30 Days of Number Facts and Tables for Year 3/4
Day 1
Write a variety of different
questions where the answer is 8.
E.g. 22-14. Use different
mathematical ideas.

Day 2
Create your own
set of
multiplication flash
cards up to 5 times
tables.

Day 3
Following on from
‘Day 2,’ Create your own
set of multiplication flash
cards from 6 times tables
to 10 times tables.

Day 4
With a partner, create a 1-100
chart. Choose a multiple e.g. 3
and take turns rolling a die to
move along the board. If a player
lands on a multiple of the
chosen number, they get
another turn. First one to
reach/pass 100 wins.

Day 5
Choose a times table and
do star jumps as you
chant them!

Day 6
Choose a times table and
put them on post-it-notes
and stick them to your
bedroom wall. Use them
to chant up and down the
times table!

Day 7
Chant your times tables with your
post-it-notes, this time only leave
2 post-it-notes on your wall!

Day 8
Use a deck of
playing cards. Pick
an operation, e.g.
addition. Turn two
cards over and add
them together in
less than 15
seconds. Have
someone time you.
Day 14
The answer is 20,
write 5 possible
questions using
any operation.
Day 20
Practise your flash
cards with a
partner!

Day 9
Bingo! Play with someone
else and make simple
bingo cards with
multiplies, e.g. 9.
Someone then needs to
call out e.g. “seven nines”
and whoever has 63 dabs
it. The person who gets a
full house wins.
Day 15
Choose a times table and
jog on the spot as you
chant them!

Day 10
Practise your flash cards with a
partner!

Day 11
With a partner, choose an
operation, e.g.
multiplication. Roll 2 dice
and times the two
numbers. The first one to
call out the answer gets a
point. Roll 20 times and
keep a tally.

Day 12
Make up a rhyme to
remember your times
tables. E.g. I ate and ate
until I was sick on the
floor, 8x8 is 64.

Day 16
Create your own addition board
game.

Day 17
Practise your flash cards
with a partner!

Day 18
Create a dot-to-dot
drawing with multiples of
5 and then colour it in.

Day 21
With a partner, each of
you need to create a 6x6
grid and put the numbers
1-6 in the boxes
(anywhere and multiple
times). Get a die and roll,
cross off one of the
numbers shown on the die
on your board. The first
player to cover 3 squares
in a row (vertically,
horizontally, or diagonally)
is the winner.

Day 22
Double Down! You’ll need 2
dice, 1 piece of paper and 1
pencil (2 players). In a pair, time
yourselves so each round lasts 5
minutes. Someone says ‘roll em’
and 1 player rolls both dice at
the same time. If you roll a
double you call out ‘double
down!’ and add the value of the
dice. Then the next player has
their roll of the dice. Whoever
has the most points at the end
of the round wins.

Day 23
Choose a times table and
play a game of ‘Shoot the
Sheriff’ with someone!

Day 24
Use a calculator to
challenge someone to
make number pairs that
add to 100. Enter a 2-digit
number into a calculator,
e.g. 28. Challenge the
other player to make 100
by just using one other
number. Take turns
entering numbers and
completing the challenge.

Day 13
Choose a times table, set up a
timer and see how fast you can
say them.
Day 19
Using a deck of playing cards with
a partner, remove all face cards
and divide the deck in half.
Students flip over cards one by
one to make two piles: odds and
evens. After the fastest flipper
puts down their last card, they call
out ‘stop!’. The opponent then
checks both piles. If a mistake is
found, the opponent gets to finish
flipping their own cards into piles
or until they make a mistake. Play
until all piles are correct.

Day 25
With a partner (or max group of 4)
roll a die. Each number on the die
corresponds to a part of the
beetle:
1- body
2- head
3- eye (two eyes)
4- feeler (two feelers)
5- leg (six legs)
6- wing (two wings)
Each player rolls once per round.
After each roll, the player draws
the appropriate body part to
match the number shown. If
they’ve already drawn that part,
they simply pass the die to the
next player. The first player to
complete drawing the beetle is
the winner.

Day 26
Choose a times
table and do push
ups as you chant
them!

Day 27
Buzz! Play with at least 1
other person, up to 10
people. Choose a number
between 2-9. The first
person says 1, the next
says 2 and so on. Instead
of saying a multiple of the
selected number, the
person says ‘buzz’. If the
person forgets to say
‘buzz’ or says it at the
wrong time, they are out.
Continue until the group
reaches the last multiple
of the number times 9 e.g.
if 2 is chosen stop at 18
(2x9).

Day 28
Practise your flash cards with a
partner!

Day 29
With a partner, decide
who will be even numbers
and who will be odd.
Players take turns to roll
the die. If an even number
turns up, the ‘even’ player
marks it as 1 point on
their tally. Same if an odd
number appears for the
‘odd’ player. The player
who reaches 10 points
first wins.

Day 30
Slam Ten!
You’ll need a pack of cards
(2 players). Set a timer for
5 minutes. Remove face
cards and deal each of the
remaining cards. Take
turns flipping cards over
face up one by one. When
the first card is revealed,
both players multiply the
number shown by 10 and
say the value out loud.
E.g. if one flips over a
three of clubs, both say
‘thirty’. Whenever the
total value of the cards
lands on 50, 100, 150, etc.
either player may ‘slam’
the deck with their hand.
The fastest slammer
keeps all the cards. To
win, each player counts
the values of their cards in
10s and whoever has the
highest amount of points
wins.

