
 

Fluency Expectations Grades K-6 
 
Fluency means quickly and accurately. Memorization is NOT the focus. 
Knowing various mental math strategies is key. Efficient strategies may vary 
from child to child. 
 
Kindergarten - Fluently add and subtract within 5. 
 

1st Grade - Add and subtract within 20, demonstrating fluency for addition 
and subtraction within 10. 
 

2nd Grade – Fluently add and subtract within 20 using mental strategies. By 
the end of grade 2, know all sums of two single-digit numbers. 

AND 
Fluently add and subtract within 100 using strategies based on place value, 
properties, and/or the relationship between addition and subtraction. 
 

3rd Grade – Fluently multiply and divide within 100. Know all products of two 
single-digit numbers. 

AND 
Fluently add and subtract within 1,000 using strategies based on place value, 
properties, and/or the relationship between addition and subtraction. 
 

4th Grade – Fluently add and subtract multi-digit whole number using the 
standard algorithm.* 
 

5th Grade – Fluently multiply multi-digit whole numbers using the standard 
algorithm.* 
 

6th Grade – Fluently divide multi-digit whole numbers using the standard 
algorithm.*                                            AND 
Fluently add, subtract, multiply, and divide multi-digit decimals using the 
standard algorithm for each.* 
 

*The standard algorithm refers to the traditional method for each operation (i.e. 
lining up by place value, “carrying” and “borrowing”). Please note the standard 
algorithm is not used until 4th grade! 

 
 
 
 

 

Grades K-5 

  



Math Fact Fluency Practice: 10’S GO FISH 
(addition practice for grades K-1) 

 
Players: groups of 2-4 
 
Materials: regular deck of cards A-10, no jokers or face cards (J, Q, K) 
Ace = 1 
 
How to Play: Shuffle the cards. Each player is dealt five cards. The remaining 
cards are placed middle face down to make the fish pond.  
 
Each player looks in his or her hand for pairs (2) of cards that add up to 10.  
If you have any pairs of cards that total 10, put them down in front of you 
and replace those cards with cards from the deck. If you have a 10 card, you 
may lay it down by itself since it equals 10. 
 
Take turns. On a turn, ask one player for a card that will go with a card in 
your hand to make 10.  
  *If you get a card that makes 10, put the pair of cards down. Take one card 
from the deck. Your turn is over.  
  *If you do not get a card that makes 10, take the top card from the deck. 
Your turn is over.  
  *If the card you take from the deck makes 10 with a card in your hand, put 
the pair down and take another card. 
 
If there are no cards left in your hand but still cards in the deck, you take two 
cards. 
 
The game is over when there are no more cards. At the end of the game, 
make a list of the number pairs you made. The winner is the player with the 
most pairs. 

 
 
 

Math Fact Fluency Practice: HIT THE TARGET 
(practice with all operations for grades 4-5) 

 
Players: groups of 2-5 
 
Materials: regular deck of cards, no jokers, Ace = 1 or 11, Jack = 11,  
Queen = 12, King = 13, scratch paper & pencil 
 
How to Play: Shuffle the deck and place the entire deck face down in the 
middle of the group. The group decides on a ‘target number’ that each 
person is trying to make (choose target between 1-30). One person flips 
over the first five cards and places them face up in a row.  
 
The object of the game is to make a number sentence using all five cards 
with any operations to reach the target number. The first player to find a 
winning combination keeps the cards and chooses the next target number. 
 
If no combination is found in about a minute, flip over another card and try 
to make a combination using six cards. 
 

 
 
One winning combination is: 5 x 2 + 5 + 6 - 1 = 20. Another is (6 x 5) - (2 x 5 x 
1). Also, (6 ÷ 2) x 5 + (5 x 1) works, as do many more. 
 
Variation to make it easier – require any 4 out of 5 cards to be used to reach 
target number 

 
 
 



Math Fact Fluency Practice: CLOSE TO 100 
(double digit addition practice for grades 2-5) 

 
Players: groups of 2 -4 
 
Materials: regular deck of cards, no jokers or face cards, 10’s = 0 
 
How to Play: Shuffle the deck and deal out six cards to each player. Each 
player is trying to add two double-digit numbers that have a sum close to 
100. Each player can use any four of their six cards. 
 
For example: 
This player was dealt these six cards. The player thinks through the different 
options using four of these cards.  
 Ex: The 2 and 6 could be 26 or 62. 
       The 9 and 2 could be 92 or 29.  
Try to make numbers that, when added, give you a total close to 100. 

 
Lay your cards down in the order you would like them and record your 
numbers on their total on the score sheet (see back).  
 Ex: One option is 26 + 72 = 98 
 
Find your score: Your score is the difference between your total and 100 
(regardless of whether it is above or below). If your total is 98, your score is 
2. If your total is 105, your total is 5. 
 
Put the cards you used in a discard pile. Keep the two cards you did not use 
for the next round. Each player is dealt 4 more cards. Try to get close to 100 
again with new cards. When you run out of cards, shuffle the discard pile 
and use again. Five rounds make one game. Total your scores. Player with 
the LOWEST score wins! 
 
Variations – Close to 1000 with 3-digit addition, decimals for Close to 1 
 

Math Fact Fluency Practice: ADDITION MEMORY 
(addition practice for grades 1-3) 

 
Players: groups of 2 -5 
 
Materials: regular deck of cards, no jokers, Ace = 1, Jack = 11, Queen = 12, 
King = 13 (you can play with or without the face cards, depending on level) 
 
How to Play: Shuffle the deck and deal out the entire deck of cards face 
down in a 13x4 array. If you do not use the face cards, make a 10x4 array. 
 
First person turns over a pair of cards and finds the sum of the two cards. 
Then, he/she turns over two more cards. If the sums match, player 1 wins 
the four cards and takes another turn. 
 
If the sums do not match, all four cards are flipped back over and the next 
player takes a turn. Play continues until no more matches can be made. 
 
Winner is the player with the most cards! 
 

 
 
 

 

 
 
 
 
 



Math Number Fluency Practice: NUMBER BATTLE (WAR) 
(number order practice for grades K-1) 

 
Players: partners of 2 
 
Materials: regular deck of cards, no jokers, Ace = 1, Jack = 11, Queen = 12, 
King = 13 
 
How to Play: This classic game, commonly called WAR, helps students 
recognize relative values of numbers. Players split a deck of cards and 
simultaneously flip over their top cards. 
 
The player with the highest value wins both cards. 

 
 
If the cards have the same value, each player lays three cards face down, 
then a new card face up. The card with the highest value wins all the cards 
from the round, including the face-down cards. 

 
 

 
 
 
 

Math Fact Fluency Practice: 99 or Bust! 
(addition practice for grades 3 – adult) 

 
Players: groups of 3 and up 
 
Materials: regular deck of cards WITH jokers, 3 tokens per person (coins, 
candy, etc) 
 
How to Play: Deal out 3 cards to each player. Place remaining cards in a pile 
in the middle. Be sure each player always has 3 cards in his/her hand 
throughout the game. (Don’t forget to draw a new card when you lay one 
down!) 
 
Player to the left of the dealer goes first by laying down a card face up in the 
middle and stating its value. The next person adds the value of their card 
and says the SUM of the pile as their card is placed on the pile. (Don’t forget 
to draw a new card!) Keep going around the group, adding up as you go, but 
don’t go over 99! Use the special cards below (if you have them) to keep the 
total from going over 99. 
 
If you are unable to play a card because it would cause the sum to go over 
99, place a token in the middle. Your turn in skipped, but you are still in the 
game as long as you have at least 1 token left. The game continues on until 
there is only one player left with a token(s).  
 

 
 
 

 
 
 
 
 
 



Math Fact Fluency Practice: I SPY SUMS 
(addition practice for grades 1-3) 

 
Players: groups of 2 -6 
 
Materials: regular deck of cards, no jokers, Ace = 1, Jack = 11, Queen = 12, 
King = 13 (you can play with or without the face cards, depending on level) 
 
How to Play: Shuffle the deck and deal out the entire deck of cards face up 
in a 13x4 array. Example picture is not in 13x4 array due to space. 
 

 
One player begins by looking for two cards and adding up their points to 
find the sum, and WITHOUT pointing the cards out, says, “I spy with my 
little eye two cards with a sum of ____.” 
 
Beginning with the player to left of the “I spy” person, the other players 
take turns looking for two cards that add up to make the sum and then pick 
up that pair. Rotate around the circle as many times as possible until no 
more pairs of cards have that sum. The “I spy” person does not pick up any 
cards during this time – he/she needs to check all of the pairs that the other 
players are picking up. 
 
Players swap roles and continue until the table is cleared. The winner is the 
player with the most cards at the end of the game. 
 
As large gaps appear, the size of the array may be condensed to help fill in 
the gaps. 
 

 

 
 
 

Math Fact Fluency Practice: MULTIPLICATION NUMBER BATTLE 
(multiplication practice for grades 3-5) 

 
Players: partners of 2 
 
Materials: regular deck of cards, no jokers, Ace = 1, all face cards = 10 
 
How to Play: This is a variation of the game War. Shuffle the deck and deal 
out the entire deck face down, giving half to each player. At the same time 
both players each flip over two cards.  
 
The player with the highest PRODUCT wins all four cards. 
 

 
 
If the products have the same value, the cards are placed in a center pile. 
The next hand is played normally and the winner of the next multiplication 
number battle takes the center pile as well. 
 
 
 
Variation to make it more difficult – Jacks = 11, Queens = 12, Kings = 13 

 
 
 
 

 

 
 
 
 
 



Math Fact Fluency Practice: MIND READER - Addition 
(addition practice for grades 1-3) 

 
Players: groups of 3 
 
Materials: regular deck of cards, no jokers, Ace = 1 
(you can play with or without the face cards, depending on level) 
Jack = 11, Queen = 12, King = 13 
 
How to Play: Shuffle the deck and place the entire deck face down in the 
middle of the group. One person is the leader and the other two are the 
mind readers. The two mind readers each draw a card and WITHOUT 
looking at it, hold the card up to their foreheads so that everyone else can 
see it, but not themselves.  
 
The leader says the sum of the two cards out loud for the mind readers to 
hear. Each mind reader must figure out which card is on his or her own 
forehead and say it out loud. When both mind readers have figured out 
their cards, place both cards at the bottom of the pile. The new leader is the 
mind reader who figured out his/her card first.  
 
Continue through the rest of the deck. 
 

 
 
 
 
 
 
 

Math Fact Fluency Practice: MIND READER - Multiplication 
(multiplication practice for grades 3-5) 

 
Players: groups of 3 
 
Materials: regular deck of cards, no jokers, Ace = 1 
(you can play with or without the face cards, depending on level) 
Jack = 11, Queen = 12, King = 13 
 
How to Play: Shuffle the deck and place the entire deck face down in the 
middle of the group. One person is the leader and the other two are the 
mind readers. The two mind readers each draw a card and WITHOUT 
looking at it, hold the card up to their foreheads so that everyone else can 
see it, but not themselves.  
 
The leader says the PRODUCT of the two cards out loud for the mind 
readers to hear. Each mind reader must figure out which card is on his or 
her own forehead and say it out loud. When both mind readers have figured 
out their cards, place both cards at the bottom of the pile. The new leader is 
the mind reader who figured out his/her card first.  
 
Continue through the rest of the deck. 
 
 

 
 
 

 


