[image: image1.wmf]Basic Facts Activities
Pop-up Cards

Use firm card.  Each student has a card with a number printed on it.  Teacher (or student) calls out a question.  Students with correct answers have to hold up their card.

To use up more energy, have students sit on floor and jump up with their cards.

Example questions:

5 can go evenly into this number

6+6+6

5 lots of 8

13+7

2 dozen

Can be divided by 3
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*if a student calls out the questions (written on cards etc), the teacher can observe the students behaviour – who is fast?  Who looks around first?

Card Round

Much like “I have…Who has…” but without the words.  Set up like a chain, then can start at any number.  

Students can be taught to make a new chain.

Put the questions for the next Card Round out the week before so that students can practise the facts if they want to.

For older children/extension, children do not say the answer, just the instruction, so all children need to keep working out the answers and keep track.
e.g.

	85

Subtract 5 then divide by 8
	10

Double it
	20

Add 30 
	50

Divide by 10 then add 5
	15

Add 70


Could also be used like Dominoes – change the questions/equations to the level of students.
Headworks

Decide on rule with class, e.g. times 5, or add 2.

Teacher says a number, pointing to self.  When the teacher points to the class, they say the answer using the rule.

e.g.

Rule = times 2

Teacher:  2

Class:  4

Teacher: 10

Class: 20

Keeping Clever
Children set a goal, e.g. to be able to answer any 7x table within 5 seconds, add 2 to any number up to 20…
When the children think they are ready, a buddy tests them.  If the buddy thinks that they are ready, put name up for teacher assessment.

Teacher doesn’t have to test all numbers for the goal, only 5/6 examples.

I like numbers
Set up like Fruit Salad – children sitting on chairs in a circle, with 1 less chair than children.

Each child has written down a number on a piece of paper that they hold.

Child in the middle calls out “I like numbers that…”

e.g.  “I like numbers that are bigger than 10.”


“I like numbers that are answers in the 2 times tables.”


“I like numbers that are even.”

Children swap chairs when their numbers are called out.

*2 digit numbers are easiest to use.

Number Races

Children are in groups.  Each group member has a digit card.  A problem is called out.  Children have to race to the front of the room to create the answer using the digit cards.

Children are responsible for certain digit cards – the children racing aren’t always the same children.

The answer needs to be read by the audience, digits in correct positions.

Card Games
Send instructions home with children.  They may end up teaching others how to play and consolidates their learning.

Fish 10:
Take out the picture cards and 10 cards.  Each person is given 5 cards.  If you have any cards that add up to 10, take them out and put them in front of you.  Everyone takes turns to ask another person if they have a card that they need.  The winner is the person with the most pairs that add up to 10.
Memory:
Take out the picture cards and 10 cards.  Lay out all the cards face down.  Each person takes a turn to turn over 2 cards.  If the cards add up to 10, they keep the cards and have another turn.  The winner is the person with the most pairs that add up to 10.
Challenge:

A game for 2 people.  Decide before you start whether or not you are going to play with the picture cards (if you do, they will be worth 10).  Divide the cards between you – DON’T LOOK AT THEM!  At the same time, put down 1 card face up.  First person to add the cards correctly, gets the cards for their pile.  If it is a tie, go again.  The winner is the person with the most cards at the end of the game.

Extra Challenge:

Same as Challenge, but instead of add, decide if you are going to subtract the numbers or multiply them.

Snap:
Choose a number between 2 & 16 as the “Snap number”.  When 2 cards are drawn that add/subtract/multiply/divide to that number, the first person to snap those cards gets to keep them.  The winner is the person who has the most cards at the end of the game.

*the number and operations used must be agreed to at the start of the game.

Dice Games

Have a pad, e.g. vinyl, for throwing the dice.  If the dice doesn’t land on the pad, the thrower misses their turn.  This discourages children from throwing dice has hard as they can, in the air (or across the room!)

*Book resource in Maths Room: Dice Dilemmas
Cross-words/Cross-numbers
Great for revision/consolidation as they are self-marking.

Students have to keep listening to all the questions as their card my come up more than once.











