buttons. How many 
buttons will Grandma need to buy to 
 nish the jackets?

Mr Bane, the sports teacher, is trying to organize the rope 
that the children will use in the tug of war on sports day. The 
piece of rope he has is 15 metres long but 
it only needs to be 7 metres. How much 
does Mr Bane need to cut off it?

Class 2 are on a school trip and are having an ice cream each. 
There are 12 children in the class. Mrs Gates, the teacher, is 
trying to carry 12 ice creams all at once 
but she drops 7. How many children can 
have an ice cream straight away?

62

Problems involving ‘real life’, money or  measures

1.

2.

3.

4.

Lesson

Maths Problem Solving – Year 2   © Catherine Yemm
www.brilliantpublications.co.uk This page may be photocopied by the purchasing institution only.

 Claire is 12 years old on her next birthday. Her sister 
Emma is double her age. How old is Emma?

1c

Rachel and Robert are twins. Their grandma is knitting them 
a jacket each. Rachel s jacket will need 11 buttons. Robert s 
jacket will need 13 buttons. How many 
buttons will Grandma need to buy to 
 nish the jackets?

Mr Bane, the sports teacher, is trying to organize the rope 
that the children will use in the tug of war competition on 
sports day. The piece of rope he has is 
26 metres long but it only needs to be 
18 metres. How much does Mr Bane 
need to cut off it?

Class 2 are on a school trip and are having an ice cream each. 
There are 20 children in the class. Mrs Gates, the teacher, is 
trying to carry 20 ice creams all at once 
but she drops 7. How many children can 
have an ice cream straight away?

Problems involving ‘real life’, money or  mea

 Claire is 12 years old on her next b
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Differentiated sheets 
support pupils who 
need it and challenge 
the most able

Problems have different 
complexity but the 
process remains the 
same so the whole 
class can work through 
the problem whichever 
sheet they use

Whole class activity page 
introduces concepts

Maths problem solving in real-life 
situations
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Maths problems and investigations

n Maths Problems and Investigations is a three-book 
series of reproducible sheets for developing children’s 
problem-solving skills and mathematical fluency

n Activities engage pupils in problem solving across all 
areas of mathematics, so it is easy to integrate them 
into your scheme of work. 

n The activities and investigations help children to 
develop, reinforce and consolidate their problem-
solving skills. To successfully solve the investigations 
children will need to demonstrate:
• ability to think and work mathematically
• knowledge of a range of mental and written 

strategies
• overall competence in mathematics

n The three-step approach used on most sheets makes 
it easy to do mini-assessments, to check pupils 
understanding

n Each page has a focus, ranging from sports, shopping 
and jobs to cooking, travel and building – providing 
real-life problems for 

 children to solve.

Maths Problems and Investigations 
5–7 Year Olds
978-0-85747-626-5
180 pages.  £18.50
e-pdf  £12.99

Maths Problems and Investigations 
9–11 Year Olds 
978-0-85747-628-9
180 pages.  £18.50
e-pdf  £12.99

Maths Problems and Investigations 
7–9 Year Olds 
978-0-85747-627-2
180 pages.  £18.50
e-pdf  £12.99

©Greg Purcell and Brilliant Publications 8 Maths Problems and Investigations 5–7 Year Olds
This page may be photocopied for use by the purchasing institution only.

3 How many books are on the shelves?
There are 3 shelves with 5 books on each shelf.

2 How many flowers does Lucy have?
She has 2 bunches with 6 flowers in each bunch.

1 How many hairclips did I buy?
I bought 2 packets with 3 hairclips in each packet.
 

3 How many pencils does Luke have?
He has 2 packets with 5 pencils in each packet.
 

2 How many apples are in the shop window? 
There are 3 rows with 4 apples on each row.  
 

1 How many blocks are there?
Lily has 2 rows of blocks with 4 blocks in each row.

Each taxi can carry 5 people.
                                       

How many people can fit in 3 taxis?

                                       

How many people can fit in 4 taxis?

                                       

How many people can fit in 5 taxis?

My strategies

My strategies

4 Multiplication

Investigation  Taxi ride

Step 1

Step 2

©Greg Purcell and Brilliant Publications Maths Problems and Investigations 7–9 Year Olds     5
This page may be photocopied for use by the purchasing institution only.

                   

My strategies

My strategies

Jennifer

Carlos

Jack

Andrew

Total 37

Points

3 Nine children each borrowed 12 books from the 
library. How many books did they borrow altogether?

2 Three tickets cost £15. How much would the Brown 
family pay if they needed 6 tickets?

1

3 In each of her 5 spelling tests Kelsey scored 17 out 
of 20. What is her total score out of 100?

2 On Saturday 3600 tickets to the football game were 
sold and on Sunday 4509 were sold. How many 
were sold over the weekend?

1 The television was marked £800, but we got a 
discount of £80. How much did we pay?

In basketball you can score 1, 2 or 3 points 
for a basket, depending on where you stand
when you throw or whether or not it is a penalty 
shot. In the last game the Diamond Bay 
Bombers scored 37 points with each of the 
players scoring at least one basket. Create a 
set of points for each player so that the total 
is 37.

1 Number

Investigation Basketball points

What change would I receive from £20 if I bought a 
torch for £8 and some batteries for £7.50p?

Step 1

Step 2

Vicky

Set of three books
978-0-85747-635-7
£45.00 (save £10.50)
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n Sum Fun Maths Assessment is a three-book series of 
reproducible puzzle worksheets with self-correcting 
activities for use in primary schools that children will love

n Each sheet assesses a particular skill, all linked to the 
2014 National Curriculum programmes of study

n Activities engage pupils in solving mathematical 
questions across a wide range of mathematical 
operations, then using the code to find the answer to 
the silly jokes and riddles

n In addition to assessing children’s learning, these tried 
and tested sheets can be used as:
• evidence of children’s learning
• extension activities
• differentiated group/individual activities
• plenary tasks
• fun time fillers

n Topics covered include:
• number and place value
• addition and subtraction
• multiplication and division
• fractions
• decimals and percentages.

Sum Fun Maths Assessment Yrs 1–2
978-1-78317-083-8
64 pages.  £18.50
e-pdf  £12.99

Sum Fun Maths Assessment Yrs 5–6
978-1-78317-085-2
64 pages.  £18.50
e-pdf  £12.99

Sum Fun Maths Assessment Yrs 3–4
978-1-78317-084-5
64 pages.  £18.50
e-pdf  £12.99

© Katherine Bennett and Brilliant Publications Sum Fun KS1, Activity 15
Th is page may be copied by the purchasing institution only

Counting in multiples of 2, 5 and 10 (1)

To solve the joke, work out the number that comes next and write it in the circle. 
Then use the grid to  nd the letter that goes with each answer and write it on the 
line. The  rst one is done for you!

12 60 70 58 40 50 19 30 90 20
C Y D E O B U A R L

    4, 8, 10,  12
   
 10, 20, 30,           15, 20, 25,   14, 16, 18,  

   30, 40, 50,   25, 30, 35,         10, 12, 14,     60, 70, 80, 
   
      35, 40, 45,  52, 54, 56,    40, 50, 60,

Learning objectives
I can count forward in 2s, 5s and 10’s

Year 1 – Number and place value 
•  count, read and write numbers to 100 in numerals; count in multiples of twos, fi ves and tens.

       __ __  __  __  / __ __  __

S  __  __ __

What has one head and four 
legs, but only one foot?

What s black when you buy it, red 
when you use it and grey when you 

throw it away?

© Katherine Bennett and Brilliant Publications Sum Fun KS1, Activity 25
Th is page may be copied by the purchasing institution only

Reading numbers (4)
Learning objectives
I can read and understand a number  from 1 to 20 written in words.
I can write numbers from1 to 20 in words.

This time, write the numbers as words on the dotted line. Then match the answer to 
the grid to solve the joke.

  seven  fteen thirteen three eleven  ve   sixteen
      P D U O S C       T

15  __  __  __  __  __  __  __    3  __  __  __  __  __   5  __  __  __  __      

16  __  __  __  __  __  __  __          3  __  __  __  __  __    7  __  __  __  __  __   

  13 __  __  __  __ __  __ __  __ 11  __  __  __  __  __  __

Who helped the octopus 
when he was feeling ill?

__  __  __ / __ __ __  __ __ !

Year 1 – Number and place value
• given a number, identify one more and one less

Self-correcting assessment sheets – 
solve the sums to answer the jokes!

Set of three books
978-1-78317-087-6
£48.00 (save £7.50)
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Save more money 
on your order!
Use the code 

PM2020
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