DOUBLING AND HALVING DIGIT CARDS – TEACHER NOTES

Opener – 5 - 10 mins

· Arrange the desks into fours

· Give each pupil a pack of digit cards 0 – 10

· Ask them to place them face up on the table in order (one or two rows)

· Tell them that you are going to ask lots of questions and they have to hold up what they think is the correct answer to the question.

Questions can be made up on the spot or you could use these:

What is…

double 2


half of 90





half of 8


half of 150

half of 32

double 20

double 40

double 9

double 15

double 1

double 65

half of 6

half of 100

half of 46

half of 50

half of a half of 8? Etc…

Main – 20 – 25 mins

The main activity will bring a certain competitive element to the lesson.  The aim is to promote quick four rules recall.

· The class is already arranged into fours and should already have a set of digit cards.

· Each group of four has to compete against one another in their own group.

· Each player must shuffle their own digit cards and deal himself or herself one card face down.  

· On a count of three, the players have to turn their card over and double the number shown.  The first player to do so correctly, wins that round and scores a point.

· Scores should be recorded by one player in the group in the form of a tally table.  The player that wins the most rounds before the time is up, receives a credit!

· Play continues like this until the teacher changes the rules (every 5 minutes to maintain pace).

I often draw the picture of the cards on the board like this:












+

Suggested rule changes

Deal one card:

Double

Halve

Multiply by a timestable

Deal two cards:

Add together then double

Largest subtract the smallest then halve




Multiply
 then double

Make the largest number you can then double

Deal three cards:

Add digits together then double


Multiply

Plenary
- 5 mins

Get individuals to gather together their own set of digit cards.  Ask the groups which were the hardest rules to follow and answer.  Why?  What makes it hard?  Easy?

