
Literacy and Numeracy pack ideas set 3 (w/c 1.6.20 and 8.6.20) 
 
Wow!  
I can’t believe we are starting the month of June. 
The weather has been great in May so I hope that you all got a chance to get 
outside and have some fun. 
Remember to read every day, you can choose new books or familiar favourites 
and get some exercise (it would have been Sports Day soon). You could try the 
egg and spoon race (with a boiled egg), take part in some running races or even a 
game of tennis in the garden. Try to help Mum or Dad around the house this 
week. You could even even go for a walk to visit Granny or Grandad, just 
remember to keep a safe distance away!! 
 
Week 1 Literacy: 
 
The writing focus this week is a factual report. 
Reports are used to give information about something, we could call them a 
factsheet. This term we would have looked again at how we write facts about 
something. You would have done this style of writing in Primary 2 when you 
wrote about your favourite jungle animal. 
 

 
 



 
This week I would like you to choose one minibeast that you have been studying 
– perhaps one you have found in your garden and write a factsheet about it! 
 
You will need: 

• A title (the name of your minibeast) 
• One sentence to tell me what your report will be about 
• 3-5 facts  
• At least 1 image of the minibeast (you could draw and label it too) 

 
I would love to read your reports so send me a photo! 
(Here is a frame downloaded from Twinkl, you can print it or use it to help you 
set out your report in your book.) 
 
 

 
 



Word focus: Alliteration 
 
Silly sentences 
Do some 1-minute challenges with your family. 
Part 1: In one minute you should:  

• Draw / write the names of as many minibeasts as you can 
• Draw / write the names of as many foods as you can 
• Draw / write the names of as many toys as you can 
• Draw / write the names of as many things you wear as you can etc. 

 
Part 2: In one minute you should choose one of your words and write as many 
other objects / verbs / nouns / adjectives that begin with the same letter. 
 
Part 3: Can you join words together to make some silly sentences?? 
 
Eg: Part 1: Things you can drink out of:  
 Cup, glass, mug, beaker, bottle… 
      Part 2: mug 
Messy, mouldy, mark, mouse, make, mad, man 
     Part 3: 
My mouldy mug makes messy marks on the mountain?? 
 
 
This game is sure to give you a few giggles!! Play it with younger brothers and 
sisters without having to write / draw or ask an adult to help with this part! 
 
 
Week 2 Literacy: 
 
Comprehension skills 
 
Read these topic-based passages and answer the following questions.  
(Taken from Twinkl) 
 
- Read your text carefully. 
- Look at the questions and check you understand what they are asking. 
- Read the text one more time to try to find the answers to your questions. 
- Write your answers into your purple book. You should write full sentences, 
with a capital letter and a full stop at the end. 
Eg. 1. The main character in the story is called … 
- Number each answer like we do in school, so you stay on track. 







 
 
 
A Powerpoint and an ebook of this story are both available on Twinkl.com if you 
prefer to download it. 



 
       
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Text 2 

 
    



 
 
 
 
 
 
 
 
 
 
 
 
 
 



Word focus: Adjectives 
Can you use adjectives in your writing to describe the setting of The Cautious 
Caterpillar? 

 



Week 1 Numeracy: 
 
WALT: Describe the position and movement of an object 

• I can use a wide range of vocabulary to talk about where people or objects are in 
relation to each other  

• I understand the meaning of different words about position  
• I can guess what person or object is being described from a series of clues about their 

position  
• I can make a simple picture map  

Left or right? 
Here is a helpful way of remembering which is which: position the thumb and forefinger of each 
hand to make an L-shape (tucking other fingers down). The left hand is the one that will form a 
proper L. 

 

Here are a few fun games to practise describing where an object is! 

Add an object You will need a selection of toys or objects and shelves – why don’t you use your kitchen?! 
Give your child some instructions about how to place the toys, eg. Put the train next to the teddy 
and in front of the car. Repeat this using your shelves so they can use ‘above’ and ‘below’ as well. 
You could ask them to draw a picture of the area once they have placed the objects and write 
several facts around it to describe the position of different objects.  
Alternatively you could change this game to one called ‘Toy aisle’ where you pretend to be a 
TESCO manager and draw the shelf plan for toys / fruit and vegetables etc. Your child should 
then place the objects where you have drawn them, explaining where they are putting them as 
they complete the activity, eg. The banana is on the shelf below the apples but above the kiwi. 
The oranges are on the left of the banana and the plums are two shelves over from the kiwi. 
 
Bedroom hunt  You can play this game with brothers and sisters.  
Take it in turns to choose an object somewhere in the room. The child who chose it then gives 
three clues as to where it is. It is near the door, it is above the bookcase and it is to the right 
of the door. The other children then work out what it is.  
 
Colouring in   You will need paper, colouring pens or pencils  
Help your child to draw a 4 × 4 grid of squares (16 squares altogether). Give them instructions as 
to how to colour their grid. Colour the top square in the left corner red. Move one square to the right 
and down two, and colour that square green. When children have coloured six or seven squares 
according to your instructions, swap roles. Your child can give you instructions for finishing the 
picture.  
 
Gimme 3  



Name an object from around the room and your child has to think of three different ways to 
describe its position in relation to other things, eg. The picture is below the ceiling, to the right 
of the door and beside the window.  
 
Picture maps  
Ask your child to make a picture map of a room in their home. Start by drawing the outline of 
the room’s floor (e.g. a rectangle) and remind them where the key objects are, e.g. chair, table, 
bed etc. They could imagine they are a bird or fly near the ceiling and try to imagine what it can 
see.  
Next your child could make a large poster showing the view from above of a familiar scene, such 
as a park or their garden. Your child could label these positions with the appropriate words.  
They could even make an imaginary map for a minibeast-themed play park or an under the sea 
theme park! 
 



 







 
 
 
 
 
 



Topic 2: Capacity games and activities 
 
I	can	use	a	variety	of	words	to	talk	about	how	full	or	empty	a	container	is		
I	can	explore	filling	a	range	of	different	containers	with	different	objects	and	substances	and	make	
comparisons	
I	can	compare	how	empty	or	full	several	containers	of	the	same	size	are	and	put	them	in	order		
I	have	explored	pouring	an	amount	of	liquid	or	sand	into	different	containers	and	can	see	that,	although	it	
looks	different,	it	is	still	the	same	amount	 
 
 

 



Estimate and check containers of different sizes (e.g. yoghurt pot, cup, bottle), lentils, 1-litre jug  
Talk about how many yoghurt pots of lentils you think it will take to fill the 1-litre jug and 
record their estimates. Then take turns to fill the pot with lentils and tip it into the jug. How 
many pots did it take to fill the jug? Compare this with their estimate (guess). Repeat with 
different sizes of container or different small objects such as pasta, rice, lego pieces. Is it 
always the same number of pots to fill the jug? 
 

 



Sort the line up  You should gather up containers of different sizes and shapes 
Lift, hold and look at each container. Decide on the order of capacities in order from least to 
most. Line these up along a bench, across the table or even along the floor. Use something fun to 
fill each container (e.g. cupfuls of water, cubes, rubbers etc) and work out how much each 
container holds. Check if your original line-up was correct! 

 

 



Week 2 Numeracy: 
 
Compass points  
 
WALT: I know the four compass points and can give and follow directions using four compass 
points 
 

• I can talk about where in real life people might need to use compass points  
• I can use a compass to find north and use this to find south and then east and west  
• I can use my knowledge of turning to work out what compass point I will be facing after a 

particular turn or series of turns  
• I can use my knowledge of compass points to give, follow and record directions for journeys 

using a wide range of language  
 
Key language:   
North  ½ turn 
South   full turn 
East  ¼ turn 
West 
 
 
Who uses a compass? 
Use an encyclopaedia and the internet to find out who uses a compass in their job. 
Draw a poster showing the people who need a compass to do their job. 
 
Online game:  
https://www.mathsisfun.com/games/direction-nsew-.html 
 
Compass Points: 
This game is a fun way to learn or revise the four points of a compass.  
Choose four places in your garden / livingroom to represent the four points of a compass. You 
could make a sign to set in each area to remind you! Your child should start in the middle of the 
area. Give them a series of short instructions using an action and a compass point. These could 
be: skip to the South, hop to the East, bunny-jump to the West or walk backwards to the North.  
You can then swap roles with your child where they should give you some instructions. 
 
100 square (2 players) 100 square, sticky notes 
Your child should put sticky notes on the four edges of a 100 square to indicate north, south, 
east and west. Choose and write a series of 1 and 2-digit numbers, face down in the middle. Each 
player takes 1 number from the pile and calls it out. They work out instructions to get from the 
first to the second number. 
 
Three things (Bedroom) 
Agree the direction of north from your bedroom (e.g. the wall with the window is north) and ask 
your child to name three items which are in a specified direction relative to another item. Name 
three things which are north of where I am standing. Name three things which are west of the teddy.  
 

If North is over there, show me where South is. 
Where is East?  
 
If I face East and make a half turn, which 
direction will I be facing?  
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Guess the place Maze muddles

First Level • APM 582 – SPM1.10 First Level • APM 583 – SPM1.10

2–4 players

Gameboard 54, mini-whiteboards     

Aim: To give and follow directions    

• One player chooses a starting place on 
Gameboard 54 and tells the other players.

• Then they secretly work out a finishing place. 
They give step-by-step instructions to the 
other players to reach this place.

• The other players all look at the board 
and follow the instructions but do not say 
anything out loud.

• Once the last instruction is given, players 
write where they travelled to on their 
whiteboard.

• Players reveal their answers at the same time. 
The first player confirms if they are correct.

• Keep playing, until all players have had at 
least one turn to give directions for the others 
to follow.

 

2–4 players

Gameboard 55, toy figures, 1–10 spinner, counters 

Aim: To describe turns and collect counters  

• Each player puts their toy figure on a 
coloured square on Gameboard 55 facing 
into the maze.

• Take turns to spin the 1–10 spinner – this is 
how many squares you can move.

• You can turn as many times as you like 
during your move but you have to say 
out loud how you are turning.

 For example: I am turning a quarter 

turn clockwise.

• If you move across a square with a coin in it, 
you win a counter.

• Keep taking turns to move until one player 
wins 10 counters.



 
 



 
 
 
 



Time: 
 
WALT: Read and make digital and analogue times (o’clock, quarter past, half past, 
quarter to) 
 

• Continue to use a range of online games to practise making and telling the 
time. Topmarks has a good range of fun games. 

• You could make a clock at home to practise making and reading analogue 
times. 

• You can use the back of your Homework Diary as a small whiteboard to 
record digital sums. 

• Here are a range of activity pages. 
 

 
 
 
 



  



 
 



 



 



 


