
Maths activities and games to play at home 

Here are a few maths activities and games that do not 
require any technical devices. 

Guess if you can 

Let your child think of a number between a stated range of 
numbers while you try to guess the number by asking 
questions. E.g.  

Child: I am thinking of a number between 1 and 100. 

Parent: Is it more than 50? 

Child: No 

Parent: Is it more than 20 but less than 40? 

Child: Yes 

Parent: Is it an even number?  Etc. 

To make it more competitive, you could set a limit of 
questions. 

 

What are the coins? 

You need some coins. 

Ask your child the following: 

1. I have three coins in my pocket. They are worth 7p. 
What do I have? (5p, 1p, 1p) 



2. I have three coins in my pocket. They are worth 16p. 
What are they worth? (10p, 5p, 1p) 

Coin flip 

You need a coin, pencil and paper. 

Flip a coin. Every time it comes up heads, your child gets a 
point. Every time it comes up tails, you get a point. Keep a 
tally chart so that you can count your scores in 5s. Flip the 
coin 50 times. The person with the most points wins the 
coin. 

 

You could play a variation on the game by flipping two coins 
together. You could decide on the scoring perhaps giving 
extra points if you get two heads or two tails. 

 

Penny exchange 

You need a dice and some 1ps, 2ps, 5ps and larger coins for 
older children. 

Explain the object of the game is to earn 20p or 50p or 
more, depending on the ability of the child. The first player 
rolls a dice and collects that number of pennies. When they 
have 2 pennies, this can be exchanged for a 2p or 5p etc. 
The first player to reach the set amount wins. 

 



Super sums 

You will need a pack of playing cards (just the numbers 1-6), 
a pencil and paper. 

Each player writes the number 1-12 on their paper. The 
object of the game is to cross off all the numbers on the 
list. Use only the cards 1-6. Each player picks two cards and 
can choose to cross out the individual numbers on their list 
or the sum of the numbers.  

E.g. if a player picks 5 and 6, they can either cross off 11 or 
5 and 6 or a more advanced game would be where you can 
cross off two other number that total 11 such as 7 and 4 or 
8 and 3 or 9 and 2 or 10 and 1. The first person to cross out 
all their numbers is the winner. 

 

Make the sum  

You will need a pack of playing cards (just the numbers 1-6). 
Each player takes turns to take a card, taking six cards 
each. With each draw the player decides whether to use 
the card in the tens or ones place so that the total is as 
close to 100 as possible without going over. 

 

 

 



Shopping 

Collect empty food containers. Put sticky label prices on 
them. Set up a shop and take turns to be the shop assistant 
or the customer. Either pay with the exact money or where 
you need change. 

 

Houses 

Cut the tops of some empty milk or juice cartons. Cover 
them in in paper and draw windows and doors on them to 
make houses. Write numbers on the house doors. Get your 
child to put the houses in order or in order with odd 
numbers on one side and even numbers on the other side as 
they would be in a road. Make people out of ice cream 
sticks. Get your child to put the correct number of people in 
each house to correspond with the number on the door. 

 

Number memory match up 

Use 20 small pieces of card. On half of the cards write 
numerals, on the other half put spots for the numbers. Turn 
all the cards over. Take turns to turn over two cards, if a 
number and the matching number of spots is turned over, 
that player keeps the cards and has another go. If they do 
not match, turn the cards back over and the next player has 
a turn. The winner is the one with the most pairs of cards. 



Number memory match up (variations) 

The previous game can be played with various number 
matching ideas on the cards.  

E.g.  

• addition, subtraction, multiplication or division 
questions/answers 

• shapes / number of sides 
• pairs of numbers that add up to 10 etc. 

 

Ten down 

Adapt three dice. On one put three + and 3 – and number 
the others 0-5. Put 10 counters in a row in the middle of the 
players. Each player rolls the three dice and does the 
calculation. The winner of each round takes a counter. (The 
winner is the one with the highest score.) When all the 
counters have gone, the overall winner is the one with the 
most counters. 

Throwing fists 

On the count of three, the children throw out their fists 
with anything from 0-5 fingers extended. At the same time, 
one child calls out a number. If the fingers extended add up 
to that number, the child wins. If two children are playing, 
the number called out needs to be between 0 and 10 or 0 
and 15 if three are playing and so on.  


