
Primary Mathematics Toolkit

Support Materials: Chance

Click on a support material below to access information, ideas and suggestions for this Strand Unit.

STAGES 3 AND 4 (THIRD CLASS TO SIXTH CLASS)

Mathematical Concepts Progression Continua

Suggestions for 
children’s learning

Suggestions for  
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Suggestions 
for teaching

Suggestions for the 
learning environment

Suggestions for learning at home

Chance
Primary Mathematics Curriculum
Chance

Stage 1
(Junior & Senior Infants)

Stage 2
(1st & 2nd Class)

Stage 3
(3rd & 4th Class)

Stage 4
(5th & 6th Class)

Through appropriately playful and engaging learning experiences, children should be able to
Learning 
Outcomes

describe and test predictability and (un)certainty 
in events.

use probability to make informed decisions and predictions.

represent and express probability in different forms. 

Mathematical 
concepts

Events in everyday life involve chance. Some 
events are more likely to happen than others.

Probability can be represented on a scale between 0 – 1.

If an event is unlikely to happen, it has a low 
probability. If something is likely to happen, it has 
a high probability.

The experimental probability of an event occurring may 
not always match the theoretical probability.

Expected or predicted outcomes of an event can 
differ from actual outcomes.

The probability that a specific outcome will occur can be 
represented as a fraction, decimal or percentage.

Investigating chance allows decision-making 
and predictions about everyday events and 
occurrences.

A sample space contains all possible outcomes of an 
experiment.

Probability can be described in proportional terms and is 
calculated by dividing the number of ways the identified 
outcome can happen over the total number of possible 
outcomes.

As you repeat a trial independently a large number of 
times, the average result becomes increasingly closer to 
the expected value.
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Elements Chance
Understanding 
and Connecting

Identifies practical 
activities and 
everyday events 
that involve chance.

Explore the 
independence of 
each trial in an 
investigation. (For 
example: when 
tossing a coin, each 
toss has a 50/50 
chance, regardless 
of what came 
before it).

Explores the 
concept of even 
chance. 

Uses various 
materials such 
as coins and dice 
to investigate 
probability.

Recognises that 
probabilities range 
from 0-1 [With 0 
being impossible/ 
never and 1 being 
always/certain]. 

Predicts and 
represents all 
the possible 
outcomes in a 
simple probability 
experiment using 
systematic lists 
and models

Uses data to predict 
how likely an event 
is to happen in the 
future.

Explores how the 
greater the number 
of trials brings the 
experimental [actual] 
outcomes closer 
to the theoretical 
[expected] 
outcomes.

Examines the range 
of variability in small 
samples (Useful to 
explain the law of 
small numbers).

Uses technology, 
to rapidly replicate 
random events 
(For example: toss 
coins, spinners 
or roll dice) for 
efficient 
investigations.

Uses technology 
to rapidly identify 
the set of all possible 
outcomes in an 
investigation.

Communicating Uses 
examples 
of everyday 
situations to 
talk about 
the likelihood 
of events 
happening 
and use the 
language of 
chance and 
probability.

Uses mathematical 
language 
[impossible, 
never, sometimes, 
possible, certain, 
always], to describe 
the likelihood that 
events will occur.

Uses 
mathematical 
language [very 
likely, unlikely, 
probable, 
improbable], 
to describe the 
likelihood that 
events will occur.

Records 
outcomes 
of trials and 
investigations 
using appropriate 
strategies 
(For example: 
tally marks or 
simple tables).

Selects appropriate 
methods of 
recording results 
of probability 
investigations.

Express as a 
common fraction, 
the probability 
that an event 
will occur.

Represents 
probability using 
values from the 
range of 0 to 1. 
[With 0 being 
impossible/never 
and 1 being always/
certain].

Represents all 
possible outcomes 
of an experiment 
using a sample space 
[A sample space is 
a set of all possible 
outcomes in an 
experiment].

Describes real-
world applications 
of probabilities 
expressed in various 
forms (For example: 
fractions, decimals, 
percentages and 
graphs). 

Children should be given opportunities to demonstrate how the knowledge and skills gained in this strand can be used to link, reinforce and progress learning across the other four interconnected strands.

Key Language
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