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Why is GOT IT  a rich task?

	Step into them even when the route to a solution is unclear (see definition of “a problem” below), getting started and exploring is made accessible to pupils of wide ranging abilities.  
	The game is an engaging one and pupils are often motivated to find strategies in order to beat the computer or, if you do not have access to the interactivity, to beat the teacher.

	Pose as well as solve problems, make conjectures
	Pupils often extend the problem to different target numbers and a different range of numbers quite naturally.  Other extensions include choosing a range of numbers that do not start at 1.

	Work at a range of levels
	Some pupils are excited to discover that the person reaching 18 first will win.  You can simplify the starting point further with a lower target number and smaller range of numbers.  At the highest level the generalisation to any target, any range requires high-level thinking and analytical skills

	Extend knowledge or apply knowledge in new contexts
	This is a different and engaging context to meet and engage with mathematics

	Allow for different methods
	It is interesting to see the different ways in which pupils come to an understanding of why their strategy works.

	Offer opportunities to broaden students’ problem-solving skills 
	Working backwards is a very useful skill in this case.

Generalising results to any target and range and identifying the exceptions.

	Deepen and broaden mathematical content knowledge 
	In this task pupils are being asked to recognise and explain patterns and relationships, conjecture, generalise and predict.

At the highest levels they should justify their generalisations using convincing arguments and proofs. 

	Have potential to reveal underlying principles or make connections between areas of mathematics 
	For example the unexpected connection with factors and multiples 

	Include intriguing contexts
	It is not obvious that employing some mathematics will guarantee that you can always win.

	Offer opportunities to observe other people being mathematical or the role of mathematics within cultural settings
	Pupils challenging the teacher or computer and explaining what they will do next and why whilst others observe and listen
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