PARENTS MATHS
WORKSHOP

Year 3




Aims of the Session:

Share with you some of the things your child will be
learning in school

Improve your confidence in helping your child with
maths

Explore some games and activities you can play
with your child at home to help them develop
fluency and become more automatic with number
facts.




Why engage with your child’s learning?

Research evidence suggests
that when parents are

engaged in their children’s
learning, outcomes for

children can be improved.




Games you can play at home!
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Measurement... Measuring capacity, weighing

ingredients, measuring lengths/
heights...

Telling the time!

100cm - 1 metre
1000m - 1km
1000ml - 1 litre
1000g - 1kg




Teaching for Mastery
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Not racing up a ladder!

When the children learn
a concept in maths,
they need time to
embed the skills and
apply them to problems.




In Year 3, we build on KS1 knowledge... . " ‘O
O
e 1
60 - 20
40 + 20
04+0.2
400 + 200

58 + 6 = 64




Build on KS1 knowledge...

Tens

partitioning




Developing Fluency:

* know my 2, b and 10x table (multiplication and division facts).

* Count on and back in 2s, 5s or 10s from any 3 digit number.

" tell the time using b minute intervals.

* addition and subtraction facts to 100 (not just multiples).

" add and subtract a 2 and 3 digit number with a 1 digit number mentally
* know my multiplication and division facts for the 4 & 8 times tables

* count in steps of 50 and 100

* know my multiplication and division facts for the 3, 4, and 8 times tables
* count in multiples of 6 and 9

* count up in thirds and tenths,
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CPA - approach to maths!

Concrete
Pictorial
Abstract




CPA - approach to maths!
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CPA - approach to maths!
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CPA - approach to maths!

Abstract

98 + 18 =




How we teach formal methods?

Addition & Subtraction:

Objective & Concrete Pictorial Abstract
Strategy
Column Addition—no R B Model using Children move to drawing the counters using
regrouping (friendly e Dlenesaring: atens and one frame. 2 2 3
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Add together the ones first, then the
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and cross off.




Objective & Concrete Pictorial Abstract
Strategy
' Partitioning Show the links with arrays to first Intro- | Children can represent their work with place Multiply through using partitioning:

dure the orid mathnd

Move onto base ten to move towards a

more compact method.
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4 rows of 13

Move on to place value counters to show

how we are finding groups of a number. We

are multiplying by 4 so we need 4mws
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Fill each row with 126
® e

Calnulanors
4x126

Ax126

Add up each column, starting with the ones

making any exchanges needed
e © °

value counters in a way that they understand.

They can draw the counters using colours to
show different amounts or just use the circles in
the different columns to show their thinking as
shown below.

Bar model are used to explore missing numbers

v4x l:]=20

I6x3
30x3=90
B6x3=12
SU+18=108

Multiply the tens first and then the
ones. Add the two answers
together.
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How we teach formal methods?

Division & Multi

plicatio

Objective &
Strategy

Concrete

Pictorial

Abstract

Division as grouping

Use cubes, counters, objects or place value
counters to aid understanding.

24 divided into groups of 6 = 4

96 +3 =32
¢ %@ e
¢ %% 9o
o® o® o

Continue to use bar modelling to aid solving
division problems.

How many groups of 6 in
24?

24+6=4

Division with arrays

v

Link division to multiplication by creating an
array and thinking about the number sentenc-
es that can be created.

Eg15+3=5 5x3=15

15+#5=3 3x5=15

Draw an array and use lines to split the array
into groups to make multiplication and division
sentences

Find the inverse of multiplication and division
sentences by creating eight linking number
sentences.

7x4=28
4x7=28
28+7=4
28+4=7
28=7x4
28=4x7
4=28+7

7=28+4




Let’s play some games with the
children!




Recognising place value...

11 e7H AT

33 + 50 11 + 60 33 + 30 49 - 30

66 - 40 55 + 10 85 - 60
92 - 80 87 - 30 51 -40

89 - 80 12 + 80 88 - 50

61 - 30 76 - 40 97 - 40

70 + 20 77 + 20

76 - 50 80 + 10

40 + 10

38 + 50 45 + 20 11 + 70

—={31+5

o 99 - 60

71 - 50 19 + 10 75 - 20 42 + 40 57 - 30 63 + 20

43 + 20 77 - 50 23 + 70 91 -70 21 + 50 79 - 30

Start 89 +10 98 - 60

Finish

i
@l
UK
q8

o

B

¢




Addition Games :
.~ 4-in-a-Row!

This is a game for 2 players.
- Each player chooses a different coloured pencil.
- Take it in turns to choose 2 numbers on the grid that add together to make
100.
- If correct, colour them in.
- The first player to connect 4 numbers in a row, column or diagonally wins
the game.

85 20 55 65 25

e Crossing the boundaries

10 95 50 5 20

15 80 | 50 | 75 30

0+ 16 = pREaxi

20 70 45

Roll a die to move along the board game. Use addition strat-
egies to answer the questions. The first player to reach the

finish line wins!

Football Addition to 50

move forward :
three spaces @@
Oy




Subtraction Games

e Counting backwards
e One less/ ten less/ 100 less
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Developing times table knowledge
x| o2x | 3x ] ax | 5x | 6x |

° 1x1=1 2x1=2 3x1=3 4x1=4 5x1=5 6x1=6
’ Count]n u 1x2=2 2x2=4 3x2:=6 4x2=8 5%2=10 6x2=12
1x3=3 2x3=6 3x3=9 4x 3=12 5§x3=15 6x3=18
1x4=4 2x4=8 3x4=12 4x4=16 5x 4 =20 6x4=24
. . 1x5=5 2x5=10 3x5=15 4% 5=20 5x 5=25 6x5=30
. Son S and US'In f'ln erS 1x6=6 2x 6 =12 3x6=18 4x 6 =24 5x 6 =30 6x 6 =36
1x7=7 2x7=14 3x7:=21 4x7=28 5x7=35 6x7=42
1x8=8 2x8=16 3x8=24 4% 8=32 5x 8 =40 6x 8 =48
° 1x9=9 2x9=18 3x9:=27 4% 9 =36 5x 9 =45 6x9=54
h 1x10=10 2x10=20 3%10=30 4%10=40 5%10=50 6x10=60
. an ]ng 1x11=1 2x11=22 3x11=33 4x11=44 5x11=55 6x11=66
1x12=12 2x12=24 3x12=36 4x12=48 5x12=60 6x12=72
[ ) [ ]
e Referring to grids/ charts W MK SEris S S
g g 7x1=7 8x1=8 9x1=9 0% 1=10 Mx1=1 12x1=12
7x2=14 8x2=16 9x2=18 0% 2 =20 Mx 2 =22 12x2=24
7% 3=21 8x3=24 9x 3 =27 10x 3 =30 1x3=33 12x3 =36
7x4=28 8x4:=32 9x4=36 10x 4 =40 1% 4= 44 12x 4 =48
7x5=35 8x5=40 9x5=45 10% 5 =50 11x 5= 55 12%5 =60
1 7x 6 =42 8x6=48 9x 6 =54 10%6 =60 11% 6 = 66 12x6=72
7x7=49 8x 7 =56 9x7=63 10x7=70 Nx7=77 12x7=84
7% 8 =56 8x 8 =64 9x8=72 10x 8 =80 1x 8 = 88 12%x 8 =96
7%9=63 8x9:=72 9x 9 =81 10x 9 =90 1% 9 = 99 12x 9 =108
7x10=70 8x10=80 9x10= 90 10 x 10=100 11x10=110 12x10=120
7xN=77 8x11=88 9x11=99 10x 11=110 11x1 =121 12 x 11=132
7x12=84 8x12=96 9x12=108 10 x 12=120 11x12=132 12x12=144
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Using well known songs...

Row,Row,Row
Your Boat




Go back
2 spaces

Times table games...

Multiplication And Division Board Game

Roll the dice and work out the multiplication or division
you land on. The winner is the first to finish!

Go back
to Start

8 Times Table

Miss a go

12x8

Go
forward &
spaces

Move
back to
96+8

8x8

Finish

4 times table Multiplication
And Division Board Game

Roll the dice and work
out the multiplication
or division you land
on. The winner
is the first
to finish!

go forward @

3 spaces




Number Blocks!




Doodle Maths - great for retrieval!

doodlemaths




TTRS & Numbots




THANKYOU

If you have any questions, please contact
your class teacher or email:
admin®@svps1.com




