Ma1 assessment criteria:







Race game


	Level
	Strand 1

Making and Monitoring Decisions
	Strand 2

Communicating Mathematically
	Strand 3

Developing Skills of Mathematical Reasoning

	3
	Play four or five games, to see if certain numbers always win.
	Pupils record at least the winners each time; and use the race game diagram each time to record the outcomes.
	Make an observation that you cannot score 1 with two dice, or that certain numbers in the middle of the diagram (e.g. 6, 7, 8) seem to win more often.

	4
	Decide to collect more results – at least 10 - perhaps by sharing results with others, to check if certain numbers seem more likely to win the game.
	Results are recorded for at least 10 games in a table. Some comments are written about the winners.
	Observe that there is only one way to score 2 or 12, and so there is a smaller probability of these winning the game. Or, begin to identify the various ways of scoring 6, 7, or 8, and suggest that these are more likely to win as a result.

	5
	Create a systematic way of analysing the theoretical probabilities – perhaps through a possibility space diagram.
	Pupils explain their presentation of theoretical probabilities. Show the probabilities of all the outcomes.
	Identify that 7 is the most likely winner, as there is a 1/6 probability of throwing a 7 with two dice. 

	6
	Compare the theoretical probabilities with the experimental outcomes, perhaps by using decimals or percentages instead of fractions, as they are unlikely to use exactly 36 throws to win each game. Collect further results to compare the overall range of experiments with the theoretical probabilities. Pose the question e.g: out of 60 games; does the 7 win 10 times?
	Using tables, charts and text, pupils give a clear account of their comparison between theoretical and experimental probabilities.
	Pupils identify that the larger the number of experiments, the more likely the results will reflect the theoretical probabilities.

	7
	Pose questions such as ‘What if we multiplied the two dice?’ ‘What if we had three dice?’
	Pupils clearly present the outcomes for the new questions, and calculate the probabilities. 
	Pupils explain clearly why certain numbers will win the new games, with supporting evidence.

	8
	Fully explore adding dice (say up to four dice), or multiplication of two /three dice, including designing the possibility space diagrams and the race game charts to match the new questions.
	Pupils present all the possible outcomes and their probabilities, testing these with a few examples.
	Pupils explain clearly why certain numbers will win the new games, with supporting evidence.


