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Teaching and learning activities
Early Arithmetical Strategies
	Emergent
	Teddy walk the plank
Ten frames

Teddy race 8

	Perceptual
	Jigsaw to 30

	Figurative

	Add on 2
Subtract 2

Doubles Bingo

Clear the little board

Dice graph

Race to the pool

Teddy jumpers

	Counting on and back
	Add on 20

Triangular puzzle

Clear the big board


Multiplication and Division

	Level 2
	Cats
Sharing counters between friends

Arrays in a row

	Level 3
	X 3 Bingo

	Levels 4/5
	Four in a row, Version 1

Four in a row
Four in a row, Version 2

Triple dice multiplication

Dividing dice scoreboard


Place Value

	Level 1
	Jigsaw to 100 with missing numbers

	Level 2
	Addition, four in a row to 20
Addition, four in a row to 40

Subtraction, four in a row to 20

Subtraction, four in a row to 35


Teddy walk the plank
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Teddy walk the plank
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Two students choose one end of the “plank” each.

Place the Teddy/crocodile/dinosaur on the middle step. 

Students take turns to roll a 6-sided dice and then “walk” the token towards their end of the plank, moving the number of steps indicated by the dice.

First student to move the token over their last step is the winner.

Ten Frame cards

	
	
	
	
	

	
	
	
	
	


	
	
	
	
	

	
	
	
	
	


	
	
	
	
	

	
	
	
	
	


Teddy Bears’ Race
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Jigsaw to 30

	1
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	3
	4
	5
	6
	7
	8
	9
	10

	11
	12
	13
	14
	15
	16
	17
	18
	19
	20

	21
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	23
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	25
	26
	27
	28
	29
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Add two

Materials: Game board, 10-sided dice, counters for each player.

To play: Two or three players share a game board, Players take turns to roll the dice, add 2 and use their coloured counters to cover the answer. Use 0 as 10. First player to get four counters in a row or four counters in a square is the winner.

	3
	8
	4
	9

	10
	5
	7
	11

	6
	0
	3
	8

	4
	9
	5
	10

	7
	6
	12
	6


Subtract two

Materials: Game board, 10-sided dice, counters for each player.

To play: Two or three players share a game board, Players take turns to roll the dice, subtract 2 and use their coloured counters to cover the answer. Use 0 as 10. If 1 is thrown, take a free throw. First player to get four counters in a row or four counters in a square is the winner.
	6
	2
	5
	7

	0
	1
	4
	3

	2
	7
	8
	0

	5
	3
	1
	6

	4
	8
	4
	3


Doubles Bingo 




Doubles Bingo

	8
	12
	6
	12
	10
	
	16
	4
	18
	10
	12

	4
	14
	10
	2
	18
	
	6
	2
	14
	0
	4

	8
	14
	0
	16
	0
	
	12
	0
	4
	8
	18

	2
	12
	4
	18
	14
	
	14
	2
	10
	6
	16

	18
	8
	16
	6
	0
	
	20
	8
	16
	8
	10

	How to play: One card for each student and a ten-sided die for two or three students to share.  Take turns to roll the die and double the number. Place a counter on the answer.  First to cover four numbers in a row (horizontal, vertical or diagonal) is the winner.
	
	How to play: One card for each student and a ten-sided die for two or three students to share.  Take turns to roll the die and double the number. Place a counter on the answer.  First to cover four numbers in a row (horizontal, vertical or diagonal) is the winner.


Clear the little board

	· 2-4 players

· The players need a board and 6 counters each




· The group needs 2 dice.

Each player puts their 6 counters on any numbers in a row on their board.

Players take turns to throw the 2 dice and find the total.

All players can remove a counter from the board if they have a counter on that number.

The first player to clear their counters is the winner of the round.

Syllabus NS1.2, CMIT EAS Figurative
	[image: image2.wmf]
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	3
	4
	5
	6
	7
	8
	9
	10
	11
	12


Two students have a sheet each, take turns to roll two dice and add. Both students colour one square as each answer is given. The two students’ graphs should be the same. Students keep playing until a winning number has been identified. Extension: Explain which number should “win”.

Dice graph
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	4
	5
	6
	7
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Dice graph
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	3
	4
	5
	6
	7
	8
	9
	10
	11
	12


Make Ten!

Find two or three numbers, side by side, across or down, which can be added together to make 10

Mark these and continue until all of the numbers have been marked.

	3
	7
	2
	3
	5
	9
	4

	1
	6
	4
	7
	3
	1
	6

	8
	5
	5
	2
	7
	8
	2

	1
	6
	4
	1
	5
	4
	1

	3
	2
	6
	3
	3
	4
	9

	7
	2
	3
	1
	6
	8
	0

	1
	8
	1
	5
	5
	2
	1


Syllabus reference NS1.2

CMIT Early Arithmetical Strategies, Counting on

Target dice

Materials: two dice and recording paper for each group of three or four players.

To play:

Each group of three or four players is given a target number, e.g. 33.

The players take turns to roll the two dice, e.g. six-sided and ten-sided dice. Each time the dice are thrown, the players decide whether to add or subtract the two numbers, and then record the answer. Players keep a cumulative total of their scores.

After four turns, the player who is closest to the target number is the winner.

Adapting the activity: different dice could be used for ability groups, with a lower target for two six-sided dice.

Add on 20

	29
	27
	21
	28
	20

	26
	22
	29
	25
	28

	29
	28
	24
	25
	22

	26
	25
	28
	27
	24

	27
	20
	24
	21
	23


Play in pairs or small groups.

Materials: one game board for each student, a container of counters, a ten-sided die.

How to play: students take turns to roll the die, look at the number, and then add on 20. They place a counter on the answer. First to get three or four counters in a row, horizontally, vertically or diagonally, is the winner.

Syllabus reference: NS1.2

Puzzle

Write the numbers 1 to 9 in the circles on the triangle so that each side of the triangle adds up to the same total. You can use each number once. You may be able to find several answers.

(Hint: Write the numbers 1-9 on small paper circles or squares and move these around the triangle until you find a solution)

[image: image1]
Clear the big board

	· 2-4 players

· Each player needs a board and 6 counters




· The group needs 3 dice.

Each player puts 6 counters wherever they like on their board.

Players take turns to throw the 3 dice and find the total.

All players can remove a counter from their boards if they have a counter on that number.

The first player to clear their board is the winner of the round.


	[image: image3.wmf]
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	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18


Note: Enlarge to A3 size. Syllabus reference NS1.2; CMIT reference EAS Counting-on-and-back

Cats

[image: image4.wmf]
I have five chairs with three cats on each chair

How many cats do I have altogether?

Cups
[image: image5.png]



I have four cups with _____  _____ in each cup.

How many ____ do I have altogether?

Bags

[image: image6.jpg]



I have _____ bags with _____  _____ in each bag. 

How many ____ do I have altogether?

[image: image7.png]


 Sharing counters between friends [image: image8.wmf]
	Sharing
	How many each?
	How many left over?

	Share 6 counters between 2 friends 


	
	

	Share 10 counters between 2 friends 


	
	

	Share 9 counters between 3 friends 


	
	

	Share 11 counters between 2 friends 


	
	

	Share 13 counters between 4 friends 


	
	

	Share 11 counters between 3 friends 
	
	


	Sharing counters between friends
	How many each?
	How many left over?

	Share 17 counters between __ friends
	
	

	Share 21 counters between _​​_ friends
	
	

	Share 11 counters between _​​_ friends
	
	

	Share 18 counters between _​​_ friends
	
	

	Share 15 counters between _​​_ friends
	
	

	Share 23 counters between _​​_ friends
	
	

	Share 24 counters between _​​_ friends
	
	

	Share 19 counters between _​​_ friends
	
	

	Share __ counters between _​​_ friends
	
	

	Share __ counters between _​​_ friends
	
	

	Share __ counters between _​​_ friends
	
	

	Share __ counters between _​​_ friends
	
	

	Share __ counters between _​​_ friends
	
	


x3 Bingo







x3 Bingo
	18
	3
	0
	9
	15
	
	27
	9
	21
	12
	6

	6
	18
	21
	3
	12
	
	15
	24
	6
	21
	12

	3
	21
	9
	24
	6
	
	3
	12
	3
	6
	0

	12
	6
	27
	12
	27
	
	18
	21
	15
	24
	9

	24
	15
	9
	0
	15
	
	9
	18
	27
	15
	0

	How to play: One card for each student and a ten-sided die for two or three students to share.  Take turns to roll the die and multiply the number by 3. Place a counter on the answer.  First to cover four numbers in a row (horizontal, vertical or diagonal) is the winner.
	
	How to play: One card for each student and a ten-sided die for two or three students to share.  Take turns to roll the die and multiply the number by 3. Place a counter on the answer.  First to cover four numbers in a row (horizontal, vertical or diagonal) is the winner.


Version 1 Four-in-a-Row
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	10


	2


	1


	5


	100



	10


	5


	50


	25


	4


	50



	10


	4


	20


	10


	10


	2



	50


	10


	5


	100


	5


	50



	10


	2


	25


	2


	100


	20



	20


	10


	1


	20


	50


	5



	
	1


	2
	5
	10
	


______________________________________________________________________________________

For two or three players. Each player needs 18 transparent counters of one colour. The first player puts two paper clips on any two numbers which are at the bottom, outside the  square. She multiplies the two numbers, and puts one counter on the number which is the answer. The second player moves one of the paper clips, multiples the two numbers, and places her counter on the answer. On every subsequent turn, the players move one of the two paperclips and multiply the two numbers. The two paper clips can be placed on the same number (e.g. 5 x 5). The player who is first to make a line of counters, vertically, diagonally or horizontally is the winner. 

Reference: Kamii, C. & Anderson, C. (2003). Multiplication Games: How we made and used them. Teaching Children Mathematics, 10 (3), 135-141.   Syllabus reference: NS2.3

Four-in-a-Row

	24


	9


	20


	15


	30


	18



	12


	30


	25


	36


	24


	16



	36


	15


	9


	18


	20


	36



	16


	36


	30


	25


	12


	30



	12


	20


	25


	15


	24


	36



	24


	16


	30


	9


	25


	18



	
	3


	4
	5
	6
	


______________________________________________________________________________________

For two or three players. Each player needs 18 transparent counters of one colour. The first player puts two paper clips on any two numbers which are at the bottom, outside the  square. She multiplies the two numbers, and puts one counter on the number which is the answer. The second player moves one of the paper clips, multiples the two numbers, and places her counter on the answer. On every subsequent turn, the players move one of the two paperclips and multiply the two numbers. The two paper clips can be placed on the same number (e.g. 5 x 5). The player who is first to make a line of counters, vertically, diagonally or horizontally is the winner. 

Reference: Kamii, C. & Anderson, C. (2003). Multiplication Games: How we made and used them. Teaching Children Mathematics, 10 (3), 135-141.   Syllabus reference: NS2.3

Four-in-a-Row, Version 2

	42


	63


	54


	81


	56


	64



	64


	54


	72


	48


	36


	48



	63


	49


	81


	56


	42


	72



	48


	54


	56


	42


	36


	49



	56


	36


	48


	64


	54


	63



	63


	49


	42


	81


	54


	72



	
	6


	7
	8
	9
	


______________________________________________________________________________________

For two or three players. Each player needs 18 transparent counters of one colour. The first player puts two paper clips on any two numbers which are at the bottom, outside the  square. She multiplies the two numbers, and puts one counter on the number which is the answer. The second player moves one of the paper clips, multiples the two numbers, and places her counter on the answer. On every subsequent turn, the players move one of the two paperclips and multiply the two numbers. The two paper clips can be placed on the same number (e.g. 5 x 5). The player who is first to make a line of counters, vertically, diagonally or horizontally is the winner. 

Reference: Kamii, C. & Anderson, C. (2003). Multiplication Games: How we made and used them. Teaching Children Mathematics, 10 (3), 135-141.   Syllabus reference: NS2.3

Triple Dice Multiplication

Each player has a baseboard. Players take turns to roll three dice and choose two of the dice numbers to multiply. Players cover the product with a counter. First player to have all numbers covered is the winner.

	36
	8
	16
	3
	25
	6

	2
	10
	1
	12
	9
	15

	24
	4
	30
	18
	5
	20


Triple Dice Multiplication

Each player has a baseboard. Players take turns to roll three dice and choose two of the dice numbers to multiply. Players cover the product with a counter. First player to have all numbers covered is the winner.

	36
	8
	16
	3
	25
	6

	2
	10
	1
	12
	9
	15

	24
	4
	30
	18
	5
	20


Dividing Dice Scoreboard    [image: image9.wmf]
Students play in pairs. Roll three dice and make a division number sentence e.g. a two digit number divided by a one digit number. It must divide evenly, no remainders. If the student can make one, they record the sentence and the answer on paper and place a counter on their score board, first player to make 10 correct sentences wins
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Jigsaw Grid for 1 to 100 with missing numbers 
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Grid for 1 to 100 to accompany missing numbers jigsaw

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	11
	12
	13
	14
	15
	16
	17
	18
	19
	20

	21
	22
	23
	24
	25
	26
	27
	28
	29
	30

	31
	32
	33
	34
	35
	36
	37
	38
	39
	40

	41
	42
	43
	44
	45
	46
	47
	48
	49
	50

	51
	52
	53
	54
	55
	56
	57
	58
	59
	60

	61
	62
	63
	64
	65
	66
	67
	68
	69
	70

	71
	72
	73
	74
	75
	76
	77
	78
	79
	80

	81
	82
	83
	84
	85
	86
	87
	88
	89
	90

	91
	92
	93
	94
	95
	96
	97
	98
	99
	100


Empty grid for 1 to 100 to accompany missing numbers jigsaw

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	


Addition Four in a row/Four in a square to 20

An activity for two players

Materials: Gameboard to share, 12 counters for each player

To play: 

· Take turns to choose two numbers from the list below. Tell them to your partner.

· Find the sum of  the two numbers, by solving it out loud 

e.g. 8 +7 = 15

· Cover the answer with one of your counters.

· The first to get four counters in a row or four counters in a square is the winner.

	8
	7
	2
	5

	4
	1
	12
	3


Gameboard

	15
	19
	8
	17
	10

	6
	10
	3
	7
	14

	8
	6
	13  
	5  
	9 

	4
	13
	12  
	11  
	12 

	11
	9
	20  
	15  
	9 


Syllabus NS1.2; CMIT Combining and Partitioning level 2

Addition Four in a row/Four in a square to 40

An activity for two players

Materials: Gameboard to share, 12 counters for each player

To play: 

· Take turns to choose two numbers from the list below. Tell them to your partner.

· Find the sum of  the two numbers, by solving it out loud 

e.g.  17 + 9 = 17 + 3 + 6 = 26.

· Cover the answer with one of your counters.

· The first to get four counters in a row or four counters in a square is the winner.

	8
	17
	11
	9

	5
	10
	22
	3


Gameboard

	25
	19
	26
	16
	30

	17
	28
	22
	13
	32

	18
	27
	20  
	21  
	33 

	39
	14
	12  
	14  
	31 

	11
	15
	8  
	13  
	27 


Syllabus NS1.2; CMIT Place Value Levels 2a, 2b

Subtraction Four in a row/Four in a square to 20

An activity for two players

Materials: Gameboard to share, 12 counters for each player

To play: 

· Take turns to choose two numbers from the list below. Tell them to your partner.

· Find the difference between the two numbers, by solving it out loud 

e.g.  69 – 18 = 59 -8 = 51.

· If the answer is on the board, cover it with one of your counters.

· The first to get four counters in a row or four counters in a square is the winner.

	17
	15
	18
	10

	4
	2
	3
	6


Gameboard

	2
	1
	7
	13
	6

	3
	12
	14
	16
	8

	8
	11
	15  
	5  
	13 

	4
	15
	2  
	14  
	2 

	9
	1
	11  
	12  
	5 


Syllabus NS1.2; CMIT Combining and Partitioning level 2

Subtraction Four in a row/Four in a square to 35

An activity for two players

Materials: Gameboard to share, 12 counters for each player

To play: 

· Take turns to choose two numbers from the list below. Tell them to your partner.

· Find the difference between the two numbers, by solving it out loud 

e.g.  69 – 18 = 59 -8 = 51.

· If the answer is on the board, cover it with one of your counters.

· The first to get four counters in a row or four counters in a square is the winner.

	8
	35
	11
	29

	5
	10
	16
	23


Gameboard

	30
	6
	25
	1
	5

	15
	13
	7
	19
	18

	19
	18
	6  
	11  
	3 

	6
	27
	2  
	24  
	8 

	12
	24
	13  
	3  
	12 


Syllabus NS1.2; CMIT Place Value Levels 2a, 2b

