Reception Activity for Number Spinners ITP
Learning Objective

· Recognise numerals 1-9

· Use language to compare two numbers
Teaching Activity
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Display a dial with numbers 1-5.  Ask them to identify the number that is generated after each spin.

Ask the children to use different voices when calling out the numbers.  If the number is greater than 3 the pupils have to say it in a big voice, if 3 or smaller then a quiet voice.
Q
Which numbers are more 
than 
three?
Display two spinners with 0-9 randomly placed on them.  Have pupils come out and activate the spinners.
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Divide the class into 2 groups (e.g. boys and girls) with one group saying the largest number in big voice and the other group saying the smallest number in a quiet voice. 
Q
Which number can lie 
between these two 
numbers?
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Year 1 Activity for Number Spinners ITP
Learning Objective

· Know by heart addition doubles of all numbers to at least 5

· Identify near doubles, using doubles already known

· Use knowledge that addition can be done in any order to do mental calculations more efficiently
Teaching Activity
Display a five-sided spinner with numbers 1-5.  Activate the spinner.  Pupils double the number generated.
Reinforce doubling as repeated addition.

Display two six-sided spinners with numbers 1 to 9 placed randomly.  Activate the spinners and ask the pupils to total the two numbers generated.
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Q
What method did you use 
to add the numbers?

Q
How can we make it 
easier?

Establish adding onto the larger number as an efficient strategy.
Have two pupils in competition with each other.  Player 1 activates the spinners and the other pupils total the numbers generated.  This is repeated for Player 2.  The player with highest total continues against another pupil.

Q
Is it possible to use our doubles facts to help us with the 
addition?

Have pupils use doubles and near doubles where appropriate.

[image: image5.png]o &k Sk
VA*AV Vé% V?V





Year 2 Activity for Number Spinners ITP
Learning Objective

· Solve mathematical problems or puzzles
· Choose and use efficient calculation strategies

Teaching Activity
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Introduce two spinners with numbers 1-6 as a game at a fun fair.  Explain that ‘Totals that are even, win’.  Have some children pay the game to see if they win.

Q
Which totals are winning 
totals?

Q
What are the different 
combinations that can 
win?

Display three spinners numbered 1-6.  Explain that a score of twelve wins.

Have pupils come out to play the game.

Q
How many ways can we get 12?
Q
Is it more difficult or less difficult to win than the last game?

Ask the children to make the game more difficult for the player, by changing the objective, so that the fun fair doesn’t lose very often.

Use one of the game objectives created by the pupils and allow others to play.
Q
How often did people win?  Why is it more difficult?
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Year 3 Activity for Number Spinners ITP
Learning Objective

· Solve mathematical puzzles and problems
· Use knowledge that addition can be done in any order to do mental calculations more efficiently
· Use known number facts

Teaching Activity
Display two six-sided spinners (one numbered 1-6 and the other 4-9) and generate two numbers for the pupils to find the total.
Q
What strategies did you use?

Establish the use of appropriate mental strategies.

Increase to 3 spinners (two numbered 1-6 and one numbered 4-9).  Reinforcing the need to put the largest number first and looking for number bonds to ten, ask the pupils to total the numbers generated.
Q
What even totals can 
we get?  What odd 
totals are possible?
Challenge pupils to use +, - and x with the generated numbers in order to get as close to the target number 20 as possible (e.g. using the numbers shown: 8 x 2 + 3 = 19).
Q
What strategies did you use?
Share combinations used and discuss mental strategies.


Year 4 Activity for Number Spinners ITP
Learning Objective

· Know by heart multiplication facts for 2, 3, 4, 5 and 10 times-tables
· Begin to know facts for 6, 7, 8 and 9 times-tables

· Investigate a general statement about familiar numbers by finding examples that satisfy it
Teaching Activity
Display two five-sided spinners.  Give the pupils a multiplier such as 2.  Pupils are to multiply each generated number by the multiplier then find the total (e.g. 5 x 2 =10, 4 x 2 = 8 therefore 10 + 8 = 18).


Give the general statement ‘The answer will be the same if we add the numbers first then multiply’ and have the pupils investigate.
Q
Which method of 
calculating is easier?  
Which is more efficient?
Q
Do both methods work 
for different multipliers?

Keep the multiplier secret from the pupils.  Generate the two numbers then give the pupils the answer when multiplied by the ‘secret’ multiplier.

Q
What is the multiplier?  How do you know?

Have individual pupils decide upon the ‘secret’ multiplier and for the pupils to calculate from the given answer. 

Year 5 Activity for Number Spinners ITP
Learning Objective

· Make and investigate a general statement about familiar numbers by finding examples that satisfy it
· Use doubling
Teaching Activity
Display three spinners (one numbered 2-7, one 3-8 and the third consisting of three 2s and three 4s).  Pupils have to add the generated numbers from the first two then multiply by the third.

Q
What strategies do we use for 
the addition of the two 
numbers?

Q 
What strategies do we use for 
multiplying by 2 and 4?
Give pupils the general statement ‘The answer will always be even’ and investigate.

Q
Is the statement true?  Why?

Change the third spinner so that it has the numbers 3 and 5 on it.  Give a new general statement ‘The answer will always be odd’ and investigate.
Q
Is the statement true?  Why?

Generate a new statement to fit multiplying by 3 and 5 then test again.


Year 6 Activity for Number Spinners ITP
Learning Objective

· Use the language associated with probability to discuss events, including those with equally likely outcomes

Teaching Activity
Display three six-sided spinners numbered 1-6.  Have three pupils come out to activate a spinner.  The winner is the one with the highest number.

Q
What is the probability of getting each of the numbers on the 
spinner?

Q
Which player has the best chance of winning?

Establish probabilities out of 6 and that each has a likely chance.
Change the numbers on the spinners so that some of the numbers are repeated (see diagram).

Q
Which spinner would you choose 
for the game?
Q
Which spinner has a greater 
chance of 3 and above?  4 and 
above?
Test predictions over ten spins.  Work out probability using fractions.

Set a variety of criteria and ask the pupils to make a spinner to suit.
E.g. create a spinner where:

The chance of getting an even number is ½.
The probability of getting a number greater than 3 is 100%.

There is no chance of getting a prime number.
Individuals come out and create the spinner for rest of the pupils to assess.


Have you tried…





Using three spinners with smaller numbers?


Having the smallest total as the winning total?


Asking the children for the combination of numbers they would want to try and achieve? 








Have you tried …











Have you tried …











Have you tried …





Increasing the size of the numbers on the spinners?


Giving the answer only for the pupils to work out what the two spinner numbers and multiplier could be?








Have you tried …





Dividing by 2 and 4?


Giving the general statement ‘If you divide any odd number by 2, you will always get a whole number and a ½?’





Have you tried …





Having the pupils set their own criteria?


Having the pupils to create their own spinners and criteria?





Have you tried …





Using 3 spinners and asking ‘Which is the largest/smallest number?’ and ‘Can you put the numbers in order?’


Playing a game where the largest/smallest number wins?





Have you tried …





Keeping the same objective but changing the numbers on the spinners?


Changing the objective so that it is easier to win?








Have you tried …





Increasing the target number?


Increasing the numbers on the spinners?








