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in association with Love Tech 
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Notes for Leaders 

Butterflies are a natural example of symmetry: their right and left wings are mirror images of each other. Make your own sym-

metrical butterfly in this simple craft activity.  

 

Supplies 

 construction paper in a variety of colours  

 pencil  

 scissors  

 glue  

 craft stick  

 

Directions 

1. Fold a sheet of construction paper in half lengthwise. Draw a butterfly wing on it, placing it so the fold is where the butter-

fly's body would be.  

2. Cut out the wing, without cutting the fold. When you unfold it, you should have two identical wings attached in the middle.  

3. Fold another sheet of construction paper, in a different colour, in half lengthwise. Then fold it in half lengthwise again. 

4. Cut out a random shape that starts at one end of the folded edge and ends a little bit higher up the fold. Do not cut the fold 

itself. When you unfold your shape, you should have two identical, symmetrical shapes.  

5. Position your shapes, one on each wing, in the same place. Trace around them with the pencil to mark where they should 

go.  

6. Dab a little glue onto the back of the shape, then glue it into the positions you marked. Continue adding different shapes 

until your butterfly looks how you want it to. Just remember: the goal is to make each wing the mirror image of the other.  

7. Add their butterflies, or a photo, to their Challenge folder. 
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Game 1: Odds and Evens Tag  

Notes for Leaders 

This game reinforces the concept of odd and even numbers with younger girls. You will need a large playing area.  

For these number games, add a photo of you playing the game to your Challenge folder. 

 

Directions 

1. Divide the girls into two teams. Designate one team to be “odd” and one team to be “even”.  

2. Start by having the girls on each team line up, side by side, at opposite ends of the playing area; the far ends of the playing 

area are the “home bases”.  

3. Both teams walk, in their side by side line, to the middle of the playing area, facing the other team.  

4. The Guider then calls out a number. If the number is odd, the odd team chases the even team, trying to tag girls before they 

reach their home base. If the number is even, the even team chases the odd team back to their home base.  

5. If a girl is tagged before reaching home base, she becomes a member of the opposite team.  

6. Continue playing for as long as you like, or until all girls are on the same team.  

7. Take some photos during the game and print them for the Challenge folder; these will be the evidence for all the  

participants. 

 

How to increase the Maths Factor 

Call out maths problems for the girls to solve, perhaps related to cookie sales – i.e. “You sold 3 boxes of cookies to Mrs Smith at 

£2 each.  She gave you a £10 note. How much change do you need to give her? (Answer: £4 = even)  

 

Game 2: Norwegian Number Game 

Notes for Leaders 

Play this singing game and practice counting! Hear the tune online at http://youtu.be/L3sJvSlKy7s.  

You can sing to 29 or 59 – your choice! One, two, three, four, five, six, seven, eight, nine, ten  

Eleven, twelve, thirteen, fourteen, fifteen, sixteen, seventeen, eighteen, nineteen, twenty  

One and twenty, two and twenty, three and four and five and six and twenty,  

twenty seven, twenty eight, twenty nine ... Old Maid.  

http://youtu.be/L3sJvSlKy7s
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Directions 

1. Girls each take a partner and link arms. The partners stand in one large circle, with one girl in the middle. See Figure 1.  

2. The girls all start chanting in a sing-song tone: One, two, three, four, five, six, seven, 

eight, nine, ten Eleven, twelve, thirteen, fourteen, fifteen, sixteen, seventeen, eighteen, 

nineteen, twenty One and twenty, two and twenty, three and four and five and six and 

twenty, twenty seven, twenty eight, twenty nine ... Old Maid.  

3. The girl in 

centre runs to 

find a new part-

ner by linking 

arms with one 

girl in the circle. 

The girl she 

does NOT link 

arms (in the team) with must now find a new  

partner. See Figure 2.   

4. Note that the new girl in the centre must go 

somewhere across the circle to find a new partner. 

See Figure 3.  

5. Try to make sure that the girls who have not been chosen each get a turn to either be 

in the middle, or to have someone new link up with them.  

6. Continue until you get to "Old Maid" (instead of 30 or 60). The girl in the centre is the 

Old Maid. 

7. Don’t forget to take photos as evidence for the Challenge folder. 
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Notes for Leaders 

You may have heard of people being "pear-shaped" or "apple-shaped", both of which refer to someone's waist and hip  

measurements. But did you know you can also classify people as squares or rectangles? Try this activity to find out which one 

you are.  

 

Supplies 

 tape measure, ideally at least 180 cm (6 feet) long   

 partner  

 

Directions 

1. Measure your partner's height. You can measure in centimetres or inches, whichever you prefer, as long as you use the 

same units in the next step as well.  

2. Ask your partner to stretch her arms out to the sides. Measure the distance from one fingertip to the other.  

3. Compare the two measurements. If they are nearly the same, your partner is a square. If one measurement is longer than 

the other, she is a rectangle.  

4. Switch places and do it again. 

5. Make a table of the results. Include these in their Challenge folder as evidence. 

 

How to increase the Maths Factor 

Survey your unit or your family. How many people are rectangles and how many are squares? Do you see any patterns – for 

example, does a person's age or gender help predict whether they'll be a square or a rectangle?   
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Notes for Leaders 

A tangram is an ancient Chinese shape puzzle, using 7 pieces made out of three shapes. The earliest known Chinese book about 

tangrams is dated 1813 but the puzzle was very old by then. The puzzle interests the maths-inclined with the geometry and 

ratios of the pieces. You find them used in classrooms around the world to teach basic maths ideas in an interesting way. The 

classic rules are as follows: You must use all seven tans, they must lay flat, they must touch and none may overlap.  

Each girl must include one of their results in their Activity Tracker as evidence. 

 

Supplies 

 4” squares of fun foam or heavy cardstock, marked with the tangram pattern   

 scissors  

 tangram patterns (find them in the Mathematics resource pack): 

 4 tangrams.pdf  

 tangrams-print-sheet5-bw.pdf 

 tangrams-print-sheet5-color.pdf 

 TangramPolygonExplorations.pdf 

 

Directions 

1. Either print off sets of tangrams, or make your own tangram set – start with a 4” square piece of fun foam (thicker is better), 

and cut as below.  

2. Show the girls some puzzles and see if they can figure them out. You can find puzzles online – see: http://

ideas.gstboces.org/programs/tangrams/printables.cfm and https://www.tangram-

channel.com/    

3. Take some pictures of the girls making tangram pictures and print them for the Challenge 

folder; these will be the evidence for all the participants. 

http://ideas.gstboces.org/programs/tangrams/printables.cfm
http://ideas.gstboces.org/programs/tangrams/printables.cfm
https://www.tangram-channel.com/
https://www.tangram-channel.com/
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How to increase the Maths Factor 

Explore how shapes can be combined to form other shapes. For example:  

 Find which pieces can be made from three other pieces.  

 Find how many ways the largest triangle can be made using other pieces.  

 Choose any two shapes and see how many different shapes you can make with them.   

You can also visit https://www.lauracandler.com/files/math/geometry/ to get more inspiring ideas.   

Learn about geometric vocabulary:  

 Find all the triangles.  

 Find all the squares  

 Find the parallelogram.  

 Find the shapes with a right angle.  

 Find the shapes with parallel sides.  

 

What else can you do with this topic 

Read “Grandfather Tang’s Story” by Ann Tompert https://www.google.co.uk/search?q=grandfather+tang%27s+story – or make 

up your own story using tangram shapes.  

 

https://www.lauracandler.com/files/math/geometry/
https://www.google.co.uk/search?q=grandfather+tang%27s+story
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Notes for Leaders 

Brownies can use cards for a quick and fun game of adding numbers to 100. Guides, Pathfinders and Rangers can use cards for a 

quick and fun game of adding numbers to 1000.  

The girls should write down one of their solutions close to 100 directly into the Evidence cell for this activity in their Activity 

Tracker. 

 

Supplies 

 a pack of cards 

 

Directions for Adding to 100 

1. Remove all Kings, Queens, and Jacks from the deck of cards. Aces represent “1”.  

2. Have the girls play in groups of 3 or 4.  

3. Each girl is given 4 cards.  

4. Each girl has to arrange the 4 cards so that a 2-digit-number is added to another 2- digit number. The goal is to try to make 

the sum of the two 2-digit numbers closest to 100, without going over.  

5. The first girl to win 10 rounds wins the game. 

 

What else can you do with this topic 

The girls can take their 4 cards and try to create a subtraction problem with two 2-digit numbers so that the difference is closest 

to zero. 
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Directions for Adding to 1000 

1. Follow the steps above until step 3 but give each girl 6 cards instead.   

2. Each girl has to arrange the 6 cards so that a 3-digit-number is added to another 3- digit number. The goal is to try to make 

the sum of the two 3-digit numbers closest to 1000, without going over.  

3. The first girl to win 10 rounds wins the game. 

 

What else can you do with this topic 

The girls can take their 6 cards and try to create a subtraction problem with two 3-digit numbers so that the difference is closest 

to zero. 
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Notes for Leaders 

If you have forgotten how to plot coordinates, go to https://www.theschoolrun.com/what-are-coordinates.  

 

Supplies 

 Rulers, pencils and erasers 

 Copies of ‘Drawing co-ordinate pictures’ sheet found in the  Mathematics resource pack 

 Copies of the blank co-ordinate grids from: http://www.math-aids.com (also available in the Mathematics resource pack) 

 select ‘Graph Paper’ from left hand side 

 select ‘Single Quadrant 4 Per Page Graph Paper’ 

 select ‘Four on a page, 1/4 inch squares, (12 x 16)’  

 Copies of the Coordinate Pudsey sheet from the Association of Teachers of Mathematics: https://www.atm.org.uk/Home 
(also available in the Mathematics resource pack) 

 select ‘Classroom Resources’ from the top menu 

 select ‘Open Resources’ in that menu 

 select ‘Children in need - Co-ordinate Pudsey Bear’ 

 1 cm2 gridded paper 

 

Directions 

1. Ask the girls who knows what co-ordinates are and who has drawn a co-ordinate picture. (This will give you an idea of how 
much support they will need from you and how many girls can help others.) 

2. Give each girl a pencil and a ruler plus the sheet ‘Drawing co-ordinate pictures’. 

3. Go through the section about plotting the triangle to ensure everyone knows how the triangle was plotted. 

4. Give everyone a sheet of blank grids and let them try to draw the 2 co-ordinate pictures. 

5. Add their co-ordinate pictures to their Challenge folder. 

 

What else can you do with this topic 

1. Working in pairs/small groups, ask the girls to create a simple picture on a new grid. (It could be one of the printed ones 
or a different size on cm2 paper.) They then need to write down the co-ordinate instructions. They could challenge  
another group to use their co-ordinates to draw a picture. 

2. Challenge the girls to attempt the ‘coordinate Pudsey Bear’. 

3. Google ‘coordinate picture first quadrant’ to download more picture instructions.  

https://www.theschoolrun.com/what-are-coordinates
http://www.math-aids.com
https://www.atm.org.uk/Home
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Supplies 

 A printed set of information cards found in ‘Making a cake.docx’ in the Mathematics resource pack 

 

Directions for a big group 

1. Some years ago, a cake was made for a birthday party. 

2. You will be given some pieces of information about the cake. 

3. You can talk about the information you have but you must not show it to anyone else. 

4. The group has to talk about the information everyone has been given to answer some questions. 

5. The questions are: 

• How much did the cake weigh? 

• How much did the cake cost to make? 

The girls should write down the group decisions of ‘how much the cake weighed’ and ‘how much it cost to make’ directly into 

the Evidence cell for this activity in their Activity Tracker.  

 

Directions for a small group 

1. Some years ago, a cake was made for a birthday party. 

2. You will be given some pieces of information about the cake. 

3. Lay out all the pieces of information on a flat surface. 

4. You have to pick out the pieces of information that will help you to answer some questions. 

5. The questions are: 

• How much did the cake weigh? 

• How much did the cake cost to make? 

The girls should write down the group decisions of ‘how much the cake weighed’ and ‘how much it cost to make’ directly into 

the Evidence cell for this activity in their Activity Tracker. 

  

How to increase the Maths Factor 

Find out how much it would cost to make a similar cake now. 
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Notes for Leaders 

Dice are fun to play with and can be purchased inexpensively from a pound store. These fast games would be good as gathering 

activities at a unit meeting.  

 

Game 1: Tic-Fact-Toe  

 

Supplies 

 a pair of dice  

 tic-tac-toe board, or noughts and crosses board  

 pencil  

 

Directions  

1. First decide if you are going to add, subtract or multiply (depends on age level).  

2. Now write 9 numbers onto your game board, in any order: if you are adding using 2 to 12, if you are subtracting use 0 to 5, if 

you are multiplying use 1 to 36. Put a different number in each spot (except when subtracting, as you will need to put some 

duplicates in).  

3. One player is “X”, the other is “O” Choose who goes first by each rolling the dice (highest or lowest goes first - your choice).  

4. Take turns rolling the dice and doing the type of maths you decided … for example, if you roll 3 and 4, for addition, you get 

7, for subtraction you get 1, and for multiplication you get 12. If your number is on the game board, make your mark on top 

of the number.  

5. The first person to get three in a row wins the round and earns one point.  

6. Play nine rounds to decide the winner. 

7. Take some photos during the activity and print them for the Challenge folder; these will be the evidence for all the  

participants. 
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Game 2: Snake Eyes 

 

Supplies 

 a pair of dice  

 paper  

 pencil  

 

Directions  

1. Make a scorecard with each player's name along the top of the paper.  

2. Choose who goes first by each rolling the dice (highest or lowest goes first - your choice).  

3. The first player rolls the dice and figures out the sum. The player can stop rolling and write down the total or choose to roll 

again. If she rolls again, she must keep the total in her head - but say the total out loud after each roll. When she is ready to 

stop rolling, she writes the total on the score sheet.  

· e.g. 1st roll 3 and 4 = 7. If she stops there, she records 7.  

· If she continues: 2nd roll = 2+7=9 plus 1st roll of 7 = 16. The player can add this to the paper or continue to a third roll 

in the same manner.  

4. You can keep rolling for as long as you want, but... if you roll a "1" you lose all the points for that round (keeping the total 

that is already written under your name)... if you roll two "1"s (snake eyes) you lose all of your points and have to start again 

at zero.  

5. The first player to get to 100 is the winner. 

6. Keep the score cards for each group in the Challenge folder as evidence. 
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Game 3: Upside—Down 

 

Notes for Leaders 

Your aim is to turn all the cards upside – down in each turn you have so that your score is zero. 

 

Supplies 

 2 dice 

 A set of squares (or any shape) numbered 1 to 9  

 

Directions  

1. Make a score card with each player’s name along the top of the paper. 

2. Choose who goes first by each rolling the dice (highest or lowest goes first – your choice). 

3. Set a maximum time limit for the game or decide how many rounds to play. 

4. Place the 9 squares on the table with the numbers showing. 

5. The first player rolls the dice and adds the two numbers. She can turn over any of the squares that add up to her dice total. 
She then rolls the dice again and tries to make the total from the numbers still showing. If she can do this, she turns the 
squares over. She can keep doing this until she cannot make the dice total. Her score is the total of the numbers still  
showing.  

Example 1 

1st roll is 3 and 5 = 8. She chooses to turn over 2 and 6 = 8 1  2  3  4  5  6  7  8  9  

2nd roll is 4 and 6 = 10. She chooses to turn over 1 and 9 = 10 1  2  3  4  5  6  7  8  9  

3rd roll is 4 and 5 = 9. She chooses to turn over 4 and 5 = 9 1  2  3  4  5  6  7  8  9  

4th roll is 1 and 4 = 5. She cannot make 5 from the numbers still showing. 

Her score is 3 + 7 + 8 = 18 which is recorded on the score sheet. 

 

Example 2 

1st roll is 4 and 6 = 10. She chooses to turn over 9 and 1  1  2  3  4  5  6  7  8  9  

2nd roll is 5 and 6 = 11. She chooses to turn over 2, 4 and 5 1  2  3  4  5  6  7  8  9  

3rd roll is 3 and 4 = 7. She cannot make 5 from the numbers still showing.  

Her score is 3 + 6 + 7 + 8 = 24 which is recorded on the score sheet.  
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6. The next player then has their turn, until everyone has had a turn. 

7. Stop when you have completed your chosen number of rounds or reach your time limit. 

8. Add up everyone’s score. 

9. The winner is the person with the lowest score. 

10.  Keep the score cards for each group in the Challenge folder as evidence. 

 

 

 

1 2 4 5 

 6. 7 8  9. 

3 
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Game 4: Beetle Drive 

 

Notes for Leaders 

The part drawn is decided by the roll of a dice. The traditional rolls are: 

 

 6 is for the body, of which there is one. 

 5 is for the head, of which there is one. 

 4 is for the tail, of which there is one. 

 3 is for a leg, of which there are six. 

 2 is for an antenna, of which there are two. 

 1 is for an eye, of which there are two. 

It is necessary to roll the correct number for the body before any other part may be drawn. To the body, one may attach the 

head, legs or tail, but the head must precede the antenna and eyes.  

The first player to draw all the requisite parts is the winner. 

  

Supplies 

 Beetle card for each player (found in the Mathematics resource pack) 

 Pencil for each player 

 Dice for every 4 players 

 Cup for shaking the dice for every 4 players 

 Chair for each player 

 Table for every 4 players 
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Directions  

1. You have four players on each table. The youngest player rolls the dice first then play continues clockwise 

2. You must draw the body before anything else, so you can’t start until you throw a six. 

3. You must draw a head (five) before you can draw the eyes and antennae. 

4. It doesn’t matter what your beetle looks like! 

5. The first player from all the tables to draw a complete beetle shouts BEETLE and scores the maximum 14 points for that 

round. Everyone else counts up how many body parts they have drawn, and scores one point per body part. 

6. The winner from the round moves UP to the next table, e.g. if the winner is on table four they move up to table five. The 

person with the LEAST points in each round moves DOWN a table, e.g. if they are on table six they move down to table five. 

Table one's lowest scorer moves to the highest numbered table. 

7. At the end of the Beetle Drive, the winner is the person who has scored the most points over all the games added together. 

In the event of a tie, the two players with the same number of points is roll a dice and the highest throw becomes the  

overall winner. 

8. Take some photos during the Beetle Drive and print them for the Challenge folder; these will be the evidence for all the  

participants. 
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Notes for Leaders 

A Maths Trail is a sort of treasure hunt where all the ‘clues’ require answers related to number, shape and space, measurement 
and problem solving. 

You can find support and ideas online: 

 Maths Trails Overview - https://pdst.ie/sites/default/files/MathsTrailsOverview_0.pdf (also in the Mathematics resource 
pack) 

 The Easter Trail (7yr olds) and Maths on the Quayside (10yr olds) from www.mathsweek.ie/2016/puzzles/maths-trails. At 
the page, scroll down to ‘Creating your own Maths Trails’. Also found in the Mathematics resource pack. 

 More examples: Search in Google the ‘Maths Trails Primary School’ or use the free downloadable ‘Maths Outdoor Trails – 
Thinking Child’ which is in the Mathematics resource pack for convenience.  

 

Directions 

1. As explained in the above, you will need to create a short trail to introduce the idea to the girls; maybe a parent might help 
with this. 

2. Ask each six to devise a maths trail of a specific length from a given starting point. Sixes can then challenge each other. 

3. Add a copy of the Maths Trail each six creates to the Challenge folder: these will be the evidence for all the participants.  

 

What else can you do with this topic 

Challenge another Brownie unit to complete your girls’ trails. 

https://pdst.ie/sites/default/files/MathsTrailsOverview_0.pdf
http://www.mathsweek.ie/2016/puzzles/maths-trails
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Notes for Leaders 

Matchstick puzzles help develop mathematical problem solving skills. Use toothpicks instead of matches, and challenge the girls 
to solve the puzzles on their own or in small groups. We’ve included one page of puzzles, but you can find many more online: 
https://www.google.co.uk/search?q=matchstick+puzzles.  

 

Take some photos of the girls solving matchstick puzzles and print them for the Challenge folder; these will be the evidence for 
all the participants. 

 

Supplies 

 Toothpicks 

 Printed copy of this page 

 

Puzzles 

 

https://www.google.co.uk/search?q=matchstick+puzzles

