
Key Instant Recall Facts – Yr 1 to 6
KIRFs



Key Instant Recall Facts – Year 5, Autumn 1

Tips to support learning:
• Repetition of these facts is key – little 

and often is best. Maybe you could 
focus on a fact family a day / week.

• Think of the question – One player 
thinks of a times table question (e.g. 
4 × 12) and states the answer. The 
other player has to guess the original 
question.



Key Instant Recall Facts – Year 5, Autumn 2

Tips to support learning:
• Repetition of these facts is key – little 

and often is best.

• Choose a number between 2 and 20. 
how many correct statements can 
your child make about this number 
using the vocabulary above.

• Make a set of cards for numbers 2 –
20. How quickly can your child sort 
these into prime and composite 
numbers? How many even prime 
numbers can they find? How many 
odd composite numbers can they 
find?



Key Instant Recall Facts – Year 5, Spring1

Tips to support learning:
• Repetition of these facts is key – little 

and often is best. 

• Cycling squares – a challenge 
involving square numbers. 
www.nrich.maths.org/1151

http://www.nrich.maths.org/1151


Key Instant Recall Facts – Year 5, Spring 2

Tips to support learning:
• Repetition of these facts is key – little 

and often is best. Maybe you could 
focus on a fact family a day / week.

• Use one known fact to create three 
more: I know 1.2 + 0.8 = 2 

so 0.8 + 1.2 = 2 
2 – 1.2 = 0.8
2 – 0.8 = 1.2              



Key Instant Recall Facts – Year 5, Summer 1

Tips to support learning:
• Repetition of these facts is key – little 

and often is best. 

• Look at the prefixes – do they help to 
work out meaning? Kilo, centi, milli

• Convert measurements of quantities 
in a recipe.

• Calculate lengths and distances in a 
range of measurements. How tall are 
you in metres, centimetres and 
millimetres?



Key Instant Recall Facts – Year 5, Summer 2

Tips to support learning:
• Repetition of these facts is key – little 

and often is best. Maybe you could 
focus on a fact family a day / week.

• Think of the question – One player 
thinks of a times table question (e.g. 
4 × 12) and states the answer. The 
other player has to guess the original 
question.

• Answer questions in any order, 
including missing number questions 
such as 7 x = 28 or  ÷ 6 = 7


