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Monday 14th July
Spelling Bee
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Monday 15th July
TBAT: consolidate our knowledge of data and statistics.

Welcome to the theme park!

* You will be working in a pair or a group to decide how you are going
to create your theme park.

* We will be completing different tasks during the next few Maths
lessons.

* Write the names of your project team in your booklet.




Task 1 - Welcome to the theme park!

Theme Park information

Task 1a -

* You heed to decide which rides
you are going to putin your theme
park.

* Conduct a survey in the class to
find out our preferred rides. Use a

tally chart to help you record your
data.

* Use this to decide which rides you
want to in your theme park!

Mame: Carouse
Cost: £285
Minimum size: 18 sguares
Recommended quantity: 2

ey

e

Name: Big Dipper
Cost: £589
Minimum size: 45 sguares
Recommended quantity: 1

Name: Ferris Wheel
Cost: £120
Minimum size: 34 squares
Recommended quantity: 3

Name: Hot Air Balloon
Cost: £64
Minimum size: 22 squares
Recommended gquantity: 2

Name: Teacups

Mame: Helter Skelter

Cost: £320
Minimum size: 12 squares
Recommended quantity: 3

g Cost: £175 g Cost: £58
~ 'S . Minimum size: 12 sguares » Minimum size: 12 sguares
“Li B~ Recommended quantity: 2 Recommended guantity: 5
Mame: Pirate Ship fes Name: Bumper Cars

Cost: £150
Minimum size: 40 sguares
Recommended guantity: 2

'

Mame: Whizzer
Cost: £368
Minimum size: 12 squares
Recommended quantity: 2

Name: Swinging Chairs
Cost: £109
Minimum size: 12 squares
Recommended quantity: 4

Mame: Rocketship
Cost: £65
Minimum size: 34 sguares
Recommended quantity: 2

MName: Park train
Cost: £281
Minimum size: 28 sguares
Recommended guantity: 3




Task 2 - Design your theme park!

* Theme parks don’t come cheap!

* Look back at your data from our
previous session —what will be
the most important rides and
attractions to include at your

theme park?

a

vt bt 1] 10110101 ml_l

* Now it’s time to start planning
out what your theme park will

contain.



Task 2 - Design your theme park!

Task 2a

* Use the information in the booklet to help you
calculate the cost of the rides you want.

* Look carefully at the recommended number of
each ride/attraction!

* Use formal written methods of multiplication
to help you calculate accurately.

* Record your amounts on the table so you can
keep track of how much you’re spending.

Theme Park information
il Name: Carousel T lame: r
f s g Cost: £285 Co:
Minimum size: 1 Minim uares
i e Recomme Recommended quantity: 1
e —
e —
T Name: Ferris Whi Name: llaon
£ om Cost: £120
i‘ b4 Minimum size: 34 sq °N° Minimi uares
\ 4 Recommen quan A 7 Recommended quantity: 2
s
Tk T
chite. e Iter Skelt
. —_— " 8
Ll el S e 2 sq

ame: r
G
Minimum uares
Recommended quantity: 2
MName: airs
Minimu uares
Recommended quantity: 4




Task 2 - Design your theme pa

Task 2b -

* Now do the same with the attractions you
want to have in your theme park.

* Use your column addition knowledge to

find the total cost of all of your attractions.

* Use the ‘attractions information’ sheet to
find the prices and recommended
quantities.

rk!

Ercommended

Bgsommuanded

Rrcommended

M froie Mol b i it

Bgsommuanded

Attraction

uantity

rcommuendied

Bgsommuanded

Phato

Bgsommuanded

Bacommendied




Task 3 - Organise your theme park!

* Now you have made your ideal
plan, you need to check it can fit in
with your budget!

* Your budgetis £12,000.




Task 3 - Organise your theme park!

Seszion 3

Task 3 - A
* Your budget is £12,000. )

* Look back at what you wanted to buy in the

previous sessions.

 Calculate the final cost of e.verythin%you
want to buy, making sure itis under budget.

* Write your final decisions on the table, then

come and show it to me for your spending to

be approved.

Aparasd By:




Task 4 — Organise your theme park!

Task 4 -

* Now you need to start deciding where you
a{je going to place all your attractions and
rides.

* Check how much space each ride and
attraction takes up In your information
booklet.

* Complete your planning on your A3
squared paper planning sheet. Label
each area neatly so it’s clear what it is.

* Calculate the total area you have used by
counting the squares.



Task & — 'The final countdown!

Task 5 Session 4

* |tis extremely important that your
rides are safe from
trespassers and keep the visitors
safe!

i

it — 10T squane = 1 metre.

* To make sure your theme parkis
up to safety standards, you must
build fences around each ride.

e Use the table below to show the

iImeter of h . :
PEMENED O S O el fees Can you calculate the total

perimeter of all of your fences?



Task 6 - 'The final countdown!

Task 6 -

Now you need to encourage more people to come and visit your theme
park. Create a presentation to tell the class about your theme park.

. R
Include: gx\\Q

v'"What you chose to include at your theme park

v'"Why you organised your park this way

v'"What you think the visitors would like about your theme park



Theme -azing rides! :

Our newly built theme park hosts a range of different rides from
bumper cars to the thrilling big dipper! Spend a fantastic, fun filled
day out with your friends and family testing your nerves on our heart-
racing rides and exploring the amenities.




Lost in the Labyrinth

You have travelled back in time to ancient Greece and find
yourself lost in a labyrinth. Tightly packed hedges surround you,
reaching up to about twice your height.

Luckily, you know that this is the North Labyrinth and so the way
out is to the south. You also, fortunately, have a compass app

on your phone. However, you have forgotten the password
needed to unlock the phone.

Solve the clues and puzzles to discover the passcode
needed to unlock your phone, use the compass app
and find your way out of the labyrinth.

The clues could be anywhere so you need to keep your
eyes peeled and your mind sharp!




Lost in the Labyrinth

Work out the numbers hidden behind the Minotaurs in these number sequences.

Clue 1

If you put the hidden numbers in ascending order, which number comes last?

What is the digit sum of this number?

This is the first digit you need to unlock the phone and escape the labyrinth.




Lost in the Labyrinth

Solve these calculations using Roman numerals.
XIV + XVI =
L - XXIII =
XXI + III =

VIII x VI =

C - LXIII =
IV x IX =
LXIT + XIX =

LXXXIV + XII =

If there are more odd answers than even, then
the second digit needed to unlock the phone and
escape the labyrinth is 1.

If there are more even answers than odd, then
the second digit needed to unlock the phone and
escape the labyrinth is 2.

Clue 2




Lost in the Labyrinth

Solve this number puzzle.

At the centre of the labyrinth is a large olive tree.
The number of olives on the tree is a multiple of 5.

If rounded to the nearest multiple of 100, the
answer is 200.

The digit sum of the number of olives is 12.

How many olives are there on the tree?

The ones digit in the number of olives on the tree will give you the third digit you need to unlock the
phone and escape.




Lost in the Labyrinth

Solve the clues hidden around the room to discover the
passcode needed to unlock the phone.

Write the digits on this answer sheet as you crack the clues.

4 N
©

w00l 12:35 58% [ [}

Once you have Digit 1 Digit 2 Digit 3 Digit &

discovered the [ ] [ ] [ ] [ ]
number for the

phone, check it with Digit 5 rDigit 61‘ Pigit T\ Digit 8
your teacher to see if

you can unlock the [ ] — [ ]
phone and escape the Digit 9 Digit 10
labyrinth! () )




Monday 14th July
TBAT: plan a set of instructions.

HOW TO SURVIVE YEAR 4!

Brainstorm things you would tell Year 3 about
surviving Year 4:

- Learn your times tables
- Get ready to walk upstairs everyday



Monday 14th July

TBAT: plan a set of instructions.

HOW TO SURVIVE YEAR 4!

Think about how you will set out
your leafleft.

Will you fold it?
Will it be a poster?

How will you make it stand out to
a Year 3 pupil?

How to Survive Year 4

Welcome bo Year 4 Here are some tips and instructions o kelp yow have o Bintastic year and
ke the et ol wor bene = the upstairs elesrooon.

L Learn Your Time: Tables

»  Practice Daily: Spend o few minutes cach day practiisg vour lmes tables, Use

#  Fun Games: | s 1o ke keansing R ¥ od can use TTRE o
CIRINIE YO DA
#  Challenge Venrseld: | w quicklly and ace
cam recall your times
#  Timsex tnbles Olymapics:

o pemes Rables shills

Iy o

Leom every wesk to improve

11 oo Todbww @bl ol Swesee, o willl dingd the s table check an the end of Year 4 much

1 Adjmzcing to che Upsesirs Classroasa

s Walk walk walls Prepare to get your steps in s you walk up and dows the stairs
#  Crive veurself rime: Make sure you have @ tizne i the naoemings wo get v class.

. Follow Gemersl School Rules

s Ee 0o Time: Make
imparias for your

s Teiforma: W
saudenit

# FRaspact Dthers: e kind

i respectiil o your seachers, cla
1 like o bee treaied
s ondd puartic

ickeer thast

s Be Ormanized: Keep pour desk tidy and nake sure you have sll the supplies you
seed, like peneils, emsers
»  Fallow dee Rulex
classroom nakes. Th
»  Ask far Halpe If voud

clossmanies for help.

her's instructions and Ballow the

¥
e wnsire ahout s g, dow't be afraid s ask your teacher ar

4. Ee a Fals Ml=del

s 3ot a Goad Examaple: Show younges stadents bow to behave by being polite,
i, s -

o see @ classmate stugghing, ofTer o belp them. Teanswork makes

CYETy IS 3
*  Seay Pesitive: Keep a positive attitude, even when thisgs get rough. ¥ our posizivity

cam i

3. Enjoy Your Vear

# Have Fun: vear di
the ncs il e

*  Taks Breaks: yL

e o bearm s things and make new nends. E

take breaks when you need them. Play outside during
recess o refresh vour

+ HOESTEAD: The best 3 abort ' ear 4 is the residential tmip 1o Horssead!

Celebrate Swoceszes: Celebeuie your achievemens, no matier how small. Every success is a

siep forward.

. By followi
e and make the most of

Bemember, ¥ear 4 = a wondertul year Tull of ke
i i, o will et ooy survive bat thrive! E

[
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Monday 14th July

C}SNAPSH‘OTS of MY YEAR@D

Art

My Friende

My Favourite Subject

Gomething | Learnt

My Clagsroom

My Teacher

A Great Memory

()

ShapPshO'ts cf my Year!

|

"




Create a board game




C > oMGRRTULATIONS
\_\)('x)‘\{\ W\
THE SHOW \




What do you notice about these games so
far?




Your game heeds:

« A theme (Summer, sweets, characters)
« To be brightly coloured

* A simple shape

» Squares/sections big enough to write in
« Simple clear instructions

« A START and END
 Pictures around the game



Basic instructions you could include:

* Missago
* Move forward ____ spaces
* Move back ____ spaces

 Go back to the START

Complex instructions - linked to your theme:
* You ate too much candy miss a go
« Spiderman power up! Move forward 3 spaces



Step 1 - Draw your board's game shape. It could be
bendy, straight or spiral. Think about including you game
title.

Step 2 - Mark of f the sections for each move. (These can
be numbered if you want to)

Step 3 - Colour each section CAREFULLY - this step
should not be rushed!

Step 4 - Add your pictures around the board game and
colour in.

Step b - Add instructions to your board game.



