
Hello Year 5, welcome back from your Easter holidays, we all hope that you are keeping well and 

staying safe. Every week we will upload new learning resources so that you can carry on with your 

learning at home. Please email copies or photos of any completed pieces of work to the year group 

email at year5@johnperry.bardaglea.org.uk as we would love to see your work. Of course, if you 

have any questions, please email us and we will help you! 

Each week you will have a minimum of the following to complete: 

• Spellings 

• A reading comprehension task – Remember you also have your Bub Club 

• English lessons 

• Maths lessons 

• 3 other subjects/projects to complete – Choose from the Learning Projects table 

• Daily reading – 15 mins 

• Practising all of your times tables. 

You also have the option of completing the additional curriculum work which involves a music task, a 

mindfulness and well-being task and a NHS appreciation task. 

Enjoy the work and remember to take breaks, especially when you are feeling tired. 

Mr Callus, Miss VanHaeften and Mrs Lewis 

 

 English – Spelling, Reading and Writing 

Writing – (Approx. 60 min) 

Monday 

  
 
 
 
 
 
 
 
Complete 
your 
spellings 
as 
normal. 

Spelling (approx. 15 min) Reading Comprehension (approx. 30-60 
min) 

Monday Choose a strategy and ‘Have a 
go’ 

 
 
Remember to read to someone for at least 
15 minutes a day, every day! 
 
 
Remember to use your Bug Club 
 
 
 
 
Complete the reading comprehension 
activity 

Tuesday Use a dictionary or the internet 
to find the definitions of your 
spellings. 

Wednesday Complete the homophone 
activity. See additional 
document 

Thursday Put the first 5 words into a 
sentence using a relative clause 
– remember to use a relative 
pronoun. 

Friday Put the last 5 words into a 
sentence using a relative clause 
– remember to use a relative 
pronoun. 

mailto:year5@johnperry.bardaglea.org.uk


Read the myths. What do they all have in common?  

Complete the table given and list the success criteria you believe you will need to follow to create 

your own myth. 

Tuesday 

Look at ‘Theseus and the Minotaur’ and plan a character description for the Minotaur using the 

template given. Use a thesaurus or the internet to create or find effective examples of figurative 

language e.g. similes, metaphors, alliteration or onomatopoeia. List effective adjectives to create 

powerful noun phrases. Please see the English definitions resource sheet for guidance. 

Wednesday 

Using your plan, create a character description for the Minotaur, using the template given. 

Or draw a picture of your character and label it using figurative language. 

Thursday 

Look at ‘Theseus and the Minotaur’ and plan a setting description for the Labyrinth using the 

template given. Use a thesaurus or the internet to create or find effective examples of figurative 

language e.g. similes, metaphors, alliteration or onomatopoeia. List effective adjectives to create 

powerful noun phrases.  Please see the English definitions resource sheet for guidance. 

Friday 

Using your plan, create a setting description for the Labyrinth, using the template given. 

Or draw a picture of your setting and label it using figurative language. 

 

Monday - English 

The Gift of Fire 

Zeus and Prometheus 

As the story goes .... From the very first, humans had trouble with 

the gods. Most gods thought of humans as toys. But some 

gods found themselves interested in the human race. Some 

gods even made friends with the humans. One of those gods 

was named Prometheus. 



The first people created by the gods lived happily together. 

They thought the gods were wonderful. But their children 

were not as grateful or as content. The children argued among 

themselves, and sometimes even argued with the gods. 

Zeus was very disappointed at mankind. He decided he was 

not going to give mankind a most important tool - fire! 

Without fire, humans were not going to last very long. 

Prometheus felt sorry for his human friends. Fire was 

important for many things - like heat and cooking, and 

hundreds of others. Prometheus stole a lightning bolt from 

Zeus and gave it to mankind. That's when man discovered 

fire. 

Zeus was furious. He ordered Prometheus chained to a rock as 

punishment for stealing his lightning bolt, and for going 

behind his back to help the humans. To make Prometheus 

even more miserable, Zeus sent storms to beat angry waves 

against Prometheus, helplessly chained to his rock. Zeus made 

the sun shine really brightly now and then to burn his skin. 

Zeus even sent an eagle to nibble at poor Prometheus' body. It 

was quite a punishment for a god who had only tried to help 

mankind. But he had defied Zeus, and that was what made 

Zeus so angry. 

It was Hercules who finally released the helpless god from his 

chains. By the time Hercules saved him, nearly a thousand 

years had passed. That's probably not a lot of time if you 

happen to be immortal. But humans had changed a great deal 

over 1000 years. By then, Zeus found humans quite 

entertaining. Zeus no longer cared if anyone rescued 

Prometheus or not. 

 



Theseus and the Minotaur 

The king of Athens did not know what to do. He was desperate. He figured if he had 

some time, he could build a strong navy, strong enough to send King Minos packing the 

next time he attacked Athens. The king of Athens offered King Minos a deal. If he 

would not attack Athens for 9 years, Athens would send 7 boys and 7 girls to the island 

of Crete to be eaten by the awful monster that King Minos kept as a pet, the dreaded 

minotaur. 

The minotaur lived in the heart of a maze on the island of Crete. King Minos loved that 

old monster. King Minos only attacked Athens when he was bored. He really didn't want 

anything. This way, his beloved monster could look forward to a special treat every 9 

years or so. King Minos took the deal. 

Although Athens did build a navy, King Minos did not attack as the king of Athens had 

expected. In fact, King Minos kept his word. And now it was time for Athens to keep 

theirs.  Everyone in Athens was crying. 

Prince Theseus of Athens knew the importance of keeping your word. He knew that a 

deal was a deal. But, he was also quite sure that it was wrong to send small children to 

be eaten by a monster. Prince Theseus told his father (the king) that he was going to 

Crete as the seventh son of Athens. He was going to kill the Minotaur and end the 

terror. 

"The Minotaur is a terrible monster! What makes you think you can kill it?" cried his 

father. 

"I'll find a way," Theseus replied gently. "The gods will help me." 

His father begged him not to go. But the prince took his place as the seventh Athenian 

boy. Along with six other Athenian boys and seven Athenian girls, Prince Theseus sailed 

towards Crete. 

When the prince and the children arrived on the island of Crete, King Minos and his 

daughter, the Princess Ariadne, came out to greet them. The Princess Ariadne did not 

say anything. But her eyes narrowed thoughtfully. Late that night, she wrote Prince 

Theseus a note and slipped it under his bedroom door. 

Dear Theseus (Ariadne wrote) 

I am a beautiful princess as you probably noticed the minute you saw me. I am 

also a very bored princess. Without my help, the Minotaur will surely gobble you 

up. I know a trick or two that will save your life. If I help you kill the monster, 

you must promise to take me away from this tiny island so that others can admire 

my beauty. If interested in this deal, meet me by the gate to the Labyrinth in 

one hour. 



Yours very truly, 

Princess Ariadne 

Prince Theseus slipped out of the palace and waited patiently by the gate. Princess 

Ariadne finally showed up. In her hands, she carried a sword and a ball of string. 

Prince Theseus slipped out of the palace and waited patiently by the gate. Princess 

Ariadne finally showed up. In her hands, she carried a sword and a ball of string. 

Ariadne gave the sword and the ball of string to Prince Theseus. "Hide these inside the 

entrance to the maze. Tomorrow, when you and the other children from Athens enter 

the Labyrinth, wait until the gate is closed, then tie the string to the door. Unroll it as 

you move through the maze. That way, you can find your way back again. The sword, 

well, you know what to do with the sword," she laughed. 

Theseus thanked the princess for her kindness. 

"Don't forget, now," she cautioned Theseus. "You must take me with you so that all the 

people can marvel at my beauty." 

The next morning, the Athenian children, including Prince Theseus, were shoved into 

the maze. The door was locked firmly behind them. Following Ariadne's directions, 

Theseus tied one end of the string to the door. He told the children to stay by the 

door and to make sure the string stayed tied so the prince could find his way back 

again. The children hung on to the string tightly, as Theseus entered the maze alone. 

Using the sword Ariadne had given him, Theseus killed the monstrous beast. He 

followed the string back and knocked on the door. 

Princess Ariadne was waiting. She opened the door. Without anyone noticing, Prince 

Theseus and the children of Athens ran to their ship and sailed quietly away. Princess 

Ariadne sailed away with them. 

On the way home, they stopped for supplies on the tiny island of Naxos. Princess 

Ariadne insisted on coming ashore. There was nothing much to do on the island. Soon, 

she fell asleep. All the people gathered to admire the sleeping princess. Theseus sailed 

quietly away with the children of Athens and left her there, sleeping. 

After all, a deal is a deal. 

 

King Midas and the Donkey Ears 

Once upon a time, a long time ago, Pan, the god of shepherds, challenged 

Apollo to a musical duel. Pan insisted his flute of reeds could produce a more 

beautiful melody than Apollo's silly harp. The two agreed on a contest with 

judges. One of the judges was King Midas. 



After hearing the two melodies, all but one of the judges chose Apollo as the 

winner. But one judge, King Midas, preferred Pan's tune. 

Furious that anyone could prefer a reedy pipe to his musical lyre, Apollo cooed, 

"I see the problem. It's your ears. They are too small to hear properly. Let me fix 

that for you." 

King Midas felt his ears quiver. His ears sprang out, and out, and turned into the 

large furry ears of an ass. King Midas was horrified. He grabbed his ears. "Pan, 

help me!" he cried. But Pan, with a quick nervous glance at Apollo, turned his 

back. 

King Midas tried to hide his ears from his subjects by wearing a variety of huge 

hats, heavy helmets, and bulky scarves. The only person who saw his ears was 

his barber. King Midas made his barber promise he would never tell a soul. 

His barber kept his word. But keeping such a huge secret to himself was driving 

him crazy. Finally, the barber went up a mountain and almost to the edge of a 

cliff. He dug a hole in the midst of some reeds. He looked about, to make sure 

no one was near. Then, he whispered into the hole, "King Midas has the ears of 

an ass. King's aaaass ears! King's aaaass ears!" Having gotten his secret off his 

chest, he felt much better. He returned home, sure that he had kept his word. 

Unfortunately for King Midas, the barber had dug right into a piece of Echo. 

You've heard of Echo, right? Pieces of Echo were scattered all over the 

mountainous kingdom. In fact, pieces of Echo were scattered all over the world. 

Although I suppose some people might think it was only the sound of the wind 

in the reeds, it was really a piece of Echo, whispering over and over, "King's 

aaaass ears, king's aaaass ears". 

 

Icarus and Daedalus 

King Minos invited Daedalus to the lovely island of Crete. The king wanted Daedalus to 

build a maze, a Labyrinth, as a home for the king's beloved pet, the Minotaur. The 

Minotaur was a horrible monster, with the head of a bull on a human body. The king 

loved that awful monster and wanted him to have a lovely home. 

Daedalus was a bit amazed at the king's choice of pet, but a job was a job. Daedalus 

planned to make the maze a challenge, so complicated that anyone who entered it would 

be lost until rescued. That way, the king would be happy, the monster would be 

contained, and the people would be safe. Daedalus had no doubt he could design such a 

maze. He really was a fine architect. 

https://greece.mrdonn.org/greekgods/echo.html


Daedalus brought his young son Icarus with him. He was sure the child would enjoy 

swimming and playing with the other children on the island. Both Daedalus and Icarus 

were happy they had come. King Minos was happy with his maze. It was peaceful and 

pleasant on the island. Daedalus was in no hurry to leave. 

One day, a group of Greek children sailed to the island. The next day, they sailed safely 

away, taking with them the king's lovely daughter, and leaving behind them one dead 

Minotaur. 

King Minos was beside himself with grief. He did not believe anyone could have entered 

the maze and escape alive without help from someone, most probably help from the man 

who had designed the maze in the first place. (Actually, the children did have help, and 

not from Daedalus, but that's another myth.) King Minos punished the innocent 

Daedalus by keeping Daedalus and his young son Icarus prisoners on the island of Crete. 

Daedalus tried to think of ways to escape. One day, Daedalus noticed birds flying 

overhead. It gave him an idea. Wings. He needed wings. Daedalus began to gather all 

the bird feathers he could find. He glued them together with wax. When two pairs of 

wings were ready, he warned his young son not to fly too close to the sun or the wax 

would melt. 

Daedalus fastened the wings to their arms. They flapped their wings and took to the 

sky. They left the island of Crete far behind them. Water sparkled beneath them as 

far as they could see. The sky was blue. The breeze was brisk, more than enough to 

keep them in the air. It was glorious! 

Icarus flew higher and higher. He flew so high that before he knew what was 

happening, the sun had begun to melt the wax on his wings. Icarus felt himself falling. 

He flapped his arms faster and faster. But it was no use. Poor Icarus plunged into the 

water and drowned. 

 

 

 

 

 

 

 

https://greece.mrdonn.org/theseus.html
https://greece.mrdonn.org/theseus.html


Complete the following table by reading all the myths supplied. If one feature does not apply to a myth, write N/A.  

Once completed, write the criteria you believe is required to write an engaging myth. 

Myth Feature The Gift of Fire Daedalus and Icarus King Midas and the Donkey’s ears Theseus and the Minotaur 

Hero/ 
Heroine/ 
god? 

 
 
 
 
 

   

Baddie, god or 
monster? 

 
 
 
 
 

   

Task?  
 
 
 
 

   

Special 
power(s)/weap
ons? 

 
 
 
 
 

   

Is there a 
helper? 

    

What happens 
in the end? 

 
 
 
 

   



Tuesday – English  Character description! Use figurative language to build an 

effective plan. The better and more detailed your plan is, the better chance you 

have of writing a GREAT character description. Use the images below to help 

you. 

Describe the Minotaur… 

 

Physique? 

 

 

 

 

Skin Colour/Texture? 

 

 

 

 

Hair colour/style? 

 

 

 

 

Facial Hair? 

 

 

 

Eye colour? 

 

 

 

Lips/teeth/nose? 

 

 

 

Arms/Shoulders? 

 

 

 

Hands/Fingernails?  

 



 

Voice/Facial Expressions? 

 

 

 

 

 

 

 

Use these images to help you… 

  

 
 



Wednesday – English  

 
Describe the Minotaur – You can use this structure to help you. 

Appearance 
What specific 
features can 
you describe? 
His eyes, 
horns, claws, 
weapon? 

 

Personality 
What is the 
minotaur like 
as a being? 
What is his 
temper, 
patience like? 
Describe those 
qualities which 
we cannot 
see. 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Negative 
description 
Remember 
describing 
something 
someone does 
not have, can 
tell you much 
about that 
person. What 
is the 
Minotaur 
missing? He 
has no family, 
friends… 

 



Thursday – English - Create a word/phrase bank to help you describe the Labyrinth 

Remember to use powerful adjectives, onomatopoeia, alliteration, personification, similes and metaphors… 

 

 

 

 

 

                                                  

 

 

 

 

The Labyrinth 

What can you hear? 

What can you smell? 

What can you see? 

What can you feel? 

http://www.google.co.uk/imgres?imgurl=http://telesto.netro42.net/images/clipart-listening-ear-i0.png&imgrefurl=http://telesto.netro42.net/images/clipart-listening-ear&usg=__Dbdsby1iJ6Qjvvgv2wsYpqHtxTY=&h=599&w=360&sz=31&hl=en&start=1&zoom=1&tbnid=Mf_JrxWcaFaEmM:&tbnh=135&tbnw=81&ei=5_PiT7-PDomN8gOU6c3WDg&prev=/search%3Fq%3Dcartoon%2Bear%26hl%3Den%26safe%3Dvss%26tbm%3Disch&itbs=
http://www.google.co.uk/imgres?imgurl=http://www.castleposer.co.uk/articles/pics/edge_blend_hand.jpg&imgrefurl=http://www.castleposer.co.uk/articles/edge_blend.html&usg=__Ry51QMzNzh0KdVz-Q6PkcmJajqw=&h=276&w=390&sz=20&hl=en&start=5&zoom=1&tbnid=dXmDXjp79106AM:&tbnh=87&tbnw=123&ei=SPTiT8_sI8Kj0QWS7YGnAw&prev=/search%3Fq%3Dcartoon%2Bhand%26hl%3Den%26safe%3Dvss%26tbm%3Disch&itbs=
http://www.google.co.uk/imgres?imgurl=http://openclipart.org/people/sven222/sven222_Cartoon_Eyes.svg&imgrefurl=http://openclipart.org/detail/17902&usg=__dtoHNBRM6mkeL4ukePIoRm6lxwM=&h=412&w=1502&sz=10&hl=en&start=5&zoom=1&tbnid=N9How_ItijumBM:&tbnh=41&tbnw=150&ei=JfTiT82mMIK_0QW7ltSxBg&prev=/search%3Fq%3Dcartoon%2Beyes%26hl%3Den%26safe%3Dvss%26tbm%3Disch&itbs=
http://www.google.co.uk/imgres?imgurl=http://www.valdosta.edu/~dkcullen/nose.gif&imgrefurl=http://www.valdosta.edu/~dkcullen/topic.html&usg=__uPVi553jf63ymikWmBU2dxWw2ec=&h=217&w=175&sz=7&hl=en&start=12&zoom=1&tbnid=wbQ4S_ZSXIFSLM:&tbnh=107&tbnw=86&ei=EvTiT83KMqm90QXL4NTCAw&prev=/search%3Fq%3Dcartoon%2Bnose%26hl%3Den%26safe%3Dvss%26tbm%3Disch&itbs=


  

  



Friday – English – Write your setting description… You can use the template to help you. Can you write at least two 

paragraphs to describe it? 

 

 

 
What can you tell me about this setting? What can you see? What can you hear? What usually happens here? Can you create an effective atmosphere? 

 
 
 
 
 
 
 
 
 



 

 

 
 
 
 

 
What can you tell me about this part of the setting? What can you see? What can you hear? What usually happens here? What is the atmosphere like? 

 
 
 
 
 
 
 
 
 
 



Guidance on the vocabulary and grammar for the Spelling and writing tasks. 

Relative Clauses: 

https://www.bbc.co.uk/bitesize/topics/zwwp8mn/articles/zsrt4qt 

Definition: A relative clause can be used to give additional information 
about a noun. 

They are introduced by a relative pronoun like 'that', 'which', 
'who', 'whose', 'where' and 'when'.  

For example: 

I won’t stand by the man, who smells of slime. 

In this example, the relative clause is ‘who smells of slime’. It 
provides more information about the man. The relative 
pronoun, ‘who’, is used to connect these clauses in the 
sentence. 
 

Noun Phrases:  
 
https://www.bbc.co.uk/bitesize/topics/zwwp8mn/articles/z3nfw6f 
 

 

 

 

https://www.bbc.co.uk/bitesize/topics/zwwp8mn/articles/zsrt4qt
https://www.bbc.co.uk/bitesize/topics/zwwp8mn/articles/z3nfw6f


Remember we try to use two adjectives, with a comma to show that 

we can use commas and improve our vocabulary as well as adding 

extra detail. 

Examples:  

The gruesome, hair-raising Minotaur 

The long, winding Labyrinth 

Similes and Metaphors: 

https://www.bbc.co.uk/bitesize/topics/zfkk7ty/articles/z9tkxfr 

Metaphors: 

A metaphor is a word or a phrase used to describe something as if it 

were something else: 

For example, "A wave of terror washed over him." 

The terror isn't actually a wave, but a wave is a good way of describing 

the feeling. 

"Jess is dynamite." 

She's not made of dynamite, but it's a way to explain how exciting she is. 

Similes: 

A simile describes something by comparing it to something else, using 

like or as: 

The snake moved like a ripple on a pond. 

It was as slippery as an eel. 

Jess is as graceful as a gazelle. 

Onomatopoeia:  

https://www.bbc.co.uk/bitesize/topics/z4mmn39/articles/z8t3g82 

Onomatopoeia is a word which sounds like what it means. 

'Thud', 'crash', 'bang' and 'buzz' are all examples. Can you think of any 

more? 

 

https://www.bbc.co.uk/bitesize/topics/zfkk7ty/articles/z9tkxfr
https://www.bbc.co.uk/bitesize/topics/z4mmn39/articles/z8t3g82


Alliteration: 

https://www.bbc.co.uk/bitesize/topics/zfkk7ty/articles/zq4c7p3 

Alliteration is when words start with the same sound: 

For example, Sammy the slippery snake came sliding. 

Alliteration is used in both written and spoken English. You can find 

examples in poetry, advertising and events commentary. 

It is often used in newspaper headlines to grab the reader's attention. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://www.bbc.co.uk/bitesize/topics/zfkk7ty/articles/zq4c7p3


Spellings 

 

Remember:  Monday Tuesday Wednesday Thursday Friday 
 

1. LOOK and THINK 

-look at the correct 

version 

-look at the letter string 

-does it have a little 

‘word’ in it that helps? 

-any silly way to 

remember it? 

 

2.  SAY 

-say the word slowly 

-listen to the sounds 

-pronounce the silent 

letters if it has any. 

 

3.  COVER 

-cover the word with 

your hand or a piece of 

paper. Can you 

remember how to spell 

it? 

 

4.  WRITE 

-write the whole word  

  without looking back 

 

5.  CHECK 

-if it’s right, hooray! 

-if it’s wrong try again. 

accommodate      

accompany      

according      

achieve      

coarse      

course      

cereal      

serial      

stationary      

stationery       



 
 

 

Reading Comprehension Task – To be completed by the end of the week. 



Maths : 
Addition 
and 
Subtraction 

Times tables (approx. 10 min) – Can also use 
Times Tables Rock Stars if possible 

Fluency (approx. 20 min)  
Reasoning/problem solving (approx. 20 min) 

Monday Write out your three times tables from 3 - 36. 
Practice chanting them a few times. Now, each 
time you chant them cover one number up until 
all numbers are covered. Can you remember 
them all? 
 
Challenge: Write out your 3, 6 and 9 times 
tables underneath each other. What patterns 
can you spot? Would you see these patterns in 
any other times tables? Why?  

LI: To add numbers with 4 digits or more using the column method. 
 
This video might help to remind you of the method. Just a reminder: We call ‘carrying’ exchanging and we 
call ‘units’ ones.  
https://www.youtube.com/watch?v=d3STEQnXyos 
 
Questions to consider: 
-Does it matter which number you put at the top? Why? 
-Does it matter if the two numbers don’t have the same amount of digits? Why do you have to be careful 
if this is the case?  
-What is exchanging? When do you have to exchange?   

Tuesday On different pieces of paper, write out the 
numbers 1-12. Put them face down and mix 
them around. Choose a piece of paper and as 
quickly as you can, multiply that number by 3. 
Time yourself and repeat a few times to see if 
you can beat your own time.   
 
Challenge: Use the numbers 1-20. Is there an 
easy way to multiply 3 by 20? What about by 13 
or 15 or 17?  

LI: To subtract numbers with 4 digits or more using the column method. 
 
This video might help to remind you of the method. Just a reminder: We call ‘units’ ones.  
https://www.youtube.com/watch?v=3rlbLy2JBcU 
 
Questions to consider: 
-Does it matter which number you put at the top? Why? 
-Does it matter if the two numbers don’t have the same amount of digits? Why do you have to be careful 
if this is the case?  
-What is exchanging? When do you have to exchange?   

Wednesday Throw a ball (or anything that is safe to throw) 
and catch it while saying your three times 
tables. If you drop it or get a times table wrong, 
you must start again! How long did it take to get 
to 36? Can you beat your time? 
 

LI: To find missing numbers in addition and subtraction calculations. 
 
Questions to consider: 
-What is a part/whole model? 
-In a number sentence, how do you know what numbers are part and what numbers are wholes? 
-How can you check you have found the correct missing number?  

https://www.youtube.com/watch?v=d3STEQnXyos
https://www.youtube.com/watch?v=3rlbLy2JBcU


 

Challenge: Ask another person to ask you three 
times table questions out of order.    

Thursday Draw around your hands and write your three 
times tables on each finger. 3 on your first 
finger, 6 on your second finger and so on. Then 
challenge yourself with three times table 
questions e.g. 8x3 – you would look at your 
eighth finger to find the answer. As you get 
more confident, cover the fingers one by one.  
 
Challenge: Write the numbers on the wrong 
fingers and see how quickly you can find the 
correct answer. Did you get confused?  

LI: To solve addition and subtraction word problems. 
 
Some people think word problems are harder than number problems because you must work out what to 
do for yourself. But remember, when we solve word problems, we can use RUCSAC to help us.  
 
Read – read the problem carefully and split it up into steps.  
Understand – underline any key words and try to think about what the problem is asking you to do. It 
might help to think of it like a story. 
Choose – choose the most efficient way to solve the problem.  
Solve it! 
Answer – make sure you have answered the question. The answer might not always be the number you 
end up with – it might be a name for example.  
Check – double check your working out to make sure the answer is correct.  
 
Questions to consider: 
-What is the key vocabulary is this question? What do these words mean? 
-what are the key parts of information? 
-How many calculations do I need to do? What are they? 

Friday Create a three times table quiz for someone in 
your family (or send it to the year 5 email 
address for your teacher!). Make sure you know 
the answers so you can mark it. 
 
Challenge: Include word problems in your quiz.   

Use dice (or make your own using paper and Sellotape/glue) to play some of the dice games. Have fun!  



 

Monday - Maths 
Example: 

 

 

 

 

 

I have made sure I have 

lined the digits up in the 

correct columns. 

I have added the digits together. I 

started in the ones column, then the 

tens column then the hundreds, 

then the thousands. 

Here I had to exchange because my answer in the ones column was 11 (I 

always need to do this if the answer is over 9). I put the 1 one as the answer 

and exchanged 10 ones for 1 ten. I have shown this underneath my tens 

column. I then added this to the answer in my tens column. 



 

*/** Fluency task 

Use the column method to solve the following addition questions. 

1. 3,125 + 2,374 

2. 42,103 + 12,529 

3. 6,823 + 25,194 

4. Thirty three thousand one hundred and sixty five add fifty one thousand four hundred 

and seven. 

5. Mr Pedro and Ms Cabero are playing a game. Mr Pedro has 4,039 points and Ms Cabero 

has 10,989 points. How many do they have altogether? 

 

*/** Reasoning/problem solving tasks 

1. Work out the missing numbers. 

 

 

 

 

 

 

2. If you know that 3,465 + 5,987 = 9,452, what other facts do you know without doing any 

work? Explain your ideas.  

**/*** Fluency Task 

Use the column method to solve the following addition questions. 

1. 43,125 + 2,374 

2. 42,703 + 12,529 

3. 9,823 + 5,198 

4. Thirty three thousand one hundred and ninety five add fifty eight thousand four hundred 

and seven. 

5. Mr Pedro, Mrs Rose and Ms Cabero are playing a game. Mr Pedro has 4,039 points, Mrs 

Rose has 3,452 points and Ms Cabero has 10,989 points. How many do they have 

altogether? 

*/** Reasoning/problem solving tasks 



 

1.  

 

2. Write some addition questions for an 

adult in your household to try. Make sure 

you know the answers so you can mark 

them! 

 

 

 

Tuesday – Maths 

 
 Example: 

 

 

 

 

 

I have made sure I have 

lined the digits up in the 

correct columns. 

I have subtracted the digits. I started 

in the ones column, then the tens 

column then the hundreds, then the 

thousands. 

Here I had to exchange twice because I 

can’t subtract a bigger number from a 

smaller one (I always need to do this if 

the top digit is smaller than the bottom 

digit). I exchanged 1 ten for 10 ones to 

change 0 into 10 and that meant there 

were only 6 tens left. I then exchanged 

1 thousand for 10 hundreds to change 

100 into 1,100. That meant there were 

only 3 thousands left. 



 

*/** Fluency task 

Use the column method to solve the following subtraction questions. 

1. 4,825 - 2,313 

2. 75,474 – 26,292 

3. 26,304 - 3,554 

4. Fifty six thousand seven hundred and eighty nine subtract twenty six thousand eight 

hundred and sixty three. 

5. Tommy earns £67,576 per year and Johnny earns £22,819. How much more does Tommy 

earn per year? 

 

*/** Reasoning/problem solving tasks 

1. Explain the mistake and correct it. 

 

 

 

 

 

 

2. Miss Van Haeften makes a 4-digit number and Mrs Lewis makes a 5-digit number. The 

difference between their numbers is 3,465. What could their numbers be? Explain your 

ideas.  

 **/*** Fluency Task 

Use the column method to solve the following addition questions. 

1. 75,474 – 26.292 

2. 36.008 – 7,338 

3. 51.027 – 15,072 

4. Sixty two thousand and thirty two subtract fifty six thousand eight hundred and fifty five. 

5. Tommy earns £67,576 per year and Johnny earns £2,866 per month. How much more 

does Tommy earn per year? 

 

*/** Reasoning/problem solving tasks 



 

1. Complete the pyramid by using addition or subtraction.  

2. Write your own word problems that involve subtraction, where the answer would be 

3,465. Can you challenge yourself to include more than one step?  

 

Wednesday  

 
 Example: 

 

e.g.  

13,677 + 9,879 = _____   - the missing number is the whole, so I need to add the two parts 

(13,677 + 9,879).              

23,556 – 13,677 = _____ - the missing number is one of the parts, so I need to subtract the 

other part from the whole (23,556-13,677).  

13,677 + _____ = 23,556 – the missing number is one of the parts, so I know I need to 

subtract the other part from the whole (23,556 – 13,677).           

 

23,556 

13,677 9,879 

The easiest way to solve missing number calculations is by using a part/whole model. 

This just means that two parts (the numbers on the bottom) add together to make the 

whole (the number on the top). The whole will always be the biggest number.  

If your missing number is the whole, you know you need to add the numbers you have 

(the two parts). If the missing number is one of the parts, you know you need to 

subtract the numbers you have (subtract the part from the whole.  



 

Fluency task 

Draw part/whole models to help you find the missing numbers. Use the column method to 

solve your calculations. 

1. _____ = 12,455 – 10,230 

2. 23,876 + _____ = 68,884 

3. _____ - 2,345 = 5,314 

4. _____ - 65,021 = 23,526 

5. 1,256 + _____ = 24,915 

6. 57,222 - _____ = 47,357 

 

Reasoning/problem solving tasks 

How could you check your answers are correct?  

Check your answers by re-doing the calculations using the numbers you have found.   

 

Thursday – Maths 

 
 Example: Read – I read the problem and split it up into steps or 

events. 

Understand – I underlined the words ‘on’, ‘off’ and ‘now’ 

because they will help me answer the question. I can 

imagine what is happening in this problem or story. ‘On’ 

means I need to add, ‘off’ means I need to subtract. I need 

to do 1,455+2,022 and then the answer subtract 1,265.   

Choose – The numbers are big, so the column method will 

be the easiest to use.  

Solve  

Answer – I answered the question. In this case it was the 

number I had at the end.  

Check – I checked through my working out carefully to 

make sure I didn’t make any silly errors.  

There are 

2,212 people on 

the train now.  



 

 

*/** Fluency task 

1. A key worker was paid £1,454 on Monday, £2,543 on Tuesday and £1,509 on Wednesday. 

How much were they paid in total? 

2. Miss Van Haeften was at a concert. 4,593 fans got there at six o’ clock. Another 2,930 

turned up at eight o’clock. By nine o’ clock 2,259 people decided they didn’t like the concert 

and went home. How many people were left at the concert?  

3. On a building site, a container held 8,251 litres of water. 4,976 litres were used to mix 

cement, then 2,543 litres were used to fill a pond. How much water was left over?   

4. Tom was panic buying. He bought 2,569 rolls of toilet paper in Tesco. He then went to 

Asda and bought another 1,248.  He only used 1,100 rolls. His sister needs 1,865 rolls for her 

family, does he have enough left over to give her?  

 

 

 

 

**/*** Fluency Task 

1. On Monday a key work was paid £3,567. On Tuesday they were paid another £2,089. On 

Wednesday they were paid £456 less than they were on Wednesday. How much money 

were they paid altogether? 

2. Miss Van Haeften was at a concert. 4,593 fans got there at six o’ clock. Another 2,930 

couples turned up at eight o’clock. By nine o’ clock 2,259 people decided they didn’t like the 

concert and went home. How many people were left at the concert?  

3. On a building site, a container held 8,251 litres of water. 4,976 litres were used to mix 

cement, then 2,543 litres were used to fill a pond. How much more water to the builders 

need to mix another lot of cement?  

4. Tom was panic buying. He bought 2,569 rolls of toilet paper in Tesco. He then went to 

Asda to buy more but could only buy half that amount. He only used 1,100 rolls. His sister 

needs 1,865 rolls for her family, does he have enough left over to give her? Will he have any 

left for himself? 

Friday – Maths – See additional document 

 

 

 

 

 



 

 

 

Year 5 Learning Projects – Week 1 
 

Geography Art PSHE 
Choose at least 1 from the 
following: 
 
Task 1 
 
Create a large map of the UK 
and colour/shade/mold where 
the following features are: 
water, lowland, hills, mountains 
using a key. Here is an example 
but of Africa, can you create 
one for the UK? 

 
Task 2 
 
Draw a map of the UK and 
create a counties map by 
drawing all 48 counties. 
 

 
 
Task 3 
 
Revise all 48 counties and see 
how many you can write down 
in 5 minutes, can you name all 
48? 
 

Choose at least 1 from the following: 
 
This week in Art, we will be 
completing work based on 5L’s 
linked artist – Pablo Picasso 
 
Task 1 
Watch the following video and 
create your own Picasso dog. 
Remember you can pause the video 
or rewind if you start to worry a little 
or even missed a bit! If you do not 
have paints you can use colouring 
pencils or felts instead or you don’t 
have to colour! 

https://www.youtube.com/watch?

v=slYX1OUKuhI 

Task 2Create a biography of 

Pablo Picasso. You can find 

some info here: 

https://www.ducksters.com/biogra

phy/artists/pablo_picasso.php 

You can use the template 

provided. 

Task 3 - Competition 

 

Please see below for an 

enlarged version of the entry 

conditions. The only rule is that 

you are not allowed to paint a 

portrait or a self-portrait.  

Please send the year 5 teachers 

a copy of anything you create. 

Have fun! 

Choose at least 1 of the following: 
 
Task 1 - British Values: 
 
Create a poster promoting why you are 
proud to be British. Think about the 
following: 
 
What is unique/special about the UK?  
 
What do you enjoy most about the UK? 
 
What characteristics make us British? 
 
What does it mean to be British? 
 
Can you include all 5 British Values? 
 
Be creative!  
 

 
 
Task 2 - Caring for others 

 
Draw and complete an enlarged version 
of the following table 

Day What I 
Did 

Who I 
did it for 

How it 
made 
me and 
them 
feel 

Monday    
Tuesday    
Wednesd
ay 

   

Thursday    
Friday    

 
Send your work into the year 5 teachers 

at year5@johnperry.bardaglea.org.uk 
 

We would love to see you work and it 
could be posted on our school website or 
Facebook page! 

https://www.youtube.com/watch?v=slYX1OUKuhI
https://www.youtube.com/watch?v=slYX1OUKuhI
https://www.ducksters.com/biography/artists/pablo_picasso.php
https://www.ducksters.com/biography/artists/pablo_picasso.php
mailto:year5@johnperry.bardaglea.org.uk


 

 
 

 

 

 

 

 

 

 



 

 

 

_______ 

Early Life: 

_____________________________

_____________________________

_____________________________

_____________________________

____________ 

Legacy: 

________________________

________________________

________________________

________________________

________________________

_______________ 

Artwork: 

__________________________

__________________________

__________________________

__________________________

__________________________

_______________ 

Other interesting facts: 

___________________________________________________________

___________________________________________________________

___________________________________________________________

___________________________________________________________

______________ 

Pablo Picasso Fact file Template 



 Year 5  
Extra Curriculum Activities – If you have some free time or fancy something different? 

 

Music Mindfulness NHS Appreciation 
Online activity- Listening to music 

Give these three YouTube videos a watch, 

and choose your favourite:  

• Wintergaten – Marble Machine 

• RimbaTubes – Snubby J Star Wars 

Medley  

• Street artist playing crystal 

glassess 

Answer the following questions about the 

piece of music you chose. You can either 

write this down, or discuss with your 

family. 

1. Describe the instrument being played. 

What shape and size is it? 

2. Describe the materials used to make 

this instrument 

3. How do you think it makes a sound? 

Can you work what the performer 

does to create this sound? 

4. How did this music make you feel? 

Choose an emoji if you'd like! 

Non-Online activity- Creating music 

It's time to make a kitchen utensil band! 

First, make sure the adults in the house are 

OK with this, and maybe even get them to 

join in too. 

Find some suitable items from the kitchen 

that you think will make some good 

sounds... like a saucepan, spoon, ladel, 

spatula, whisk etc. 

Online activity-  
Guided Meditation for Kids 
(Secret Tree House)  
 

https://www.youtube.com/watch
?v=DWOHcGF1Tmc 

 

 
 
 

Non- Online activity-  

Sensing the senses! 

Tap into your senses by pausing 
for a moment and noticing exactly 
what you can see, hear and smell 
in that particular moment.  

Being in the present can help to 
alleviate worries that you may 
have had in those moments 
before or throughout the day.  

 

 

 

 
 

Draw a nurse or a doctor as a 
Superhero  

 
You could even write a 

paragraph explaining their super 
powers and why they are a 

superhero  
 

 

 
 

 
 

Send your work into the year 5 
teachers at 

year5@johnperry.bardaglea.org.
uk 
 

We would love to see you work 
and it could be posted on our 
school website or Facebook 

page! 

https://youtu.be/IvUU8joBb1Q
https://youtu.be/0hj0hShhZ5c
https://youtu.be/0hj0hShhZ5c
https://youtu.be/lAEXH9DAH98
https://youtu.be/lAEXH9DAH98
https://www.youtube.com/watch?v=DWOHcGF1Tmc
https://www.youtube.com/watch?v=DWOHcGF1Tmc
mailto:year5@johnperry.bardaglea.org.uk
mailto:year5@johnperry.bardaglea.org.uk


 

 

https://derbyshiremusichub.org.uk/get-

involved/music-at-home/junior/week-1.aspx 

https://derbyshiremusichub.org.uk/get-involved/music-at-home/junior/week-1.aspx
https://derbyshiremusichub.org.uk/get-involved/music-at-home/junior/week-1.aspx


1                    N  Name___________________  Date_______________  

                                  
                  __________________________________             _____________________________ ___                             
                  __________________________________             _________________________________ 
 
 

 

Next target           

Homophones 

Homophones are words that sound the same but have different 

meanings.  For example ‘I’            and ‘eye’.  

Learning Outcome: To use the following homophones - led, lead, 

morning, mourning, past, passed - correctly in writing. 

Task: Write out the sentences underneath choosing the correct 

word. Use a dictionary if you are unsure. 

1. I am going to church on Sunday morning / mourning. 

__________________________________________________ 

 

2. “Dad’s camper van past / passed the MOT!” shrieked Paul. 

__________________________________________________ 

 

3. Jack led / lead his football team to victory. 

__________________________________________________ 

 

4. The family were mourning / morning the loss of their relative. 

__________________________________________________ 

 

5. Luke past / passed his driving test yesterday. 

__________________________________________________ 

 

6. Mum always has a cup of coffee first thing in the morning / 

mourning. 

__________________________________________________ 

 

7. The pipe was made of led / lead. 

__________________________________________________ 



1                    N  Name___________________  Date_______________  

                                  
                  __________________________________             _____________________________ ___                             
                  __________________________________             _________________________________ 
 
 

 

Next target           

    led              lead 

    morning       mourning 

    past            passed 

  

Learning Outcome: To use the following homophones - led, lead, 

morning, mourning, past, passed – correctly in writing. 

Task: Write some sentences using these words.  

 

 

 

 

 

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________

__________________________________________________ 



20 Games to Play with Dice 
If you don’t have dice, why not try these games with spinners instead? You can either print them out or use online spinners!

Game 1: Dice Battle

Number of Players: 2-4

Difficulty Level: Easy/Medium

You will need: Two dice 

Instructions: Each player rolls two dice and adds them together. The 
player with the highest total is the winner.

Top Tip: To make this game harder, you could use three dice instead of two.

Game 3: Four in a Row

Number of Players: 2

Difficulty Level: Easy

You will need: Two dice, a Four in a Row Grid and some colouring pencils 

Preparation: Draw or print out or a copy of the Four in a Row Grid.

Instructions: Each player takes their turn to roll both dice. They add 
the totals together and circle a number on the Four in a Row Grid that 
matches this total. The first person to circle four numbers in a vertical, 
horizontal or diagonal line is the winner. 

Top Tip: To make this game harder, you could use three dice instead of two.

Game 2: Place Value Champion

Number of Players: 2-4

Difficulty Level: Easy/Medium

You will need: Two dice per player 

Preparation: Before you start the game, decide if 
the winner will be the person with the highest or 
lowest number.

Instructions: Each player rolls two dice and creates 
a two-digit number. For example, if a 6 and 5 were 
rolled, you could either make the number 56 or 
65. The winner is the person with either the highest 
number or lowest number, depending on the rule set 
at the beginning of the game.

Top Tip: To make the game 
harder, you could use more dice 
and make bigger numbers.

visit twinkl.comPage 1 of 8

https://www.twinkl.co.uk/resource/t-n-728-four-in-a-row-dice-addition-game
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Game 4: Turn the Cards

Number of Players: 1

Difficulty Level: Medium

You will need: Digit Cards (1-9) and two dice 

Preparation: Lay the digit cards in the correct order, 
1 – 9, on the table. 

Instructions:

Roll two dice (1-6).

Find the sum of the dice. You can turn 
over one, two or more digit cards that 
make that sum using any operation.  
For example, if the dice total is 
eight, you could turn over five, two 
and one because  5 + 2 + 1 = 8 or 
you could turn over two and four because  
2 × 4 = 8, or you could turn over seven, 
two and one because (7 + 2) – 1 = 8. 
You repeat your turn until you have 
turned over all the cards or you can 
no longer use the remaining cards 
to make the total on your dice.

Game 6: Full House

Number of Players: 2-4

Difficulty Level: Easy

You will need: Six dice per player 

Instructions: The aim of the game is 
for each player to race against each 
other to collect the numbers 1 – 6 to 
create a full house.

Game 5: Multiplication War

Number of Players: 2

You will need: Two dice, a Multiplication Dice Game Sheet and some  
colouring pencils

Preparation: Print out a Multiplication Dice Game Sheet.

Instructions: Each player takes it turn to roll both dice. Multiply 
the numbers together and circle a number on the grid that matches 
the total. The first person to circle four numbers in either a vertical, 
horizontal or diagonal line is the winner.

visit twinkl.comPage 2 of 8

https://www.twinkl.co.uk/resource/t-n-7037-number-digit-cards-0-9
https://www.twinkl.co.uk/resource/t2-m-317-multiplication-dice-game-worksheet
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Game 7: Number Ladder 

Number of Players: 2

Difficulty Level: Medium

You will need: Four dice, a pen and a 
piece of paper

Preparation: Before you begin the game, draw a 
ladder (see the image below) with the numbers 
6666 on the top rung and 1111 on the bottom rung.

Instructions: Each player takes it in 
turns to roll all four dice and arrange 
the digits rolled to create a four-digit 
number that will sit on a rung of the 
ladder. The only rule being that when 
writing the number on the ladder, it 
must sit between the two numbers 
that are already there. For example, 
if player one rolled their dice and 
created the number 4536 and wrote 
it in the rung directly above 1111, 
that would mean the next player who 
rolled their dice must use the digits to 
make a number that comes between 
4536 and 6666 or they will be out. 
Players take it in turns until one is 
out or the ladder is completed, which 
means the game ends in a draw.

Game 8: Code Generator 

Number of Players: 2-4

Difficulty Level: Hard

You will need: Paper, pencils, 
nine dice and a timer

Preparation: Roll three of the 
dice to generate a three-digit 
code number. Place this on the 
table for everyone to see.

Instructions: Roll the remaining 
six dice and display them 
in a line. Start the timer for 
three minutes. Using a pen and 
paper, the players must use the 
numbers in the line on the table 
to try and crack the code. They 
must use the six numbers to 
calculate and make the three-
digit code number. Players can 
use any operation but each 
number may only be used once. 
At the end of the three minutes, 
the person who has correctly 
calculated the total or is closest 
to the total is the winner.

Game 9: Mischievous Monkey 

Number of Players: 2

Difficulty Level: Hard

You will need: Pen, paper and two dice

Preparation: Make sure each player has a 
piece of paper to use for their scoreboard.

Instructions: Each player starts with a 
score of two on their scoreboards. They 
take it turns to roll the dice and multiply 
the current total on their scoreboard by 
the total on the dice to generate a new 
score. They can choose to take a turn 
once, twice or three times in a row before 
they pass the play over to the next player. 
However, if they roll a number one, their 
turn immediately ends and they must 
draw a monkey’s face on their scoreboard. 
Play passes to the next player and player 
one’s score remains the same, until they 
take their next turn. If on this turn, they 
roll a one again, they draw a second 
monkey face onto their scoreboard and 
their score drops back down to two. The 
winner is the first person to get to 500 or 
more points.

6666

1111

visit twinkl.comPage 3 of 8
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Game 10: Claim Your Squares

Difficulty Level: Medium/Hard

You will need: Squared Paper, two dice and 
some colouring pencils 

Preparation: Print out a piece of squared paper. 
Make sure each player has a different coloured 
colouring pencil. 

Instructions:

Take it in turns to roll two dice and multiply the 
two numbers together to find the product. Next, 
draw an array on the squared paper to match 
the calculation, tessellating the arrays as you 
play. For example, if you roll a two and a six, 
the calculation would be 2 × 6, which makes 
a product of 12. You can either colour a one-
by-twelve, two-by-six or three-by-four array 
(rectangle of squares). 

The person who has claimed the most squares 
after six goes each is the winner.

Game 11: Find the Difference

Number of Players: 2-4

Difficulty Level: Easy

You will need: Two dice or spinner (1-6), some counters, paper and pen

Preparation: Draw a playing board on a piece of paper for each player (see 
image below).

Instructions: Each player takes it in turns to roll the dice 
and calculate the difference between each amount. 
They then cover that amount on their board with a 
counter. The player who covers all the squares on 

their board first is the winner. 

0 1 2 1

2 3 0 3

1 0 5 4
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Game 12: Climbing the Mountain

Number of Players: 2-4

Difficulty Level: Easy/Medium

You will need: A dice, a pencil and a piece of paper 
per player

Preparation: Before you start the game, each player 
needs to draw a mountain on their piece of paper with 
the numbers 1-5 ascending up one side, the number 
6 on the peak and the numbers 5-1 descending down 
the other side (see image below).

Instructions:

Players must roll each number that 
is shown on the mountain in order. 
So, because the first number is a 
1, they must roll a one before 
climbing! Each number must be 
rolled in order, so there can be 
no jumping up the mountain if 
they roll a number that appears later. The winner is 
the first person to get up and over the mountain with 
a series of successful dice rolls.

Top Tip: To make the game harder, you could increase 
the size of the mountain climb to 10 or 20 and 
increase the number of dice rolled each time to two, 
three or four. 

Game 13: Divide and Conquer! 

Number of Players: 2-4

Difficulty Level: Hard

You will need: Paper and a pencil for each player and 6 dice

Preparation: Choose one player to be the designated dice roller.

Instructions:

The dice roller rolls all six dice. Players quickly add up the 
totals and aim to be the first one to call out the answer. 
If they are correct, they will score one point 
for this. Everyone writes the number on 
their paper. This becomes the dividend (the 
amount being divided). The second part 
of the game requires the dice roller to roll 
just one dice. This becomes the divisor (the 
number that the dividend is being divided 
into). The first player to call out the correct 
answer wins a point. The game repeats 
until one player has scored 5 points and 
they become the winner.

1 1

2 2
3 3

4 4
5 5

6
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Game 14: Double Trouble Bingo

Number of Players: 2-4

Difficulty Level: Medium

You will need: Paper, pencils and two dice

Preparation: Each player will need a piece of paper. They must choose 5 different numbers between 1-25 and write them on their 
piece of paper.

Instructions: Each player takes it in turns to roll two dice. They add the totals together and then double the answer. If the answer 
matches a number on their piece of paper, they cross it off. The first player to cross all their numbers off is the winner.

Game 15: Pyramids

Number of Players: 2

Difficulty Level: Medium/Hard

You will need: Paper, pencil and a dice

Preparation: Each player will need to draw a pyramid (see image below).

Instructions: Throw a dice four times and fill in the bottom row of the pyramid. Now, complete the next row by adding the two boxes 
above each brick. Then, complete the row above this, following the same process and so on. The winner is the person who has the 
highest number at the top of the pyramid.

Top Tip: To make it harder, you could roll the dice three times and place those numbers in the second row of the pyramid. Now, the 
players must choose numbers to place above and beneath the dice numbers to make the pattern work. This may mean they need to 
use negative numbers.

visit twinkl.comPage 6 of 8
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Game 16: The Multiplier

Number of Players: 2

Difficulty Level: Hard

You will need: Paper, pencils, dice and a calculator to 
check answers

Preparation: Draw out a multiplication grid for each 
player (see image below).

Instructions: Each player rolls the dice nine times and 
writes each number in one of the squares. Then, each player 
multiplies the numbers across each row and writes the 
final product in the white circle in the last column. Next, 
each player multiplies each of the three numbers in the 
columns and places the product in the bottom circle of each 
column.  Finally, each player multiplies the numbers in the 
three vertical circles and writes the answer in the star in 
the bottom right-hand corner of the grid. As a final check, 
multiply the three numbers in the bottom white circles - 
what do you notice? 

The winner is the player with the largest number in the star.

Game 17: Fraction War

Number of Players: 2

Difficulty Level: Medium/Hard

You will need: A piece of paper, pencils and two dice per player

Instructions: Players roll both of their dice. The biggest number 
becomes the denominator of their fraction. The smallest number 
becomes the numerator of their fraction. E.g. if a 3 and a 1 
are rolled, the fraction would be ⅓.  The players compare their 
fractions. The player with the highest-value fraction wins a point. 
Repeat the game. The first player to score 5 points is the winner.

visit twinkl.comPage 7 of 8
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Game 18: Find and Sink 

Number of Players: 2

Difficulty Level: Medium

You will need: Two dice and two different 
colouring pencils

Preparation: Draw a 6-by-6 grid and label 
both axes with the numbers 1-6 (see image 
below). Draw a cross in 10 random squares 
on the grid.

Instructions: Players take it in turns to roll 
both dice to create a set of coordinates. They 
check these coordinates on the grid and if 
there is a cross placed in the grid reference, 
they shade the space in with their colouring 
pencil. Play continues until all crosses have 
been shaded in. The winner is the player who 
shaded the most crosses.

Game 19: Rounding Race 

Number of Players: 2-4

Difficulty Level: Medium/Hard

You will need: Six dice, a pen and 
paper per player

Instructions: Each player rolls their 
six dice and organises them to make a 
six-digit number, which they write on 
their piece of paper. Next, they round 
it to the nearest hundred thousand 
and the player with the lowest 
number scores 1 point. Continue to 
repeat the game until a player has 
scored 5 points to become the winner.

Top Tip: You can make this game 
easier by reducing the number of dice 
and rounding to a smaller number. 
For example, if you use three dice, 

you would create 3-digit  
numbers and round to 
the nearest hundred.

Game 20: Staying Alive 

Number of Players: 2-4

Difficulty Level: Easy

You will need: Three dice per player

Preparation: Each player will use one of 
their dice to track how many lives they 
have during the game. At the beginning 
of the game, each player will start with 
six lives showing on their spare dice.

Instructions: In the first round, all 
players take their turn and roll the two 
dice. Each player’s score in that round 
is calculated by adding the amounts on 
both of their dice. The player with the 
lowest roll in that turn loses a life and 
must change their spare dice accordingly 
(from 6 to 5 in the first round).

The game is continued and in each round, 
a player loses a life. When a player has 
lost all their lives, that player no longer 
participates in the game. The game ends 
when there is only one player left and all 
other players have lost all their lives.
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