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Maths clubs as part of an after school programme 

Why Maths Clubs? 
After school Mathematics Clubs are an opportunity 
for students to learn and enrich their mathematical 
experiences in ways that are free from curriculum 
and assessment driven teaching practices. 

The maths clubs run by the South African Numeracy 
Chair Project are focused on Grade 3 and 4 
learners, although a club can be set up at any grade 
level. 

The clubs are conceptualised as supportive 
communities where sense making, active 
mathematical engagement and participation, and 
mathematical confidence building are emphasised. 
Individual, pair and small group interactions with 
mentors are the dominant practices with few whole 
group interactions. 

These are some of the features of the clubs: 

• Voluntary participation during out-of- school time 
• More learner choice over the activities that they work 

on and engage with 
• The curriculum is a contextual guide for what is 

expected of learners but individual learner numeracy 
levels guide content and activities 

• Participation based, where participants are active 
and engaged 

• Many interactions are learner led with many one-to-one 
interactions between mentors and learners. 

• The mentor is as much a participant as the learners are 
• Assessment is formative and integrated and is used to 

guide individual learning experiences for the 
participants  

• Club rules may differ from in-school time rules.  

 
  

Running  
after school 

club 
Visit us at: www.ru.ac.za/sanc 

The positive effects of participating in OST programmes as follows:  
young people benefit when they spend time engaged in structured pursuits that offer opportunities for 

positive interactions with adults and peers, encourage them to contribute and take initiative, and 
contain challenging and engaging tasks that help them develop and apply new skills and personal 

talents (Durlak & Weissberg, 2007 p. 5) 
 

Outcomes associated with participation in after school programmes 
Academic: 
• better attitudes toward school  
• better performance in school (as measured by achievement test scores and grades)  
• improved homework completion  
• better engagement in learning 

 
Social and emotional benefits: 
• improved self-confidence 
• self-esteem 
• improved social and communication skills and/or relationships with others (peers, parents, teachers) 
• improved feeling and attitude towards self and school  
• development of initiative (Little, Wimer, & Weiss, 2007)  
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We have found clubs to be 
useful for: 
• Shifting mathematical 

dispositions 
• Developing a growth mindset 
• Getting boys and girls to mix 

with each other through 
collaborative work 

• Getting learners to talk to 
each other and the mentor 
about their maths thinking. 

CLUB FOCI 
 
A club can focus on: 
• Maths Recovery 
• Extending and challenging 

beyond potential 
• Individualised attention 
• Strengthening mathematical 

dispositions, confidence and 
trajectories 

• Establishing 2nd sites of 
learning using the "Pay-it-
forward" concept 

 

Clubs seem to work best 
when there are smaller 

groups of learners — perhaps 
between 10 and 15 and a mix 
of levels. Some schools offer 

clubs for remediation only, 
whilst others run clubs for 

extension. 
 

   

 

The clubs operate with some 
basic ground rules: 
• We listen to each other’s ideas 
• No laughing when people make 

mistakes 
• No hitting, kicking, biting, 

bullying 
• No telling tales 

CLUB ETHOS 
 
These informal learning spaces 
allow the learners opportunities to 
actively engage with mathematics 
and sense making as well as for 
mathematical confidence building. 
 
Learners are free to: 
• Talk about mathematics 
• Argue about mathematics 
• Explain how something was 

worked out 
• Ask questions 
• Make mistakes as learning 

happens by making and 
discussing mistakes 

• Speak their own language 
• Cross things out, be untidy 
• HAVE FUN 
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The SANC Project website hosts a wide range of resources that have 
been tested and used in maths clubs since 2011. These include:  

• Games and booklets 

• Activities 

• General club resources 

A useful resource for the first sessions of a club are the inserts 
published in the Grocotts in 2012. These provide many useful 
activities. See the Pay it Forward box below for details 
 

Access these by visiting: 
http://www.ru.ac.za/sanc/mathsclubs/clubresources/  

 

 
 

As mentors in the club, the aim is to: 
• ·help learners think about mathematics 
• enjoy mathematics 

 
Mentors: 
• Are active participants and co-learners 
• Facilitate vs direct teaching 
• Need to make students feel OK about making mistakes and to be comfortable with struggle 
• Encourage participation and engagement 
• Promote club ethos 
• Provide flexible mediation to: 

o challenge 
o build confidence 

 
Flexible, in-the-moment mediation is: 
a “dance” that takes place between the mentor and the learner and requires awareness of the learner’s 
mathematical contributions: both verbal and non-verbal 

 
 

 

One concept that works well in the clubs is the ‘Pay-It-Forward’ concept. 
Learners are taught a numeracy game using a simple cost 
effective resource they have been given or have access to in 
the club (e.g. a pair of dice, a pack of cards). 
 

The idea is that the learners must teach/play this game with 
at least two other people in their community (siblings, 
cousins, parents, grandparents, friends etc.) and promise to 
‘Pay It Forward’. Many of these games are quite simple but 
critically involve the development of 
numeracy proficiency. 2nd sites of learning like this are often 
taken for granted in middle class families where card and dice games are part of children’s 
lives. 
 
Club learners are also encouraged to work with others on the “Fun with Maths’ supplement 
published in Grocott’s in 2012. The supplement is available from: 
http://www.ru.ac.za/sanc/numeracyresources/grocottssupplement/ 

  

Club leader / facilitator support 

Mentor’s role in the club	
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Fixed versus Growth Mindsets 

 
 

 

Mindsets, making mistakes and the experience of struggle 

Research has recently shown something stunning - when students make a mistake in maths, their brain 
grows, synapses fire, and connections are made; when they do the work correctly, there is no brain 

growth. This finding suggests that we want students to make mistakes in math class and that students 
should not view mistakes as learning failures but as learning achievements. Students do not, as many 
assume, need to revisit a mistake and correct it to experience brain growth, although that is always 

helpful; brain growth comes from the experience of struggle. When students struggle with mathematics, 
their brains grow; being outside their comfort zone is an extremely important place to be. 
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To develop proficiency, focus on number sense such as: 
 

Club Learning Programme Design 
Aiming	
  for	
  PROFICIENCY	
  AND	
  PARTICIPATION	
  
	
  
• Left	
  side:	
  
• A	
  focus	
  on	
  individual	
  learner	
  progress	
  and	
  the	
  acquisition	
  

of	
  mathematical	
  proficiency.	
  	
  
• Right	
  side:	
  
• Highlights	
  a	
  focus	
  on	
  evolving	
  forms	
  of	
  mathematical	
  

participation	
  whereby	
  the	
  learners,	
  myself	
  and	
  other	
  
people	
  in	
  the	
  club	
  become	
  participants	
  in	
  the	
  club	
  with	
  
increased	
  sense	
  making	
  and	
  communication	
  in	
  
mathematics.	
  	
  

• focus	
  on	
  using	
  the	
  ‘SAFE’	
  (sequenced,	
  active,	
  focused,	
  
explicit)	
  design	
  features	
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I’ve learnt a 
lot in club. I 
am teaching 
my mother 
how to do 

arrays! 
 
 
 

 
 
 
 
 
 

 
 

My favourite 
game was 

“Yes, No, You 
Got It!” 

Maths club 
was nice 
because 
Debbie 

taught me 
more about 

Maths. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

WHAT DO WE DO IN CLUBS?
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Mathematical games are 'activities' which involve a mathematical challenge, are governed by a set of rules 
and have a clear underlying structure, normally have a distinct finishing point and have specific 
mathematical cognitive objectives (Way, 2013).  

Short games, particularly those played with cards and dice, are very accessible to younger learners and can 
aid in the development of core number skills, mental agility and fluency in number. They are very useful 
diagnostic tools for club mentors.  

Benefits to learning through games include motivation, developing positive attitudes towards maths and 
allowing children to operate at different levels of thinking as well as providing opportunities to learn from 
each other.  

Games taught and used in the clubs can potentially also be played at home and shared with family 
members, thereby allowing learners to spend more time on maths, to consolidate skills and practice what 
they have learnt in class, to teach other people the rules and to get other people involved in mathematics. 

 
COMPETITION VS. COLLABORATION 

Games can encourage collaboration, 
communication and competition. However, too 
much emphasis on competition can be counter 
productive as the game becomes about the winning 
or losing and not the mathematics or the strategies. 
Emphasise collaboration and communication more 
often than competition.  

 

Introducing games into the clubs 

In teaching games to groups Gillian Hatch has found 
three different methods that work well. 

• Introduce the game to one group of learners 
while the others are completing some individual 
work.  

• Then divide the whole class into groups. Put one 
learner from the initial group into each group to 
teach the game to the group. Divide the class 
into the groups in which they will subsequently 
play. Play the game with the whole class, with 
each group acting as a single player. 

• Choose a set of learners to come to the front of 
the class and play the game as a demonstration, 
possibly with assistance in decision making from 
the whole class.  

 Source: http://nrich.maths.org/2928/index 

HINTS FOR SUCCESSFUL CLUB GAMES 

 

• Make sure the game matches your mathematical 
objective(s) 

• Use games for specific purposes, not just time-
fillers 

• Keep the number of players from 2 to 4, so that 
turns come around quickly 

• The game should have enough of an element of 
chance so that it allows weaker students to feel 
that they a chance of winning 

• Keep the game completion time short 
Source: http://nrich.maths.org 

  

Playing games in the clubs 
	
  


