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1 Place value (1)1A

Unit 1ACambridge Primary Mathematics 3 © Cambridge University Press 2014

Vocabulary

abacus • hundreds • ones • place value • tens • units 

Quick reference

Core activity 1.1: Hundreds, tens and ones �(Learner’s Book p4)

Learners explore three-digit numbers using place value cards.

Core activity 1.2: To 1000 (Learner’s Book p6)

Learners make three-digit numbers and mark them on a 0 to 1000 number line 

marked in multiples of ten.

Core activity 1.3: Place value�(Learner’s Book p8)

Learners take note of all three digits when placing a number on a number line. 

They develop their understanding of the value of each digit through a range 

of activities.

Prior learning Objectives* – 
please note that listed objectives might only be partially covered within any given chapter but are covered fully across the 
book when taken as a whole

 • Experience of using 

place value cards to 

at least 100.

 • Counting on and 

back in tens and 

ones from any single 

digit number.

 • Finding one and 10 

less or more than any 

two-digit number.
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1A: Numbers and the number system

Recite numbers 100 to 200 and beyond.

Count on and back in ones, tens and hundreds from two- and three-digit numbers.

Read and write numbers to at least 1000.

Understand what each digit represents in three-digit numbers and partition into hundreds, tens and units.

Find 1, 10, 100 more/less than two- and three-digit numbers.

Place a three-digit number on a number line marked off in multiples of 100.

Place a three-digit number on a number line marked off in multiples of 10.

1A: Using understanding and strategies in solving problems

Explore and solve number problems and puzzles.

Identify simple relationships between numbers.

*for NRICH activities mapped to the Cambridge Primary objectives, please visit www.cie.org.uk/cambridgeprimarymaths
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Unit 1A: Core activity 1.1 Hundreds, tens and ones

Let’s investigate

A set of place value cards has been used to make 

nine three-digit numbers. Here are seven of the numbers.

Which place value cards are missing?

How many different three-digit numbers can you make with 

the missing place value cards?

Does it matter which digit cards are the missing ones?

Will you always be able to make that many numbers? Why?

Use a set of place value cards to make nine three-digit numbers.

Show a friend seven of the numbers and challenge them to 

tell you the other two numbers. If the numbers are incorrect, 

but your friend has identified the correct cards, give them 

another try to guess your numbers.

Hundreds, tens and ones

Number

Use a set of 

place value 

cards to help you.

4 7 3

6 8 9

1 3 4

9 2 5

2 4 7

7 9 1
5 6 8

h

6

Let’s investigate

The numbers have been correctly pegged on the 

number line below but these cards fell off. 

Sort out which card belongs with each number.

Write a list of the correct numbers and the matching 

missing cards.

Unit 1A: Core activity 1.2 To 1000

Missing numbers

abacus: an abacus 

is used to show 

numbers and to 

calculate for example 

421 can be shown as:

Look at where each 

number is pegged on 

the number line. What 

should the number be?

Vocabulary
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Unit 1A: Core activity 1.3 Place value

Let’s investigate

Here are three unfinished HTO 

games. The learners were trying 

to make the lowest number, 

the highest number and the 

closest number to 500. 

But which game is which? 

How do you know?

Play a round of HTO, stopping after four digit cards 

have been placed. Challenge some learners to tell you 

which game you were playing.

Which game is which?

Look at where the 

digit cards have been 

placed. Where would you 

put each card if you were 

trying to make the lowest 

number? Or the highest 

number? Or the number 

closest to 500?

Game 1

Player 1

5 7

Player 2

3 8

Game 2

Player 1

4 9

Player 2

7 2

Game 3

Player 1

5 1

Player 2

6 2
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Unit 1A 1 Place value2 

Look out for! 

 • Learners who fi nd it diffi cult to recognise how 

many hundreds, tens or ones in each number. 

Ask them to make a two-digit number with place 

value cards and then match it with ten sticks and 

ones. Take the 100 card and match it with a 100 

plate (or ten tens if you do not have any). Put 

the numbers together, then increase the number 

in steps of 100, matching the apparatus to the 

number. Do the same changing the tens. Encourage 

learners to continue using base ten apparatus for 

support until they feel confi dent to work without it.

 • Learners who can visualise the changing 

hundreds, tens or ones. Encourage them to work 

without using the place value cards for support.

LB: p4

Resources: Large 100 square (p12). Sets of Place value cards photocopy master (CD-ROM), prepare a set of cards up to the value of 900 per pair. 

Hundreds, tens and ones photocopy master (CD-ROM). 0 to 9 digit cards photocopy master (CD-ROM). Base ten equipment (if  available). (Optional: 

Hundreds, tens and ones photocopy master (CD-ROM), one copy per pair; 0 to 9 digit cards photocopy master (CD-ROM) one copy per pair and a 

pot of mixed counters per pair; Less and more photocopy master (CD-ROM) and Place value cards photocopy master (CD-ROM); Stamp, clap, click 

photocopy master (CD-ROM).)

Display a large 100 square and begin by checking that the learners remember what they are 

counting in when they count along a row or column of the 100 square. Ask the learners to 

imagine there is another 100 square below the current one. This 100 square starts at 101 and 

fi nishes at 200. It is exactly the same as the one they can see, but every number (except 200!) 

begins with one hundred and ‘. . .’ . Point to a few random numbers, asking the learners to 

tell you what this number would be on the 101–200 number square. Challenge the learners to 

count on from any single digit in tens to about 200. Repeat starting from a different number. 

Finish by counting in ones from 101 to around 130.

Give each pair of learners a set of Place value cards and ask them to arrange them into 

three columns, with hundreds on the left, tens in the middle and ones on the right. Explain 

that some people call the ones ‘units’ and talk about hundreds, tens and units. So, if  they 

hear the word ‘units’ elsewhere, it simply means ones. Call out a range of two- and three-

digit numbers for the learners to make with the cards. After several numbers, check that the 

learners have replaced their place value cards in order. Ask one learner to hold the 300 card 

while the second learner matches ten with it to make 310. Count on together in tens, with the 

second learner changing the ten card to match. The fi rst learner must change the hundreds 

card when the next hundred is reached. Occasionally pause and ask the learners to show you 

the number they have just said. Count forward and back in ones, tens or hundreds from any 

two- or three-digit number in this way. Occasionally pause to ask questions such as, “What 

are we counting in now? Which number is ten (or hundred) less (or more) than this number.” 

Collect in the place value cards.

Either enlarge a copy of the Hundreds, tens and ones sheet or draw a large copy of it where 

everyone can see. Shuffl e the digit cards and explain that you are Player 1 and the class is 

Core activity 1.1: Hundreds, tens and ones
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Core activity 1.1: Hundreds, tens and ones 3 

Summary

Learners recognise the value of each digit in a three-digit number and are beginning to count

on and back in hundreds, tens and ones from any two- or three-digit number.

Notes on the Learner’s Book

Hundreds, tens and ones (p4): learners identify which place value cards have not been used 

and which three-digit numbers could be made with the missing cards. Some learners could 

go on to predict and then investigate how three-digit numbers they could make with any 

two hundreds, two tens and two ones place value cards.

Check up!

 • Show pairs of learners a three-digit number and 

ask them questions such as, “How many hundreds 

(or tens or ones)? How do you know?” 

 • Challenge them to count on or back in ones, tens or 

hundreds from that number.

More activities 

HTO�(in small groups as teams or pairs)

You will need the Hundreds, tens and ones photocopy master (CD-ROM), one copy per pair, 0 to 9 digit cards photocopy master (CD-ROM) one copy 

per pair and a pot of mixed counters per pair.

The aim is to make the highest/lowest number (as above), or the number nearest to 500 or any agreed number. Players take it in turns to turn over the top 

digit card and decide where to place it; remind them that, once placed, the digit card cannot be moved. The winner of each round is awarded a counter. The 

fi rst player to collect ten counters is the winner. Playing as a team gives learners the opportunity to discuss where to place a particular digit and why, so it 

may be better to play in this way, at least initially.

Player 2. Explain that the aim of the game is to make the highest number you can, but once a digit is placed in a space, it cannot be moved until the game is 

complete. Turn over the top digit card and model making the decision of where to the place the digit by talking out loud. So if  the digit is a 7, you could say, 

“This is quite a high digit. I could put it in the tens or the hundreds. If I put it in the hundreds, there are only two higher digits, 8 and 9. If you pick up 8 or 9 you 

will win. But there are more lower digits, 0, 1, 2, 3, 4, 5 and 6, so I think it is more likely that I will make the highest number if I put it in the hundreds.”

Ask a learner to turn over the next digit and then ask the learners to talk to their partner about where to place it. Invite the learners to share their opinions 

until agreement is reached. If  necessary, ask questions such as, “Is that the best place to put it? Is it likely you will get a higher (or lower) digit than that? 

Which digits must be left?”

After the fi rst round of the game, ask, “Were the numbers we made the highest possible numbers with those digits? What other numbers could we have made?” 

Play another round, this time aiming to make the lowest number possible. Ask the learners how the two games were the same and how they were different. 

If  there is time, play a third round, asking the learners whether they would like to play for the highest or lowest number. Remind learners that some people 

call ones units so they would call this game the HTU game.
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Unit 1A 1 Place value4 

Less and More�(in pairs)

You will need the Less and more photocopy master (CD-ROM) and Place value cards photocopy master (CD-ROM) one copy per pair.

Learners write a three-digit number in the middle of the Less and more grid, then write the numbers which are one, 10 or 100 less or more in the labelled 

boxes. A learner makes the three-digit number for their partner using Place value cards. Differentiate numbers appropriately.

Stamp, clap, click�(small groups or whole class)

You will need the Stamp, clap, click photocopy master (CD-ROM).

Stamp your feet for 100, clap for 10 and click your fi ngers for one. So stamp, stamp, stamp, clap, clap, clap, clap, click is 341. Stamp, clap and click in that 

order at fi rst, but then move on to doing the actions in a different order. Learners can take it in turns to make a number. Display the Stamp, clap, click 

sheet for support. Ask learners to suggest an action or sound for 1000. Stick to just one thousand until learners are more familiar with higher numbers.

Games Book (ISBN 9781107694019) 

Place value games (p1) are a set of four games for pairs, groups, or the whole class. They develop understanding of place value.
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Unit 1A 1 Place value6 

Core activity 1.2: To 1000 LB: p6

Resources: Place value cards photocopy master (CD-ROM). Number line 0 to 1000 (marked in 10s) photocopy master (p13) large version for class 

displays, and one regular copy per pair. Scissors. Glue. Abacus sheet photocopy master (CD-ROM). (Optional: 0 to 9 digit cards photocopy master 

(CD-ROM); stop watch and counters for each small group; Hundreds, tens and ones photocopy master (CD-ROM); pot of mixed counters, for each 

pair or group.) 

Give each pair of learners a set of Place value cards and ask them to arrange them into 

three columns, with hundreds on the left, tens in the middle and ones on the right. Ask one 

learner to hold the 500 card while the second learner matches ten with it to make 510. Count 

on in tens together, with the second learner changing the tens cards to match what is said. 

The fi rst learner must change the hundreds card when the next hundred is reached. Count 

forward and back in ones, tens or hundreds from any two- or three-digit number in this way. 

Occasionally pause to ask questions such as, “What are we counting in now? Which number 

is ten (or hundred) less (or more) than this number? How many tens (or hundreds or ones) 

in this number?” Collect in the Place value cards. An explanation of this concept should be 

given or modelled before learners attempt this activity.

Show the learners an enlarged copy of the Number line 0 to 1000 (marked in 10s). Give each 

pair of learners a copy of the Number line and show them how to cut along the dotted line 

and glue the two pieces together to make a 0 to 1000 Number line.

Ask the learners to talk with their partner about what they notice about this number line. 

Check that they have noticed that the line begins at 0, ends at 1000 and is marked in tens.

Talk through where you would fi nd numbers between 200 and 300 and so on. Describe a 

mark on the number line, for example as, “The second mark after 200” or “The mark three 

marks before 300,” and ask the learners use their number line to help them fi nd out which 

number the mark represents.

Make nine three-digit numbers using a set of hundreds and tens Place value cards and ask 

the learners where you should mark each number on the line. All the numbers will have zero 

ones to make it easier to fi nd their position on the number line. Talk through looking at 

the hundreds to know which section of the line to go to. Then talk through looking at the 

abacus: an abacus is used to show numbers and to 

calculate for example 421 can be shown as:

H T O

Vocabulary

Look out for! 

 • Learners who fi nd it hard to identify the value of 

each digit. Encourage them to make the number 

with place value cards, then separate the cards to 

see the value of each digit. Making the number 

using base 10 apparatus will also help to develop 

understanding.

 • Learners who are able to identify the value of 

each digit. Give them the ones place value cards 

too. Ask them to place the three-digit number on 

the number line as accurately as they can, taking 

note of the ones digit as well.
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7 Core activity 1.2: To 1000

Opportunities for display!

Begin to develop a class number line. Include 

numbers relevant to the learners, for example, the 

number of learners in the class and the school; the 

number of days in a year and so on.

tens to know where in that section to mark the number. Repeat with several other numbers 

until there is a number in every hundred section of the number line, except 0 to 100. Ask 

the learners to explain why there is no number to mark in that section. Occasionally ask one 

of the learners to come and mark the number on the number line, explaining why they are 

positioning it where they are.   

Give each pair of learners a set of hundreds and tens Place value cards. Explain that they need to 

create nine three-digit numbers and mark them on their number line, using the marks on the line to 

help them.

Finish the session by asking each pair of learners to come and mark one of their numbers 

on the enlarged number line, explaining why they are positioning where they are.

Summary

Learners can mark a three-digit number on a 0 to 1000 number line marked in tens. 

Notes on the Learner’s Book

Missing numbers (p6): nine numbers were made with place value cards and pegged in the 

correct place on a number line. Some of the place value cards fell off  the line. Learners identify 

the missing card for each number. They then read numbers on an abacus and draw an abacus 

to show a number using the Abacus photocopy master.

Check up!

 • Say a three-digit number and ask learners to quickly 

draw the matching abacus. 

 • Say a three-digit number and ask pairs of learners 

to count on or back in tens from that number. Use 

numbers with and without ones.

More activities 

3 by 3�(small group)

You will need the 0 to 9 digit cards photocopy master (CD-ROM), a stop watch and counters for each small group.

Shuffl e a set of digit cards (excluding 0) and place them face down on the table. Turn over the cards one at a time, arranging them in a 3 by 3 grid. The 

three-digit numbers can be read across from left to right or right to left, up, down or diagonally. Either use a stop watch to time 10 seconds or count to 10, 

then cover the grid. Challenge everyone in the group to write down the largest number and smallest number they noticed and the number closest to 500. 

Compare numbers and check the grid, awarding a counter to the player (or players) who correctly identifi ed the numbers. After each group member has 

had a turn at laying out the cards, who has the most counters?
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Unit 1A 1 Place value8 

HTO�(pairs or groups)

You will need the Hundreds, tens and ones photocopy master (CD-ROM), 0 to 9 digit cards photocopy master (CD-ROM), and a pot of mixed 

counters for each pair or group. 

Learners aim to make the highest/lowest number, or the number nearest to 500 or any agreed number. Players take it in turns to turn over the top digit 

card and decide where to place it on the Hundreds, tens and ones sheet; remind them that, once placed, the digit card cannot be moved. The winner of each 

round is awarded a counter. The fi rst player to collect 10 counters is the winner. 

Guess my number�(small groups or whole class)

Choose a number on the number line and invite learners to ask questions to identify the number. You can only answer ‘yes’ or ‘no’. Questions might 

include, “Is it more than 200? Is it less than 500?” Learners could cross out the parts of the number line where they know the number is not located to help 

them. Allow 20 questions at fi rst, then challenge learners to fi nd the number after 10 questions.
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Unit 1A 1 Place value10 

Core activity 1.3: Place value LB: p8

Resources: One copy of Number line 0 to 1000 (marked in 10s) photocopy master (p13). Scissors. Glue. One copy of Number line 0 to 1000 (marked 

in 100s) photocopy master (p14) per learner. Hundreds, tens and ones photocopy master (CD-ROM). 0 to 9 digit cards photocopy master (CD-ROM). 

(Optional: Place value cards photocopy master (CD-ROM) and Abacus sheet photocopy master (CD-ROM) one copy per learner; What’s my value? 

photocopy master (CD-ROM) one copy per learner.)

Give each learner a copy of the 0 to 1000 Number line (marked in 10s) and ask them to 

quickly make up the number line. Explain that they are going to use the number line to help 

them count in tens, forwards and back. Ask everyone to put a fi nger on 300 and, keeping 

track of where they are on the number line, count forwards in tens to 500. Choose a different 

starting point and repeat, counting both forwards and back in tens. Initially, start on a 

hundreds number, changing to other numbers which are multiples of ten, as the learners 

become more confi dent. Collect in the number line to reuse on another day.

Give each learner a copy of the 0 to 1000 Number line (marked in 100s) and ask them to 

quickly make up the number line. Ask the learners what is the same and what is different 

about this number line compared to the one they were using earlier. Explain that to mark a 

three-digit number on the line now, they need to estimate roughly where that number would 

be within each hundred. Talk through what sort of numbers would go in the middle of each 

section, towards the beginning and towards the end.

Show the learners an enlarged copy of the number line with three additional marks on it. 

Ask the learners to mark the same positions on their own lines, then talk to their partner to 

decide which number each mark represents. Ask the learners to share their ideas. Draw up a 

list of the suggested numbers for each mark.

Ask questions such as, “What makes you think that? Would it be so close to (or far away 

from) X00?” Agree a possible range of numbers for each mark. 

Ask each learner to mark a number on their number line without labelling it, but also writing the 

number on the back of their number line. Each learner can then challenge their partner to identify 

the marked number. Once both partners have had a go at identifying each other’s numbers, they 

can swap partners with another pair and have a go at identifying each other’s numbers.

Finish the session by playing three rounds of the HTO game against the class. Aim for the 

highest, then lowest number, then the number closest to 500.

Look out for! 

 • Learners who fi nd it hard to read along a number 

line which is not marked. Give them time to mark 

the numbers on the line before expecting them to 

join in with the counting. Alternatively, they may 

fi nd it useful to continue to use place value cards 

for support.

 • Learners who fi nd reading along a number line 

straightforward. Challenge them by expecting 

them to be more accurate in placing numbers on 

the number line. They should take notice of the 

hundreds, tens and ones digits.
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