
Before you start

Check that children understand these learning 
outcomes:

Learning outcome: (NP 1.2) I can count 
on and back in sequence, use this to accurately 
count a group of objects and know if my 
answer makes sense

Assessment activity: Mexican wave 
Children stand in a line and create a Mexican 
wave by calling out numbers in order, counting 
on or counting back. The fi rst child calls 

Key teaching points

Counting is a sophisticated concept. These 
activities assume that children can count 
objects accurately.

Many children will be able to recite the pattern 
of counting in tens and hundreds, and even 
thousands. This unit connects an understanding 
of place-value to counting on or back in steps 
of 1, 10 or 100.

The vocabulary for counting in hundreds makes 
it easier than counting in tens, i.e. one hundred, 
two hundred, ... rather than ten, twenty (not 
two ten), thirty (not three ten), etc.

Counting on in 1s, 10s or 100s is about 
recognising and then generating patterns. 
Giving opportunities to see patterns in different 
images, to hear repeating word patterns and to 
move objects according to repeated rules will 
help make connections between all three.

I can count on and back in steps of 1, 10 and 100 
and can describe how this changes the digits in 
the number

NP 1.5

Success criteria

•	 I	can	count	on	and	back	in	sequence	in	steps	of	1

•	 I	can	count	on	and	back	in	steps	of	10	from	any	number

•	 I	can	describe	what	happens	to	the	different	digits	in	a	number	when	I	add	on	in	tens

•	 I	can	count	on	and	back	in	steps	of	100	from	any	number

•	 I	can	describe	what	happens	to	the	different	digits	in	a	number	when	I	add	on	in	hundreds

•	 I	can	link	the	pattern	of	counting	in	1s	to	counting	in	10s	and	100s

Curriculum for Excellence 
outcomes

I have investigated how whole numbers 
are constructed, can understand the 
importance of zero within the system and 
can use my knowledge to explain the link 
between a digit, its place and its value. 
MNU 1-02a

out their number as they stand or jump up, 
throwing their arms in the air. Children continue 
calling out in sequence until they reach the 
end of the line when the numbers ‘travel’ back 
along the line, this time counting in the other 
direction. If there are no numbers missing they 
should say the same number as it travels back. 
Discuss which digits stay the same and which 
digits change as they count on or back. Repeat 
for a range of different start numbers.

Learning outcome: (NP 1.4a) I can discuss 
the digits in a number, their position and their 

Provide visual and kinaesthetic support through 
the use of number tracks, number lines and 
0–99 squares and base ten material.

Use 0–99 squares to begin with rather than 
1–100 squares as 0–99 squares let you 
emphasise the decades which each start 
on a new row. Later you can talk about the 
difference between 0–99 and 1–100 squares.

Provide auditory support by doing lots of 
counting out loud in steps of 1, 10, 100, 1000.

Coins are a valuable resource to support 
counting on in 1s and 10s and 100s. Before you 
do, check that children do not have diffi culty 
understanding that coins of different sizes 
represent different values.

Some children may comment on different 
ways of saying the same number, e.g. ‘fi fteen 
hundred’ or ‘twenty ten’ (for 2010). It is 
important to acknowledge this and to come to 

value, and I know why zero is important – Up 
to at least 100

Assessment activity: Place-value arrow 
cards place-value arrow cards Use the place-
value arrow cards to make a variety of different 
numbers. Start a pattern, e.g. starting with 7, add 
on 10 each time, to reinforce the value which is 
added when a digit is changed. Ask children in 
groups to make a number each and then put them 
in order as they discuss their reasoning, e.g. ‘This 
number goes fi rst as it has a 7 in the tens column 
which is larger than any of the other tens digits.’

an agreement about how mathematicians say 
these numbers.

Vocabulary

number, digit, column, position, units, tens, 
hundreds, thousands, zero, more than, less 
than, before, after, sequence, jumps, pattern, 
position, place-value, count on, count back

Resources

place-value arrow cards, number lines*, 0–99 
and 1–100 squares*, base ten material, place-
value frames*, lined paper, coins (1p, 10p and 
£1), tins (or mugs), 0–100 number cards, strips 
of paper, 0–9 number cards, blank 10-space 
number track, mini-whiteboards, sand timer, 
pendulum, ball or bean bag, number stick, 
Gameboards 1, 2, counters, dice, small drum, 
abacus, blank 10 × 10 grid*, APM 30–40

ITRs

text to be supplied
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•	 Consistently	making	links
 between place-value, counting,
 and adding and subtracting will 

support deeper understanding of all 
three and support mental strategies for 
calculations.

•	 Making	the	link	between	counting	on	
in 1s, 10s and 100s explicit will also 
help to consolidate understanding and 
to generalise in counting on in larger 
powers of ten, e.g. 1000 or 10 000. It 
also sets the scene for multiplying and 
dividing by 10 and 100. [MC_00X] 

•	 Giving	some	opportunity	to	recognise	
the ordinality element will help in 
seeing relationships between the 
position and the term in future learning.
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Teacher-led activities 

Introducing the concepts

number lines, 0-99 and 1-100 squares, base ten 
material, place-value frame, lined paper

Counting in 1s
Children should already be secure in counting 
on and back in sequence in steps of 1. Ensure 
they can articulate how the digits change, 
especially when crossing a decade. Use a range 
of resources to highlight this, especially number 
lines and 0–99 squares so you can highlight the 
repeating pattern of the units digit no matter 
which decade it is in. Reinforce this by showing 
base ten material, e.g. 2 rods plus 1 cube, 2 
rods plus 2 cubes, etc. – the tens number stays 
the same and the unit changes.

Counting in 10s
Look at the 1–100 square, count along ten and 
draw a circle around the number, saying, This 
is ten. Put out one ten rod of base ten material 
and write the number 10. Count along another 
10 and circle 20. I have counted on another 
10. This time I landed on 20. Add another rod 
of ten and write 20 next to the 10. Carry on 
this pattern until 50. What do you spot about 
the numbers? Answers might include: they all 
have a zero at the end; they are all in the same 
column in the number square; the first digit 
is the same as counting up in ones. What will 
be the next number in the sequence? Count 
along the number square to check (60). Ask 
children to carry on and work out the next three 
numbers in the sequence – 70, 80, 90. Relate 
the pattern to a place-value frame, highlighting 
the fact that the tens column changes but the 

Developing understanding 

Adapt these games for steps of 1, 10 or 
100

Count the coins coins (1p, 10p, £1), tins (or 
mugs), 0–99 square Drop five 10p coins into 
the tin one at a time, counting aloud with 
children: ten, twenty, thirty, forty, fifty… How 
much is in the tin? Take the coins out and 
repeat, this time asking children to close their 
eyes as they count with you. Drop in three coins 
while the children count in their heads with 
eyes closed. How much is in the tin? Repeat, 
dropping in 1p or £1 coins. Where on the 
hundred square are the numbers that you said 
when you counted in 10s? What do you notice 
about them? Give each child a mug for them to 
drop coins into to match what you say. Repeat, 
but this time start with several 1p coins first 
before adding 10p coins, or start with some 
10p coins and then add £1 coins.

Make the pattern (3 players) 1–9 and 
10–100 number cards  Spread out the 10–100 
cards face up. Shuffle the 1–9 cards and put 
them in a pile face down. Children take it in 

units column does not (it remains zero); write 0 
in the units column, then put down a ten rod. 
How many groups of ten are there? (1) So you 
write 1 in the tens column.

What happens when you count on 10 from 
90? How do you show 100 on the place-value 
frame? There are 10 groups of ten so you can 
exchange 10 tens for one hundred. Write 1 in 
the hundreds column and 0 in both the tens 
column and the units column. Continue the 
pattern of adding on 10, writing 1 in both the 
hundreds and tens columns for 110. Continue 
the pattern to 200 and see if children can 
verbalise changing the hundreds digit to 2.

Count back in 10s. Show the number sequence 
of counting on in 10s. This time you are going 
to count back in 10s. If you start on 100 which 
number will you land on when you count back? 
Count back 10 on a 1–100 square and land 
on 90. Highlight that the pattern is the same, 
whether counting forwards or backwards. Ask 
children to say the sequence together as you 
point at the written sequence. Again, relate this 
to the place-value frame so they can see that 
the tens digit changes each time you take away 
10. Give children lots of chanting practice to 
reinforce the changes in digits so they will be 
able to say the pattern automatically as well as 
write it. Give lots of practice in counting on and 
back from multiples of 10 before moving on to 
counting on/back from non-multiples of 10 (i.e. 
where the units digit isn’t zero).

Repeat, but this time demonstrate counting on 
(and then back) in 10s from a different units 
digit. Use the base ten material, the 1–100 

turns to take a card from the pile. They read 
their card numbers, e.g. three, six and one. Each 
child then counts in 10s from their number and 
finds all the 2-digit number cards to lay out the 
matching sequence. For example, the child with 
the card 3 finds 13, 23, 33, …, 93 and lays 
them out in order. When all three children have 
completed their sequence, they count along 
them together in unison. Then they take another 
card each from the pile, and repeat the process. 
Look at the cards left spread out on the table 
and discuss the patterns

Keep it going (2 players) 0-99 square, strips of 
paper Each pair chooses a 1-digit number on the 
0–99 square, e.g. 6, and counts in 10s, pointing 
at each number as they say it: sixteen, twenty-six, 
thirty-six, forty-six, … They continue writing the 
numbers in the sequence in figures on one of 
their strips of paper, e.g. 96, 106, 116, 126, 136, 
146, … They go as far as they like, or are able! 
They start again, choosing a different 1-digit 
number, and write that sequence on a different 
strip in a different colour.

Secret number 0–99 square Give each pair of 
children a 0–99 square. One child identifies a 

square and the place-value frame to reinforce 
the tens digit changing. Cross one hundred 
and check they understand why the hundreds 
digit also changes. Ensure children can chant 
the multiples of 10 comfortably, both forwards 
and backwards without materials to assist them 
before moving on to looking at steps of 100.

Counting in 100s
If the children are confident in counting in 1s 
and 10s, counting in 100s generally doesn’t 
cause too many problems.

Connecting 1, 10 and 100

1 10 100

2 20 200

3 30 300

4 40 400

5 50 500

6 60 600

7 70 700

8 80 800

9 90 900

10 100 1000

Split the children into three groups and give 
each group a step to count in – 1, 10 or 100. 
Give them lined paper to record their pattern 
going down the page. Each time you clap, they 
record the next number in their sequence. Now 
you have three strips of paper which can be 
lined up next to each other as shown.

Ask children what they notice. What is the same 
and what is different?

number on the grid without telling their  
partner which number they are looking at  
(e.g. 55). They say out loud the number 10 
more, i.e. sixty-five. Their partner listens to  
the number said, finds this on the grid, and 
counts back 1 ten. They should be pointing  
at the number originally chosen by the first 
child. If they are correct, they write the two 
numbers in order, i.e. 55, 65. Children repeat 
this activity at least six times, all pairs being 
monitored.

Complete the track 0–9 number cards, 
blank 10-space number track • 3 players 
Place a set of shuffled 0–9 number cards face 
down in a pile. One child takes the top two 
cards and arranges them as a 2-digit number. 
Another child writes the number in one of 
the two centre spaces on an empty 10-space 
number track. The third child writes either 
the number before or the number after on 
the track. Children continue to take turns to 
write the number before or the number after 
those written so far until the track has a line 
of 10 consecutive numbers. Repeat with a new 
starting number on a new track.
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Quick practice  

Time challenge mini-whiteboards, sand 
timer Set a start number and the size of each 
step, (1,10 or 100) and challenge children to 
continue the pattern of counting on or back 
in a set time limit. Set the sand timer and see 
if they can continue the pattern further in the 
same time.

Pendulum counting pendulum or a weight 
on a piece of string Using a pendulum to hold a 
steady rhythm, count up in given steps (1,10 or 
100) from a variety of start numbers. Increase 
the length of swing to give further thinking time 
or play in two teams so children are answering 
on each side, rather than each swing.

Thigh, clap, snap, snap Start a pattern by 
giving the first two numbers of a sequence on 
your ‘snaps’ –children work out the pattern and 
continue it on the following snaps. The speed 
can be varied if the pattern is more difficult to 
work out. Ask children to take over and lead the 
activity, making up their own patterns.

Group active learning 

Number crosses (2–4 players) APM 36, mini-
whiteboards One child says a number between 
0 and 100. The other children draw a cross on 
their mini-whiteboard, write the number in the 
middle of the cross and then complete the other 
numbers as they would appear on a 1–100 
square.

35 36

46

26

37

The caller checks all the answers are correct. 
They repeat, taking turns to be the caller. This 
game can be extended to include a larger range 
of numbers if appropriate.

Number sequences (3 players) APM 37, 
1–100 square One child secretly identifies a 
number on the 1–100 square, e.g. 55. Out loud, 
they say the number 10 less than their chosen 
number, e.g. forty-five. The other children listen, 
work out the secret number, and point to it on 
the 1–100 square. If the first child agrees they 
are correct, they write the two numbers in order, 
e.g. 45, 55, and continue writing the sequence 
until they have written 10 numbers. The fastest 
person to complete 10 numbers correctly wins 
a point (the caller checks the answers). Children 
repeat this activity, taking it in turns to be the 
number caller, until someone wins 5 points.

Mexican wave Give a start number, set a 
constant step size and specify whether counting 
on or back, e.g. Starting with 230, count on in 
steps of 10 or Starting with 9700, count back in 
steps of 100. Children stand in a line and create 
a Mexican wave by calling out numbers in the 
sequence. The first person calls out their number 
as they stand or jump up, throwing their arms 
in the air. Children continue calling out in 
sequence until they reach the end of the line 
when the numbers ‘travel’ back along the line, 
this time counting in the other direction. If there 
are no numbers missing they should say the 
same number as it travels back. Discuss which 
digits stay the same and which digits change as 
they count on or back. Repeat this for a range 
of different starting numbers.

Ball pass (2 players) ball or bean bag Children 
agree a start number, a step size (1, 10 or 100) 
and whether they are counting on or back. They 
stand in a group (facing each other if pairs, or 

Number ping-pong [(2+ players) APM 38, 
ball Children stand facing each other a short 
distance apart. They play ‘ping pong’ by calling 
out a sequence as they pass the ball between 
them. One child chooses a starting number and 
another chooses whether to count on in steps 
of 1, 10 or 100. If someone hesitates and can’t 
answer as they catch the ball or if they drop the 
ball, they start again with a different number. 
Playing this game with more players can be 
easier as it gives children a little more thinking 
time between turns.

Claim the land (2 players) APM 39, 
Gameboard 1 (Gameboard 2 optional), 
counters in 2 colours Children aim to claim four 
hexagons in a row. Players agree whether they 
will be counting on or back in steps of 1, 10 
or 100. They take turns to choose a hexagon 
and say a number at one of its corners. They 
can cover a hexagon if they can say the next 5 
numbers in the sequence either counting on or 
back, e.g. if the number is 79 and the chosen 
step size is 10, they would say 79, 89, 99, 109, 
119, 129 or 79, 69, 59, 49, 39, 29. They keep 
playing until someone claims four hexagons 
in a row. Gameboard 4 can be used for more 
challenging 3-digit numbers.

Speed challenge (2–4 players) APM 40, dice, 
mini-whiteboards One player rolls the dice to 

in a circle if more) and pass a ball or bean bag 
as they say the next number in a sequence.

Counting stick number stick Specify the 
numbers at the start and end of the number 
stick, e.g. from 0 to 100 in steps of 10, or 0 to 
1000 in steps of 100. Starting at the beginning, 
count up in steps with the class counting 
together and then move up and down the stick 
as appropriate.

Pass it on Divide the class into three teams, 
labelling each group as 1s, 10s and 100s. The 
1s group start and count on from zero (1, 2, 
3, 4) and keep going until you say Pass! Play 
then passes to the 10s group who carry on 
counting in steps of 10 until you say Pass! Play 
then passes to the 100s group who count on 
in 100s, and the game continues back to the 
1s group, and so on (1, 2, 3, 4, Pass!, 14, 24, 
34, 44, Pass!, 144, 244, 344, Pass!, 345, 346, 
347, …).

give the start number and specifies the step size 
– 1, 10 or 100. They call Go! and other players 
write the sequence on their mini-whiteboards 
as quickly as they can. The first player calls 
Stop!, checks the other players’ sequences, and 
awards 1 point to the player who reached the 
biggest number. They repeat, taking it in turns 
to be the caller. The first player to win 5 points 
is the winner.

Coin toss (2–4 players) APM 41, coins (1p, 
10p) coins  Children agree a 3-digit number,  
e.g. 724. They each write it at the top of their 
page. Taking turns, they spin the 10p coin: 
heads = count on 10, tails = count back 
10. They each write down the next number 
depending on how the coin fell at their turn. 
After five goes each, they compare final totals. 
Whose is largest? Whose is smallest? Children 
write their own five numbers in order of size, 
smallest to largest. Now introduce the 1p coin: 
heads = count on 1, tails = count back 1. They 
spin both coins together and write down the 
new number depending on how the two coins 
fall. They repeat as before, comparing final 
numbers after five turns each.

Key questions

•	 What	is	1	more/less	than	28?	128?	1128?
•	 Describe	what	is	happening.

•	 What	is	10	more/less	than	23?	423?	1423?
•	 What	is	changing?

•	 What	is	100	more/less	than	147?	1147?
•	 What	stays	the	same?
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Independent tasks
PPM 18 Between

PPM 19 Caterpillars (counting back)

PPM 20 Counting on and back in 10s

PPM 21 10s and 100s towers

PPM 22 Counting on and back in 100s

PPM 23 Counting back in 10s

PPM 24 Numbers to 1000

Learning log

LL 1

LL 2

ICT tasks

TM 1.1

TM 1.2

Tm 1.3

Homework

Show what I know Ask children to write 
a page of a maths book to explain how to 
count on or back in 1s, 10s or 100s to help 
another child learn what to do. Encourage 
them to use appropriate key words and to 
include diagrams, tips or examples to help 
explain the concept.

Great grid blank 10 × 10 grid per child 
When explaining the activity ask children 
to write a 2-digit number into the bottom 
left-hand section of a grid, e.g. 43. Then 
they draw an arrow to the right across 
the bottom of the grid and label it ‘Add 
10’ and an arrow up the left hand side of 
the grid and label it ‘Add 100’. At home 
children complete the grid adding 10 when 
moving to the right and adding 100 when 
moving up. Ask children to write notes on 
the patterns they see.

Links

Links in maths

This demonstrates place-value. It is useful 
in addition and subtraction with the 
process being with empty number lines.

Links to the real world

The ability to count in 1s, 10s, 100s is an 
important life skill. It is frequently used 
when getting change.

Next steps

•	 NP	1.7b	 I	can	compare	numbers	and	put	them	in	order	–	Up	to	at	least	1000.

•	 NP	1.7c	 		I	can	compare	numbers	and	put	them	in	order	–	Beyond	1000.

Plenary  

Drum counting small drum, mini-whiteboards 
Write a start number and say whether children 
will count on or back in steps of 1, 10 or 100. 
Ask children to close their eyes and as you 
tap the drum, in their heads they count on (or 
back) from the number in the specified step. 
For each tap, they count another number in 
the sequence. When you stop tapping, children 
write down the last number they thought of on 
their mini-whiteboards. Compare answers and 
repeat the activity several times, discussing any 
difficulties that arise.

Hit or miss mini-whiteboards Give a start 
number and a rule to create a sequence, e.g. 
Start at 24 and count on in 10s. Then provide a 
target number, e.g. 174 or 148. Children write 
HIT or MISS onto their mini-whiteboards to 

indicate whether that number will be reached in 
the sequence. Then count to check predictions. 
Use rules such as count on in 100s, count back 
in 100s, count back in 10s. Encourage children 
to explain their thinking if the sequence was 
counting on or back in 1s.

Partners mini-whiteboards Ask children to 
work in pairs and discuss the most difficult 
counting sequence that they tried in the lesson, 
and to say the start number and whether it 
was counting on or back in 1s, 10s or 100s. On 
their mini-whiteboards each pair write the start 
number and rule for the sequence. Pairs show 
their mini-whiteboards to the class for others to 
try, and to explain why they found the sequence 
difficult.

Challenge and further investigation

Abacus abacus (or draw one) (1 or 2 players)  Explain how an abacus is used. Move or 
draw the beads and ask children to say what number they represent. Suggest that instead 
of using lots of beads, they only have two, which can be placed on any of the spikes. What 
numbers could you make? Model making some numbers, e.g. 200 or 110, and ensure children 
understand. Are there any more? How do you know you have them all? (200, 20, 2, 110, 101, 
11) Children may suggest putting them into some sort of pattern – recording each number on 
a different piece of paper so that they are moveable can be helpful.

What if you had three beads? Leave them to work on this for a while. Encourage them to work 
systematically. What if you had four beads?

Suggest they keep a list of how many numbers they find for each number of beads and see if 
they can find a pattern.

Answer:
one bead, 3 solutions: 100, 010, 001;

two beads, 6 solutions: 200, 020, 002, 110, 101, 011;

three beads, 10 solutions: 300, 030, 003, 210, 201, 120, 102, 021, 012, 111;

four beads, 15 solutions;

five beads, 21 solutions;

the number of solutions is given by the triangle numbers (adding 2, then 3, then 4, etc.).

H T U
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