








But what happens if we decide to combine the soil in these two seed
trays, to see how much soil there now is altogether, between them? In
other words, what happens if we take *2 and add ~1?

s

We can take one of the extra scoops from the red *2 seed tray and use
it to fill up the hole in the blue ~I seed tray, like this:

Wiy el

The blue tray doesn’t have any holes anymore. It’s no longer ~| scoop,
it's back at zero or 0.

= |

The red tray doesn’t have 2 extra scoops anymore, it’s only got | extra
scoop: it’s not at *2 anymore, it’s at *1.

So, altogether the two trays have just got one extra scoop, only one
scoop more than zero. They're just *| scoop:
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Usually when we add, the answer goes up, but when we add a
negative number to a positive number, the answer goes down.
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It can take time and practice for children to really understand how, and
why, when you add a negative number, the answer goes down, not up.

( )

You can:

* Use real things, e.g. soil in a seed tray or flower bed, thermometers,
money boxes or bank accounts to explore negative and positive
numbers with your child.
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Number Bond Bingo! (2-4 players)

You will need:

Number Bond question cards (page 27)
Number Bond Bingo cards (one per player) (pages 23-26)

What to do:

Choose a bingo caller (can be one of the players). Give him or
her the question cards face down in a pile.

Give all players a Bingo card.

The bingo caller turns over a Number Bond question, holds it up
and reads it out.

If a player has the answer to the question on their Bingo card,
they must shout out ‘Bananas!” or another agreed silly word
before anyone else.

The player who shouts out ‘Bananas!’ first places the question
card over the answer on their Bingo card.

If someone shouts ‘Bananas!’, but doesn’t have the answer on
their Bingo card, they must miss a turn.

If nobody has the answer on their card, discard it and pick
another question card.

When all the spaces on a player’s Bingo card are covered, they
shout ‘BINGO!’ The first person to shout ‘BINGO!’ is the winner.
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Number Bond Bingo card |

2 7

10 8
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Number Bond Bingo card 2

4 7
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Number Bond Bingo card 3

4 10
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Number Bond Bingo card 4

2 8
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Number Bond question cards

| + | | + | | + |
2 + | | +2 | 2+ |
2+2 | 3+ 1 | +3
3+2 4+ | 2+3
| +5 | 2+4 | 3+3
3+4 | 5+2 | 6+ 1
7+1 | 3+5 | 2+6
2+7 | 4+5 | 3+6
4+6 | 2+8 | 3+7




Number Bond answer cards

|10

10

10




Number Bond Pairs and Snap

You will need:

Number Bond question cards (page 27); use |, 2 or 3 columns of the
cards depending on how many players you have and how challenging
you would like the game to be.

Number Bond answer cards (page 28); use the
same number of columns as you have chosen
for the question cards.

What to do:

Cut out the required number of question
and answer cards and shuffle them.

Pairs
Place all cards face down on the table.

In turns, turn over two cards and see if they match, e.g. a number
bond (I + 4) and its answer (5).

If they match, keep the pair. If they don’t, turn them back over.

Try to remember where different cards are, so that you can match up
pairs when it’s your turn.

The winner is the person with the most pairs once all of the cards have
been matched.

This can also be played as a one player game; in this case the player
tries to match all cards as quickly as possible.

Snap
Shuffle the question and answer cards and deal them into two piles,
face down.

Both players turn their top card over at the same time.

If the cards match, shout ‘Snap!’ The first person to shout ‘Snap!” takes
all of the upturned cards.

If they don’t match, keep turning over cards, placing them on top of
the upturned ones. If you run out of cards without getting a match,
shuffle them and deal again.

The winner is the first person to get all of the cards, or the player with
the most cards at the end of an agreed length of time.
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