
 The rationale behind the chosen games is to give Foundation phase children, specifically in year Two, a wider opportunity to explore fundamental number concepts, in this case number bonds, subtractions and multiplications which is also helping towards number combinations and strategies, helps to build good team players, with plenty of opportunities for children to interact with each other. It can also be used for Key Stage Two children by just changing the dice to one that has divide, times, or percentages on it. 
 The National Literacy and Numeracy Framework (LNF, 2013) expects that every child is to become capable of developing mathematical reasoning, whilst the elements to it suggest children use appropriate techniques and strategies, use number fact skills. The framework also expects children to count to twenty, read and write, as well as being able to count ‘on’ and subtract numbers. 
The chosen games fit into the developing numerical reasoning strand of the LNF framework, whilst also being in line with the element and cross curriculum of numeracy by reinforcing numeracy skill in different contexts, and deepening children’s understanding of numbers by being able to use as a bilingual exercise and transfer information from the games onto tasks in ICT, With this in mind the rationale behind the chosen games is to develop a good, lasting understanding of mathematical concepts with the confidence to use and apply numerical skills in everyday life, develop numerical reasoning and be able to understand steps given to complete a task, as well as using appropriate techniques and strategies, represent and communicate, which is being used by the children when they are playing the game by talking to each other about the answers (LNF, 2013).

The activities that have been chosen are based on adding subtraction and number bonds, with the option of being able to adapt and focus on a range of users by making it simple or harder by simply just changing the dice being used. The games are based on the value of twenty which is in line with the Numeracy framework (2013). 
The chosen games are all in line with the National Literacy and Numeracy Framework (LNF). This is based on children in year two which follows the strand of developing numerical reasoning and using number skills, helping to encourages children to be able to develop the skills needed to use different techniques and mental strategies, the use of  step by step instructions to carry out tasks and develop numerical reasoning, children have to select the appropriate equipment needed for the games, which follows the elements that are recommended, for example the children will be using mathematical language whilst talking to each other throughout the game and will have to make their own choices. They will interpret the answers whilst considering if their answers are correct, they will be using the checking strategies with each other to decide if they are correct. The chosen games also help with the elements of reading numbers. With all this in mind, and based on the suggested framework, the games that have been created help to embed these skills as it is important for children to learn concepts, thinking strategies and skill that will  help develop lifelong learning skills to be used throughout their life in pretty much everything they do, as it is the widely used subject in the world (Collins, 2018).
Way (2011) also suggest that playing these types of games help with meaningful situation skills, gives positive attitudes can increase children’s learning opportunities, thus children can be more independent.

Game one- Adding: Every child has a number of counters; each player will then take it in turn to throw two dice, Children are then expected to add the value of each dice together, then place their colour counter on the correct answer, If the children throw more than the value of twenty they then miss a turn, the children take it in turns until all numbers on the board are covered with counters, the children can then count how many counters they have on the board the winner is the one with the most counters. 

Game Two- Subtraction: Every child has a number of counters; each player will then take it in turn to throw two dice, Children are then expected to subtract the value of the lowest number dice away from the highest number, then place their colour counter on the correct answer, If the children throw more than the value of twenty they then miss a turn, the children take it in turns until all numbers on the board are covered with counters, they children can then count how many counters they have on the board the winner is the one with the most counters. 

Game Three- Number bonds to twenty: Every child has a set number of counters, each player will then take it in turn to throw one die, each player then get the chance to say the answer, the first to get the correct answer then places their counter on the correct answer, each player takes it in turn to throw the die until each number on the board is covered with counters, once they are all covered the winner is the one with the most counters.

To expand on the games children can make notes of their scores which then can be transferred onto a graph in an ICT lesson which can then be used in a Maths lesson, as well as being able to do the games in Welsh, making the activity cross curricular. 
Play is also very much a part of the curriculum ethos for children in Foundation Phase. Games are a great way for children to interact and learn through doing, also giving learners the opportunities to explore fundamental number concepts (Rutherford, 2015).With the Pisa results also showing that there is a greater urgency within Wales to improve numeracy skills, it is seen that if learners are doing and enjoying a subject they will be more likely to become confident within it (Dauncey, 2003). However, there still much negativity toward playing games in the classroom, some feel they are merely just time fillers to entertain children and fill free time, likewise pupils are struggling to understand why numeracy is so important to their everyday lives and needs (Estyn, 2013).
 These activities however are more than that as they give children a variety to the approach into teaching mathematics within the curriculum as well as being in line with the Numeracy frame work (LNF, 2013). Cockcroft (1982) set a report that suggested that children need to be able to discuss mathematics and not just learn it, and by playing mathematical games it helps to promote discussion, for example children discuss who’s move is next, finding different strategies to help toward the playing of the game, Review is also being used when children are checking with each other about their answer to make sure they are correct, so they can then move on.
The chosen games, help with involvement as children cannot play passively, Pound and Lee (2010) also suggest this then makes children more eager to win in turn helps to make them more receptive to learning and increases their motivation towards the game, similarly talking also allows children to develop and extend their oral repertoire. Bruner (1966) believes that the aim to education should be to create autonomous learners i.e. learning to learn, Bruner’s theory is that education should develop symbolic thinking children with problem solving skills, Bruner (1960) opposed Piaget’s notion of readiness, he argued that school was a waste of time with complexity range of subject material for children’s cognitive stage of development, children are being held back as if children find subjects they must then only be taught when children reach appropriate cognitive maturity (Haylock,Thangta, 2007). However, Bruner and Vygotsky emphasise the social nature of learning, such as Bruner theory of scaffolding which is the interaction between adult and child, similar to Vygotsky zone of proximal development (Mc Lead, 2018).  Playing games in the classroom can has a big part to play toward children’s learning, particularly in mathematical lessons. Rutherford (2015) also agrees and suggests it brings many benefits such as supporting development and gaining new strategies, Hatch (2011) agrees it gives key objectives and problem- solving skills and also helps to acquire new mathematical concepts which helps children’s cognitive structures develop over time.
Also supporting children to understand a concept by hands-on doing, repeatedly playing these types of games within the classroom helps children’s development of computational fluency, games can often help teachers to be able to observe as appose to providing problems, children can also develop familiarity with the number systems and benchmarks such as 10s, 20s and engage in computation practice building deeper understanding of operations (Rutherford, 2015).

Conclusion
[bookmark: _GoBack]The games chosen are all in line with the cross curriculum and the LNF frame work, it has been seen that children playing games within the classroom can promote positive outcomes, although some may still be less positive of this approach, it has been backed up by many theorist that it is the best way to help children learn and remember what they have learnt, already being used regularly within classrooms today with many seeing the benefits, the game can also be taken home so that parents and children can interact which in turn helps to support the school- to- home connection which give parents a chance to be able to interact with what children are learning at school , this in turn could help to promote a more positive outcome to the idea of learn through play, with more of these types of activities being used.
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