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Activity 5:  Waterspouts and Spider silk  

Key learning: To practise counting forwards and backwards from a number 

Key vocabulary:  

Number names 0-20, forwards, backwards, 

on, back 

 

Important aspects to draw attention to: 

 Counting on from the number they are currently on and relating that to addition, for 

example, rolling a four when on 11: 1, 2, 3, 4. 11 plus four is equal to 15.  

 Ask your child to think one/two steps ahead - what number would they like to land on? 

Why? What would you need to roll to land on that space? 

 If a player is ahead or behind their opponent, how many steps would you need to pass the other player? 

Can you do this in one turn/two turns? How do you know? 

 Ask your child about the number of steps you can take when you land on a drainpipe or spider silk. Will you 

always win if you land on a drainpipe? 

Allow your child to explain their own thinking to allow connections to be made between this and the 

representations used.  

Likely misconceptions related to this learning: 

Some children may find it challenging to think one/two steps ahead when playing. Focus on one 

step at a time with them. Recording the moves they make may help them to see patterns more 

clearly.  

Some children may not connect that as they move on the board the numbers are increasing 

and as they fall down the spider silk the numbers are decreasing.  

Suggested key questions and opportunities for reasoning 

? What number would you like to 

land on next? Why? What 

would you need to roll to land 

on that number? 

? In how many moves can you 

win the game? What numbers 

would you need to roll to do 

so? Will you land on any drain-

pipes or spider silks with these 

numbers? 

? What other rules could you add 

to the spaces, for example, go 

forward one/two spaces? 

Which numbers would you 

place these rules on? Why? 

Activity overview Play a version of the traditional game of Snakes and Ladders. It is recommended that die with spots 

(rather than die with numbers) are used so children are developing their subitising skills as they play. In this game, 

children can climb up the water spout and slip down spider silk.  

Resources: a die, waterspouts and spider silk board (included)  

Suggested sentence structures:  

“I have rolled at three; one, two, three, I have landed on the number 

nine.” 

“I have landed on a spider silk - I need to go back to space number one.”  
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Activity 6: Make ten  

Key learning: To explore different ways of making ten 

Key vocabulary:  

Number names 0-10, make ten, add, plus, is 

equal to 

Important aspects to draw attention to and possible modifications: 

 Encourage them to work systematically - have they found all the possible pairings using their cards? Can they order 

them? 

 Are there any pairings they could make that are not on the cards?  

 Can you find all possible pairings for ten - how do you know you have found them all?  

 Draw their attention to commutativity - is 1 + 9 = 10 the same as 9 + 1 = 10? Why/why not?  

 When your child can no longer make a pairing, then have them take one card from their partner’s hand to see if 

that makes the desired number. 

 

Allow your child to explain their own thinking to allow connections to be made between this and the representations 

used. 

Likely misconceptions related to this learning: 

Some children may still count all when pairing the cards. Encourage them to count on from the 

card with the greatest number.  

Some children may find it challenging to recognise commutativity. Using concrete resources 

such as bead strings, cubes, a ten frame, should show them more clearly that they are the 

same.  

Suggested key questions and opportunities for reasoning 

? Does it matter which way I add 

the cards? Will I still have ten? 

How do you know? 

? Have you found all pairings to 

ten? How do you know? Are 

there more pairings to ten? 

What about pairings to nine? 

Can you see a pattern? 

? Could you use three cards to 

make ten? How many different 

pairings of three cards can you 

make? 

Activity overview 

 Place the number/dotted cards face up on the table. Take it in turns to select two cards which must pair together to make 

ten. If the cards do not make ten, they must place both back on the table. They can place a dotted card with a number 

and/or two dotted cards together or two number cards together. This activity can be repeated using a different total 

number so that your child can practice their number bonds to and within ten.  

Resources: Number and dotted cards (included)  

Suggested sentence structures:  

“Five dots add five dots is equal to ten dots.” 

“I have three dots and the number nine. That is not equal to ten.” 
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