What's included in each play kit?

20 linking cubes 8 activity cards Parent Guide
+ Foam die (2 levels)

Roll It, Build 1t Level 2 Tips to build early math skills!

Players: 2 £

Vadeo!

= Start with 0-5 cubes. Then, as your
child masters numbers 1-5, you can

Setup: 20 linking cubes (color doesn't matter) and o extend to 10 and 20 cubes.

die. Flace the linking cubes in a pile in the middle.

Early Math Play Kit:
Linking Cubes

Goal: Build the tallest linking cubes tower

« Ensure your child counts one number-

Play: Player 1 rolls the die and creates o tower with weord per eube. Encourage them fo
that many linking cubes. Player 2 rolls the die and tauch sach cube os they count and
creates a tower with that many linking cubes. Each move It aside.

player rolls the die one more time and adds that many

cubes fo thelr towar. Tha player with the tallest fower l l ' l ’
wing!

Ask:

. [ i
How do you know whose tower is the follest + Fallow your child's lead.

Give your child the space to
explore and ask questions.

* "How much taller is tallest tower?"

. . " -
. . . - -

Ready for more?: Have each player roll the die one
more time, for o total of 3 times.

8 activity cards .
55 cgss‘r;r: gfogﬁgrds, (2 levels) Parent Guide

Numeral Frenzy | Tips to build early math skils|
Players: 1-4 ]

W'
Math Goal: Idantify numerals ond cannest them
with their quantities + Start with the cards for numbors 0-5.
You can Increase the difficulty by adding

‘Cards: Purple 0-5 and ene additional set of cards
additional det card sots and adding

Early Math Play Kit: o0
o

(0-5) per player
numbers 6-10.
DO.I. ( :O r S Setup: Lay out the purple numeral cards face up in
‘ aline from 0 1o 5. Shutfle the other sets and deal * Ensure your child counts one
out the entire deck. Each player keeps their cards in number-word per dot

a stack foce down.

‘ Play: Players take fums flipping ever the fop cord in o O o 0 0

their stack and matching it with the purple numeral
card. Place the matched dot cards under the

‘ ‘ correspanding purple numeral card. The game ends
when all players have matched their cards with the * Think cut loud. This
‘ ‘ craarcl. céevilan i eckil
Ask: how to think about the
* “How many dots are there?” gorne,

that more than or less than __ 7"

Ready for more? Add cards é-10 for each set.

50 pattern blocks 12 pattern block puzzles Parent Guide
(3 levels)

Bamd postive math message
o st e i A phazie

Early Math Play Kit:
Pattern Block Puzzles

D pr———
Mo many gareqry dors th shaye baee?
Pl oy e o o bi? 2

= M
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Wiat bappons if you ratate tha bisci?
What ik wd you try sean? o

Standard deck of 8 activity cards :
playing cards (2 levels) Parent Guide

Walk the Line Lovel 1 Tips to build early math skills!
ips

Players: 2-4

’ ‘ Math Goal: Recognize numerals and practice * Start with cards 1(Ace] - 5. As your

& the number sequence child masters numbers 1-5, you can

E G r | y MG 'I' h P | q y K i 'l' : ' Seftup: Use the aces and cards 2-5 of each suite, include cards &-10.

Shutfle the deck and give on equal number to each
* Have your child count the suite

player
symbols on the card 1o make the

Pl G yl n g C O rd S Play: Players try to make a line of cards from 1-5. onrecan Batveen ruiberand

Players take turns furning over the top card in their
pile and placing it in the correct space in order from quantity.
1-5 (ace is 1). f that number has clready been

placad, they place thelr card on sop of Hiat cord \h /

The player wha places the lost card in the number o
ling wins!
S
a /’ v
sk i
« "How many hearts/clubs/efc. ara on your card?"
* "What number comes before /after your card?” As they count, make sure they count
Ready for more? Add in cards 6-10 to make @ number one number-word por symbol.

line of 10 cards!




