
THE LITTLE
BOOK OF FUN

IDEAS



Arts 
& 

Crafts



Paper Rainbow
What you'll need:
- Paper
- Scissors
- Coloured pens/pencils
- Glue

Key Skills:
- Fine motor



Paper Plate Crafts

Key Skills:
- Fine motor
- Creativity

 





Pipe Cleaner Crafts

Key Skills:
- Fine motor
- Creativity



Bubble Wands



Literacy 
Activities



Roll all three cubes. Begin with
'Once Upon a Time' and tell

a story that links together all
three face-up images. Start with
the first symbol to grab your
attention. There is no wrong
answer, the goal is to let the
images spark your imagination.

Story CuBes

Key Skills:
- Literacy

- Communication
- Attention & listening

 





Each person says one word to
create a story.
 
Person 1- One      
Person 2-day
Person 3- there   
Person 4- was 
Person 5- a         
Person 6- giant
Person 7- strawberry   
 

This continues until the 
story is finished. Recap 
the story and then 
it can be acted out.

One Word Story

Key Skills:
- Communication

- Creative thinking
- Attention & Listening



Please find some simple ideas to help
develop your child’s understanding of

a text, their comprehension.
 

Retell
Can you and your child tell you’re the
beginning, middle and end of the story?

 
Paper Character

Can your child draw their favourite 
character or make a paper puppet?

 
 

Reading A Book



Strive for 5
 

Ask 3 remembering questions and 2
questions to make your child think

differently about the story e.g. Which
character in the story built the house
from straw? Who did the wolf visit
first? What was the rhyme that the

pigs replied to the wolf?  If you were
to build a house, what would you use
to stop the house being blown down
by the wolf? If you were the wolf,
what would be your favourite food.



Change The Ending
 

 What would be a better ending to the
story? Tell one another your ideas.

 
Letter Hunt

 
Your child can search for their

sounds/spelling word/words they have
never heard of before.



Skipping Rhymes

Key Skills:
- Literacy

- Communication
- Attention & Listening

 





Maths 
Activities



1. Cut up pieces of paper and write
numeracy questions on one side e.g. 3
x4 or 3+3 depending on ability. On
some pieces write KABOOM!! 
2. Place the pieces of paper on the
floor or table, written side facing
down. 
3. Take turns to pick up a question
and give the answer. If correct, keep
the question, if incorrect then place
back on the floor/table. 
4. Any player who picks up KABOOM!!
Must place all their questions back on
the pile. The winner is the player who
collects the most correct questions
at the end of the game.

Kaboom!
Key Skills:

- Numeracy
- Number recall
- Turn taking

- Attention & listening



Number Bingo

Children use paper or
whiteboards, split paper into 8-
half, then half and then half
again. Then unfold. Children write
numbers depending on stage e.g.
multiples of the 7 times table,
numbers within 20. Numeracy
questions are called out and
children cross off the numbers.

Key Skills:
- Numeracy

- Number recall
- Attention & Listening



This can be played in a group. Set
boundaries for the number
depending on age (between 0 and
50 or 100-200) Each person
takes a turn to ask a question to
illuminate the numbers e.g is the
number odd? Is it a multiple of 5?
Is it higher than 20? Does it have
a 4 in it? etc.

Guess The Number

Key Skills:
- Numeracy

- Place value of
numbers

- Communication
- Attention & Listening



Key Skills:
- Numeracy
- Strategy

- Subtraction
Diffy



Paper 
Activities



Hangman

Key Skills:
-Numeracy
-Strategy

 
 

Key Skills:
- Spelling

- Attention & Listening
- Communication

 
 

Key Skills:
- Fine motor

- Problem solving
 
 

Noughts & Crosses

Paper Aeroplane





- Fold in half both way 
- Fold in both diagonals. Fold corner
to corner to create a diagonal
crease
- Cut excess paper from top
- Fold in all corners.
- Turn over and fold in all corners
- Open the pockets
- On outside write a colour
- Numbers on the inside and under the
flaps can be actions (10 star jumps),
numeracy questions etc.

Fortune Tellers

Key Skills:
- Communication

- Attention & Listening
- Fine motor





What you'll need:
- Paper
- Stapler 
- Coloured pens/pencils
 
Cut the paper into strips and
staple at one end to create your
flip book. Draw a series of
pictures that allow movement
when the pages a flipped through.
 

Flip Book

Key Skills:
- Pencil control

- Creative thinking
- Drawing skills

 





Science
Technology

Engineering
Maths



What you'll need:
- Toy car (optional)       
- Ruler
- Straws
- Cardboard
- Scissors
- Sellotape
- String
Build a bridge which will span a
river 30 cm wide with waves that
reach 15 cm tall. Must be able to
carry a toy car.

Construction Challenge

Key Skills:
- Communication
- Attention & 

Listening
- Problem solving



Paper Plate Maze
What you'll need:
- Paper plate
- Straws
- Glue
- Marble

Key Skills:
- Fine motor

- Prolem solving



What you'll need: 
- Variety of recycled junk
- Twigs
- String
- Sellotape
- Paper
- Pens/pencils
 
Which will float using recycled
junk provided? Then test it to see
how much weight it will carry.

Create A Boat

Key Skills:
- Problem solving

 



THE TALENTCENTER

PRESENTS

Outdoor 
Learning





Mini Beast Hotel
The size and construction of

your bug hotel is only limited by
the materials you have available

and your imagination!
Minibeasts are very relaxed

tenants and will find the places
that appeal to them as long as

there are lots of nice nooks and
crannies to explore, and some

nice rotting bark to munch on.  
If you build a solid foundation you
can always add to your hotel in

stages later on or whenever you
have the right materials to hand.

Have fun and get building!





Transient Art
Use everyday objects to create a

piece of art

Key Skills:
- Fine motor
- Creativity

 



Games



Children can come up with theme for
game e.g. Minecraft, space, jungle.
Draw out course of game, number
the spaces, decide on pitfalls and

benefits.  Make up rules e.g. throw 6
to start, land on a red square move
back 2 spaces etc. decorate, make
counters/characters. Children play

the games- how well do they work, do
they need any adjustments?

Create Your own Board Game

Key Skills:
- Communication
- Problem solving
- Attention & 

Listening
- Strategy



Walk The Plank
Use the tape to mark out
lines on the floor and see
if the you can walk along
and keep your balance

Tape Games

Maze
If you’re able to create enough

space on the floor, constructing a
tape maze can be a great indoor
activity. Design a simple maze for

toddlers or add dead ends 
to challenge older kids.

 

Key Skills:
-Strategy

- Gross motor
 



Number Maze
This is a good variation for 
children who are learning 

number recognition and counting
skills. Mark numbers along the maze

route the child can follow in the
correct order from start to exit.

The Dribbler
Can the kids dribble a small ball

through the maze without crossing
any of the tape lines? Get a timer

and mark how long it takes the kids
to move the ball through the maze

then challenge them to improve their
time.

Key Skills:
-Numeracy
-Strategy

- Gross motor
 



Chalk Activities

Noughts and 
Crosses Hopscotch

Chalk Body
 

Draw around
someone and fill in
their body parts



Spelling
Pass the ball whilst each calling
out a letter to spell a word.

Numeracy
When passing the ball, call out a

calculation. The person who
catches it must answer

correctly.

Ball Games



Who can roll the marble closest
to the target (knock your
opponent out of the way).
 
Addition and
subtraction 
games.
 
Make your 
own 
marble run.

 

Marbles

Safety Note:
Choking hazard for
younger children.



Dominoes
Key Skills:
- Strategy
- Numeracy
Fine motor



Ring Toss
What you'll need:
- Paper plates
- Cardboard tubes
- Glue/Sellotape
- Scissors
 

Key Skills:
- Fine motor

- Gross motor
- Problem solving



card 
games



Pairs
Shuffle and spread cards face down on a table

between the players. Cards can be laid in a
random pattern or in a grid. The object of the
game is to find matching pairs. Players take

turns turning over two cards and letting all the
players see them and study them. If they are

not a matching pair, try to remember what and
where they are, then turn them back over. The
next player turns over two cards. If they are a
matching pair, that player removes them from
the table and keeps them, and then has another
turn. When all cards have been removed from
the table, each player counts up the number of
cards they have collected. The player with the

most cards wins.
 

Older children can use the whole deck of 52
cards, but younger children may want to use

fewer cards.

Key Skills:
- Strategy
- Memory

- Fine motor



Deal out all the cards facedown on the table.
Players take turns to flip over 2 cards. If
they flip over a pair that matches, they win
the pair and get to have another go. If not,
the next player takes a turn.
If you are playing with a standard set of
cards, you can either allow matching the
same number and same colour card or just
the same value.
At the end, the player with the most cards
wins.

Ages: 3+
Players: 2–4
 
How to Play

 
Variations
You can also play Memory as a one-player game.
Use a timer to try and get as many pairs as
possible in 3 minutes. Try and beat your own
score (or someone else's).

Memory



Deal 5 cards to each player. Place the
remaining cards in a stack in the centre, and
flip over the top card to create a face-up
card pile.
Each player takes a turn to play either the
same suit or same number on top of the
face-up card, or an 8. An 8 can be played on
any card, and the player playing it chooses
what suit the next player has to play.
The first player to get rid of all their cards
wins.

Ages: 4+
Players: 2–5
 
 
How to Play
 

Crazy Eights



Aces are worth either 1 or 11 points
Jacks, Queens and Kings are worth 10 points.
Other cards are worth the number stated
on the card.

Ages: 6+
Players: 2–10 
 
How to Play
There are many variations of this game. This is
a simple version that is suitable for older
children who are familiar with addition and
subtraction. The aim of the game is to get
cards that add up to 21, but no more. Cards are
worth the following amounts:
 

 

Twenty One



Shuffle the cards and deal 2 to each player.
Each player looks at their hand and either
decides to stick (meaning they don't want
any more cards) or tells the dealer they
want another card. A player can keep asking
for another card for as long as they want.
However, if at any time the value of the
cards in their hand adds up to more than 21,
they immediately lose.
At the end, after all players have stuck,
remaining players must show their hand.
The winner is the player whose cards add up
to the closest to 21.

Here's how a round of play goes:



We are always interested in
hearing your feedback. 

Use the QR code below to
complete our form.


