
2.4 Problem Solving 
• Working out pathways to reach 144 efficiently. 
• Deciding when to take risks or play conservatively. 
• Applying multiplication knowledge in a game-based 
   scenario. 

3. General Capabilities 

3.1 Critical and Creative Thinking 
• Students solve riddles and apply logic. 
• They justify answers and explain mathematical reasoning. 
3.2 Personal and Social Capability 
•  Turn-taking, cooperation, and respectful peer interaction. 
• Collaborative problem�solving during card challenges. 
3.3 Literacy 
• Reading and interpreting Trivia and Riddle Cards. 
• Explaining mathematical thinking verbally. 

4. Cross-Curriculum Priorities 

While Turntables is primarily a mathematics resource, it 
also supports: 
• Critical thinking across learning areas 
• Engagement through game�based learning, which aligns 
   with contemporary pedagogical approaches 

5. Classroom Application Notes 

5.1 Differentiation 
• Support: Allow multiplication charts or peer assistance. 
• Extension: Remove supports, add timed turns, or require 
   verbal justification. 
• Challenge: Ask students to predict future multiples or plan 
   optimal paths. 
5.2 Assessment Opportunities 
• Teachers can observe: 
• Accuracy of multiplication recall 
• Speed and confidence in identifying multiples 
• Ability to explain strategies and justify moves 
5.3 Suggested Use Cases 
• Maths warm-ups 
• Rotation stations 
• Small-group intervention 
• End-of-lesson consolidation 
• Homework club or enrichment groups 
 
 
 

1. Mathematics Content Descriptions 

1.1 Number and Algebra — Number (Years 3–6) 
Turntables directly supports the following ACARA content 
descriptions: 
•  AC9M3N04 — Recall and demonstrate proficiency with 
   multiplication facts up to 10 × 10 and related division 
   facts. Students repeatedly apply multiplication facts to 
   identify the next multiple. 
•  AC9M4N04 — Develop efficient mental strategies and 
   use appropriate digital tools for multiplication and 
   division. The game requires mental calculation of 
   multiples and strategic thinking. 
• AC9M4N05 — Recognise and explain the connection 
   between multiplication and division. Students see how 
   multiples relate to repeated addition and factor 
   relationships. 
• AC9M5N04 — Use estimation and rounding to check the 
   reasonableness of answers. Students estimate whether  
   a roll will overshoot 144 and adjust strategy. 
• AC9M6N03 — Apply knowledge of factors, multiples and 
   divisibility to solve problems. The core mechanic of 
   Turntables is identifying the next multiple. 

2. Proficiency Strands 

2.1 Fluency 
• Rapid recall of multiplication facts. 
• Efficient identification of multiples. 
• Smooth turn-taking and quick mental calculations. 
2.2 Understanding 
• Recognising patterns in multiplication tables. 
• Understanding how multiples form predictable 
   sequences. 
• Connecting dice outcomes to number relationships. 
2.3 Reasoning 
• Explaining why a particular number is the next multiple. 
• Justifying moves during Trivia and Riddle challenges. 
• Predicting outcomes and making strategic decisions. 
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