Name

Pattern Detective

Date

Study the numbers in each case. What rule connects them?

@Q Detective tip: the rule must work for every jump, not only the first one.

2

Ko 2

CASE 1 THE EVIDENCE W THE EVIDENCE
+5 +5 +5 ? ? ?
/> 7 > > > 7> 7~ >

CIRCLE THE RULE

(®) Multiply by 2
(©) Add 10

+

CIRCLE THE RULE

@ Subtract 4
(B) Subtract 2
(©) Divide by 2

THE EVIDENCE

BIoIOID

CIRCLE THE OPERATION

POE® runber

N

—Q—

THE EVIDENCE
?

CASE 4
? ?
S -~ >

/?\>

CIRCLE THE OPERATION

&G (®) (+) Number:

Rule: Rule:
e <
THE EVIDENCE THE EVIDENGE
? ? ? ? ? ? ?
SN SN Y 77> S 7N /0
2)(a)(6](8](10] [40] [35] [30] [25]
Rule: Rule:

HOW DO YOU KNOW?

HOW DO YOU KNOW?

ANIMAL MATH

@)
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Name

Pattern Detective

Date

7op SECREL

Study the numbers in each case. What rule connects them?

@Q Detective tip: the rule must work for every jump, not only the first one.

2

CIRCLE THE RULE

(A) Multiply by 2
(®) Add 4
(©) Add 8

+

f — —0—
CASE 1 THE EVIDENCE W THE EVIDENCE
? ? ? ? ? 2
7> 7 > > > 7> 7~ >

|30] l27] '24' l21l
(A) Subtract 3
(B) Subtract 7

(©) Divide by 3

THE EVIDENCE

ok
s

Sioio

CIRCLE THE OPERATION

POE® runber

Rule:

—Q—

CASE 4
?
/\>

7 .
> >
CIRCLE THE OPERATION

&G (®) (+) Number:

—Q—

THE EVIDENCE
?

THE EVIDENCE
?

CASE 5
?
A A

o w0 s s

Rule:

HOW DO YOU KNOW?

N

Rule:

W’o THE EVIDENCE
? ? ?
12

Rule:

HOW DO YOU KNOW?

ANIMAL MATH

(2)
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Name

Pattern Detective

Date

7op SECREL

Study the numbers in each case. What rule connects them?

@Q Detective tip: the rule must work for every jump, not only the first one.

2

CIRCLE THE RULE

(®) Multiply by 2
(© Add 6

+

f — —0—
CASE 1 THE EVIDENCE W THE EVIDENCE
+8 +8 +8 ? ? ?
/> 7 > > > 7> 7~ >

l81]l27]l9|'3|
(A) Subtract 54
(B) Divide by 3
(©) Divide by 9

Ko 2

THE EVIDENCE

s w

CIRCLE THE OPERATION

POE® runber

Rule:

—Q—

—Q—

THE EVIDENCE
?

CASE 4
? !
S -~ >

?

CIRCLE THE OPERATION

&G (®) (+) Number:

THE EVIDENCE
?

?
Y 7D

e (3

CASE 5

Binic

Rule:

HOW DO YOU KNOW?

N

Rule:

W THE EVIDENCE
? ? ?
> 7S /0
00| (88 (76| (64

Rule:

HOW DO YOU KNOW?

ANIMAL MATH

(3)
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Name

Pattern Detective

Date

7op SECREL

Study the numbers in each case. What rule connects them?

@Q Detective tip: the rule must work for every jump, not only the first one.

2

CIRCLE THE RULE
(A) Multiply by 2
(®) Add 6

(©) Add 12
+

f — —0—
CASE 1 THE EVIDENCE W THE EVIDENCE
? ? ? ? ? 2
7> 7 > > > 7> 7~ >

CIRCLE THE RULE
(A) Divide by 2
(B) Subtract 32
(©) Divide by 4

THE EVIDENCE

ok
s

Bloic

CIRCLE THE OPERATION

POE® runber

Rule:

—Q—

CASE 4
?
/\>

CIRCLE THE OPERATION

&G (®) (+) Number:

Rule:

—Q—

THE EVIDENCE
?

THE EVIDENCE
?

CASE 5
?
A A

BoIBIoI0

Rule:

HOW DO YOU KNOW?

N

THE EVIDENCE

Rule:

HOW DO YOU KNOW?

ANIMAL MATH

(4)
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Name

Pattern Detective

Date

Study the numbers in each case. What rule connects them?

@Q Detective tip: the rule must work for every jump, not only the first one.

2

-~ >
o) (1] [27] [36]

CIRCLE THE RULE

f — —0—
CASE 1 THE EVIDENCE W THE EVIDENCE
? ? ? ? ? ?
/> 7 > S 7~ > -~/ >

CIRCLE THE RULE

(A Add9 (A) Subtract 36
(® Multiply by 2 (B) Divide by 9
(©) Add 18 (©) Divide by 3
—Q— — —O0—

THE EVIDENCE

Ko 2
>

e

CIRCLE THE OPERATION

POE® runber

Rule:

—Q—

THE EVIDENCE
?

CASE 4
? ?
S -~ >

CIRCLE THE OPERATION

&G (®) (+) Number:

THE EVIDENCE

CASE 5
>

W

Rule:

HOW DO YOU KNOW?

N

Rule:

? ? ?
2
Rule:

HOW DO YOU KNOW?

ANIMAL MATH

(5)
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Name

Pattern Detective

Date

7op SECREL

Study the numbers in each case. What rule connects them?

@Q Detective tip: the rule must work for every jump, not only the first one.

2

é \
F
? ? ? ? ? ?
7 > N 7S /0

7)) [21] (28]  [s0] (40] (20 [10]
CIRCLE THE RULE CIRCLE THE RULE

(A) Add 14 (A) Subtract 40

® Add7 (8) Divide by 4

(© Multiply by 2 (©) Divide by 2

—Q— — —Q—
THE EVIDENCE CASE 4 THE EVIDENCE
m? . : .? ? :
N 7N /N S

2 [6) 8
CIRCLE THE OPERATION CIRCLE THE OPERATION
@ @ @ @ Number: @ @ @ @ Number:
Rule: Rule:

? <D
THE EVIDENCE THE EVIDENGE
? ? ? ? ? 2 ? 2
S 7> 7> 7> Y N N N
‘25| (50 (75 [100] 28] (3|6 [12] 24] as)
Rule: Rule:
HOW DO YOU KNOW? HOW DO YOU KNOW?
\\ y

ANIMAL MATH

(6)
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© 2026 Eggroll Games



Name Date

Pattern Detective

Study the numbers in each case. What rule connects them?

@Q Detective tip: the rule must work for every jump, not only the first one.

é \
F
+125 +125 +125 ? ? ?
/S > 7> > 7 7 >
ws w0 s 0w w s
CIRCLE THE RULE CIRCLE THE RULE
(A Multiply by 2 (A) Subtract 162
(® Add125) (®) Divide by 3
(©) Add 250 (©) Divide by 9
—O- _ —Q—
W THE EVIDENCE CASE 4 THE EVIDENCE
i . : .? ? :
S 7S /> /> > 7>
2] (8] =) 525
CIRCLE THE OPERATION CIRCLE THE OPERATION
@ @ @ @ Number: @ @ @ @ Number:
Rule: Rule:
? <
THE EVIDENCE THE EVIDENGE
? ? ? ? ? ? ?
> 2 > > S I 7 N
@ ' 60 | ' 600 | 6000 &OO] EOO &00] | 50 , l 25 '
Rule: Rule:
HOW DO YOU KNOW? HOW DO YOU KNOW®
\ y

Find worksheets, teacher tools, and more at animalmath.com
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Name

Pattern Detective

Date

7op SECREL

Study the numbers in each case. What rule connects them?

@Q Detective tip: the rule must work for every jump, not only the first one.

2

é \
F "O‘
THE EVIDENCE W THE EVIDENCE
? ? ? ? ? ?
/> > 7 /7 >

00| (100 (20 [ 4]
CIRCLE THE RULE CIRCLE THE RULE

(A) Add 150 (&) Subtract 400

(® Multiply by 2 (B) Divide by 5

(©) Add 300 (©) Divide by 10

—O— S —Q—
THE EVIDENCE CASE 4 THE EVIDENCE
m? . : [ 2= < ] ? :
S 7S /> /> > 7>

3] [12] (a8
CIRCLE THE OPERATION CIRCLE THE OPERATION
@ @ @ @ Number: @ @ @ @ Number:
Rule: Rule:

? <D
THE EVIDENCE THE EVIDENGE
? ? ? ? ? ? ? ?
> 7> 7> 7> O YW YW aSraY
18 36| [54] (72] [90] E” @so &o] ‘a0 20
Rule: Rule:
HOW DO YOU KNOW? HOW DO YOU KNOW?
\ y

ANIMAL MATH

(8)
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Name

Date

Pattern Detective

Study the numbers in each case. What rule connects them?

[Q Detective tip: the rule must work for every jump, not only the first one.

)

\

/
\

e N
THE EVIDENCE THE EVIDENCE
5 5 5 ? ? ?
5] (0] (5] [20] (20 (18] [16] 14
CIRCLE THE RULE CIRCLE THE RULE
(A Subtract 4
(® Multiply by 2 (®) Subtract 2
L (© Add 10 JAN (© Divide by 2
4 N [
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
> 7~y 7> > 7~y 7>
3] e 9] 2] [s0] a0 [30] 20
CIRCLE THE OPERATION CIRCLE THE OPERATION
PO e | DOEE e
Rule: Rule:
N\ 2RNE
e N
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ? ?

Y 7Y 7 7> S 7 7>
2] (a]le][8][10] | [40] [35] [30] |25
Rule: Rule:

HOW DO YOU KNOW? HOW DO YOU KNOW?
N\ 2RNE

/
\

J

NIMAISMATH

@]
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Name

Date

Pattern Detective

Study the numbers in each case. What rule connects them?

[Q Detective tip: the rule must work for every jump, not only the first one.

)

e N [ R
THE EVIDENCE THE EVIDENCE
2 2 2 2 2 2
S S 7> S S 7>
a8 [12) (6] [s0] [27] (24 [21]
CIRCLE THE RULE CIRCLE THE RULE
@ Multiply by 2 @ Subtract 3
® Add 4 (® Subtract 7
\© Add 8 p \© Divide by 3 )
e N [ ™
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
S 7 7> S 7 7>
2] (a8 (1] 8][4 [2]
CIRCLE THE OPERATION CIRCLE THE OPERATION
PO wme | DODE wmer
Rule: Rule:

I\ ), ),
-~ N [ R
THE EVIDENCE THE EVIDENCE

? ? 2 ? 2 2 2
Y Y I N Y 7>
[10 [zoj [30] [40] [50] [24] [zo] [ 16 ] [ 12 ]
Rule: Rule:
HOW DO YOU KNOW? HOW DO YOU KNOW?
I\ L ),

NIMAISMATH

Find worksheets, teacher tools, and more at animalmath.com
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Name

Date

Pattern Detective

Study the numbers in each case. What rule connects them?

[Q Detective tip: the rule must work for every jump, not only the first one.

)

\

/
\

e N
THE EVIDENCE THE EVIDENCE
8 8 8 ? ? ?
8] (1] (2a] [32] (&) [27][9][3
CIRCLE THE RULE CIRCLE THE RULE
(A Subtract 54
(® Multiply by 2 (® Divide by 3
\© Add 6 p \© Divide by 9
4 N
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
> 7~y 7> > 7~y 7>
5] [15) (as] [135]  [ea] (56 (48] [40
CIRCLE THE OPERATION CIRCLE THE OPERATION
PO e | DOEE e
Rule: Rule:
N\ J
e N
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ? ?

Y 7Y 7 7> S 7 7>
2] a](8][1](32] | [100] [88] (7] [6a)
Rule: Rule:

HOW DO YOU KNOW? HOW DO YOU KNOW?
N\ J

/
\

J

NIMAISMATH

(3)

Find worksheets, teacher tools, and more at animalmath.com

© 2026 Eggroll Games



Name

Date

Pattern Detective

Study the numbers in each case. What rule connects them?

[Q Detective tip: the rule must work for every jump, not only the first one.

)

\

/
\

" N [
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
N 7Y 7> N 7Y 7>
6 [12) (18] [2a] | [ea] (32 [16] (8
CIRCLE THE RULE CIRCLE THE RULE
(A Multiply by 2 (A) Divide by 2
(® Add6 (® Subtract 32
L (© Add 12 JAN (© Divide by 4
4 N
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
N Y 7> N Y 7>
3/ [9) (27] (8] | [o0] (&1 [72] 63
CIRCLE THE OPERATION CIRCLE THE OPERATION
DOEE mmwe | DO@E e
Rule: Rule:
\_ J
" N [
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ? ?
N N Y Y 7S 7N 7 >
[ 5 [10] [zo] [40] [80] [110] [99] [88] [77]
Rule: Rule:
HOW DO YOU KNOW? HOW DO YOU KNOW?
\_ O\l

/
\

J

NIMAISMATH

(1)
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Name

Date

Pattern Detective

Study the numbers in each case. What rule connects them?

[Q Detective tip: the rule must work for every jump, not only the first one.

)

\

/
\

e N [
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
S 7 7> S 7 7>
9 (18 (27 (36 | [sa] (18] 6 2]
CIRCLE THE RULE CIRCLE THE RULE
(A Add 9 (A Subtract 36
(® Multiply by 2 (®) Divide by 9
L (© Add 18 JAN (© Divide by 3
4 N
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
S 7 7> S 7 7>
4 (8 [t (32 [75] 60 (45 (30
CIRCLE THE OPERATION CIRCLE THE OPERATION
DOEE mwme | DOEE wmer
Rule: Rule:
\ J
e N [
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ? ?
Y 7> 7> 7> T 7 >
7 (14 [21)[28) (35| (96 (48] (24 [12 ]
Rule: Rule:
HOW DO YOU KNOW? HOW DO YOU KNOW?
\ L

/
\

J

NIMAISMATH

(5)
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Name

Date

Pattern Detective

Study the numbers in each case. What rule connects them?

[Q Detective tip: the rule must work for every jump, not only the first one.

)

e N [ R
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
> 7~y 7> > 7~y 7>
4 (21 80 (40 [20] [10
CIRCLE THE RULE CIRCLE THE RULE
(A Add 14 (A Subtract 40
(® Add 7 (® Divide by 4
L (© Multiply by 2 JAN (© Divide by 2 )
e N [ A
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
> 7~y 7> > 7~y 7>
2] 6] (18 120] [108] (96 (84
CIRCLE THE OPERATION CIRCLE THE OPERATION
DOEE mwme | DOEE wmer
Rule: Rule:

\ L _/
e N [ R
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ? ? ?

S 7> 7> 7> S 7> 7> 7>
(25| (50 (75 (100] [125] | [3|[6 | 12 24) 48]

Rule: Rule:
HOW DO YOU KNOW? HOW DO YOU KNOW?
\ L _/

NIMAISMATH

(6)
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© 2026 Eggroll Games



Name

Date

Pattern Detective

Study the numbers in each case. What rule connects them?

[Q Detective tip: the rule must work for every jump, not only the first one.

)

/

G

+125

THE EVIDENCE
+125 +125

2] (250) (375 s

CIRCLE THE RULE

(A Multiply by 2

\

/

G

?

THE EVIDENCE
?

[24:'5\[> 817\{277\69 |

CIRCLE THE RULE

@ Subtract 162

?

\

/
\

THE EVIDENCE
?

CASE 3

? ?

2 (8] (m) (m

CIRCLE THE OPERATION

OO EE  Number

(® Add125) (® Divide by 3
L (© Add 250 JAN (© Divide by 9
- N

THE EVIDENCE

CASE 4
? ?

[90@755\[250]/\[;25]

CIRCLE THE OPERATION

OO EE  Number

?

-

HOW DO YOU KNOW?

J

Rule: Rule:

\ L

4 N [

THE EVIDENCE THE EVIDENCE

? ? ? ? ? ? ?
S 7 7> Y Y 7Y 7

@ [60] [600] 6000 [400 [200] [100] [50] [25]
Rule: Rule:

HOW DO YOU KNOW?

-

/
\

J

LEINIMATEMATH

Find worksheets, teacher tools, and more at animalmath.com
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Name

Date

Pattern Detective

Study the numbers in each case. What rule connects them?

[Q Detective tip: the rule must work for every jump, not only the first one. j
4 N [ I
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
> > > > > >
300/ (450, 500/ [100] [20] [ 4 |

CIRCLE THE RULE CIRCLE THE RULE

(A) Add 150 (A Subtract 400

(® Multiply by 2 (® Divide by 5
S (© Add 300 )L (© Divide by 10 )
4 N ™

THE EVIDENCE THE EVIDENCE

? ? ? ? ? ?
> > > > > >
5w (e w2 o (s o] (s

CIRCLE THE OPERATION CIRCLE THE OPERATION

OO wmwe || OODE e

Rule: Rule:

- 2RNG J
4 N [ I
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ? ? ?

Y 7Y 7> 7> Y 7> 7> 7>
18| (36 (54 (72] (90| | [320] [160| (80 | 40 (20

Rule: Rule:
HOW DO YOU KNOW? HOW DO YOU KNOW?
- 2RNG J

NIMAISMATH

Find worksheets, teacher tools, and more at animalmath.com
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ANSWER KEY

Pattern Detective

Study the numbers in each case. What rule connects them?

[ Q Detective tip: the rule must work for every jump, not only the first one.

]

-

/"5\> /"5\>
1

s (1) (1) (20

CIRCLE THE RULE

(® Multiply by 2
L (© Add 10

/
? ?
-~ N -~/ >

BinioiH

CIRCLE THE OPERATION

OO E nmber 3

Add 3

\

THE EVIDENCE
+5

/

\

THE EVIDENCE
?

Rule:
\
4

Bl

lolololo

Add 2
HOW DO YOU KNOW?

/

\

THE EVIDENCE
?

? ?

Each number is 2 more than the one before it.

-

NIMAISMATH

J

@]

-

CASE 2

? ? ?

[zoﬁmﬁwﬁm )

CIRCLE THE RULE

(A Subtract 4

@ Subtract 2)

L (© Divide by 2

THE EVIDENCE

\

-

CASE 4

?

THE EVIDENCE
?

[5oﬁ4oﬁ3oﬁzo]

CIRCLE THE OPERATION

@@ (£) Number: 10

Rule: Subtract 10

?

/
\

THE EVIDENCE
?

[407?357\{307?25 )

Rule: Subtract5

.

? ?

HOW DO YOU KNOW?

Each number is 5 less than the one before it.

-

/
\

J

Find worksheets, teacher tools, and more at animalmath.com

© 2026 Eggroll Games



ANSWER KEY

Pattern Detective

Study the numbers in each case. What rule connects them?

[ Q Detective tip: the rule must work for every jump, not only the first one.

]

THE EVIDENCE
?

>

8 | [12) 16

CIRCLE THE RULE

@ Multiply by 2

\

THE EVIDENCE

CIRCLE THE OPERATION

DOEE rmber: 2

/
\

| Rule: Multiply by 2
[165E26jf26jf26jf20]

Rule: Add 10

HOW DO YOU KNOW?

Each number is 10 more than the one before it.

-

/
\

J

NIMAISMATH

(2)

4 ™\
THE EVIDENCE
? ? ?
N N N
[30] [27] [24] [21]
CIRCLE THE RULE
@ Subtract 3)
(® Subtract 7
L (© Divide by 3 p
4 ™\
THE EVIDENCE
? ? ?
N N N
6] (8 (4 (2]
CIRCLE THE OPERATION
@ @ @ Number: 2
Rule: Divide by 2
J
4 ™\
THE EVIDENCE
? ? ?
N N N
[24] [zo] [16] [12]
Rule: Subtracty
HOW DO YOU KNOW?
Each number is 4 less than the one before it.
\ J

Find worksheets, teacher tools, and more at animalmath.com
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ANSWER KEY

Pattern Detective

Study the numbers in each case. What rule connects them?

[ Q Detective tip: the rule must work for every jump, not only the first one.

]

/
THE EVIDENCE
+8 +8 +8
S S 7>

16 [2a] (32

CIRCLE THE RULE

(A Add 8
(® Multiply by 2
L (© Add 6

\

-

CASE 3 THE EVIDENCE

?

? ?
> -~ >
1

s (1) [as) (s

CIRCLE THE OPERATION

OOEE rmber 3

Multiply by 3

Rule:
\

/
\

THE EVIDENCE
?

/

Bl

lololola

Multiply by 2
HOW DO YOU KNOW?

? ?

Each number is double the one before it.

-

/
\

J

NIMAISMATH

4 N\
THE EVIDENCE
? ? ?
N N N

81 (27 (9] 3]
CIRCLE THE RULE
(A Subtract 54
((® Divide by 3 )

L (© Divide by 9 )
4 N\
THE EVIDENCE
? ? ?

N N N
[64] [56] [48] [40]

CIRCLE THE OPERATION
@ @ @ Number: 8
Rule: Subtract$8
J
4 N\
THE EVIDENCE
? ? ?
N N N
@od] [88] [76] [64]
Rule: Subtract 12
HOW DO YOU KNOW?
Each number is 12 less than the one before it.
\ J

Find worksheets, teacher tools, and more at animalmath.com
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ANSWER KEY

Pattern Detective

Study the numbers in each case. What rule connects them?

[ Q Detective tip: the rule must work for every jump, not only the first one.

]

-

CASE 1 THE EVIDENCE

? ?

N N

6 (1] [w

CIRCLE THE RULE

@ Multiply by 2

!

\

THE EVIDENCE
?

e () (m

CIRCLE THE OPERATION

OOEE rmber 3

/
\

L Rule: Multiply by 3
Y Y I
5 (10 (20) (40) 80|
Rule: Multiply by 2

HOW DO YOU KNOW?

Each number is double the one before it.

-

/
\

J

NIMAISMATH

4 N\
THE EVIDENCE
? ? ?
N N N
64 (32] [16) 8]
CIRCLE THE RULE
((® Divide by 2 )
(®) Subtract 32
L (© Divide by 4 )
4 N\
THE EVIDENCE
? ? ?
N N N
[90] [31] [72] [63]
CIRCLE THE OPERATION
@ @ @ Number: 9
Rule: Subtract9
J
4 N\
THE EVIDENCE
? ? ?
N N N
110] (99 (88| [77]
Rule: Subtract 11
HOW DO YOU KNOW?
Each number is 11 less than the one before it.
\ J

Find worksheets, teacher tools, and more at animalmath.com

© 2026 Eggroll Games

(4)



ANSWER KEY

Pattern Detective

Study the numbers in each case. What rule connects them?

[ Q Detective tip: the rule must work for every jump, not only the first one.

]

NIMAISMATH

4 N ™\
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
N N N N N N
SIRLIRED 54 (18] (6] 2
CIRCLE THE RULE CIRCLE THE RULE
(A Subtract 36
(® Multiply by 2 (®) Divide by 9
_© Add18 ) [ (© Divide by 3 ) b
4 N ™\
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
N N N N N N
4 [8] (1] [32] | (75 [0 [45] 30
CIRCLE THE OPERATION CIRCLE THE OPERATION
@ @ @ Number: 2 @ @ @ Number: 15
Rule: Multiply by 2 Rule: Subtract 15
\ J J
4 N ™\
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ? ?
Y Y I N Y 7>
7 )[4 [21](28)(35] | (96 (48] [2a] (12
Rule: Add?7 Rule: Divide by 2
HOW DO YOU KNOW? HOW DO YOU KNOW?
Each number is 7 more than the one before it. Each number is half of the one before it.
\ 2N J

Find worksheets, teacher tools, and more at animalmath.com
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ANSWER KEY

Pattern Detective

Study the numbers in each case. What rule connects them?

[ Q Detective tip: the rule must work for every jump, not only the first one.

]

?

>

) (2]

CIRCLE THE RULE

THE EVIDENCE

\

THE EVIDENCE

CIRCLE THE OPERATION

OOEE rmber 3

/
\

Rule: Add 25

HOW DO YOU KNOW?

Each number is 25 more than the one before it.

-

Rule: Multiply by 3
-
THE EVIDENCE
? ? ? ?
Y 7Y 7Y 7
25| (50| (75 (100 [125]

J

NIMAISMATH

(6)

-

CASE 2

? ? ?

[807\{407\62 oﬁm )

(A Subtract 40
(® Divide by 4

(© Divide by 2 )

THE EVIDENCE

\

-

CASE 4

?

THE EVIDENCE
?

[1207\605\6 96ﬁ84]

CIRCLE THE OPERATION

OO @ rumber: 12

Rule: Subtract 12

?

/
\

/
\

/)
N

-

THE EVIDENCE
?

CASE 6

? ? ?

{ 3ﬁ6ﬁ12ﬁ24ﬁ48}

Rule: Multiply by 2

HOW DO YOU KNOW?

Each number is double the one before it.

J

Find worksheets, teacher tools, and more at animalmath.com
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ANSWER KEY

Pattern Detective

Study the numbers in each case. What rule connects them?

[ Q Detective tip: the rule must work for every jump, not only the first one.

]

-

CASE 1

+125

THE EVIDENCE
+125

> > o~ >
125 (250] (375
® tply by 2
(® Add125)

L (© Add 250

+125

\

-

CASE 3

?

THE EVIDENCE
?

2 (8] (m) (m

CIRCLE THE OPERATION

OOEE tumber: 4

Multiply by 4

?

Rule:
\

.

?

THE EVIDENCE

? ?

@/\6607\[20(5\2000

Multiply by 10

Rule:

HOW DO YOU KNOW?

Each number is 10 times the one before it.

-

/
\

/)
N

-

CASE 2

?

THE EVIDENCE
?

[2437\[> 817\{277\{9 )

CIRCLE THE RULE

(A Subtract 162
((® Divide by 3 )

L (© Divide by 9

?

\

-

CASE 4

?

THE EVIDENCE
?

[90@755\[250]/\[;25]

CIRCLE THE OPERATION

®® @ Number: 125

Rule: Subtract 125

?

/
\

CASE 6

?

THE EVIDENCE
?

400) (200 (100 (50| ()

Rule: Divide by 2

? ?

HOW DO YOU KNOW?

Each number is half of the one before it.

J

LEINIMATEMATH

-

/
\

J
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ANSWER KEY

Pattern Detective

Study the numbers in each case. What rule connects them?

[ Q Detective tip: the rule must work for every jump, not only the first one.

]

NIMAISMATH

4 N ™\
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?
N N N N N N

300] (450 500 (100 [20] [ 4
CIRCLE THE RULE CIRCLE THE RULE
(® Add 150 ) (® Subtract 400
(® Multiply by 2 (® Divide by 5 )

S (© Add 300 JAN (© Divide by 10 )
4 N ™\
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ?

N N N N N N
e w (w2 om0 () (s

CIRCLE THE OPERATION CIRCLE THE OPERATION
@ @ @ Number: 4 @ @ @ Number: 150
Rule: Multiply by 4 Rule: Subtract 150
\ J J
4 N ™\
THE EVIDENCE THE EVIDENCE
? ? ? ? ? ? ? ?
Y Y I Y Y I
[18 [36] [54] [72] [90} [320] [160] [so] [40] [zo]
Rule: Add 18 Rule: Divide by 2
HOW DO YOU KNOW? HOW DO YOU KNOW?
Each number is 18 more than the one before it. Each number is half of the one before it.
\ 2N J
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