
SUMMARY OF THE MAIN TEACHING POINTS ADDRESSED BY THE GAMES IN

THE DYSCALCULIA TOOLKIT

This table is provided because the name of each game does not always reveal exactly what topic it was designed to target (unlike the main teaching points of the activities which are spelled out by their titles).
	GAME
	MAIN NUMERACY TOPIC / TEACHING POINT 
	LOCATION



	Make 5
	Split and recombine numbers up to 5
	Section 1

	Numbers Inside
	Identify smaller components of larger numbers
	Section 1

	Collect 5s
	Add numbers up to 4 + 4
	Section 1

	Key Components Guessing Game
	The key component facts: doubles or near-doubles
	Section 1

	Odd and Even Collectors
	Recognise odd or even up to 10
	Section 1

	Draw Your Race on a Number Line
	Empty number line versus number track
	Section 1

	Race to Tell a Story
	Build the same target number in different ways
	Section 1

	Key Facts Triad Game
	The key component facts: doubles or near-doubles
	Section 1

	Post-It Note Subtraction
	Focus on subtraction, as inverse of addition
	Section 1

	Cover the Numbers / Shut the Box
	Split and recombine numbers up to 12
	Section 1

	Clear the Deck
	Components of a target number up to 10
	Section 1

	How Many Beads? How Many Hidden? 
	Bridging through 5 and through 10
	Section 1

	Complements Number Search
	Complements to 10 (i.e. components of 10)
	Section 1

	Complements Ping-Pong
	Complements to 10 (i.e. components of 10)
	Section 1

	Ten in a Bed
	Complements to 10 (i.e. components of 10)
	Section 1

	Who Has the Most Equations?
	Add and subtract 1 or 2
	Section 1

	Domino 10s
	Complements to 10 (i.e. components of 10)
	Section 1

	Polka Dots
	Visualise and use reasoning for components of 12
	Section
 2

	Regroup
	Visualise and use reasoning for numbers up to 20
	Section 2

	Double Take
	Doubling and reasoning about near-doubles
	Section 2

	It All Adds Up
	Build ‘teen’ numbers out of smaller components
	Section 2

	Five and What’s Left
	Bridging through 5 and through 10
	Section 2

	Frame an Addition
	Bridging through 10
	Section 2

	Race Along a Number Line and Bridge
	Bridging through 10
	Section 2

	Race to the End of the Number Line
	Recognise when bridging is not needed
	Section 2

	Frame a Subtraction
	Bridging through 10 for subtraction
	Section 2

	Keep the Change!
	Complements to 100 (i.e. components of 100)
	Section 2

	Subtraction Equations
	Mental and written subtraction of numbers below 20
	Section 2

	Magic 10s
	Grouping tens for place value
	Section 3

	Race to Cover 100
	Exchange and decomposition
	Section 3

	Four Throws to Reach 100
	Place value decimal system up to 100 or 1000
	Section 3

	Dice and Spinner Games
	Place value, explored actively
	Section 3

	Spot the Decomposition
	Decomposition in subtraction
	Section 3

	Win Counters on a 100-Square 
	Place value structure of 2-digit numbers
	Section 3

	Race Through a 100-Square
	Place value structure of numbers up to 100
	Section 3

	Steer the Number
	Place value structure of 2-digit numbers
	Section 3

	Two-Digit Sequences
	Sequencing 2-digit numbers
	Section 3

	Three-Digit Sequences (Focus on Tens)
	Sequencing 3-digit numbers
	Section 3

	Place Value Boxes
	Place value of large numbers (6-digits)
	Section 3

	Calculator Skittles
	Place value of large numbers (4-digits or more)
	Section 3

	Jump 10
	Adding 10 to a number
	Section 3

	The Six-Card Rounding Game
	Place value in 2-digit numbers
	Section 3

	The Rounding Challenge
	Place value in 2-digit or 3-digit numbers
	Section 3

	Rounding Races
	Rounding numbers to the nearest whole, ten or hundred
	Section 3

	Don’t Walk if You Can Take the Bus
	Derive multiplication facts from key tables facts
	Section 4

	Mouse Tables
	Learn and practise a chosen times table
	Section 4

	Self-correcting tables cards Game 1 
	Learn and practise a chosen times table
	Section 4

	Self-correcting tables cards Game 2
	Finding the questions and focusing on division
	Section 4

	Self-correcting tables cards Game 3
	Matching questions to answers in a chosen table
	Section 4

	Self-correcting tables cards Game 4
	Snap, matching multiplication to division
	Section 4

	Multiples from the 1-6 Times Tables
	Practise tables facts up to 6 x 6
	Section 4

	Products in a Row
	Connect pairs of related multiplication tables
	Section 4

	Factors
	Division: find factors of given multiples
	Section 4

	Areas on a Grid
	The area model of multiplication and division
	Section 4

	Divisibility Rules
	Test to determine if a number is divisible by another
	Section 4
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