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Here are a collection of ideas to support developing rapid recall collected from mathematics Subject Leaders in Gloucestershire during the summer 2013 network meetings.  Thank you to everyone who contributed and apologies for any typing mistakes or misinterpretation of tasks!
Dice   
Hit 10
Reinforcing practicing number bonds addition and subtraction – crossing 10

Roll a dice until a pupil has been successful a set number of times. e.g. 5  (Keeps tally on fingers)
How many times can pupils get to 10 by adding or subtracting the value on the dice?
e.g.  

	Rolls
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	Operation
	
	+
	+
	+
	-
	+
	-
	+

	Running total

	
	7
	9
	14
	8
	11
	9
	10



The pupil has achieved 10 once. Repeat to see how many times a ten can be achieved.

Variations
Start at 90 so hovering above and below 100.  
Similarly 990 for 1000
Chasing multiples could be a multiple of a specific table. Different starting points. E.g. start at 100 going for multiples of 8.
Good practice: in 2 minutes a child completed 40 calculations.
[image: M:\Documents and Settings\ccoates\Local Settings\Temporary Internet Files\Content.IE5\Z4PX7F8G\MC900434806[1].png]
Doubling/Halving Stick or bust
Two pupils compete. In turns roll two dice.
 e.g.
Player 1
	Dice 1
	Dice 2
	
	Chose
	Action
	Result
	Running total
	

	1
	5
	Could be 15 or 51
	15
	Double
	30
	30
	

	Choice stick/continue  
Decide to carry on.
	
	
	
	
	

	8
	6
	68 or 86 
	86
	Halve
	43
	73
	

	4
	9
	49 or 98
	49
	Halve
	24.5
	97.5
	Stick



Player 2
	Dice 1
	Dice 2
	
	Chose
	Action
	Result
	Running total
	

	6
	4
	46 or 64
	64
	Halve
	32
	32
	

	5
	1
	15 or 51
	15
	Double
	30
	62
	

	8
	1
	18 0r 81
	18
	Double
	36
	98
	Winner



Variations
Could be changed – doesn’t have to be just doubling/halving
Dice could have just even numbers on them.  Developing own game- a class identified they had more difficulty in subtracting so needed to develop this.  They adapted the game - first to zero.
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Three 10-sided dice – 2 players 

0 can be a zero or ten.
Roll all three and make a division sum.  Aim for the highest remainder because the remainder is going to be your points.

e.g. throw 8,1, and 3.   13/8 = 1 remainder 5.  So player has 5 points.  Take in turns first one to a given total or highest total at end of a set time wins.
 (
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Number bonds to 10 (Y1)
Use a 10-sided and 6-sided dice. 
Children roll both and try to make 10 (reinforcing number bonds to 10)
Variations
Use a 10-sided dice with a 6-sided dice for number bonds to 20 
Equals sign game (KS1 or KS2)
Roll dice to make a balanced equation using + - ÷ x =

Number facts (KS1/KS2)
Roll two dice
How many facts can you think of related to those numbers?
 (
Fact webs
51
)






Variations
Decimals, fractions and percentages

Multiplication.
3 dice needed, working in pairs
Roll and choose a 2 digit and 1 digit number – multiply 
Working in pairs – who can get to the highest?
Variations
Rounding, estimation – then check by working out on a calculator


Tug of War

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	-10
	-9
	-8
	-7
	-6
	-5
	-4
	-3
	-2
	-1
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10



Number line with children at either end. Counter in the middle.  Roll the dice and pull the number closer to them.  Could involve negatives numbers.
Children are the best at adapting/developing games to make them work.

Blockbusters KS1 to be played in pairs
Objectives Y1 – bonds to 20; Y2 addition and subtraction facts to 20
· Base board laid out with numbers related to concept – doubles/halves/bonds to...
· Roll dice then double (or halve, or add number to make 10 depending on rapid recall focus)
· Cover number on board (one child goes left to right – one child top to bottom)
· Winner is the person who makes a complete chain


Decimal differences
Six 10-sided dice needed
· Player A rolls 2 dice and generates a 2-digit number. e.g.  4  6          6.4
· Player B rolls 2 dice and does the same e.g.  5  6          5.6
· Other 2 dice rolled e.g. 4.5
· Person closest claims the difference in points e.g. player B claims 1.1 points
· First player to reach 10 points wins

 (
Children have t
o make each number on the snake using any of four operations and two dice.
)Number snake (Y3)
[image: http://www.projectplaygrounds.co.uk/image/cache/data/Thermapply/Numeracy/Snake1-10-800x800.jpg]











Cricket  maths 
6-sided dice for each player

Bowler
1 = bowled, 2 = caught, 3 = lbw, 4 = run out, 5 = not out, 6 = referred( roll even to stay ‘not out’)
Batsman
1 = 1 run,  2 = 2 runs, 3 = 3 runs,4 = 4 runs, 5 = wicket roll again 6 = 6 runs.
Keep total score card template
Twenty20: another version with variations for KS2-KS4
http://nrich.maths.org/7521

Build a ladybird
Odds/evens
One child is odd the other even.  Aim is to be the first to complete a ladybird.
Take in turns to roll a dice. 
If you are even and roll an even number, draw a part of your ladybird and label with the number you achieved.
 (
E.g. Odd
Rolls 1 – draws body, rolls 3 – head etc
Even – draws any parts as throws and even number 
)





 (
Even
) (
Odd
)


Rounding Games
Ten-sided dice (0-9)    
Round to 10 
Make 100 by rounding to 10, ten times.

Dice 0-9
2 dice multiply together
8x7 = 56.  Round to nearest 10 (60) and to nearest 100 (100)
Dice 0-6
3x3 = 9 rounds to 10
6x6 = 36 rounds to 40


Y4 Adding and subtracting
Roll the dice and write out the numbers in the spaces. The nearest to 1000 wins.

	
	
	
	

	+
	
	
	

	
	
	
	



Y5 multiplication
	
	
	
	

	x
	
	
	

	
	
	
	



Multiplication

	



	
	
	
	
	



Using two dice, multiply and then place product in the grid trying to make sure all answers are in numerical order.
Variations
Use dice with a different number of sides.

Number line football (Y2 recall and use addition facts)
(From Oxfordshire number-line games booklet.)

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	



Roll dice – add or take to get to goal.

Ordering numbers Y2
Three in a row.  Play with a partner
Order numbers on a dice 
Alternative – generate numbers to put on a number line.

Multiplication
6-sided dice multiplied by 10-sided dice



Addition Y3
 4 x 10-sided dice
HTU + U
Variations – highest, lowest number wins

Closest to a number
 Ordering decimals.  Using dice – roll to create a number.  Who is the closest?  How do they know?

Big Dice
Working together +, -, x, ÷  etc.

nrich – Dotty 6
Dotty Six is a simple dice game that you can adapt in many ways
http://nrich.maths.org/7337


Playing Cards  

Tables
Working one-to-one with a child.
Focus on a specific table e.g. 7’s
Cards face down.
Turn over cards one at a time e.g. 8 is turned over.  Pupil gives result of 7 x 8.
Aim is for about 5 seconds a question.
 (For a specific problem, the teacher sets aside the 8 as a personal reminder then, each time a picture card is turned it becomes an 8.)

Aim is to get through the whole pack in less than 5 minutes.

Variations
Children working in pairs – no harm in “tester” having a table square – reinforcing facts.

[image: ][image: ]

Elevensies
Pack of cards – remove jokers.
Arrange first nine cards in a 3x3 array – face up.
Aim is to use up all of the playing cards.
Wherever there is a pair that adds to 11, e.g. 6 and 5 then new cards can be placed over these face up.  If all three Jack, queen and king of any suit are seen then all of these picture cards can be replaced.

Variations
Twelvsies...
Place cards on top to make a total of 12.
Find prime numbers, multiples or square numbers.
Find three numbers that make twenty.
(LO Y5 Indentify multiples and factors including finding factor pairs)

Greater than/ less than KS1 Y2

Resources: two greater than/less than signs and a pack of cards.
>       <  
Place 2 cards in correct place and continue until pile is gone.
Variations
Adapt to use decimals
 (
Children turn over card from each pile and draw in the correct symbol for the inequality.
) (
½ pack Cards
) (
½ pack Cards
)





Addition including negatives
Remove picture cards
Split pack in two
Partners reveal one card each.
Black = negative number	red = positive number
Children race to work out total
First wins pair of cards.
Repeat
e.g. red 7, black 9 
 	7 + -9 = -2

Number bonds to 10  (Y1)
Playing cards – more than 1 pack
Whole class, groups or pairs
· Remove the picture cards and 10’s
· Distribute around circle until all cards are dealt
· If you have a bond to 10 lay it on the floor
· Choose where to start.  That child offers their cards to the child on their left who takes one blind.  If they have a bond to 10 they lay it down.
· That child then offers their cards to the left – carry on around the circle.
· First child to use up all of their cards wins the game
If playing in pairs – start with three cards – if make a bond to 10, place down and offer card in hand to friend, replace card in hand from pile.  Take two new ones from pile – continue until all cards used. (Can be confusing – adapt to make work for your children)

Pairs – number bonds to 10.
Turn over two cards (If they make 10 or other decided total) win the pair.  Can use for doules or doubles + 1




Digit cards

One to Twenty
Use three digits from 1-10 to make 20
Example   5   4  9

	1    5-4=1
	11  (5x4)-9

	2
	12

	3
	13

	4
	14

	5
	15

	6
	16

	7
	17

	8
	18   9+4+5

	9    5+4=9
	19

	10
	20



Types of numbers
Take 5 digit cards. Face up.
Make 
· largest 2-digit/3-digit number
· smallest even number
· 2 x products of 3
· Largest product
· Smallest product

Add and subtract numbers mentally (Y3 HTU)
 3 single digit cards to generate a 3-digit number repeat to generate numbers to add or subtract.  
Alternative – use two dice to generate single or double digit numbers
Extension Y4/5 extend to 4-digit numbers.
Check using efficient written methods.
Could do with any digit numbers

Hit the target
Objectives
Y1 – read write and interpret mathematical statements involving + - =, use number bonds
Y2 – addition of numbers can be done in any order
Y5 – add/subtract numbers mentally
Y6 – use knowledge of order of operations, perform mental calculations involving mixed operations.

Choose 3 cards from 0-10.
Put those numbers on the table and put any symbols (including brackets) in between each digit.  The aim is to get as close to a chosen target number.
 ( 4 x 2 ) + 8 = 16
 4 – 2 + 8 = 10
Variations
Older children can’t move digits, younger children could move them around.
Could change so children need to get the highest number (in pairs)
Extend to use multiples of 10 cards or 2-digit numbers.

Factors

 4 cards – calculate the sum of. Write down the factors.  (Can be differentiated by the number of cards)
Variation
5 cards – choose 2 cards as digits.  How many of the three remaining cards are factors.

Problem solving
Children rotate around different problems in class
 (
Tom had           sweets and shared them between  
     of his friends.  How many were left?
)[image: ]A3 paper - children add numbers to solve problems.  Digit cards used to generate numbers.  



Can be differentiated by using even only or by providing concrete objects.
[image: http://withfriendship.com/images/j/45113/bamboo-clothes-ladder.jpg]
Ladder Game
Digit cards – choose to place on ladder considering criteria
Y1/2 – ordering numbers
Y 4 multiples





Dominoes


[image: http://www.creweopenleague.org.uk/pics/2domsdominoclear.png]





Multiply the ends 4 x 5 = 20

I more 1 less
Use dominoes to generate questions 

Number grids
1-100 grid.
1st player picks a number e.g. 20 and puts a cross through the number.
2nd player has to pick a multiple or factor of 20. e.g. 60
1st player has to pick a multiple or factor of 60.
The game continues until one player cannot find a multiple or factor.
NB 1 is crossed out on the grid.

Finger maths
Like Rock, paper scissors.
Two children – hands behind back – together bring hands in view with varied number of fingers showing. Total of fingers times a specific table.
Once know all tables, pupils use both hands and multiply the totals on both hands for each pupil.
Variations
[image: http://blog.heartland.org/wp-content/uploads/2011/03/rockpaperscissors.jpg]Number bonds/ addition/subtraction/tables
What do they need to add to make 10?
One hand each (up to 5x5) 
One child one hand the other two (up to 5 x 10)
Two hands each (up to 10x10)

Finding differences/totals


 (
From the thumbs, number the fingers 6-10.
To multiply 7x8, join the tips of 2
nd
 finger from one hand to the 3
rd
 finger from the other hand making sure the thumbs are closest to you.  The joined fingers make the bridge.  Count in 10’s from the thumb.  Everything up to and including each finger of the 
bridge is 10
. (So you have 50).
Look at the number of fingers behind the bridge.
Three on one hand – two on the other.  Multiply these together. 3x2=6.
Add the 50 and 6 = 56.
Sometimes called the Gypsy method.
)Bridge method of multiplication
[image: ]





Calculator theft
Two children – two calculators
Both enter a 5,6,7 digit number with a decimal in their calculator.
In turn ask – “ do you have an ....(8)?”
If yes, the opponent has to say yes it’s worth ... 800, 8000, 8 etc.
The thief takes it and adds it to their number.  The opponent has to take it from their number.
If no, there is nothing to do.
Winner is the person with a number, looser is the person who hits zero.
[image: http://www.sportswarehouse.co.uk/product_images/n/079/butterfly_reversed_pimple_table_tennis_bat__32458_zoom.jpg]
Times table tennis Y4
Two children have rackets – bat times table back and forth.
2 → 4
 ←
6→8 etc.
If they get it wrong, they swap for a new partner.

Secret number Y2/3
I have a secret number and it’s name is curly x.
Pupils have a 100-square. You have ten questions to guess the number.
They learn to be strategic.  Is it odd/even? Is it in the 4x table, a prime number, is the unit digit a 7?

Nrich
Dotty 6
Strike it out

ZAP
Children stand in a circle. Children zap someone, those children each side then answer a question. Winner can “zap” others to be out.

Follow-me cards
Can be generated using tarsia.  Available as a free download. http://www.mmlsoft.com/index.php/products/tarsia

Number cards
Holding number cards – ask questions – does your number relate to question?  Stand up if it is.  Swap places if up.

Find a partner who...? (e.g. number cards to 100 – find a partner who gets you near 50?  Prime?)

Fizz/Buzz
Multiples, counting on.  Replace multiples of a given table with fizz and another with buzz.

Tips
Home/school links
Dice playing cards at home with specific games
Use of “memory joggers” – visual reminders such as number lines to ensure access to game.  Allows for auditory and visual cues.

Developmental stages.  Aim to move from counting on using fingers to rapid recall.  In between have “nodders”.
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