Number Work
Lesson Objectives:
Consolidate the rapid recall of number facts, including positive integer complements to 100 and multiplication facts to 10 × 10
Multiply and divide three-digit by two-digit whole numbers

Room Layout
Have the room set out with the tables at the edge of the room and the seats in a circle in the centre of the room. I have found in the past that students are very quick at returning a room to its normal state at the end of the lesson but it is a good idea to have the room set out at the beginning. Having your tutor group help you during tutor time is very handy. 

Give the students a card with a number on at the beginning of the lesson. If you are doing this with more than one group, it is a good idea to laminate the cards as they are usually very tatty by the end of the lesson.

Once the students are sat in a circle, remove any excess chairs and get them to close any gaps. It is a good idea to get less able students to sit in numerical order to begin with. Handing out the cards jumbled at the start helps because then they don’t know who they are sitting next to. With more able students, allowing them to sit anywhere and playing the first game can be quite a challenge!

Emphasise that students must listen carefully to instructions and be quiet when asked. I have found it far more punishment in the past if students who misbehave are made to sit outside the circle and watch everyone else for a “game” than to use the warning system but this shouldn’t be an issue at the beginning of the year. 
Games – the following are just ideas and using all of them would probably take more than a lesson!
Fizz Buzz
If they are a multiple of 3 the student shouts fizz and if they are a multiple of 4 they shout buzz. If they are a multiple of both shout “Fizz Buzz.” It is a good idea to time more able students each time you do this and get them to try and beat their time. It can be good at the beginning or end of a lesson. If you want to make it more active, those who say fizz, buzz or fizzbuzz could jump up when they say it. Then get the students to move their cards 5 to the left. Play again. You could then get them all to swap cards and do it again. This is good if they started off in order as the game can get quite interesting and very confusing when the cards are totally mixed up!

Stand Up
When you shout the number property, get the students to stand up:-

Odd Number

Even Number

Multiple of three

Multiple of four

Prime number

Even prime number

Square number

Cube number

Factor of 24

Triangle numbers

Multiple of 1

These can be extended and you can start discussions about divisibility tests, how to tell if a number is a multiple of 3, what a prime number is, patterns in times tables etc. They can be made harder or easier depending on the ability of the group and you may want to stick with simple ones for the transition lessons. If you are using this with another year group you can go into cube numbers, indices, square roots and even investigate sequences and general rules of sequences. 

It is a good idea to get the students to swap cards so they don’t get too “used” to their number

Loop Game
Get the students to stand up if it applies to them, encourage them to work together and help each other. You can also explore a lot of key words here.
Start with the number 3

Multiply it by 10 (30)

Divide by 6 (5)

Square this number (25)

Add two (27)

Cube root (or for less able students subtract 24) (3)

Multiply it by 6 (18)

Divide it by 9 (2)

Multiply it by 7 (14)

Double it (28)

Divide by 7 (4)

Square this number (16)

Divide by 2 (8)

Cube root this number (or divide by 4) (2)

Add 5 (7)

Multiply by 3 (21)

Add 3 (24)

Divide by 2 (12)

Subtract 6 (6)
Add three (9)
Square root this number (3)

All swap cards again

Moving Game
This is similar to getting the students to stand up but this time get them moving around and swapping seats with each other so they are sitting with other students

Multiples of 9

Factor of 16

Multiple of 5

Factor of 30

Multiples of both 2 and 3

Square numbers

At this point, the teacher can join in with a card which means there aren’t enough chairs so then the teacher sits down on the next swap and the student left in the middle gets to choose which “number property” gets to move. Get the students to swap the cards around again and continue. 

If you don’t want to spend the entire lesson with the students in a circle, start off with fizz buzz as a starter to get them practicing a few tables. Then go onto the loop card game. If you have the tables around the edge of the room, then get the students to turn and face these tables and work on some of the sheets below. 

Largest Calculations
Get the students to discuss some strategies in pairs for a couple of minutes Take feedback and discuss which digit they would place first, then second and why. How would they do things differently for subtraction. Get the students to work on the sheet in pairs and take feedback at the end about how they thought about the problem and any prior knowledge and understanding they have used. 
Largest Product
To emphasise the importance of place value, play this game.

Team A: 1, 2, 3, 4, 5, 6, x, 7, 8, 9
Team B: 1, 2, 3, 4, 5, 6, x, 7, 8, 9
Divide the class into two teams. Explain that the aim is for each team to make the largest possible product.

Roll a dice, call out the number (say, 3) and give each team 10 seconds to decide what they think is the most advantageous position for the digit represented by the number on the dice. Both teams place their digit and play continues until each team has placed all five digits. The team with the larger product wins.

Ask pairs to play the same game, using Resource sheet 6 Largest product.
Then hand out some dice and get them to play the largest product game in pairs. 

Calculations Sheet

Emphasise the importance of being able to calculate mentally and to use efficient written calculation methods. Ask one or two pupils to model examples of calculation methods they can use. Ask them to explain how they would estimate and check their answers.

Distribute Resource sheet 2 Calculations and ask pupils to work through the examples, making a decision for each one whether they would do it:

· mentally (with or without jottings)

· using a formal written method.

Emphasise that you are particularly interested in how they calculate, not just the accuracy of their answers. You are also keen to know how they estimate what might be a reasonable answer and how they check their answers after they do the calculation.
Plenary Suggestions

Use www.mymaths.co.uk countdown game. Get the students to work individually to try and reach the target number or split the class into teams of tables, pairs etc.

Registart/regibingo/pairs place value or times tables game. This allows the students to work individually at bingo and registart, or as a team in the pairs game by splitting the class in two. 
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The aim of the game is to make the largest product. Each player takes it in turn to roll a dice and decide which
position to place the number in their calculation. After each player completes their calculation, the player with the

Game Player A

Player B

1 OO0 ~ OO

OO0 <« O0

2 OO0 ~ OO

OO0 <« O0

3 OO0 ~ OO

OO0 <« O0

4 OO0 ~ OO

OO0 <« O0

Try a few games and see if you can improve your strategy!

€ attachments

® Crown Copyright 2003 ediion Mathematics transition units

37

| 11e9xszsin <

ERE] FKIETEED

2]




