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Click on the following links to be taken to the relevant section of the document:

Quick Links

➔ Areas developed

➔ You will need

➔ Setting Up the Game

➔ Rules of the Game

➔ Patterns and Relationships

➔ Questioning
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Grouping and Place Value Basic Facts

➔ Facts within and to 5

➔ Doubles/halves within and to 10

➔ ‘Five and…’ facts

➔ Facts within and to 10

➔ Doubles/halves within and to 20

➔ ‘Ten and…’ facts

➔ Facts within and to 20

➔ Patterns within and to 5

➔ Doubles/halves within and to 10

➔ ‘Five and…’ patterns

➔ Patterns within and to 10

➔ Doubles/halves within and to 20

➔ ‘Ten and…’ patterns

➔ Patterns within and to 20

Areas developed



Game Series: Guess My Way 

➔ Rekenrek

➔ Optional: Recording materials e.g. whiteboard and pen

This game could be played with other materials such as tens frames and counters if 

rekenreks were not available.

You will need
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➔ Ensure players are familiar with the structure and organisation of the rekenrek before 

playing.

➔ Players can be at different levels and still focus on skills relevant to them.

➔ Groups can be as large or small as you like (even whole class).

➔ It is suggested that this is completed several times in an instructional group before the 

pupils play independently.  This will allow them to make more sense of:

◆ The skills they are developing while playing the game.

◆ Opportunities to draw pupils attention to patterns and relationships.

◆ Opportunities to verbalise and record equations.

➔ When pupils understand the purpose of the game and how to play, the game can be used as 

a purposeful independent activity.

Setting up the game
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➔ Decide on the number range you are going to play within:

◆ If focussing on grouping or basic facts: 

● Within and to 5 restrict range to 1 - 5

● Within and to 10, restrict range to 1 - 10

● Within and to 20, restrict range to 1 - 20

➔ Player one decides on a number within the chosen range and makes this on their rekenrek (shielding it from other 

players).

➔ Remaining players take it in turns to ‘Guess My Way’ by making the target number on their rekenrek.

➔ Players then compare the different ways they made the target number (verbalising and recording their equations if 

appropriate). 

➔ The player who originally came up with the pattern confirms whether any one has correctly ‘guessed their way’.  

◆ If they have, a new player chooses a pattern for the others to guess.  

◆ If they haven’t, players attempt to ‘Guess My Way’ again.

Rules of the game
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➔ Commutativity
There are plenty of opportunities to explore the commutative property of addition within this game.  This is 

the property whereby changing the order of the addends does not matter e.g. 4 + 3 = 3 + 4 or more generally 

a + b = b + a.

➔ Equivalence
Pupils attention can be drawn to equivalent relationships e.g. if a pupil previously had 4 + 3 and now has 5 + 

2, ask them to show you how they made the change i.e. they moved one more bead along on the top row 

changing 4 to 5 but to keep it equivalent, they had to take a bead from the bottom row changing 3 to 2.  By 

adding one to the top row and subtracting one from the bottom row, the total has stayed the same.  This 

could be extend further by recording the equation that represents the change: 4 + 3 = 5 + 2

Patterns and Relationships



Game Series: Guess My Way 

Questioning will vary depending on the skills being developed and the age and stage of the pupils.  The questions below are for guidance 

only.  These can be simplified, extended or adapted as necessary.

➔ Recording Equations
◆ T: ‘Can you record an equation to show how you created your number on your rekenrek?’

P: 4 + 3 = 7 or 7 = 4 + 3

➔ Commutativity
◆ T: ‘Do you notice any equations that we’ve recorded that are similar?’

P: ‘4 + 3 = 7 and 3 + 4 = 7.  It’s the same numbers they’ve just been switched around but they total is still 7.’

T: ‘Yes, in addition, it doesn’t matter which order the parts we are adding are in (the addends), the total will be the same.  

This is called the commutative property of addition.  Can you see show me why it doesn’t matter whether we solve 4 + 3 or 3 

+ 4?’

T: ‘Is subtraction commutative as well?  Are these two expressions equal: 7 - 4 and 4 - 7.  Can you explain your thinking 

using materials?’  A number link may be required to support pupils understanding.

Questioning
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Questioning will vary depending on the skills being developed and the age and stage of the pupils.  The questions below are for guidance 

only.  These can be simplified, extended or adapted as necessary.

➔ Equivalence
◆ T: If there are equations recorded that are similar to one another e.g. 5 + 3 = 8 and 6 + 2 = 8.  

‘Can you see any relationships between these two equations?’  

‘How can you create 6 + 2 from 5 + 3?’

‘Why is 6 + 2 equal to 5 + 3?’

Questioning
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Questioning will vary depending on the skills being developed and the age and stage of the pupils.  The questions below are for guidance 

only.  These can be simplified, extended or adapted as necessary.

➔ Doubles and Halves
◆ T: ‘I see you made your 8 by using 4 and 4.  This is called a double.  A double is when we have two of the same number.  Can 

you think of another double?’

◆ T: ‘I see you made your 8 by using 4 and 4.  Do you know what it is called when we add the same number twice?’

P: ‘A double?’

T: ‘That’s right.  Can you think of three different ways to record this?’  

(E.g. Double 4 is 8, 4 + 4 = 8, 2 x 4 = 8)

◆ T: ‘I see you made your 8 by using 4 and 4.  This is called a double.  If double 4 is 8, can you use this to work out what half 

of 8 is?  How are doubles and halves related?  Can you think of a way to record half of 8?’

(E.g. Half of 8 is 4, 8 - 4 = 4, ½ of 8 = 4, ½ x 8 = 4, 8 ÷ 2 = 4)

◆ T: If a pupil has created a double using 6 + 6 or greater… ‘How can you use your knowledge of doubles to 10 to help you 

work out the total?’ Using the colours, pupils might see double 5 and double 1 therefore giving 10 + 2 = 12.

Questioning
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Questioning will vary depending on the skills being developed and the age and stage of the pupils.  The questions below are for guidance 

only.  These can be simplified, extended or adapted as necessary.

➔ ‘Five and patterns’
◆ T: If a pupil has created e.g. 8 on the top, the beads will be organised with 5 red beads and 3 white beads.  ‘How do you 

know how many beads are there without counting them?’

P: ‘I know there are 8 because 5 plus 3 equals 8.’

Pupils may also use their knowledge of facts to 10 e.g. ‘I know there are 8 because there are 10 beads on the top row and I 

haven’t used 2 of them.  I know that 10 minus 2 equals 8.’

◆ T: If a pupil has made e.g. 8 using a ‘five and...’ relationship e.g. 5 on the top and 3 on the bottom: ‘‘How have you made 8?’

P: ‘I have 5 on the top and 3 on the bottom.’

T: ‘Can you write an equation for what you’ve created?’

P: 5 + 3 = 8

T: ‘Can you use your rekenrek to visualise what 8 minus 3 would be?’  ‘Can you record and equation for that?’  ‘What would 

8 minus 5 be?’  ‘Can you record an equation for that?’  Can you see a relationship between the equations you have for 

addition and the equations you have for subtraction?

Questioning


