
 3 different Logic Tree 
Puzzles (1, 2 and 3)

 One set of Dot and Digit 
Cards for 0 to 10 from M29, 
M30, M31 and M32 

 Some red, green and blue 
2D shapes – for example 
from SM22 – include a 
circle, a square, a rectangle 
and a triangle

 Some white squares of
paper and a pen for making
signs on the spot

 Chalk

 Blue and red counters 
(about 4 of each)

 2 wooden blocks of the 
same type but different 
sizes

15–20 minutes

LOGIC TREES – LOST SHAPES

Your child can recognise whether a given number is equal to, less than or greater than another 
number (from 1 to 10).
Your child can use the greater than and less than symbols to decide which fork to take in a logic 
tree puzzle.
Your child can use colour and size to allocate shapes to the correct branch of a forking path in a 
logic tree puzzle.

To develop an understanding of mathematical relationships using logic trees
To develop the ability to ‘read’ and decode visual models
To develop creative thinking
To foster understanding of the special mathematical symbols: equal to and greater than

©2017 Key to Learning at Home Ltd

M46

Note: A logic tree in the form of a pathway with forking branches allows us to represent ‘if…then…’ logic in a visual 
form. In the Mathematics module, we use this visual model to enable children to represent a mathematical 
relationship between objects or numbers. They use the given criteria to choose the correct pathway for shapes, 
objects or numbers, and during that process they develop understanding of crucial concepts and the 
mathematical symbols and vocabulary for them, for example: the same/not the same, greater than/less than, 
greater than or equal to, less than or equal to.

Number Hop:

This is an active game to help children become familiar with the idea of separating numbers greater than a given 
number from numbers less than that number, and to practise working out which are which. The game can be 
played indoors or outdoors. It is best done with other family members if possible.

Indoor version: Give each player a number card or a dot card from 1 to 10 at random. Write out on a square of 
paper a ‘less than’ or ‘greater than’ number sign, for example ‘>4’. Then hold it up and give an instruction, for 
example: All players with numbers >4 hop on one leg. Everyone else sit on the floor. Go round and check – anyone 
who performs the wrong action is out. Repeat many times, changing your sign, swapping numbers and swapping 
actions (e.g. jump on the spot, twirl around, tap head the number of times shown on your number card) each 
time.

Outdoor version: Draw a chalk pathway with two branches on the ground. Draw a large square at the end of each 
of the two branches and put a sign in each square, for example <6 and >5, and then make two cards that show 
these too. Give each player a number card. Stand at the intersection of the fork. Hold the sign corresponding to 
the sign and number in the square at the end of the left fork in your left hand and the sign corresponding to the 
sign in the square at the end of the right fork on your right hand.

CONTINUED ON THE NEXT PAGE



When you say: Ready, steady, hop!  the players must look at their numbers, and take it in turns to hop down the path, select the correct fork and hop 
into the correct square. If any player is in the wrong square, they must hop back to the intersection and then hop down the other fork to reach the 
correct square. 

Whose House Is This?

Put out Logic Tree Puzzle 1. Place a row of about 8 blue and red counters in random order on the pathway as shown below. Explain that the counters 
are looking for their homes in the forest and that each counter has to find the path that leads to the right house.

Discuss which counters belong in which house, and how we know – in this puzzle, one is for all the blue counters and one for all the red, and we can 
tell by the roof colours. Ask your child to ‘walk’ each counter to the right house and put them ‘in the garden’ (around the house).

Repeat the process for Logic Tree Puzzle 2, after putting out a few green, red and blue shapes at the start of the path, and then for Logic Tree Puzzle 3, 
after putting out a large and a small version of the same block at the start of the path. Decode the Logic Trees together and then have your child 
‘walk’ each shape to its house.

Praise your child for having helped the shapes find their houses. Then ask them: How could we make it easier for each shape to find the correct path 
for them? Agree that signposts would help. (This is the next step of the process, in the next session.)
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Puzzle 1
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Puzzle 2
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Puzzle 3


	Slide Number 1
	Slide Number 2
	Slide Number 3
	Slide Number 4
	Slide Number 5

