Use Ten Frame pieces to show different ways to compose a humber-5
can be a part that’'s | and a part that's 4; 7 canbe aland a 6, a 3 and
ay, a5 and a 2; etc.

More suggestions below....



https://www.youtube.com/watch?v=l0Y-Tm1fCU8

ExtralleanningfActivities

For an even greater challenge, try these fun learning activities,
in a pair, or in a group.
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Counting: Count the number of holes in a number tile.

Instant Recognition: Quickly flash the frame and ask the other player to
say the number.

Number Lines 1 - 10: Create a visual number line from 1to 10

(i.e. take one of each number tile 1to 10 and place in a line).

Number Lines 11 - 15: Create a visual number line from 11to 15

(i.e. take a 10 number tile and place as the base beneath each of the
number tiles 1to 5, and place in a line).

Number Bonds to 10: Create a visual number line from 1to 10. Then
make each number tile sum to 10 by matching a new number tile to it

(i.e. for the 1 number tile match with a 9 number tile; for the 2 number tile
match an 8 number tile and so on and so on).

Grouping Odds and Evens: Take tiles and group them info odds and
evens piles.

Learn Multiplication: Learn multiplication by stacking number tiles on top
of each other. For example, 3 x 6 number tiles stacked is equal fo 18.

Learn Division: For example, how many times does 3 go into 9? Take @

9 tile, and place 3 x 3 number tiles on top.

Division with Remainder: How many times does 4 go into 10? Take a 10 tile
as your base and place 2 x 4 number tiles on top, showing a remainder of 2.

10.Routes and Squares: Visually show 1 squared, 2 squared, 3 squared, 4

squared and 5 squared by stacking number tiles to show this. For example,
2 squared is shown by stacking 2 x 2 number files.

11.Number Games: Show as mary different way s asy ou can of creating a

sum with tiles. For example, for 30, for 40, for 50 and so on.

12. Tracing Patterns: Trace number tiles with a pencil fo make your own

If you've enjoyed this game visit
our website to see more of the
fantastic Junior Learning range
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equations on paper.

A  WARNING:

CHOKING HAZARD — Small parts

Mot for children under three years.
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@Onfe n'l'S = q Y0 . 1. Set game up by placing all tiles in number groups from 1 to 10 on the table.
e 2. Let the youngest player start by rolling the dice.

3. Take the number tiles that match your numbers on the dice (i.e. if you roll 2
and 5 take a 2 tile and a 5 tile).

4. As soon as you can make a combination that adds to 10, place the tiles
together as your base ftiles.

5. Continue to stack your 10 combinations on top of the base tiles.
If you roll two numbers that add up to 10, this is a ‘ten up’. Take an exira
turn if you get a ‘ten up”.

7. Ifyou roll the dice and your numbers are no longer available on the table,

@ 65 x counting frame tiles

® 2 x ten frame dice

@ 1 x activity guide

you must pass on that number.

8. Remember, you must not save or store up tiles for stacking later onin
the game - if you can make a 10 combination you must add to them your tower.

9. When no more number tiles can be used by any of the players, stop the game

@bjed (‘ﬁﬁ}@ and count the layers on your tower.

10. Whoever makes the highest Ten Frame Tower wins!

\Vari

Stack as many Ten Frame number tile combinations as you can.
The highest stacked tower wins!

ionslonithelgame!
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Ten Frame Towers™ is designed to help students develop

their arithmetic by using multi-sensory learning. It uses patterns
to represent each numeral so that number relationships can be
seen in a way not provided by written numerals.

Once you have mastered the basics of playing Ten Frame Towers,
try playing with this variation in the game.

The Ten Frame shape enables students to quickly visualize the numeral,
see its properties such as odd or even, and to quickly see its related number
bond to 10.

If you roll the dice and your numbers are no longer available
on the table, you can make up the number that you rolled with
combinations of number tiles. For example, if you roll a 7 and
there are no 7 tiles left, you can make up your 7 tile with a
combination of a 5, and a 2 file; or with a 1 and a 6 tile.

These innovative frames also enable students fo stack frames on fop of each
other so that they can see visually how many times a numeral will fit onto
| another numeral.




