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[bookmark: _Toc112318897][bookmark: _Toc112320547][bookmark: _Toc112320602][bookmark: _Toc112320657][bookmark: _Toc112320711][bookmark: _Toc135132323]Unit description and duration
This two-week unit develops student knowledge, understanding and skills to solve mathematical problems using critical and strategic thinking. Students are provided opportunities to:
sequence events using a range of methods
solve time and duration problems using calendars and clocks
solve and record addition and subtraction problems using objects, diagrams and images
record answers to multiplication and division problems (including those with remainders) using drawings, words and numerals.
Mathematics K–10 Syllabus © 2022 NSW Education Standards Authority (NESA) for and on behalf of the Crown in right of the State of New South Wales.
[bookmark: _Toc112318898][bookmark: _Toc112320548][bookmark: _Toc112320603][bookmark: _Toc112320658][bookmark: _Toc112320712][bookmark: _Toc135132324]Student prior learning
Before engaging in these teaching and learning activities, students would benefit from prior experience with:
using the language of time to describe the duration and sequence of events
opportunities to use a calendar including days of the week and the months of the year
applying efficient strategies to solve addition and subtraction problems
opportunities to solve multiplication and division problems.
[bookmark: _Toc112318899][bookmark: _Toc112320549][bookmark: _Toc112320604][bookmark: _Toc112320659][bookmark: _Toc112320713][bookmark: _Toc135132325]Lesson overview and resources
The table below outlines the sequence and approximate timing of lessons; syllabus focus areas and content groups; and resources.
	Lesson
	Syllabus focus area and content groups
	Resources

	Lesson 1: Calendar calculations
60 minutes
The duration of 2 events can be measured and compared. A calendar is a system of organising and measuring time.
	Representing whole numbers
Early Stage 1
Use the counting sequence of ones flexibly
Connect counting and numerals to quantities
Stage 1 – Part B
Form, regroup, and rename three-digit numbers
Non-spatial measure
Early Stage 1
Time: Compare and order the duration of events using the language of time
Stage 1 – Part B
Time: Describe duration using units of time
	Resource 1: Early Stage 1 place value gameboard
Resource 2: Stage 1 place value gameboard
Resource 3: I wonder...
Resource 4: Child brushing their teeth
Resource 5: Images of events
Resource 6: Before and after
Resource 7: Calendar
Resource 8: Calendar problems
Resource 9: Comparing events
9-sided dice
20-sided dice 
Writing materials

	Lesson 2: Duration and time
60 minutes
Duration is how long something lasts or a particular time interval, for example an hour.
	Representing whole numbers
Early Stage 1
Connect counting and numerals to quantities
Stage 1 – Part B
Form, regroup, and rename three-digit numbers
Non-spatial measure
Early Stage 1
Time: Compare and order the duration of events using the language of time
Time: Tell time on the hour on analog and digital clocks
Stage 1 – Part B
Time: Describe duration using units of time
	Resource 10: Time memory game
Resource 11: How long does it take?
Resource 12: Matching memory
Class set of analog and digital clocks
Elastic bands
Large collection of craft sticks or interlocking cubes
Writing materials

	Lesson 3: Subtraction
60 minutes
A collection can be changed by taking some away.
	Representing whole numbers
Early Stage 1
Connect counting and numerals to quantities
Stage 1 – Part B
· Form, regroup, and rename three-digit numbers
Combining and separating quantities
Early Stage 1
Model additive relations and compare quantities
Identify part–whole relationships in numbers up to 10
Stage 1 – Part A
Use advanced count-by-one strategies to solve addition and subtraction problems
Use flexible strategies to solve addition and subtraction problems
Stage 1 – Part B
Represent and reason about additive relations
· Form multiples of ten when adding and subtracting two-digit numbers
Use knowledge of equality to solve related problems
	Resource 13: Race from 30
Resource 14: Race from 200
Resource 15: 200 number chart
Resource 16: 30 number chart
Resource 17: Number chart
6-sided dice 
9-sided dice
Counters
Interlocking blocks 
Large collection of MAB blocks
Writing materials

	Lesson 4: Multiplication bingo
60 minutes
Multiplying numbers in any order results in the same answer.
	Forming groups
Early Stage 1
Investigate and form equal groups by sharing
Record grouping and sharing
Stage 1 – Part A
Model and use equal groups of objects to represent multiplication
Stage 1 – Part B
Represent and explain multiplication as the combining of equal groups
Represent multiplication and division problems
	Resource 18: Bingo gameboard 
Resource 19: Game cards
Resource 20: Multiplication problems
6-sided dice
Counters
Writing materials

	Lesson 5: Division
60 minutes
A collection can be partitioned into equal or unequal parts.
	[bookmark: _Int_62JE0R4U]Representing whole numbers
Early Stage 1
Use the counting sequence of ones flexibility
Connect counting and numerals to quantities
Stage 1 – Part B
Use counting sequences of ones and tens flexibly
Forming groups
Early Stage 1
Investigate and form equal groups by sharing
Record grouping and sharing
Stage 1 – Part A
Recognise and represent division
Forming groups B
Represent multiplication and division problems
	Resource 21: Sharing worksheets
Resource 22: Number cards
Resource 23: Recording sheet
Resource 24: Division problems
One Hundred Hungry Ants by Elinor J Pinczes
6-sided die
Counters
Writing materials

	Lesson 6: Let’s celebrate
60 minutes
Mathematicians use a range of representations to communicate ideas.
	Representing whole numbers
Early Stage 1
Use the counting sequence of ones flexibly
Connect counting and numerals to quantities
Stage 1 – Part B
Use counting sequences of ones and tens flexibly
Combining and separating quantities
Early Stage 1
Model additive relations and compare quantities
Identify part–whole relationships in numbers up to 10
Stage 1 – Part A
Use flexible strategies to solve addition and subtraction problems
Forming groups
Early Stage 1
Record grouping and sharing
Stage 1 – Part A
Model and use equal groups of objects to represent multiplication
Recognise and represent division
Forming groups
Stage 1 – Part B
Represent and explain multiplication as the combining of equal groups
Represent multiplication and division problems
Non-spatial measure
Early Stage 1
Time: Tell time on the hour on analog and digital clocks
Stage 1 – Part B
Time: Describe duration using units of time
	Resource 25: Decorations catalogue
Resources 26: Costing worksheet
Resource 27: Placemat catalogue
Craft materials
9-sided dice
20-sided dice
A3 paper
Individual whiteboards
Writing materials

	Lesson 7: Celebrate!
60 minutes
Mathematicians use evidence to make mathematical arguments and justify their thinking.
	[bookmark: _Int_qUZVcead]Representing whole numbers
Early Stage 1
Use the counting sequence of ones flexibly
Connect counting and numerals to quantities
Stage 1 – Part A
Use counting sequences of ones with two-digit numbers and beyond
Combining and separating quantities
Early Stage 1
Model additive relations and compare quantities
Identify part–whole relationships in numbers up to 10
Stage 1 – Part A
Use flexible strategies to solve addition and subtraction problems
Forming groups
Early Stage 1
Investigate and form equal groups by sharing
Record grouping and sharing
Stage 1 – Part A
Model and use equal groups of objects to represent multiplication
Recognise and represent division
Stage 1 – Part B
Represent and explain multiplication as the combining of equal groups
Represent multiplication and division problems
	Resource 28: Party food catalogue
Resource 29: Party food recording
Resource 30: Lolly bag catalogue
Resource 31: Lolly bag recording
Individual whiteboards
Interlocking cubes
9-sided dice
20-sided dice
Writing materials

	Lesson 8: Final countdown
60 minutes
Mathematicians reason and make conjectures when solving problems.
	Representing whole numbers
Early Stage 1
· Use the counting sequence of ones flexibly
Connect counting and numerals to quantities
Stage 1 – Part A
Use counting sequences of ones with two-digit numbers and beyond
Represent the structure of groups of ten in whole numbers
Combining and separating quantities
Early Stage 1
Identify part-whole relationship in numbers up to 10
Stage 1 – Part A 
Use advanced count-by-one strategies to solve addition and subtraction problems
Use flexible strategies to solve addition and subtraction problems
Stage 1 – Part B 
Represent and reason about additive relations
Form multiples of ten when adding and subtracting two-digit numbers
Use knowledge of equality to solve related problems
Geometric measure
Stage 1 – Part A
Position: Follow directions to familiar locations
	Resource 32: Ten-frame
Resource 33: Battleship gameboards
Resource 34: Number line zero to 100
Resource 35: Number line zero to 500
Resource 36: Number cards
6-sided dice
9-sided dice
Barrier
Counters
Deck of playing cards
Individual whiteboards
Writing materials


[bookmark: _Lesson_1:_][bookmark: _Toc112318900][bookmark: _Toc112320550][bookmark: _Toc112320605][bookmark: _Toc112320660][bookmark: _Toc112320714]

[bookmark: _Lesson_1:_Calendar][bookmark: _Toc135132326]Lesson 1: Calendar calculations
Core concept: The duration of 2 events can be measured and compared. A calendar is a system of organising and measuring time.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students working towards Early Stage 1 outcomes are learning that the duration of an event can be measured and compared using informal methods.
Students working towards Stage 1 outcomes are learning that calendars are an organised system to measure time. 
	Students working towards Early Stage 1 outcomes can:
accurately sequence events in time
use the language of time to compare the duration of 2 events.
Students working towards Stage 1 outcomes can:
use a calendar to calculate the number of weeks or days until upcoming events
solve problems related to the calendar.


[bookmark: _Toc112318902][bookmark: _Toc112320552][bookmark: _Toc112320607][bookmark: _Toc112320662][bookmark: _Toc112320716][bookmark: _Toc135132327]Daily number sense:  Place value game – 10 minutes
This activity has been adapted from Place value game (5:29) by Mathematics K-6 resources.
Build student understanding of place value by forming and ordering one-, two- and three-digit numbers in sequence.
Explain that the aim of the game is to position the numbers in sequence on the gameboard.
[bookmark: _Hlk135125406][bookmark: _Hlk135125391][bookmark: _Hlk135125411]Provide pairs of Early Stage 1 students with a 20-sided die and a copy of Resource 1: Early Stage 1 place value gameboard for each player. Provide Stage 1 students with three 9-sided dice and a copy of Resource 2: Stage 1 place value gameboard for each player.
Early Stage 1 students roll the die and place the number in the correct sequence. See Figure 1. There is one square for each number in the sequence.
Stage 1 students roll the dice and create a three-digit number. For example, a 6, 2 and a 9 could be recorded as 629, 692, 296, 269, 962 or 926. Players record their chosen number in the most appropriate position between 100 and 1000, see Figure 1.
[bookmark: _Ref131141907]Figure 1 – Place value gameboard
[image: Early Stage 1 zero to 20 gameboard. Numbers 5, 9, 13 and 16 are filled in.
Stage 1 100 to 1000 gameboard. Numbers 279, 584, 629 and 848 are filled in.]
If numbers cannot be placed, students miss their turn. Play continues until all boxes are filled.
Note: It is recommended to include dice that have zero as it is important that students understand the role of zero in the three-digit numbers created.
[bookmark: _Int_Oxi0xgiQ][bookmark: _Toc112318903][bookmark: _Toc112320553][bookmark: _Toc112320608][bookmark: _Toc112320663][bookmark: _Toc112320717][bookmark: _Toc135132328]Calendar investigations – 40 minutes
This lesson has been adapted from Notice and Wonder by Numeracy Teachers Academy.
[bookmark: _Hlk135125547]Display Resource 3: I wonder... and ask students to look closely at the images. Students turn and talk about what they notice and then select a student to share and explain what they noticed.
Students turn and talk again about any wonderings they have about the images. Choose students to share their wonderings.
Ask students to think about which mathematical concepts the images are all related to.
Note: Through class discussion and questioning, students should be able to notice that all the images are related to time.
[bookmark: _Hlk135125571][bookmark: _Hlk135125578]Explain to Early Stage 1 students that they will be exploring the order of events, including before and after. Display Resource 4: Child brushing their teeth and ask the students to explain and justify what they could do before and then after brushing their teeth. Provide students with their workbook, Resource 5: Images of events and Resource 6: Before and after. Students complete independently.
Note: Students need to make careful consideration of the time of day when looking at the images.
[bookmark: _Hlk135125615]While Early Stage 1 students are working independently, display Resource 7: Calendar to Stage 1 students and discuss key features. For example, dates, months, weeks, holidays, seasons and cultural events.
[bookmark: _Hlk135125621]Provide students with Resource 8: Calendar problems and their workbook. Students glue Resource 8: Calendar problems into their book, then solve the problems and record their answers.
Regroup as a class and select students to share their answers and explain the strategies they used.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students accurately sequence events in time? (MAO-WM-01, MAE-NSM-02)
Can students use the language of time to compare the duration of 2 events? (MAO-WM-01, MAE-NSM-02)
Can Stage 1 students use a calendar to calculate the number of weeks or days until upcoming events? (MAO-WM-01, MA1-NSM-02)
Can Stage 1 students solve problems related to the calendar? (MAO-WM-01, MA1-NSM-02)
What to collect:
observational data (MAO-WM-01, MA1-NSM-02)
student work samples. (MAO-WM-01, MA1-NSM-02) 
	Students are unable to accurately sequence events in time.
Provide students with an example of events sequenced in logical order, including the language associated with it. For example, first, next and then.
Provide real life examples to help students see the importance of sequencing events in their daily lives. For example, cooking a meal or getting ready for school.
Students are unable to use a calendar to solve problems related to weeks or days.
Support students to name and order days of the week on a blank calendar.
Students identify events on a given week within the calendar and count the days between the events.
	Students can accurately sequence events in time.
Students estimate and compare an additional event against the 2 completed events.
Challenge students to create narratives for their peers to order and justify their sequence.
Students can use a calendar to solve problems related to weeks or days.
Challenge students to fill a blank calendar and create problems for their peers to solve.
Students keep a diary and record upcoming events for December.


[bookmark: _Toc112318904][bookmark: _Toc112320554][bookmark: _Toc112320609][bookmark: _Toc112320664][bookmark: _Toc112320718][bookmark: _Toc135132329]Consolidation and meaningful practice – 10 minutes
[bookmark: _Hlk135125836]Provide Early Stage 1 students with Resource 9: Comparing events. Early Stage 1 students compare the time it takes to complete 2 events. For example, comparing the time it takes to eat dinner with the time it takes to brush your teeth. Students record their responses on their worksheet.
While Early Stage 1 students are comparing events, ask Stage 1 students to create a problem related to the calendar that has not been asked. Once students have created the problem, they swap with a peer, solve and record in their workbooks.
Regroup and choose students to share their problems. Ask:
What is the purpose of a calendar?
How many days are in a week?
How many months are in a year? Do you know all their names?
What is your favourite month and why?
Which takes longer, brushing your teeth or combing your hair? (Early Stage 1)
Which takes longer, tying your shoes or putting on your socks? (Early Stage 1)
Which takes longer, making your bed or putting away your toys? (Early Stage 1)
Which takes longer, reading a short book or watching a TV show? (Early Stage 1)
Which takes longer, taking a bath or taking a shower? (Early Stage 1)
[bookmark: _Lesson_2:_Duration][bookmark: _Toc112318905][bookmark: _Toc112320555][bookmark: _Toc112320610][bookmark: _Toc112320665][bookmark: _Toc112320719]

[bookmark: _Lesson_2:_Duration_1][bookmark: _Toc135132330]Lesson 2: Duration and time
Core concept: Duration is how long something lasts or a particular time interval, for example, an hour.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students working towards Early Stage 1 outcomes are learning that time can be represented and read to the hour on a digital or analog clock.
Students working towards Stage 1 outcomes are learning that duration is how long something lasts, measured in units of time.
	Students working towards Early Stage 1 outcomes can:
read analog and digital clocks
accurately use language terms of time when describing an event.
Students working towards Stage 1 outcomes can:
solve time problems involving hours and minutes
explain various strategies to measure the duration of events using time.


[bookmark: _Toc112318907][bookmark: _Toc112320557][bookmark: _Toc112320612][bookmark: _Toc112320667][bookmark: _Toc112320721][bookmark: _Toc135132331]Daily number sense: Busting numbers – 10 minutes
[bookmark: _Int_I4WF68tv]This activity has been adapted from Number busting – number talk (renaming 26) (2:00) by Mathematics K-6 resources.
1. Build student understanding of counting and place value by partitioning and renaming two- and three-digit numbers.
Have students sit in a circle and display 2 groups of 10 and 6 ones using craft sticks, interlocking cubes or other materials. Tell students you have 26 craft sticks. Students turn and talk to share ideas on how they can prove there are 26 sticks.
Note: Bundles of 10 can be made with craft sticks, interlocking cubes or straws or something similar that can be separated. In Early Stage 1 and Stage 1, it is preferable to use materials that can be joined together and pulled apart, prior to introducing MAB blocks. Before the lesson, watch Number busting – number talk (renaming 26) (2:00).
Early Stage 1 students prove there are 26 craft sticks using counting strategies. Students select another number (up to 30) and count out that number of craft sticks, showing and explaining how they keep track of the count.
Invite Stage 1 students to number bust 26 with you. Model how to use the collection to partition 26 in different ways. Record some of the different ways to rename 26. Invite other students to share their ideas. Demonstrate ideas students may not think of, such as unbundling the collections to show 26 is one 10 and 16 ones.
Repeat and model the above steps with Stage 1 students using a different two- or three-digit number.
[bookmark: _Toc112318908][bookmark: _Toc112320558][bookmark: _Toc112320613][bookmark: _Toc112320668][bookmark: _Toc112320722][bookmark: _Toc135132332]How long will it take? – 30 minutes
This activity has been adapted from Clock wise (time) by NZ Maths.
Revise the language of time. For example, o’clock, quarter to or half past, six thirty, hours, minutes and seconds.
[bookmark: _Hlk135126062]Display a digital and analog clock or an interactive clock.
The table below outlines stimulus prompts to generate conversation about the topic, along with anticipated responses from students.
	Prompts
	Anticipated student responses

	What does an analog clock have that a digital clock does not have?
How many hands does an analog clock have?
What is the job of the short hand on the clock?
Which hand on the clock is the minute hand?
Why do we call it the minute hand?
What does the first and second number of the digital clock show?
	An analog clock has hands that move around a face, while a digital clock displays the time using numbers.
An analog clock has 2 or 3 hands.
The short hand travels from one number to the next number in an hour.
The longer hand on the clock is the minute hand.
We call it the minute hand because it moves every minute.
The first number shows hours, and the second number shows the number of minutes past that hour.


Provide Early Stage 1 pairs with Resource 10: Time memory game. Explain that the students need to read and match the analog clock, the digital clock and the written form of o’clock time in a game of memory. Students place all the cards face down and take turns flipping 3 cards over. The matching cards are kept, and non-matching cards are turned back over. The player with the most cards wins. See Figure 2.
[bookmark: _Ref133411287]Figure 2 – Memory gameplay
[image: Memory game play with 3 cards turned over and 3 matched cards to the right.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
While Early Stage 1 students are working in pairs, provide Stage 1 students an analog clock to help solve the following problems:
Joseph started swimming at 4 o'clock and finished at 5 o'clock. How long did he swim for?
It takes half an hour to walk from home to school. What is the total time required to walk to school and back home again?
Nicola’s dentist appointment was at half past 3, but she arrived at 4 o'clock. How late was she for the appointment?
The movie started at 6 o'clock and ended at half past 7. What was the duration of the movie?
If a batch of muffins is placed in the oven at half past 5, at what time will the muffins be ready if they take half an hour to cook?
Sally left to play netball at 4:00 and returned home at 5:30. What was the duration of her absence?
It takes 60 minutes to walk from home to the beach. What is the total time required to walk to the beach and back home again?
Alex’s TV programme started at 7:00 and ended at 8:30. What was the duration of the programme?
Marco arrived at his grandma’s house at 2:00 and stayed there for 6 hours. What time did he leave?
Potatoes take 30 minutes to boil. If Dad wants them to be ready by 5:30, at what time should he put them in the boiling water?
As a group, discuss the problems and select students to share and explain their reasoning and answers.
[bookmark: _Toc135132333]Consolidation and meaningful practice – 20 minutes
[bookmark: _Int_El6mBH1L]This activity has been adapted from How long does it take? by NZ Maths.
Regroup as a class, activities students do and record in a list. For example, sleep, brush their teeth, sport training, shower, dance class, homework and eating. Once the list is compiled, discuss how often the events occur. For example, discuss whether the activities are daily, just on school days or weekly.
[bookmark: _Hlk135126341][bookmark: _Int_ZsS8nF3M]In small groups, provide Stage 1 students with Resource 11: How long does it take? Students select 2 or 3 events from the class list and record the time they spend on each event each week. Students share their answers and the strategies they used to find their solutions.
[bookmark: _Hlk135126487][bookmark: _Int_27wqSFVE]While Stage 1 students are working in groups, provide Early Stage 1 students with Resource 12: Matching memory. Students match tasks to the appropriate terms such as daytime, night-time, morning, afternoon, today, tomorrow and yesterday.
Regroup as a class and choose students to share their working. Ask:
What event did you spend the most time on? Why do you think that is? (Stage 1)
Were there any surprises in the amount of time you spent on each activity? (Stage 1)
Did you find it easy or challenging to keep track of your time? Why or why not? (Stage 1)
Did you find that certain events were more enjoyable than others? How did that impact the time you spent on them? (Stage 1)
Is it important to keep track of your time? Why or why not? (Stage 1)
What did you discover about yourself from this activity? (Stage 1)
If you went to the park on Sunday, what day is it 2 days later? (Early Stage 1)
If today is Monday, what day was it 2 days ago? (Early Stage 1)
What time of day is it when you eat dinner? (Early Stage 1)
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students read analog and digital clocks? (MAO-WM-01, MAE-NSM-02)
Can students use the accurate language terms of time when describing an event? (MAO-WM-01, MAE-NSM-02)
Can students solve time problems involving hours and minutes? (MAO-WM-01, MA1-NSM-02)
Can students explain various strategies to measure the duration of events in a week? (MAO-WM-01, MA1-NSM-02)
What to collect:
observational data (MAO-WM-01, MA1-NSM-02)
student work samples. (MAO-WM-01, MA1-NSM-02) 
	Students are unable to read analog and digital clocks.
Provide students an interactive clock made from a hoop and ask students to position the numeral cards around the hoop. Discuss how to read hours.
Select 2 events that occur during the school day and provide the hour time that these events occur. Ask students to create the time on an individual interactive clock at the correct point in time during the day.
Students are unable to solve time problems involving hours and minutes.
Provide students with materials (single hand clock – hour hand only) or diagrams to support their thinking.
Select 3 events that are very different in duration and ask students to compare and order them from shortest time to longest time.
	Students can read analog and digital clocks.
Challenge students by providing word problems using hour time and identifying the duration between 2 events.
Students draw daily events and then match the hour time to their pictures.
Students can solve time problems involving hours and minutes.
Challenge students to convert events into minutes from hours, and hours from minutes.
Provide students with more challenging problems involving larger numbers that add to more than an hour.




[bookmark: _Lesson_3:_Subtraction][bookmark: _Toc112318910][bookmark: _Toc112320560][bookmark: _Toc112320615][bookmark: _Toc112320670][bookmark: _Toc112320724][bookmark: _Toc135132334]Lesson 3: Subtraction
Core concept: A collection can be changed by taking some away.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students working towards Early Stage 1 outcomes are learning that number relations of addition and subtraction can be modelled by combining, separating and comparing collections.
Students working towards Stage 1 outcomes are learning that addition and subtraction problems can be solved using various strategies.
	Students working towards Early Stage 1 outcomes can use concrete materials and the backwards counting sequence to solve subtraction problems.
Students working towards Stage 1 outcomes can:
· use non count-by-one strategies to solve addition and subtraction problems
· select and apply strategies to solve subtraction problems.


[bookmark: _Toc112318912][bookmark: _Toc112320562][bookmark: _Toc112320617][bookmark: _Toc112320672][bookmark: _Toc112320726][bookmark: _Toc135132335]Daily number sense: Flexibly renaming – 10 minutes
1. [bookmark: _Int_0NRsuIxG]Build Stage 1 student understanding of place value by partitioning and renaming two- and three-digit numbers in different ways. Early Stage 1 students will manipulate objects to help them count efficiently.
Explain to Stage 1 students that the aim of the task is to flexibly partition three-digit numbers and that Early Stage 1 students will be arranging numbers in a way that is easy to count. 
[bookmark: _Hlk135127939]Write 34 on the board for Early Stage 1 students. Ask students to collect 34 interlocking blocks and arrange them in a way that is easy to count. After students count to find the total, encourage them to make towers of tens to reinforce that collections of 10 are useful. Continue the task by providing various two-digit numbers to collect, arrange and count.
Write 627 on the board for Stage 1 students. Ask the students to flexibly rename 627 as many ways as they can. Students record their answers on individual whiteboards. For example:
6 hundreds + 2 tens + 7 ones
62 tens + 7 ones
627 ones
3 hundreds + 32 tens + 7 ones.
[bookmark: _Hlk135127931]Note: Concrete materials such as craft sticks or MAB blocks can be used for support.
Ask Early Stage 1 students to explain their results when forming towers of 10. Demonstrate that 34 is 3 tens and 4 ones, however, it is not an expectation for Early Stage 1 students to use this language. 
[bookmark: _Int_UjOXhA0V]Select Stage 1 students to share and justify their different ways of renaming. 
[bookmark: _Toc112318913][bookmark: _Toc112320563][bookmark: _Toc112320618][bookmark: _Toc112320673][bookmark: _Toc112320727][bookmark: _Toc135132336]Race to zero – 30 minutes
This activity has been adapted from Race to 200 by Developing Efficient Numeracy Strategies.
Display Resource 13: Race from 30 for Early Stage 1 students and demonstrate how to play by playing against the class.
Player A rolls a 6-sided die and takes that number away from 30, placing a counter on the correct number. Player B then rolls and takes their number away from 30 and places their counter on the correct number. Players take turns, aiming for zero. See Figure 3.
[bookmark: _Ref133411352]Figure 3 – Race from 30 gameplay
[image: 30 to zero number chart entitled ‘Race from 30’ with a green counter on the number 15 and a red counter on the number 29.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Hlk135128170][bookmark: _Hlk135128176]Once Early Stage 1 students are confident, provide pairs with Resource 13: Race from 30, a 6-sided die and a counter each. The winner is the first player to reach zero.
Note: The game can be adapted using addition and students Race to 30.
[bookmark: _Hlk135128215]Display Resource 14: Race from 200 for Stage 1 students and demonstrate how to play Race from 200 by playing against Stage 1 students.
Player A rolls four 9-sided dice and adds the numbers together using known strategies. For example, doubles, near doubles or number bonds. Once player A has found the answer, they subtract that from 200 recording on Resource 14: Race from 200. See Figure 4.
[bookmark: _Ref131141926]Figure 4 – Race from 200 gameplay
[image: Race from 200 recording sheet with 3 columns titled: Roll, Answer and Total from 200. Three rows have been filled in showing examples of 3 rolls and how to record the results on the recording sheet.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Player B then follows the same steps above. Players take turns, aiming for zero.
Note: Highlight the use of efficient strategies when adding the rolled numbers and taking away from 200.
Once Stage 1 students are confident in playing, provide pairs with four 9-sided dice and each student a copy of Resource 14: Race from 200. The winner is the first player to reach zero.
Regroup as a class and select students to share their strategies during the game. Ask:
What known facts did you use to add your rolled numbers? (Stage 1)
How did you subtract your number from the total?
Is there a strategy that you are more confident using? Why?
What challenges did you face? How did you overcome them?
What questions do you still have?
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students use concrete materials and the backwards counting sequence to solve subtraction problems? (MAO-WM-01, MAE-CSQ-01, MAE-CSQ-02)
Can students use non count-by-one strategies to solve addition problems? (MAO-WM-01, MA1-CSQ-01)
Can students select and apply strategies to solve subtraction problems? (MAO-WM-01, MA1-CSQ-01)
What to collect:
· student work samples. (MAO-WM-01, MAE-CSQ-01, MAE-CSQ-02, MA1-CSQ-01)
	Students are unable to subtract from 30.
Provide students with a filled number line to help visualise the subtraction process.
Provide students with concrete materials such as, counters or blocks to see how many objects are left when subtracting from 30.
Students are unable to subtract a quantity from 200.
· Provide students with Resource 15: 200 number chart to reference as they subtract.
· Students play Race from 100 with two 9-sided dice, consolidating their counting strategies. Provide students with a number chart to reference as they play the game.
	Students can subtract from 30.
Challenge students to roll two 6-sided dice, add the numbers together and then subtract from 30. Students need to reach zero in 5 turns or less.
Challenge students to play Race from 50 or 100 with two 6-sided dice.
Students can subtract a quantity from 200.
· Challenge students to consider if it would be possible to win Race from 200 with only 3 moves or 4 moves.
· In pairs play Strike it Out using a number line from zero to 20 on an individual whiteboard.


[bookmark: _Toc112318914][bookmark: _Toc112320564][bookmark: _Toc112320619][bookmark: _Toc112320674][bookmark: _Toc112320728][bookmark: _Toc135132337]Consolidation and meaningful practice: Tug of war – 20 minutes
[bookmark: _Hlk135128431][bookmark: _Hlk135128437]Display Resource 16: 30 number chart for Early Stage 1 students and Resource 17: Number chart for Stage 1 students. Explain that students are going to play a game called tug of war, where the first student that gets to 15 for Early Stage 1 and 50 for Stage 1 wins.
[bookmark: _Hlk135128480][bookmark: _Hlk135128488]Provide Early Stage 1 pairs with Resource 16: 30 number chart, one different coloured counter each and a 6-sided die. Provide Stage 1 pairs with Resource 17: Number chart, one different coloured counter each and a 9-sided die.
Students start the game by deciding which player will begin on zero and which player will begin on 30 for Early Stage 1, and 100 for Stage 1. Students then place their counter on their starting number.
The player starting on zero will add the quantity rolled to zero and begin to move up towards 15 or 50. The player starting on 30 or 100 will subtract the quantity rolled from 30 or 100 and start moving towards 15 or 50.
Play continues until one player reaches 15 or 50. If a player is near 15 or 50 and rolls a quantity that does not allow them to land on 15 or 50, for example, the quantity goes beyond 50, they do not move from their previous number and miss their turn. They continue rolling on their next turn, until they get the quantity needed. Students swap starting positions and repeat the game.
Note: The game can be adapted so the objective is to reach the other end of the number chart first using only addition.
[bookmark: _Lesson_4:_Multiplication][bookmark: _Toc112318915][bookmark: _Toc112320565][bookmark: _Toc112320620][bookmark: _Toc112320675][bookmark: _Toc112320729]

[bookmark: _Lesson_4:_Multiplication_1][bookmark: _Toc135132338]Lesson 4: Multiplication bingo
Core concept: Multiplying numbers in any order results in the same answer.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students working towards Early Stage 1 outcomes are learning that objects can be shared and grouped using various methods.
Students working towards Stage 1 outcomes are learning that multiplication problems can be solved using various strategies.
	Students working towards Early Stage 1 outcomes can distribute a group of objects into smaller groups and recognise whether the number in each group is equal or not.
Students working towards Stage 1 outcomes can:
use objects, diagrams, drawings or actions to solve multiplication problems
justify their reasoning when solving mathematical problems.


[bookmark: _Toc112318916][bookmark: _Toc112320566][bookmark: _Toc112320621][bookmark: _Toc112320676][bookmark: _Toc112320730][bookmark: _Toc135132339]Daily number sense: 10 minutes
1. From a class need surfaced through formative assessment data, identify a short, focused activity that targets students’ knowledge, understanding and skills. Example activities may be drawn from the following resources:
Mathematics K-6 resources
· Universal Resources Hub.
[bookmark: _Toc135132340][bookmark: _Toc112318918][bookmark: _Toc112320568][bookmark: _Toc112320623][bookmark: _Toc112320678][bookmark: _Toc112320732]Rolling groups bingo – 30 minutes 
This activity has been adapted from Rolling groups by Developing Efficient Numeracy Strategies.
[bookmark: _Hlk135128838][bookmark: _Hlk135128830]Provide Stage 1 students with one 6-sided die, Resource 18: Bingo gameboard, Resource 19: Game cards and a large collection of counters.
Students roll the die and select a number card from Resource 19: Game cards. Students skip count or use a repeated addition strategy to solve the multiplication problem and find the total. Place a counter on the corresponding number on the gameboard. If a number is already covered, that player misses a turn. Students continue to take turns with the first player to cover the board and call out ‘Bingo!’ being the winner.
Note: If required, students can use counters to model all items to show multiplication as accumulating equal groups. It is preferable for students to make and use arrays rather than ‘groups of’ by the end of Stage 1.
While Stage 1 students are playing bingo, demonstrate to Early Stage 1 students how to share a collection of counters into equal groups. For example, 10 counters can form 2 equal groups of 5, 5 equal groups of 2, one group of 10 or 10 groups of one.
Explain to Early Stage 1 students that they will be working in pairs to share a collection of objects into equal groups. Each pair will receive 20 counters to share into equal groups. Students record or draw all their results in their workbooks. Repeat the task with different sets of collections such as 18, 15 and 12 counters. See Figure 5.
[bookmark: _Ref133412013]Figure 5 – Equal grouping
[image: 10 counters grouped in various ways. 5 equal groups of 2 , 2 equal groups of 5, 1 group of 10 and 10 equal groups of 1.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Regroup as a class and choose students to share the strategies they used to solve the problems. For example, repeated addition, arrays, doubles, or forming groups. Ask:
What strategies did you use to solve the problems?
Is there a strategy you are more comfortable with? Why?
Did you notice any patterns while playing?
Do you have any questions?
What strategies did you use to share the objects equally? (Early Stage 1)
Were there any challenges? How did you overcome them?
[bookmark: _Toc112318919][bookmark: _Toc112320569][bookmark: _Toc112320624][bookmark: _Toc112320679][bookmark: _Toc112320733][bookmark: _Toc135132341]Word problems – 20 minutes
Write or display the following problem on the board: If each person at a party eats 5 cookies, and there are 8 people at the party, how many cookies will be eaten in total? Ask students what the question is asking and what strategies they could use to solve it. Demonstrate how to solve the problem using an efficient strategy with a think aloud.
[bookmark: _Hlk135128986]Provide Stage 1 students with Resource 20: Multiplication problems and workbooks to record their solutions.
While Stage 1 students work independently, Early Stage 1 students look for groupings in the classroom environment, recording and drawing their findings in their workbook. For example, class tables, pencil tins, book boxes and so on. Students identify groups as equal or not equal when identifying groupings around the room.
Regroup as a class and choose students to share the strategies they used to solve the problems. Ask:
What strategies did you use to solve the problems?
Did you break the problems down into smaller parts? What steps did you take to solve it?
Did you use any diagrams, drawings or models to help you understand or solve the problems?
Is there another way to solve the problem?
What types of objects did you find in the class environment? (Early Stage 1)
Did you notice any patterns or similarities among the groups you found? (Early Stage 1)
How can grouping objects into equal sets be useful in other areas? (Early Stage 1)
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can Early Stage 1 students distribute a group of objects into smaller groups and recognise whether the number in each group is equal or not? (MAO-WM-01, MAE-FG-01, MAE-FG-02)
Can Stage 1 students use objects, diagrams, drawings or actions to solve multiplication problems? (MAO-WM-01, MA1-FG-01)
Can students justify their reasoning when solving mathematical problems? (MAO-WM-01, MA1-FG-01)
What to collect:
· student work samples (MAO-WM-01, MAE-FG-01, MAE-FG-02, MA1-FG-01)
· observational data. (MAO-WM-01, MAE-FG-01, MAE-FG-02, MA1-FG-01)
	Students are unable to distribute a group of objects into smaller groups.
Provide students with paper to draw circles that represent the groups.
Students start with smaller numbers such as 6 or 8 and distribute into 2 groups only.
Students are unable to solve multiplication problems.
Provide students with concrete materials to form equal groups and modify the bingo game by drawing the equal groups on the game card.
Students cover the array they have made and try to work out the total using rhythmic or skip counting.
	Students can distribute a group of objects into smaller groups.
Students distribute larger quantities beyond 20 into various sized groups.
Provide the students a mix of concrete materials box and ask students to group the objects and arrange them in different ways.
Students can use various strategies to solve multiplication problems.
Students create their own multiplication word problems for a peer to solve.
Provide students with a 10-sided dice and a blank game card. Ask them to create their own gameboard to play with their peers.


[bookmark: _Lesson_5:_Division][bookmark: _Toc112318920][bookmark: _Toc112320570][bookmark: _Toc112320625][bookmark: _Toc112320680][bookmark: _Toc112320734][bookmark: _Toc135132342]Lesson 5: Division
Core concept: A collection can be partitioned into equal or unequal parts.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students working towards Early Stage 1 outcomes are learning that objects can be divided using various methods.
Students working towards Stage 1 outcomes are learning that division problems can be solved using various strategies.
	Students working towards Early Stage 1 outcomes can form equal groups using objects, diagrams, or drawings and explain their thinking by using numerals and words.
Students working towards Stage 1 outcomes can:
use objects, diagrams, drawings or actions to solve division problems including remainders
· justify their reasoning when solving division problems.


[bookmark: _Toc135132343]Daily number sense: Maths tipping – 15 minutes
This lesson has been adapted from Maths tipping by Developing Efficient Numeracy Strategies.
1. Build student understanding of the sequence of numbers by counting forwards and backwards by ones or tens on and off the decade with one-, two- and three-digit numbers.
Stand students in a circle with Early Stage 1 students on one side and Stage 1 students on the other side.
Early Stage 1 students count forwards by ones within a range to 30, or backwards by ones within a range from 20. For example, counting forwards by ones from 11 up to 23. Alternate with the Stage 1 students counting.
Stage 1 students count forwards or backwards by tens on or off the decade from a given two- or three-digit number until they reach a target number. For example, counting forwards by tens from 26 to 156. Alternate with the Early Stage 1 students counting for a few rounds with different numbers.
Students then stand in different spaces around the room.
Say a number and have an Early Stage 1 student say the number that is ‘one less’ and ‘one more’ than the given number. Stage 1 students say the number that is 10 more and 10 less than the given number.
Students must answer within a designated amount of time, for example, 5 seconds. If the student is correct, they can take one step in any direction to attempt to tip another student on the shoulder. If tipped, the student must sit down. If a student states the incorrect answer, they also must sit down.
Continue until one student remains standing.
[bookmark: _Toc112318923][bookmark: _Toc112320573][bookmark: _Toc112320628][bookmark: _Toc112320683][bookmark: _Toc112320737][bookmark: _Toc135132344]Sharing counters – 25 minutes
[bookmark: _Hlk135117265]This lesson is adapted from Share it out by Developing Efficient Numeracy Strategies.
[bookmark: _Hlk135129481]Provide Early Stage 1 students with Resource 21: Sharing worksheets and explain to students that they need to share and draw the correct sharing from the given objects and number of groups. See Figure 6.
[bookmark: _Ref133412092]Figure 6 – Student sharing
[image: Sharing worksheet with 3 columns labelled Objects, Groups and Drawing. Various number of objects in the ‘Object’ column, numbers in the ‘Groups’ column and the ‘Drawing’ column has a drawing of 5 groups of 3 cars.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Hlk135129507]While Early Stage 1 students are working independently on forming and sharing groups, provide Stage 1 pairs with Resource 22: Number cards, a 6-sided die and a large collection of counters. Explain that the die represents the number of groups, and the cards represent the number of items.
[bookmark: _Hlk135129531]Students take turns to roll the die, select a number card and use the counters to find the answer. Player A explains their thinking to Player B, who records their work on Resource 23: Recording sheet. See Figure 7. Any remainder counters are collected by Player A.
Remainder: The part ‘left over’ when dividing a number into equal groups.
The students swap roles and play multiple rounds. The player with the smallest number of remainders at the end is the winner. See Figure 7.
[bookmark: _Ref131141949]Figure 7 – Recording sheet example
[image: Division recording sheet with 4 columns filled out with text. Titles of columns read: What did you share? __ shared __ into __group/s, How many in each? How many remainders? and Drawing. Two rows have been completed with examples. The text reads: Ella shared 15 into 4 groups, 3 in each group with 2 remainders.
Ella shared 12 into 1 group, 12 in each group with zero remainders.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Regroup as a class and discuss the various strategies students used to share the counters. For example, repeated subtraction, arrays, rows and columns or forming groups. Ask:
What strategies did you use to solve the problems?
Is there a strategy you are more comfortable with? Why?
Did you notice any patterns while playing?
Do you have any questions about the remainders?
[bookmark: _Toc112318924][bookmark: _Toc112320574][bookmark: _Toc112320629][bookmark: _Toc112320684][bookmark: _Toc112320738][bookmark: _Toc135132345]Division word problems – 20 minutes
[bookmark: _Hlk135129628]Read One Hundred Hungry Ants by Elinor J Pinczes to the class. In small groups, Early Stage 1 students draw the different groups of ants formed in the story and label their drawings using numerals and words.
While Early Stage 1 students are working in small groups, write or display the following problem on the board for Stage 1 students: Jonathon has 43 baseball cards that he wants to divide equally among his 5 friends. How many baseball cards will each friend get, and how many will be left over? Prompt students to explain what the question is asking and what strategies they could use to solve it. Demonstrate how to solve the problem using an efficient strategy with a think aloud.
Provide Stage 1 students with Resource 24: Division problems and their workbook to record their solutions.
Regroup as a class and choose students to share the groupings they drew and the strategies they used to solve the problems. Ask:
Did you find all the groups formed in the story? (Early Stage 1)
Did your group find a grouping that no other group found? (Early Stage 1)
Can you explain the problem in your own words?
What strategies did you use to solve the problem?
Did you break the problem down into smaller parts? What steps did you take to solve it?
Did you use any diagrams, drawings or models to help you understand or solve the problem?
Is there a different way to solve the problem?
Were there any remainders in your solutions?
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students form equal groups using objects, diagrams, or drawings and explain their thinking by using numerals and words? (MAO-WM-01, MAE-FG-02)
· Can students use objects, diagrams, drawings or actions to solve division problems? (MAO-WM-01, MA1-FG-01)
· Can students justify their reasoning when solving division problems? (MAO-WM-01, MA1-FG-01)
What to collect:
· student work samples (MAO-WM-01, MAE-FG-02, MA1-FG-01)
· observational data. (MAO-WM-01, MAE-FG-02, MA1-FG-01)
	Students are unable to use objects, diagrams or drawings to form equal groups.
Provide students with concrete materials and support students to distribute all items by ones until all items are used. Students then count the number in each group.
Support students to share items into 2 equal groups using one-to-one correspondence.
Students are unable to solve division problems including remainders.
Provide even number cards for students to form 2 equal groups with no remainders.
Students represent authentic situations involving equal sharing and equal grouping by drawings the objects, for example, representing 8 people sitting at 2 tables. Students then use counters to represent the sharing.
	Students can use objects, diagrams, or drawings to form equal groups.
Students create their own grouping and sharing stories using numerals and words.
Challenge students to find all the equal groups that can be made using the provided number of items on Resource 21: Sharing worksheets.
Students can use various strategies to solve division problems.
Students create their own division word problems for a peer to solve.
Provide pairs of students with a 10-sided die and additional number cards. Ask students to share larger quantities of counters and record their solutions.
Challenge students to form arrays when solving sharing counters problems.


[bookmark: _Lesson_6:_Let’s][bookmark: _Toc112318925][bookmark: _Toc112320575][bookmark: _Toc112320630][bookmark: _Toc112320685][bookmark: _Toc112320739]

[bookmark: _Lesson_6:_Let’s_1][bookmark: _Toc135132346]Lesson 6: Let’s celebrate
Core concept: Mathematicians use a range of representations to communicate ideas.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students working towards Early Stage 1 outcomes are learning that number questions can be solved using diagrams, words and numerals.
Students working towards Stage 1 outcomes are learning that problems can be solved using various strategies.
	Students working towards Early Stage 1 outcomes can:
record grouping and sharing using diagrams, words or numerals and explain their thinking
use concrete materials to model and solve addition and subtraction questions.
Students working towards Stage 1 outcomes can:
· solve and record answers using objects, diagrams, images and actions.
· apply reasoning for the method they used to solve problems.


[bookmark: _Toc112318927][bookmark: _Toc112320577][bookmark: _Toc112320632][bookmark: _Toc112320687][bookmark: _Toc112320741][bookmark: _Toc135132347]Daily number sense: Find the next multiple of 10 – 10 minutes
1. Build student understanding of the sequence of numbers by identifying numbers before and after a given number and the next multiple of 10.
Provide Early Stage 1 students with a 20-sided die and an individual whiteboard. Students roll the die and record the numbers one less and one more. See Figure 8
[bookmark: _Ref133412278]Figure 8 – One less and one more
[image: Numbers 10, 11 and 12 with an arrow from 11 to 10 showing one less and an arrow from 11 to 12 showing one more.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Provide Stage 1 students with three 9-sided dice. Explain that they need to roll the dice to create and record a three-digit number on an individual whiteboard. Students then state the number and record how many more to the next multiple of 10, see Figure 9.
[bookmark: _Ref131141976]Figure 9 – Next multiple of 10
[image: ]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Note: This activity focuses on identifying the next multiple of 10, not the closest multiple of 10.
Stage 1 students roll again to make a different three-digit number and record. State the number and how many more to the next multiple of 10.
Note: The activity can be adapted by using two 9-sided dice and creating two-digit numbers.
All students repeat activity multiple times.
[bookmark: _Toc112318928][bookmark: _Toc112320578][bookmark: _Toc112320633][bookmark: _Toc112320688][bookmark: _Toc112320742][bookmark: _Toc135132348]Party investigation: Part 1 – 40 Minutes
Note: Lessons 6-8 follow a theme of planning a maths party to celebrate the student’s learning. These have been adapted from the reSolve resource, ‘Tea party’. The maths celebration could include revisiting the mathematical games that were popular in previous lessons.
Begin by brainstorming what the whole class knows about parties. Ask what people do at parties and what things are usually at parties. Record student ideas on the whiteboard or an anchor chart.
Explain to students that they will be organising a party for their class. Ask them to think about what they might need at the party.
[bookmark: _Hlk135130162]If not already identified by students, highlight that parties need invitations. Discuss key features of an invitation, for example, type of event, date, time, duration, location, dress code, RSVP and any additional information required for the party. Provide students with various writing materials and craft materials to create an invitation for the class party. See Figure 10.
[bookmark: _Ref131141983]Figure 10 – Invitation example
[image: Party invitation example. Text reads: Class party, 20 December, 2 pm to 3 pm (60 mins), Stage 1 classroom, Wear your best party outfit, Food and drink provided. Please RSVP by 18 December.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Regroup Stage 1 students and explain that they now need to design a seating plan for the class party to ensure there are enough seats and tables for everyone. Students use the total number of students in the class to organise possible seating arrangements in groups. Students then write number sentences to demonstrate their mathematical thinking and record their seating plan.
[bookmark: _Hlk135130197]While Stage 1 students are creating seating plans, Early Stage 1 students design and make a placemat on A3 paper to represent their setting at a party. Discuss the various items that could be included, for example, plates, cups, spoons, knives.
Early Stage 1 students decide what items they will include on the placemat and then draw their placemat. See Figure 11.
[bookmark: _Ref133412343]Figure 11 – Placemat example
[image: Students placemat with a cup, cake, fork, plate, knife and napkin.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Regroup Early Stage 1 students to count the items on their placemats and compare these numbers to others in their group. Ask:
How many total items are there in your placemat?
Which placemat has the most items and which one has the least?
If you were to add one more item to each placemat, how many items would there be in total?
If you were to remove one item from each placemat, how many items would there be in total?
How many items did you include that are edible or drinkable?
How many items did you include that are specific to your culture or background?
What strategies did you use to calculate the total of items on your mat?
[bookmark: _Hlk135130252]Display Resource 25: Decorations catalogue for Stage 1 students and explain that they will need to buy decorations for the party, but they cannot spend more than $30. Select students to choose which decorations they would pick and demonstrate how to record the cost on Resource 26: Costing worksheet. See Figure 12.
[bookmark: _Ref131141994]Figure 12 – Decoration costing example
[image: Party decorations recording sheet with 4 columns: Item, Quantity, Cost and Total cost. Sheet filled in with 3 examples.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Display Resource 27: Placemat catalogue the Early Stage 1 students to calculate the cost of some of the items on their placemat. Students record their results and discuss their results with their peers.
[bookmark: _Toc135132349]Discuss and connect the mathematics – 10 minutes
Regroup as a class and summarise the lesson together drawing out key mathematical ideas. Ask:
What were some of the creative ideas that you came up with for your party invitations?
Have you allowed enough time for party activities?
Will there be specific time for lunch? If so, for how long?
What strategy did you use to create the seating plan?
Did you face any challenges when organising the seating plan?
What were some of the decorations that you wanted to buy but could not? Why did you make that decision?
Did you stay within your budget for decorations? If not, what caused you to go over budget?
How did you calculate the total cost of your placemat?
Can you explain some of the different types of mathematics used for your investigation?
What would you do differently if you were to plan a party again?
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students record grouping and sharing using diagrams, words and numerals and explain their thinking? (MAO-WM-01, MAE-FG-01, MAE-FG-02)
Can students use concrete materials to model and solve addition and subtraction questions? (MAO-WM-01, MAE-CSQ-01)
· Can students solve a range of problems and record answers using objects, diagrams, images and actions? (MAO-WM-01, MA1-CSQ-01, MA1-FG-01, MA1-NSM-02)
· Can students apply reasoning for the method they used to solve problems? (MAO-WM-01, MA1-CSQ-01, MA1-FG-01, MA1-NSM-02)
What to collect:
· observational data (MAO-WM-01, MAE-CSQ-01, MAE-FG-01, MAE-FG-02, MA1-CSQ-01, MA1-FG-01, MA1-NSM-02)
· student work samples. (MAO-WM-01, MAE-CSQ-01, MAE-FG-01, MAE-FG-02, MA1-CSQ-01, MA1-FG-01, MA1-NSM-02)
	Students are unable to record grouping and sharing using diagrams, words and numerals.
Provide students visual aids such as pictures or party items to support concrete representation of the placemat and the decorations.
Provide students with a template of a placemat.
Students are unable to solve problems related to the seating plan and decorations.
· Provide students with concrete materials to represent the items on the catalogue to support them as they calculate the budget.
· Provide students with grid paper to support them as they design the seating arrangements.
	Students can record grouping and sharing using diagrams, words and numerals.
Challenge the students to determine the total of items and cost for their table teams.
Once students have determined the total cost of their placemats, ask them to determine the change provided if they paid with a $10, $20 or $50 note.
Students can solve problems related to the seating plan and decorations.
· Challenge students to create an activities schedule for the party including the duration of each task.
Students create a list of decorations that adds up to exactly $30.
Challenge students to explain and justify the most appropriate seating arrangement that suits the class numbers.


[bookmark: _Lesson_7:_Celebrate!][bookmark: _Toc112318930][bookmark: _Toc112320580][bookmark: _Toc112320635][bookmark: _Toc112320690][bookmark: _Toc112320744][bookmark: _Toc135132350]Lesson 7: Celebrate!
[bookmark: _Hlk135124821]Core concept: Mathematicians use evidence to make mathematical arguments and justify their thinking. 
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intention
	Success criteria

	All students are learning that different strategies can be used to find solutions to problems.
	Students working towards Early Stage 1 outcomes can:
identify situations in which addition and subtraction may be applied
distribute objects one by one or using another method when grouping or sharing.
Students working towards Stage 1 outcomes can:
· solve problems by using addition and subtraction
· solve problems by using multiplication and division
· justify their reasoning when solving mathematical problems.


[bookmark: _Toc135132351]Daily number sense: From here to there – 15 minutes
[bookmark: _Hlk135117287]This lesson has been adapted from Dice Dazzlers (From Here to There) by Swan (2003).
1. Build student understanding of the sequence of numbers by making and ordering numbers.
[bookmark: _Hlk135130549][bookmark: _Hlk135130559]Provide each pair with an individual whiteboard. Early Stage 1 students will need a 9-sided die and interlocking cubes and Stage 1 students will need two 9-sided dice.
One student draws a gameboard on the whiteboard. Early Stage 1 students need to make sure they have 11 boxes.
Early Stage 1 students write zero in the first box and 10 in the last box. Stage 1 pairs set their own starting and finishing numbers and write them on the gameboard.
[bookmark: _Hlk135130690]Note: Early Stage 1 students can use a 20-sided die and choose a number range between zero and 20. Stage 1 can use different dice, however, guide the students in understanding the finishing number. For example, if two 6-sided dice are used the maximum finishing number will be 66.
The first Early Stage 1 player rolls the die and works out where to write the number on the gameboard. Once they have added the number, they construct the representation of the number using interlocking cubes, see Figure 13.
The first Stage 1 player rolls both dice and uses the 2 dice to form a number. The player must decide where to place the number on the game board so that the sequence of numbers remains in order, Figure 13. The next player rolls and places their number on the same game board. If a number cannot be placed, the player misses their turn.
[bookmark: _Ref133412424]Figure 13 – Example of play
[image: Early stage 1 game board, 11 boxes joined with 0 at the start and 10 in the last box. 2 and 5 have also be added.
Stage 1 game board, Start 20, 31, 34, blank, 62, 65, blank and 99, finish. Dice images to make the number 13 and 31 and 56 and 65.
Next to the number 13 there is text which says Cannot be used below 20. Next to the number 31 there is text that says Can be used, fits between 20 and 34.
Next to the number 56 there is text which says Can be used, fits between 34 and 62 and next to the number 65 there is text that reads Can be used, fits between 62 and 99. Player chooses where to place their number.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
The winner is the person who completes the sequence of numbers from the starting to the finishing number.
[bookmark: _Toc112318933][bookmark: _Toc112320583][bookmark: _Toc112320638][bookmark: _Toc112320693][bookmark: _Toc112320747][bookmark: _Toc135132352]Party investigation: Part 2 – 35 minutes
Explain that students will be organising the party food for the upcoming class party.
[bookmark: _Hlk135130994][bookmark: _Hlk135130999]Display Resource 28: Party food catalogue for the students and explain that they will need to buy food for the party and cannot spend more than $15 for Early Stage 1 students and $50 for Stage 1 students. Select students to share which food they would buy and demonstrate how to record the cost on Resource 29: Party food recording. See Figure 14.
[bookmark: _Ref133412478]Figure 14 – Party food recording
[image: Party food recording sheet with 4 columns: Item, Quantity, Cost and Total cost. Sheet filled in with 4 examples. ]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Provide pairs of students with Resource 28: Party food catalogue and Resource 29: Party food recording. Students decide what items they want to buy, how much each item costs and the total cost of all the food they choose. Remind students that they need to stay within their budget of $15 or $50.
Select students to share the food they have selected and the total cost. Ask:
What was the most challenging part of creating your party menu?
Looking back on your menu, is there anything you would have done differently? Why?
How could you apply the skills you learned in this activity to real-life situations?
[bookmark: _Hlk135131037]Provide all students with Resource 30: Lolly bag catalogue and Resource 31: Lolly bag recording. Students select items to create a party bag for each student in the class. Each bag must have a minimum of 3 items and maximum of 4 items in the bag and must not cost more than $5. Students record they selection on Resource 31: Lolly bag recording. See Figure 15.
[bookmark: _Ref131142022]Figure 15 – Lolly bag example
[image: Lolly bag recording sheet with 3 columns. Item, cost and total cost. Table filled out with 4 examples.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Toc135132353]Discuss and connect the mathematics – 10 minutes
Regroup as a class and summarise the lesson together drawing out key mathematical ideas. Ask:
How did you decide how many of each item to include in the lolly bags? What strategies did you use to make these decisions?
Did you face any challenges when using multiplication and division to create the lolly bags? How did you overcome them?
Did you learn anything new about using multiplication and division to organise and divide items through this activity? What was it?
Are you happy with your planned party? If not, what would you change?
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students identify situations in which addition and subtraction may be applied? (MAO-WM-01, MAE-CSQ-01)
Can students distribute objects one by one or using another method when grouping and sharing? (MAO-WM-01, MAE-FG-02)
· Can students solve problems by using addition and subtraction? (MAO-WM-01, MA1-CSQ-01)
· Can students solve problems by using multiplication and division? (MAO-WM-01, MA1-FG-01)
· Can students justify their reasoning when solving mathematical problems? (MAO-WM-01, MA1-CSQ-01, MA1-FG-01)
What to collect:
· observational data (MAO-WM-01, MAE-CSQ-01, MAE-FG-02, MA1-CSQ-01, MA1-FG-01)
· student work samples. (MAO-WM-01, MAE-CSQ-01, MAE-FG-02, MA1-CSQ-01, MA1-FG-01)
	Students are unable to identify situations in which addition and subtraction may be applied.
Provide concrete materials to represent the items in the catalogue and a number line to support solving the number problems.
Provide real life problems. For example, going to the shops and calculating the total.
Students are unable to solve mathematical problems and justify their reasoning.
· Provide students with concrete materials to represent the items on the catalogues to support the calculations of the budgets.
· Support students to solve the party problems for a class of 10 students.
	Students can identify situations in which addition and subtraction may be applied.
Challenge the students by increasing their budget.
Ask students to design a party game that involves adding and subtracting, which will allow their peers to apply their skills in an engaging way.
Students can solve mathematical problems and justify their reasoning.
· Challenge students to create their own catalogue for party toys or games. In groups, students price items then ask peers to cost items within a provided budget.
· Challenge students to organise another event and list what items need to be purchased. Students research items and costs and create a budget.


[bookmark: _Lesson_8:_Celebrate][bookmark: _Lesson_8:_Final][bookmark: _Toc112318935][bookmark: _Toc112320585][bookmark: _Toc112320640][bookmark: _Toc112320695][bookmark: _Toc112320749]

[bookmark: _Lesson_8:_Final_1][bookmark: _Toc135132354]Lesson 8: Final countdown
[bookmark: _Hlk135124828]Core concept: Mathematicians reason and make conjectures when solving problems.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students working towards Early Stage 1 outcomes are learning that they can recognise, recall and record combinations of numbers that add up or bond to form a given number.
Students working towards Stage 1 outcomes are learning that:
Battleships
· positional language is used to describe the location of an object.
Five steps to 100 or 500
using place value helps to partition and rename three-digit numbers 
mathematicians use tools, such as number lines, to solve problems.
	Students working towards Early Stage 1 outcomes can create, model and recognise number combinations for numbers up to 10.
Students working towards Stage 1 outcomes can:
Battleships
· describe the location of objects using positional language.
Five steps to 100 or 500
· count forwards and backwards by fives, tens and hundreds from any three-digit number
· use effective counting strategies and a number line to find solutions.


[bookmark: _Toc112318936][bookmark: _Toc112320586][bookmark: _Toc112320641][bookmark: _Toc112320696][bookmark: _Toc112320750][bookmark: _Toc135132355]Daily number sense: 10 minutes
1. From a class need surfaced through formative assessment data, identify a short, focused activity that targets students’ knowledge, understanding and skills. Example activities may be drawn from the following resources:
Mathematics K-6 resources
· Universal Resources Hub.
[bookmark: _Toc135132356]Party time (Early Stage 1) – 50 minutes
The class party is an optional event with mathematical party games on offer. The following activities are a selection of popular mathematics games sourced from a variety of Early Stage 1 and Stage 1 sample units. Students can participate in these activities either in pairs or small groups.
[bookmark: _Toc135132357]Part-whole triangles
[bookmark: _Hlk135117299]This activity has been adapted from Short Activity: Part-Whole Triangles by Russo (2020).
Build student understanding of part-whole relationships by playing part-whole triangles.
[bookmark: _Hlk135131650][bookmark: _Hlk135131659]Provide pairs with a deck of playing cards ace to 10 and an individual whiteboard to record on. Tell students that the aces and jokers are ones.
Each player gets dealt 7 cards and the remaining cards are placed in a pile in the middle, which is the communal pile. See Figure 16.
[bookmark: _Ref133412559]Figure 16 – Gameplay
[image: Playing cards 2 and 5 to make 7, 3 and 6 to make 9 and an additional playing card 4.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Before starting the game, players attempt to make part-whole triangles from the cards they have been dealt. Part-whole triangles are made by 2 cards on the base, adding to equal the card at the top of the triangle. For example, 2 and 4 on the base of the triangle add to make 6 on the top of the triangle.
Any unused cards that each player has can be placed in a pile next to each player.
Players then take turns in trying to make part-whole triangles. Players take a card from their opponent’s unused pile or from the pile in the middle.
The winner is the person to make 6 part-whole triangles or the person with the largest number of triangles once all the cards have been used.
[bookmark: _Toc135132358]10 or bust
This activity has been adapted from 10 or bust (additive strategies) (6:23) from Mathematics K-6 resources.
[bookmark: _Hlk135131728]Provide pairs of students with Resource 32: Ten-frame, dice and a collection of coloured counters. Students have up to 3 rolls each to try and fill their ten-frame. Each player uses different coloured counters to represent each roll. After students have placed their counters on the ten-frame, they count how many more are needed to make 10 before the next player has their turn. Students can choose to pass on their third roll, roll and possibly win, or go bust by having more than 10 counters.
[bookmark: _Toc135132359]Party time (Stage 1) – 50 minutes
The class party is an optional event with mathematical games on offer. The following activities are a selection of popular mathematics games sourced from a variety of Stage 1 sample units. Students can participate in these activities either in pairs or small groups.
[bookmark: _Toc135132360]Battleships
[bookmark: _Hlk135131768]Provide Stage 1 pairs with Resource 33: Battleship gameboards, a barrier and 3 counters each. Students set up the gameboards by placing 3 counters (ships) on Resource 33: Battleship gameboards so that the opponents cannot see each other’s gameboard. See Figure 17.
[bookmark: _Ref133412592]Figure 17 – Battleship gameplay
[image: ]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Students take turns guessing the location of each of the counters. The player not guessing responds with ‘miss’ or ‘hit’. The first player to ‘hit’ all ships belonging to their opponent wins. Players may only ask one question each turn and must use positional language. For example, players could ask if there is a counter on the top left, if there a counter on the square below the last hit or if there is a counter on the middle of the bottom row.
Students play multiple rounds.
[bookmark: _Toc135132361]Five steps to 100 or 500
[bookmark: _Int_3a5w6Lvy]This activity has been adapted from Five Steps to 50 from NRICH.
[bookmark: _Hlk135131875]Provide Stage 1 pairs of students with Resource 34: Number line zero to 100 and two 9-sided dice.
Explain that students will be playing with a partner and the objective of the game is to be the player to get on or closest to 100 in 5 moves, by counting on or counting back from the number rolled.
Player 1 rolls the 2 dice, identifies the smallest two-digit number that can be made and circles that number on the number line. Player 1 must decide how to jump to 100 in 5 jumps by using a combination of adding and/or subtracting fives, tens and ones. See Figure 18.
[bookmark: _Ref133412615]Figure 18 – Examples of Five Steps to 100
[image: ]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Ensure that students are recording their strategies for each round. For example, 59 + 10 + 10 + 10 + 10 + 1 = 100.
[bookmark: _Hlk135131929]If students are confident playing to 100, provide each pair of students with Resource 35: Number line zero to 500 and Resource 36: Number cards. Explain that this time, they need to reach 500 using 5 steps by counting on or back using combinations of fives, tens and hundreds.
Each player turns over a number card from the pile. They read the three-digit number and identify where that number is on the number line. Students then take 5 steps forwards or backwards in an attempt to land on 500.
Ensure that students record their strategies for later discussions.
Provide time for students to play multiple rounds. Observe strategies and listen to discussions as students' reason and problem-solve.
[bookmark: _Resource_1:_Place][bookmark: _Resource_1:_ES1][bookmark: _Resource_1:_Early][bookmark: _Toc135132362][bookmark: _Toc112318940][bookmark: _Toc112320590][bookmark: _Toc112320645][bookmark: _Toc112320700][bookmark: _Toc112320754]Resource 1: Early Stage 1 place value gameboard
[image: 0 with 19 boxes to 20.]
[bookmark: _Resource_2:_S1][bookmark: _Resource_2:_Stage][bookmark: _Toc135132363]Resource 2: Stage 1 place value gameboard
[image: ]
[bookmark: _Resource_2:_I][bookmark: _Resource_3:_I][bookmark: _Toc112318941][bookmark: _Toc112320591][bookmark: _Toc112320646][bookmark: _Toc112320701][bookmark: _Toc112320755][bookmark: _Toc135132364]Resource 3: I wonder...
[image: Various time and calendar photos, showing duration, seasons and time.]
[bookmark: _Resource_4:_Child]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_4:_Child_1][bookmark: _Toc135132365]Resource 4: Child brushing their teeth
[image: Child brushing teeth.]
[bookmark: _Resource_5:_Images]‘Cheerful Child while Cleaning teeth’ by RODNAE Productions sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_5:_Images_1][bookmark: _Toc135132366]Resource 5: Images of events
[image: Various images of events. Brushing teeth, combing your hair, tying your laces, putting on your socks, making your bed, putting away your toys, watching a TV show, taking a bath, taking a shower. ]
[bookmark: _Resource_6:_Before]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_6:_Before_1][bookmark: _Toc135132367]Resource 6: Before and after 
[image: Table titled ‘Before and After’ with 3 columns titled Before, Event and After. The Event column has images in it. Images are of a person tying shoelaces, a person making a bed and a person having a bath.]
[bookmark: _Resource_3:_Calendar][bookmark: _Resource_7:_Calendar][bookmark: _Toc112318942][bookmark: _Toc112320592][bookmark: _Toc112320647][bookmark: _Toc112320702][bookmark: _Toc112320756]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_7:_Calendar_1][bookmark: _Toc135132368]Resource 7: Calendar
[image: December calendar with dates and events.]
[image: January calendar with dates and events.]
[bookmark: _Resource_4:_Calendar][bookmark: _Resource_8:_Calendar][bookmark: _Toc112318943][bookmark: _Toc112320593][bookmark: _Toc112320648][bookmark: _Toc112320703][bookmark: _Toc112320757][bookmark: _Toc135132369]Resource 8: Calendar problems
[image: Calendar problems.
problem 1. How many weekends are there in December and January? 
2. How many days are there between Christmas Day and New Year's eve?
3. How many days are there between December 25th and January 1st.
4. How many weeks are there in January?
5. If you start a 30-day challenge on December 4th, on what day will you finish the challenge?
6. What date is exactly 2 weeks before Christmas Day?]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[image: Calendar problems.
problem 1. If you have a holiday on January 1st and another holiday on January 20th, how many days are there between the two holidays?
2. What is the date exactly 1 week after January 20th?
3. How long is Hanukkah?
4. What is the date two weeks after Kwanzaa ends?
5. How many days do the school holidays go for?
6. If you start a 7-day challenge on December 28th, on what date will you finish the challenge?]
[bookmark: _Resource_9:_Comparing]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_9:_Comparing_1][bookmark: _Toc135132370]Resource 9: Comparing events
[image: Table titled which takes longer, event A or B. Images in columns 1 and 2.]
[bookmark: _Resource_10:_Time]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_10:_Time_1][bookmark: _Toc135132371]Resource 10: Time memory game
[image: Memory game with various times shown in analog, digital and word.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[image: Memory game with various times shown in analog, digital and word.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[image: Memory game with various times shown in analog, digital and word.]
[bookmark: _Resource_5:_How][bookmark: _Resource_11:_How]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_11:_How_1][bookmark: _Toc135132372]Resource 11: How long does it take?
[image: ]
[bookmark: _Resource_12:_Matching]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_12:_Matching_1][bookmark: _Toc135132373]Resource 12: Matching memory
[image: Matching memory game cards with various image cards and word cards. ]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[image: Matching memory game cards with various image cards and word cards. ]
[bookmark: _Resource_13:_Race]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_13:_Race_1][bookmark: _Toc135132374]Resource 13: Race from 30
[image: Race from 30 gameboard. Bottoms up number chart from zero to 30.]
[bookmark: _Resource_14:_Race]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_14:_Race_1][bookmark: _Toc135132375]Resource 14: Race from 200
[image: ]
[bookmark: _Resource_7:_Zero][bookmark: _Resource_15:_200]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_15:_200_1][bookmark: _Toc135132376]Resource 15: 200 number chart
[image: ]
[bookmark: _Resource_8:_Number][bookmark: _Resource_16:_30][bookmark: _Toc112665844][bookmark: _Toc135132377]Resource 16: 30 number chart
[image: Bottoms up number chart from zero to 30.]
[bookmark: _Resource_17:_Number][bookmark: _Toc135132378]Resource 17: Number chart
[image: ]
[bookmark: _Resource_9:_Bingo][bookmark: _Resource_18:_Bingo][bookmark: _Toc135132379]Resource 18: Bingo gameboard
[image: Bingo gameboard with an assortment of numbers and Player 1 written below
Bingo gameboard with an assortment of numbers and Player 2 written below.
]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[image: ]
[bookmark: _Resource_10:_Game][bookmark: _Resource_19:_Game]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_19:_Game_1][bookmark: _Toc135132380]Resource 19: Game cards
[image: ]
[bookmark: _Resource_11:_Multiplication][bookmark: _Resource_20:_Multiplication]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_20:_Multiplication_1][bookmark: _Toc135132381]Resource 20: Multiplication problems
[image: 6 multiplication problems.
1. Samuel wants to make 6 batches of cookies. He will need 2 cups of sugar for each batch of cookies. How many cups of sugar will Samuel need?
2. A pizza has 8 slices. If there are 3 pizzas, how many slices are there in total?
3. A farmer has 3 baskets of apples. Each basket has 6 apples. How many apples are there altogether?
4. There are 2 rows of desks in a classroom. Each row has 6 desks. How many desks are there in total?
5. A teacher has 4 boxes of crayons. Each box contains 5 crayons. How many crayons does the teacher have altogether? 
6. Antony's mum asked him to tidy up 3 rooms in their house. He estimates it will take him 10 minutes cleaning each of these rooms. How many minutes will it take Antony to help his mum clean the house?]
[bookmark: _Resource_12:_Number][bookmark: _Resource_21:_Sharing]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_21:_Sharing_1][bookmark: _Toc135132382]Resource 21: Sharing worksheets
[image: Sharing worksheet with 3 columns labelled Objects, Groups and Drawing. Various number of objects in the Object column and numbers in the Groups column.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[image: Sharing worksheet with 3 columns labelled Objects, Groups and Drawing. Various number of objects in the Object column and numbers in the Groups column.]
[bookmark: _Resource_22:_Number]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_22:_Number_1][bookmark: _Toc135132383]Resource 22: Number cards
[image: ]
[bookmark: _Resource_13:_Recording][bookmark: _Resource_23:_Recording][bookmark: _Toc135132384]Resource 23: Recording sheet
[image: ]
[bookmark: _Resource_14:_Division][bookmark: _Resource_24:_Division][bookmark: _Toc135132385]Resource 24: Division problems
[image: 6 division problems.
1. Joe has 18 sweets. He wants to share them equally with his 6 friends. How many sweets will each friend get?
2. There are 20 pencils in a box. If you share them equally between 5 friends, how many pencils will each friend get?
3. Olivia has 15 apples. She wants to put them into bags, with each bag having 3 apples. How many bags will she need?
4. A pack of 24 crayons needs to be shared equally among 3 children. How many crayons will each child get?
5. A baker has 22 cakes. He wants to put them into boxes, with each box having 4 cakes. How many boxes will he need? 
6. A farmer has 26 carrots. She wants to put them into baskets, with each basket having 3 carrots. How many baskets will she need? ]
[bookmark: _Resource_15:_Decorations][bookmark: _Resource_25:_Decorations]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_25:_Decorations_1][bookmark: _Toc135132386]Resource 25: Decorations catalogue
[image: Decoration catalogue with various items and pricings.]
[bookmark: _Resource_16:_Costing][bookmark: _Resource_26:_Costing]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_26:_Costing_1][bookmark: _Toc135132387]Resource 26: Costing worksheet
[image: ]
[bookmark: _Resource_17:_Part][bookmark: _Resource_27:_Placemat]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_27:_Placemat_1][bookmark: _Toc135132388]Resource 27: Placemat catalogue
[image: Decoration catalogue with various items and pricings.]
[bookmark: _Resource_28:_Party]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_28:_Party_1][bookmark: _Toc135132389]Resource 28: Party food catalogue
[image: Party food catalogue with various items and pricings.]
[bookmark: _Resource_18:_Party][bookmark: _Resource_29:_Party]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_29:_Party_1][bookmark: _Toc135132390]Resource 29: Party food recording 
[image: ]
[bookmark: _Resource_19:_Lolly][bookmark: _Resource_30:_Lolly]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_30:_Lolly_1][bookmark: _Toc135132391]Resource 30: Lolly bag catalogue
[image: Lolly bag catalogue with various items and pricings.]
[bookmark: _Resource_20:_Lolly][bookmark: _Resource_31:_Lolly]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_31:_Lolly_1][bookmark: _Toc135132392]Resource 31: Lolly bag recording
[image: ]
[bookmark: _Resource_21:_Battleship][bookmark: _Resource_32:_Ten-frame]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_32:_Ten-frame_1][bookmark: _Toc135132393]Resource 32: Ten-frame
[image: 2 ten-frames.]
[bookmark: _Resource_33:_Battleship][bookmark: _Toc135132394]Resource 33: Battleship gameboards
[image: Battleships 2x3 gameboard player 1 and player 2, Left and right text and hands. ]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[image: Battleships 2 x 5 gameboard player 1 and player 2. ]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[image: Battleships 3 × 5 gameboard player 1 and player 2. ]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[image: Battleships 5 x 5 gameboard player 1.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[image: Battleships 5 x 5 gameboard player 2. ]
[bookmark: _Resource_23:_Number][bookmark: _Resource_34:_Number]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_34:_Number_1][bookmark: _Toc135132395]Resource 34: Number line Zero to 100
[image: Number line from 0 to 100 skip counting by fives]
[bookmark: _Resource_24:_Number][bookmark: _Resource_35:_Number]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_35:_Number_1][bookmark: _Toc135132396]Resource 35: Number line Zero to 500
[image: Number line 0 to 500 skip counting by fifties]
[bookmark: _Resource_25:_Number][bookmark: _Resource_36:_Number]Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_36:_Number_1][bookmark: _Toc135132397]Resource 36: Number cards
[image: ]
[bookmark: _Toc112318944][bookmark: _Toc112320594][bookmark: _Toc112320649][bookmark: _Toc112320704][bookmark: _Toc112320758][bookmark: _Toc135132398]Syllabus outcomes and content
The table below outlines the syllabus outcomes and range of relevant syllabus content covered in this unit. Content is linked to National Numeracy Learning Progression version (3).
	Focus area and outcomes
	Content groups and content points
	Lessons

	Representing whole numbers
MAO-WM-01
MAE-RWN-01, MA1-RWN-01
MAE-RWN-02, MA1-RWN-02
	Early Stage 1
Use the counting sequence of ones flexibly
Count forwards to at least 30 and state the number after or before a given number, without needing to count from one (CPr4)
Count backwards from a given number 20 or less (CPr5)
Identify the number before as 'one less' and the number after as 'one more’ than a given number
	1, 5–8

	Representing whole numbers
(cont)
	Connect counting and numerals to quantities
Count with one-to-one correspondence, recognising that the last number name represents the total number in the collection (CPr3, Cpr5)
Count out a specified number of objects (from 5 to 20) from a larger collection, keeping track of the count (CPr4, CpP5)
Make correspondences between collections (Reasons about quantity) 
Read numerals to at least 20, including zero (NPV3)
Represent numbers as quantities to at least 20 using objects (such as fingers), number words and numerals (NPV2, NPV3, NPV4, CPr3)
Compare and order numbers to 20 (NPV2, NPV3)
	1–3, 5–8

	Representing whole numbers A
(cont)
	Stage 1
Use counting sequences of ones with two-digit numbers and beyond
Identify the number before and after a given two-digit number (CPr5)
Count forwards and backwards by ones from a given number to at least 120 (CPr6)
	7–8

	Representing whole numbers A
(cont)
	Represent the structure of groups of ten in whole numbers
Recognise that ten ones is the same as one ten (NPV2, NPV4)
	8

	Representing whole numbers B
(cont)
	Stage 1 
Use counting sequences of ones and tens flexibly
Identify the number before and after a given three-digit number
Count forwards and backwards by tens, on and off the decade, with two- and three-digit numbers (CPr7)
Identify how many more to the next multiple of ten within two- and three-digit numbers
	5–6

	Representing whole numbers B
(cont)
	Form, regroup, and rename three-digit numbers
State the quantity value of digits in numbers of up to three digits (Reasons about quantity) (NPV5)
Use place value to partition and rename three-digit numbers in different ways (Reasons about relations) (NPV5)
	1–3

	Combining and separating quantities
MAO-WM-01
MAE-CSQ-01, MA1-CSQ-01
MAE-CSQ-02
	Early Stage 1
Model additive relations and compare quantities
Identify situations in which addition and subtraction may be applied (AdS1, AdS2)
Separate and take away part of a group of objects to model subtraction (AdS1, AdS2)
Use concrete materials or fingers to model and solve addition and subtraction questions, counting forwards or backwards by ones as necessary (AdS1, AdS2, NPV3)
	3, 6–7

	Combining and separating quantities
(cont)
	Identify part–whole relationships in numbers up to 10
Use visual representations of numbers to assist with combining and separating quantities, identifying the relationship between the quantities (NPV2, NPA2, AdS2, AdS3)
Use drawings, words and numerals to record addition and subtraction, and explain their thinking (Reasons about relations) (AdS2)
	3, 6–8

	Combining and separating quantities A
(cont)
	Stage 1 
Use advanced count-by-one strategies to solve addition and subtraction problems
Record number sentences in a variety of ways using drawings, words, numerals and symbols (AdS6)
Fluently use advanced count-by-one strategies including counting on and counting back to solve addition and subtraction problems involving one- and two-digit numbers (Reasons about relations) (AdS3, AdS4, AdS5)
	3, 8

	Combining and separating quantities A
(cont)
	Use flexible strategies to solve addition and subtraction problems
Use non-count-by-one strategies such as using doubles for near doubles and combining numbers that add to ten (AdS6)
Select and apply strategies using number bonds to solve addition and subtraction problems with one- and two-digit numbers by partitioning numbers using quantity value and bridging to 10 (Reasons about relations) (AdS6, AdS7)
	3, 6–8

	Combining and separating quantities B
(cont)
	Stage 1 
Represent and reason about additive relations
Create, model and solve word problems, using number sentences
Recall and use related addition and subtraction number facts to at least 20 (AdS7)
	3, 8

	Combining and separating quantities B
(cont)
	Form multiples of ten when adding and subtracting two-digit numbers
Add two-digit numbers by building to multiples of ten (AdS7)
Add and subtract from a two-digit number and record on an empty number line (AdS6, AdS7, AdS8)
Use quantity values to separate tens and ones for addition (only) (AdS7, AdS8)
	3, 8

	Combining and separating quantities B
(cont)
	Use knowledge of equality to solve related problems
Use number knowledge to solve related problems (Reasons about relations) (AdS7, NPA4)
Use a variety of ways of writing number sentences (NPA3, NPA4)
	3, 8

	Forming groups
MAO-WM-01
MAE-FG-01, MA1-FG-01
MAE-FG-02
	Early Stage 1
Investigate and form equal groups by sharing
Distribute a group of familiar objects into smaller groups and recognise whether the number in each group is equal or not (MuS1, MuS2)
Group and share concrete materials by distributing objects one by one or using another method (MuS1, MuS2)
	4, 5, 7

	Forming groups 
(cont)
	Record grouping and sharing
Label the number of objects in a group
Record grouping and sharing using drawings, words and numerals, and explain their thinking (Reasons about relations) (MuS2)
	4–7

	Forming groups A
(cont)
	Stage 1
Model and use equal groups of objects to represent multiplication
Model and describe collections of objects as groups of (MuS2)
Determine and distinguish between the number of groups and the number in each group when describing collections of objects (Reasons about relations) 
Find the total number of objects using skip counting of equal groups of a known size (MuS2, MuS3)
	4, 6–7

	Forming groups A
(cont)
	Recognise and represent division
Model sharing division by distributing a collection of objects equally into a given number of groups to determine how many in each group (InF2, MuS5)
Model grouping division by determining the number of groups of a given size that can be formed (MuS5)
Describe the part left over when a collection cannot be distributed equally using the given group size (MuS6)
	5–7

	Forming groups B
(cont)
	Stage 1
Represent and explain multiplication as the combining of equal groups
[bookmark: _Int_dQvcqa5n]Use objects, diagrams, images or actions to model multiplication as accumulating equal groups (MuS4)
Solve multiplication problems using repeated addition (MuS4)
Form arrays of equal rows and equal columns (MuS5)
Determine and distinguish between the number of rows/columns and the number in each row/column when describing collections of objects (MuS5)
Model the commutative property of multiplication, using an array (Reasons about relations) (MuS6)
	4, 6–7

	Forming groups B
(cont)
	Represent multiplication and division problems
Solve multiplication and division problems using objects, diagrams, images and actions (MuS6, MuS7)
Record answers to multiplication and division problems (including those with remainders) using drawings, words and numerals (MuS6)
	4–7

	Geometric measure A
MA1-GM-01
	Stage 1
Position: Follow directions to familiar locations
Give and follow instructions to position objects in models and drawings (PoL2)
	8

	Non-spatial measure
MAE-NSM-01, MA1-NSM-02
MAE-NSM-02
	Early Stage 1
Time: Compare and order the duration of events using the language of time
Use terms such as 'daytime', 'night-time', 'morning', 'afternoon', 'today', 'tomorrow', 'yesterday', 'before', 'after' and 'next' (MeT1)
Sequence events in time (MeT1)
Compare the duration of two events (MeT1)
	1–2

	Non-spatial measure
(cont)
	Time: Tell time on the hour on analog and digital clocks
Create the layout of an analog clock (MeT2)
Read analog and digital clocks to the hour using the term ‘o'clock’ (MeT2, MeT3)
Describe the position of the hour and minute hands on an analog clock when reading hour time (MeT2)
	2, 6

	Non-spatial measure B
(cont)
	Stage 1
Time: Describe duration using units of time
[bookmark: _Int_2tKvIGEt]Use a calendar to calculate the number of months, weeks or days until an upcoming event (MeT3)
[bookmark: _Int_AjuhJnI9]Use the terms ‘hour’, ‘minute’ and ‘second’ (MeT2, MeT3)
Compare the duration of standard time units (MeT2, MeT3)
Make predictions about the time remaining until a particular event starts or finishes (Reasons about relations) 
	1–2, 6
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