Number Warm-Ups
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Short-Burst mathematical activities

collated by Earl Richards

Thanks to Junior Focus 1995, Zero to Ninety-nine by Noel Graham and Dudley Education Authority.

Number Warm ups

General Findings

My number warm ups are intended to last ten minutes and I tell the children that they need to start warming up their maths brain.

The warm ups sometimes link with the main lesson (let’s be honest -  the four rules of maths and the ability to be dextrous with number come into nearly everything) but sometimes stand alone.

I play games because I want the maths to be fun.

I tend to play a game for one week and then change.

Once you start playing, it will be difficult to get the children to stop.

The games cover the same attainment targets but provide constant reinforcement of number work and help the children to become dextrous with number.

There is a definite resources implication with lots of dice and counters and cards but this should not matter if it works.

Introducing the game to children

This is the format that I use with great success:

If I am introducing a game for the first time, I gather the children round me and challenge one of them to a game. I build it up by saying that I am great at this and have never been beaten. As we play the game, I keep reinforcing the rules, etc. After watching (I tend to let the children beat me, honest!), the others go away and play the game themselves. The resources need to be well organised. By the second lesson, the children come straight in and start. By lesson three, they are usually looking for ways to make the game harder and we discuss this as a class and trial new ideas. These new ideas are continued into the final lessons. After one week I tend to move on but sometimes we will play for another week because they really enjoy them.

The role of the Co-ordinator

As a co-ordinator, it can be a difficult task to introduce these games all at once. I found it easiest to ask certain staff to trial games and then come back to the rest of the staff to share their findings. As the resources built up and the interest, the other staff took up the challenge. Finally, all staff have to include a number warm up in their planning.

The teacher’s role

Sylvia Bluff (Primary Adviser for the Bannerdale Curriculum Centre in Sheffield) has produced a very useful list as to the role of the teacher when the games are being played:

1. Ask the children to explain what they are doing

2. Listen to the way children work in pairs and move the pairs around to suit ability

3. Pick up difficulties and use this information to plan future work

4. Note children’s strategies for calculating and intervene to get them to use more efficient ones

5. Use some of the games as independent activities while working with smaller groups

6. Encourage children to challenge themselves by trying tougher questions or bigger numbers

7. Play games with individual children to check their level of understanding

8. Invite parents to play the games with the children

9. Use observations and discussions with the children to inform future planning.

About these games

 Many of these take up two sides of A4. You may find it helpful to copy those that are in this format back-to-back and laminate them : resources, rules, etc. on one side, game on the other.
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Reception


Number Sentences

Resources

Pack of 0 to 9 cards (or bigger)

Rules

Deal each pair 3 cards and ask them to use the four operations to make as many different number sentences as possible. 

Eg. 3, 4, 5 ( 3+4=7; 5-3=2; 5+4+3=12; etc.

Links with the National Curriculum

AT1

1a
Use and apply mathematics in practical tasks

2a
Select and use appropriate mathematics

2c
Develop their own mathematical strategies and look for ways to overcome difficulties

2d
Check their results and consider if they are reasonable

4d
Explain their reasoning

AT2

1a
Develop flexible methods of computation

Development

The sky’s the limit!

Towers

Resources

Each child will need a copy of the towers sheet and a dice

Rules

Throw a 1-6 dice 4 times and fill in the bottom row of the tower. Now complete the next row bu adding the two boxes below each brick

Links with the National Curriculum
AT2

2a
Develop flexible and effective methods of computation

Developments

a. Use a dice with larger numbers or more sides

b. Throw the dice more times to create bigger towers

c. Investigate number relationships, eg odd+odd=even

 See additional investigation sheets.

Thanks to Julie Powell of Albion Junior for her ideas.
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Towers
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Addition and Subtraction Game

Resources

1 dice

2 sets of counters

Rules

1. Throw the dice

2. Look for the sum on the grid whose answer corresponds to a number shown on the dice.

3. Cover the number with a counter

The winner is the player who covers the most sums

4 –3 
1 + 3
2 + 4
10 – 7
6 –1 

7 – 2
1 + 5
6 – 5
2 + 2
5 – 2

1 + 1
6 – 2
10 – 4
8 – 6
2 + 3

6 – 4
7 – 1
1 + 2
9 – 4
7 – 3

1 + 4
8 – 4
9 – 8
3 + 3
4 - 1

Blockbusters

Resources

2 dice

2 sets of counters

Rules

1. Throw the dice

2. Make a number by adding or subtracting the 2 numbers shown on the dice

3. Place a counter on the grid

The winner is the player to get a line of counters across the grid

Extension

Use all four rules of number























Doubling Up

Resources

6x6 grid

7-12 dice

counters

Rules

Take it in turn to throw the dice and then double the number and cover that square.

The winner is either the person who gets four in a row or the one with the most covered after ten throws.

Links to the National Curriculum

AT1

1a
Use and apply mathematics to practical tasks

1b
take increasing responsibility for organising and extending tasks

4d
Explain their reasoning

AT2

2a
Develop flexible and effective methods of computation

Development

As always, the sky’s the limit

a. triple or quadruple the number

b. multiply each answer by a specific number to practice tables

c. add 2 or 3 or 20 to every number

d. change the numbers on the grid








Target

Resources

Pack of cards with picture cards removed

Rules

Play this game as a whole class, in pairs or small groups

Deal out 5 (or less to begin with) cards each and ask them to make the target number using any of the four operations

Whoever makes the target gets 2 points

They must explain how they did it

If no-one can make it, 1 point is given to the pair with the closest answer

Links with the National Curriculum

AT1

1a
Use and apply mathematics in practical tasks

2a
Select and use appropriate mathematics

2c
Develop their own mathematical strategies and look for ways to overcome difficulties

2d
Check their results and consider if they are reasonable

4d
Explain their reasoning

AT2

1a
Develop flexible methods of computation

Development

The sky’s the limit

Operations

Resources

Pack of cards – number to suit ability

Rules

Choose an operation eg +5, double, triple, etc.
 Turn over a card and carry out that operation.

This can be played as a class, in small groups or in pairs.

There does not have to be a winner.

Links with the National Curriculum

AT1

1a
Use and apply mathematics in practical tasks

2a
Select and use appropriate mathematics

2c
Develop their own mathematical strategies and look for ways to overcome difficulties

2d
Check their results and consider if they are reasonable

4d
Explain their reasoning

AT2

1a
Develop flexible methods of computation

Development

Use more difficult operations and larger numbers

Ask the children to record and later explain their answers at the end.

Dice decisions

Resources

Dice decisions sheet

3 dice

coloured counters

Rules

Give each pair the resources.

Throw the three dice and using only + and -, make the numbers on the grid.

The winner is the player who covers the most numbers.

Links with the National Curriculum

AT1

1a
Use and apply mathematics in practical tasks

2b
take increasing responsibility for organising and extending tasks

3a
Understand the language of number, relationship, eg. ‘multiple of’, ‘factor of’, etc

3b
Use simple algebraic symbols

4d
Explain their reasoning

Development

Are there any numbers they cannot make?

a. Give them a blank grid and allow them to make numbers of their own. What numbers do they choose and can they make them all?

b. Make their own grid but use all four operations or ‘odd’ or ‘even’ or ‘is a factor of’, etc.

This can be adapted to suit the main maths you are teaching that week.

Dice Decisions

0
1
2
3

4
5
6
7

8
9
10
11
















Dice Decisions 






1 – 100 number properties

Resources

Pack of 1 – 100 cards

Game Board

Rules

Place the cards face down.

Take it in turns to turn them over and decide where they should go on the properties board.

If you cannot place it, you must keep it.

The winner is the person with the fewest cards when all the spaces have been filled.

Links with the National Curriculum

AT1

1a
Use and apply mathematics in practical tasks

2a
Select and use appropriate mathematics

2c
Develop their own mathematical strategies and look for ways to overcome difficulties

2d
Check their results and consider if they are reasonable

4d
Explain their reasoning

AT2

1a
Develop flexible methods of computation

Development

This could be played with small groups.

The properties can be written to suit your mathematics for that week.

1 – 24 number properties shows the potential to make this harder or easier depending on the ability of the children.




Probability Game

Resources

Game Sheet

Spinners

Card

Glue

Rules

The children begin by filling in the spaces on their board with ‘go back 2 space’, ‘have another throw’, etc.

They then choose the spinner they are going to use.

Play the game.

Links with the National Curriculum

AT3

3a
Develop understanding of probability

3c
Recognise situations where probability can be based on equally likely outcomes

NB
Thanks to Dudley Education Authority for allowing the inclusion of the Probability Game.

Development

Make different spinners and different games.


Cat and Mouse

















Planning for Number Warm Ups
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Put the title of the game where you feel it fits into your school planning


Put in which half-term (AU1, Au2, Sp1, Sp2, Su1, Su2) you will use it


Note any changes you make
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Number Properties
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