EXTRA TASK SHEET

NZ Curriculum Mathematics
CONNECTING ALL STRANDS

Land grab

1 The player whose first name begins with the letter
closest to the end of the alphabet begins.

® a ten-sided die

* 1grid sheet
&) per pair 2 The first player rolls the dice.
* a coloured Then multiplies the number on the dice by the times
pen each

- table they are practising - 2s, 5s or 10s.
@ They find that number on the sheet and join two dots
~ to make one side of a square around that number.

3 The other player has their turn and play continues until

one player places the fourth line around a number to make
the square.

4 When a square has been made that player can claim it.
(either by colouring it in their colour or writing their initials).
That player then has another turn.

Land Grab 2s

18 2 10 12 6 20 4 16 8
14 6 8 16 10 2 14 4
112 20 16 10 12 14 6 20 8 | |

5 When dll the squares have been claimed, each player counts
the number of squares they have and the player with the
most squares is the winner.

For Land Grab 2s, 5s, and 10s. Each player can choose
before they roll a number, whether they will multiply the
number on the dice by 2, 5 or 10.

NUMBER KNOWLEDGE 9 - PG 95

PAGE10F2

Land grab

1 The player whose first name begins with the letter
closest to the end of the alphabet begins.

* a ten-sided die

* 1grid sheet
&) per pair 2 The first player rolls the dice.
* a coloured Then multiplies the number on the dice by the times
pen each

table they are practising - 2s, 5s or 10s.
@ They find that number on the sheet and join two dots
~ to make one side of a square around that number.

3 The other player has their turn and play continues until
one player places the fourth line around a number to make
the square.

4 When a square has been made that player can claim it.
(either by colouring it in their colour or writing their initials).
That player then has another turn.

Land Grab 2s

18 2 10 12 6 20 4 16 8
14 6 8 16 10 2 14 4
112 20 16 10 12 14 6 20 8 | |

5 When dll the squares have been claimed, each player counts
the number of squares they have and the player with the
most squares is the winner.

For Land Grab 2s, 5s, and 10s. Each player can choose
before they roll a number, whether they will multiply the
number on the dice by 2, 5 or 10.

NUMBER KNOWLEDGE 9 - PG 95

© Caxton Educational Ltd. This pdf can be used in conjunction with the student resource book 2B. See website for full details.



NUMBER KNOWLEDGE 9 - TWOS, FIVES AND TENS BASIC FACTS

O

CAXTON

EDUCATIONAL

PAGE 2 OF 2

Land Grab 2s

14 6 8 18 16 10 2 14 4
12 20 16 10 12 14 6 20 8
2 18 4 20 8 18 16 10 14
4 12 2 6 12 14 1 6 2
20 8 16 18 10 2 20 12 8
14 10 1 16 6 18 14 16 4
12 6 10 20 2 18 8 10 14
16 8 20 6 4 12 2 8 12
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Land Grab 5s
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Land Grab 10s Land Grab 2s, 5s, and 10s
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90 70 10 100 70 50 20 60 80 35 90 50 70 18 6 16 60 15

30 10 90 80 50 40 10 100 30 45 16 18 4 90 16 45 12 2
1535 57014 5 18 8 35

80 20 90 70 10 100 70 50 20
60 80 30 10 40 80 50 40 10 45 16 4 40 25 6 100 90 16

100 30 80 20 90 70 80 50 40 45 12 2 15 35 20 70 14 5

1010030 80 20 90 70 10 80 10 8 5 45 40 4 40 25 6

50 40 10 100 30 80 20 90 70 1oo 80 16 25 16 2 70 35 5
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