SCRAPYARD D!-V

TEACHER'S NOTES

How to play You will need...

Start at ‘Go!’, then move around the Counters for each player and Q x'|

zones until you reach Rusty! ~
The rules A
7

Start each zone on the green

; tile and finish on the pink.

~ Zone1l: B | |

o Only move 1ftile at a fime.

- Number bonds Y e

g : Only 1roll of the die per go. N

- To move onto a tile, you mustrollthe °~ T el X
missing number using your die. L

Zone 2:
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Part-whole challenge , ekedy  pOIGR
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To move onto a tile, you must roll the . S R S
amount the represents using your die.
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Zone 3: ). ="

Missing numbers

To move onto a tile, you must roll the DO @I QO
o arp =
missing number, represented by the , N7 ——

using your die. SILVES D

€GZTLTOCr H8E Aosiar /1) JE00S PUBROIS “TORITZ SOIEMm Pue pue|Bu Aeyo paissiBay Usip|iyd) 0} Aanid Jo uonuan

CREATED BY

NSPCC S g

MATHS CIRCLE




ENTER THE Nu HIWI'I‘ i

SCRAPYARD

PUPILS' WORKSHEET

Zone 2
14-10="? 17=20-? Part-whole

* challenge

00 @
@ @0E @) OO

@) 00 L@

ooo

+

©O©E

zgi 3 CE® * o

Missg\g : 6

- numbers © @ - > T8I

20=08 =2 (B2

I JHll

I=6+? C @)L eSS i =8=?
““““ "’*27‘0@ (RN EESER =

WELL DONE!

YOU DID IT!



