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[bookmark: _Toc112318897][bookmark: _Toc112320547][bookmark: _Toc112320602][bookmark: _Toc112320657][bookmark: _Toc112320711][bookmark: _Toc128652804]Unit description and duration
This two-week unit develops student knowledge, understanding and skills of what you want to describe decides the unit of measure you use. Students are provided opportunities to:
compare, describe, and understand the world around us when measuring
think about how much longer, shorter, or the same something is in comparison to something else
experiment with object’s length in different positions or locations
tell time on analog and digital clocks
explain their thinking so it makes sense to others.
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: _Toc128652805]Student prior learning
Before engaging in these teaching and learning activities, students would benefit from prior experience with:
opportunities to demonstrate an increasing understanding of measurement and number using vocabulary to describe size, length, and names of numbers
noticing and predicting the patterns of regular routines and the passing of time
discussions contributing constructively to mathematical discussions and arguments about symbol systems, for example, letters, numbers, and time
use language to communicate thinking about quantities to describe features of objects and collections, and to explain mathematical ideas.


[bookmark: _Toc112318899][bookmark: _Toc112320549][bookmark: _Toc112320604][bookmark: _Toc112320659][bookmark: _Toc112320713][bookmark: _Toc128652806]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: Neat numbers
60 minutes
We can use rhythm and movement to understand the counting sequence.
	Representing whole numbers
Use the counting sequence of ones flexibly
Recognise number patterns
	· Resource 2: Game board
Chalk
Concrete materials
Decks of playing cards
Large dice
Spider figurines
Sticks
Writing materials

	Lesson 2: Connecting counting
60 minutes
There are patterns in our number system.
	Representing whole numbers
Recognise number patterns
Connect counting and numerals to quantities
	· Resource 4: Caterpillar ordering
Concrete materials
Dice
Finger gloves
Gumnuts
Plastic lids
Sticks
Writing materials

	Lesson 3: Solving frog problems
60 minutes
Mathematicians use numbers to count and solve problems.
	Representing whole numbers
Connect counting and numerals to quantities
Combining and separating quantities
Model additive relations and compare quantities
Identify part-whole relationships in numbers up to 10
	· Resource 3: Ten-frame
· Resource 5: Think board
· Resource 6: Hopping frogs
· Video: Frog animation (1:42)
· Buckets
Frog figurines
Writing materials

	Lesson 4: Making and breaking numbers
60 minutes
Number relationships help us to understand that a whole number is made up of parts.
	Combining and separating quantities
Model additive relations and compare quantities
Identify part-whole relationships in numbers up to 10
	· Cardboard tubes
· Concrete materials
Decks of playing cards
Flowerpots
Rocks
Spider figurines
String
Writing materials

	Lesson 5: Flower fun
60 minutes
Different lengths can be measured by using comparisons.
	Representing whole numbers
Recognise number patterns
Geometric measure
Length: Use direct and indirect comparisons to decide which is longer
	· Crowe C and Australian Broadcasting Corporation (ABC), Play School (2021) Lou’s Garden Surprise, ABC Kids Early Education.
Finger gloves
· Large dice
· Pebbles
· Sticks
· String
Writing materials

	Lesson 6: Harvesting half
60 minutes
We can create half a length by dividing objects into 2 equal parts.
	Representing whole numbers
Connect counting and numerals to quantities
Use the counting sequence of ones flexibly
Geometric measure
Length: Create half a length
	· Resource 7: How many seeds?
· Resource 8: About halfway
· Resource 9: More than halfway
· Resource 10: Less than halfway
· Resource 11: Picnic drawing
· Craft sticks
Dice
· Frog figurines
Modelling clay
· Sticks
Writing materials

	Lesson 7: Telling time
60 minutes
Mathematicians use analog and digital clocks to tell time on the hour.
	Representing whole numbers
Connect counting and numerals to quantities
Non spatial measure
Time: Tell time on the hour on analog and digital clocks
	· Resource 12: Clay clocks
Video: The Sticky Gang: Episode 7 Telling the Time (1:03)
· Modelling clay
Natural materials
Sticks

	Lesson 8: Rock clocks
60 minutes
We can use items on Country to create the layout of an analog clock.
	Combining and separating quantities
Identify part-whole relationships in numbers up to 10
Non spatial measure
Time: Tell time on the hour on analog and digital clocks
	· Resource 12: Clay clocks
· Resource 13: Analog clocks
· Resource 14: Digital clocks
· Video: Go Wild for Maths: Clock Challenge (2:12)
12 rocks numbered 1-12
2 sticks one longer than the other
· Decks of playing cards
· Dilly bag or similar
Writing materials




[bookmark: _Lesson_1:_Neat][bookmark: _Toc112318900][bookmark: _Toc112320550][bookmark: _Toc112320605][bookmark: _Toc112320660][bookmark: _Toc112320714][bookmark: _Lesson_1:_Numbers][bookmark: _Toc128652807]Lesson 1: Neat numbers
Core concept: We can use rhythm and movement to understand the counting sequence.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students are learning that:
using rhythm and movement can help to understand the counting sequence
recognising dice patterns can help determine how many times to move forwards or backwards
the number before is one less and the number after is one more than a given number.
	Students can:
count forwards to 30 and backwards from 20 to the rhythm
make connections between the number of dots on a dice and counting actions
find a number that is one less and one more from a given number.


[bookmark: _Toc112318902][bookmark: _Toc112320552][bookmark: _Toc112320607][bookmark: _Toc112320662][bookmark: _Toc112320716][bookmark: _Toc128652808]Daily number sense: Stick tapping – 10 minutes
This activity has been adapted from Robertson (2017).
Build student understanding of forward and backward counting sequences by creating rhythm and movement.
Lead students to the playground and gather in a circle.
Explain to students that they will be playing a counting game by slowly tapping a stick on the ground in time to each number said aloud. Encourage all students to chorally count aloud and work on developing a steady rhythm.
Begin by counting forwards to 30 and then backwards from 20 to the rhythm of stick tapping.
Vary the game by having students count forwards and backwards from different starting points.
Develop a ‘switch’ and challenge students to begin by counting forwards and then when you call out ‘switch’, students change direction and count backwards.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students count forwards to 30 and backwards from 20 to the rhythm? (MAO-WM-01, MAE-RWN-01)
What to collect:
observations of game-based learning opportunity. (MAO-WM-01, MAE-RWN-01)
	Students need further support to count forwards to 30 and backwards from 20 to the rhythm.
Provide students with Resource 1: Number tracks and model tapping a stick along the number track as we count forward and backward.
Clap hands or hop to the rhythm of choral counting.
	Students confidently count forwards to 30 and backwards from 20 to the rhythm.
Use 2 sticks and tap with alternate sticks on the ground.
Say the number before and the number after a given number.


[bookmark: _Toc112318903][bookmark: _Toc112320553][bookmark: _Toc112320608][bookmark: _Toc112320663][bookmark: _Toc112320717][bookmark: _Toc128652809]Incey Wincey – 35 minutes
This activity has been adapted from Incey Wincey by NRICH.
Remain in the playground and use chalk to draw multiple drainpipes (see Resource 2: Game board).
Note: Resource 2: Game board is also provided as an alternate way to play the game or to consolidate counting forward and backward after playing in the playground.
Practise singing nursery rhyme and fingerplay ‘Incey Wincey Spider’:
‘Incey wincey spider climbed up the waterspout.
Down came the rain
And washed the spider out.
Out came the sun
And dried up all the rain
And the incey wincey spider climbed up the spout again.’
Note: Consider incorporating local Indigenous language or the languages of the diverse cultures within the class into the nursery rhyme.
In pairs, students will choose to be either the sun or the rain. Students take turns to throw the dice and move the spider up or down the drainpipe according to their roll. Students use a large dice to determine how many jumps to take and direct the 'spider', counting each time they land. The game is played until either the sun or the rain reaches the end of the drainpipe.
The table below outlines stimulus prompts to generate conversation about the topic, along with anticipated responses from students.
	Prompts
	Anticipated student responses

	How many jumps did you take?
What do you think will happen? Why?
How many more jumps to get to the end?
Why do you think the sun/rain won?
	When I rolled the dice, I counted 3 dots, so I jumped 3 times.
I think the sun is going to win because I counted 6 dots.
I counted 2 jumps to get to the sun, but it might go 6 jumps backward to the rain.
The rain was the winner because bigger numbers mean jumping further.


This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students make connections between the number of dots on a dice and counting actions? (MAO-WM-01, MAE-RWN-01)
What to collect:
strategic questioning to determine individual level of understanding. (MAO-WM-01, MAE-RWN-01)
	Students need further support to make connections between the number of dots on a dice and counting actions.
Provide students with Resource 1: Number tracks
Model counting dice dot patterns using one-to-one correspondence.
	Students confidently make connections between the number of dots on a dice and counting actions.
Challenge students to create an alternate game using dice and counting actions.
Challenge students to record the dice dot patterns thrown or explain to someone what they learned from the game.


[bookmark: _Toc112318904][bookmark: _Toc112320554][bookmark: _Toc112320609][bookmark: _Toc112320664][bookmark: _Toc112320718][bookmark: _Toc128652810]Consolidation and meaningful practice: One more one less snap – 15 minutes
This activity has been adapted from F-2 Remote maths: One More One Less Snap [PDF 398KB] by Mathematical Association of Victoria.
Return to the classroom and gather in a circle as a whole class.
Introduce students to an alternate version of the card game ‘Snap’. Model how to play ‘One more one less snap’ by explaining that a snap can only occur if the card is one more, or one less than the number of the previous card.
A student will deal out a deck of playing cards with all picture cards removed from the deck, keeping the ace. The ace is now considered one.
Encourage students to convince their peer that their number is one more or less than the previous. For example, by comparing the symbols on the cards or representing the 2 sums using concrete materials.
[bookmark: _Lesson_2:_Connecting][bookmark: _Toc112318905][bookmark: _Toc112320555][bookmark: _Toc112320610][bookmark: _Toc112320665][bookmark: _Toc112320719][bookmark: _Lesson_2:_[Insert][bookmark: _Toc128652811]Lesson 2: Connecting counting
Core concept: There are patterns in our number system.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students are learning that:
dice dot and finger patterns are symbols that represent a quantity of objects
numbers can be compared and ordered to 20.
	Students can:
represent the total shown on dice dot patterns in a variety of ways
order and compare numbers to 20.


[bookmark: _Toc112318907][bookmark: _Toc112320557][bookmark: _Toc112320612][bookmark: _Toc112320667][bookmark: _Toc112320721][bookmark: _Toc128652812]Daily number sense: Roll, write, count, make – 15 minutes
1. Build student understanding of subitising by representing numbers in a variety of ways.
Students play ‘roll, write, count, make’ game by rolling a dice and subitising or counting the number of dots in the dice dot pattern. They write the numeral and use finger gloves to represent a finger pattern that corresponds with the dice dot pattern. Students then use sticks to make the numeral.
Model rolling the dice, writing the numeral, counting using finger gloves, and making the numeral using sticks (see Figure 1).
[bookmark: _Ref116651034]Figure 1 – Roll, write, count, make
[image: Four photographs showing a 5 different ways that the number 5 can be represented using a dice, some paper, gloves and natural materials.]
Provide time to play ‘roll, write, count, make’ independently.
In pairs, students turn and talk to share their reasoning.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students represent the total shown on dice dot patterns in a variety of ways? (MAO-WM-01, MAE-RWN-01)
What to collect:
observations of students composing visual representations of numbers. (MAO-WM-01, MAE-RWN-01)
	Students need further support to represent the total shown on dice dot patterns in a variety of ways.
Model counting dice dot patterns using one-to-one correspondence.
Show the total on a ten-frame using Resource 3: Ten-frame.
	Students confidently represent the total shown on dice dot patterns in a variety of ways.
Add dice and finger gloves to represent larger numbers.
Draw how the total could appear on domino dot patterns.


[bookmark: _Toc112318908][bookmark: _Toc112320558][bookmark: _Toc112320613][bookmark: _Toc112320668][bookmark: _Toc112320722][bookmark: _Toc128652813]Caterpillar parts – 30 minutes
Tell a story about a caterpillar named Camilla. Explain that, unfortunately, Camila was having trouble finding enough bush tucker to fill her stomach. To find out how much bush tucker Camilla needs to fill her stomach students will need to roll 3 dice 5 times.
Show students the stimulus Resource 4: Caterpillar ordering.
Model completing Resource 4: Caterpillar ordering by rolling 3 dice and finding the total of the dice dot patterns combined. Repeat this process 5 times and write the numerals on plastic lids. Compare these numerals by placing the lids in ascending order (see Figure 2).
[bookmark: _Ref116651221]Figure 2 – Lids ordered
[image: A photograph showing the caterpillar ordering template with 5 numbered lids in ascending order.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Students use Resource 4: Caterpillar ordering in pairs with one peer flipping 2 of the 5 lids over when the other is not looking. The other peer will need to determine a number that could fit into the missing space. Both peers take turns to flip 2 of the 5 lids over (see Figure 3).
[bookmark: _Ref116651251]Figure 3 – Flip lids
[image: A photograph showing a caterpillar ordering template with 2 of the 5 numbered lids turned over so that the numbers are not visible.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Next, students flip the lids back over and count out gumnuts to fill the lids corresponding to the written numeral (see Figure 4).
[bookmark: _Ref116651285]Figure 4 – Gumnut filling
[image: A photograph showing a caterpillar ordering template with all of the 5 numbered lids filled with the corresponding number of gumnuts.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students order and compare numbers to 20? (MAO-WM-01, MAE-RWN-01, MAE-RWN-02)
What to collect:
student manipulation of materials to demonstrate conceptual understanding. (MAO-WM-01, MAE-RWN-01, MAE-RWN-02)
	Students need further support to order and compare numbers to 20.
Provide students with Resource 1: Number tracks.
March while choral counting.
Face a peer, one person says ‘one’, the next ‘2’ and keep counting.
	Students confidently order and compare numbers to 20.
Challenge students to say the number before and after each numeral recorded.
Roll additional dice to represent larger numbers.


[bookmark: _Toc112318909][bookmark: _Toc112320559][bookmark: _Toc112320614][bookmark: _Toc112320669][bookmark: _Toc112320723][bookmark: _Toc128652814]Consolidation and meaningful practice: Up and down – 15 minutes
This activity has been adapted from F-2 Remote Maths: Up and Down [PDF 528KB] by Mathematical Association of Victoria.
Introduce ‘Up and Down’ by explaining that this game will be played in small groups. A student will deal out 4 cards face up to each player with all picture cards removed from the deck. The remaining cards are placed in a pack in the middle of the table.
Model how to play ‘Up and Down’ by showing the aim of the game is to be the first player to arrange your cards in either ascending or descending order. The order does not need to be in consecutive order. For example, 1, 2, 3, 4. It could be 1, 3, 4, 7 (see Figure 5).
[bookmark: _Ref116651918]Figure 5 – Ascending or descending cards
[image: Two sets of 4 playing cards ordered in ascending and descending order.]
[bookmark: _Int_UjC6THI4]The first player to arrange their cards in order is the winner of that round.
[bookmark: _Lesson_3:_Solving][bookmark: _Toc112318910][bookmark: _Toc112320560][bookmark: _Toc112320615][bookmark: _Toc112320670][bookmark: _Toc112320724][bookmark: _Lesson_3:_[Insert]

[bookmark: _Toc128652815]Lesson 3: Solving frog problems
Core concept: Mathematicians use numbers to count and solve problems.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students are learning that:
numbers can be represented visually to show their thinking when problem solving quantities to at least 20
counting with one-to-one correspondence helps to keep track of the count when adding or subtracting one from a given collection
visual representations of numbers up to 10 can be created using a ten-frame.
	Students can:
visually represent numbers to at least 20 in a variety of ways
keep track of the count by using concrete materials or fingers to solve addition and subtraction questions
create, model, and recognise combinations for numbers up to 10.


[bookmark: _Toc112318912][bookmark: _Toc112320562][bookmark: _Toc112320617][bookmark: _Toc112320672][bookmark: _Toc112320726][bookmark: _Toc128652816]Daily number sense: Feed the frog – 15 minutes
1. Build student understanding of subitising by representing numbers in a variety of ways.
Tell a story about a very hungry frog named Frank. Explain that, unfortunately, Frank the frog is getting old and is no longer able to catch his favourite food, flies, as he is too slow and cannot catch them.
Show students Resource 5: Think board.
Explain that they will be representing the dice dot pattern rolled in a variety of ways to feed Frank the frog that number of flies.
Model rolling 3 dice and writing the numeral and number word in the centre of Resource 5: Think board. Next, write the numeral on the line in the centre of the before and after section and write the numeral before and after. Model completing the ten-frame section, drawing flies and using natural materials to represent the flies to feed Frank the frog (see Figure 6).
[bookmark: _Ref116651929]Figure 6 – Frog think board
[image: A think board template with sections to record numbers using before and after numbers, drawings, ten-frames, numeral/words. Three dice are provided to roll the number.]
Provide time to play ‘feed the frog’ independently.
In pairs, students turn and talk to share their reasoning.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students visually represent numbers to at least 20 in a variety of ways? (MAO-WM-01, MAE-RWN-01)
What to collect:
observations of students composing visual representations of numbers. (MAO-WM-01, MAE-RWN-01)
	Students need further support to visually represent numbers to at least 20 in a variety of ways.
Model counting dice dot patterns using one-to-one correspondence.
Use less dice.
Represent the total using a finger pattern.
	Students confidently visually represent numbers to at least 20 in a variety of ways.
Roll additional dice to represent larger numbers.
Draw tally marks to represent the total.


[bookmark: _Toc112318913][bookmark: _Toc112320563][bookmark: _Toc112320618][bookmark: _Toc112320673][bookmark: _Toc112320727][bookmark: _Toc128652817]Frogs in a bucket – 30 minutes
This activity has been adapted from Counting on Counting by NZ Maths.
Reinforce the number before and after a given number by viewing the Frog Animation (1:42).
Ask students to gather in a circle as a whole class.
Model different stories about frogs jumping into a pond using frog figurines and a bucket filled with water to make a splash sound. The frog animation gives an example of this with frogs in a bucket. For example, we had 10 frogs and one jumped out. Ask how many frogs are in the bucket now.
Increase the number of objects in the container beyond 10 so that students attend to the one more/one less principle rather than image actions inside the container. Avoid putting in the objects one at a time after 10. Throw them in as imaginary groups. For example, 8 frogs and one more, 17 frogs and one more, 29 frogs and one more or 7 frogs and one less, 15 frogs and one less, 27 frogs and one less.
Students play the same game in small groups, using frog figurines and a bucket following the rules used above.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
[bookmark: _Int_86IlkvBF]Can students keep track of the count by using concrete materials or fingers to solve addition and subtraction questions? (MAO-WM-01, MAE-RWN-01, MAE-CSQ-01)
What to collect:
recording of group discussion. (MAO-WM-01, MAE-RWN-01, MAE-CSQ-01)
	Students need further support to keep track of the count by using concrete materials or fingers to solve addition and subtraction questions.
Provide students with Resource 1: Number tracks.
Model counting forwards or backwards by ones.
	Students confidently keep track of the count by using concrete materials or fingers to solve addition and subtraction questions.
Extend the problems to 2 more/less, 3 more/less and beyond.
Throw frogs in as imaginary groups beyond 30.


[bookmark: _Toc112318914][bookmark: _Toc112320564][bookmark: _Toc112320619][bookmark: _Toc112320674][bookmark: _Toc112320728][bookmark: _Toc128652818]Consolidation and meaningful practice: Hopping frogs – 15 minutes
This lesson has been adapted from Jumping Beans by NZ Maths.
Display Resource 6: Hopping frogs as a visual stimulus. 
Ask students:
How many frogs are in the ten-frame on the lily pad?
How many frogs are outside the ten-frame on the rock?
Now imagine the frogs jumping in. How many frogs are there altogether?
How did you solve this?
Students use Resource 3: Ten-frame and some frog figurines to repeat different scenarios to encourage students to know the number of frogs by visualising them.
Describe different scenarios for students to model, for example, there are 8 frogs in total. If 3 are sitting on the rock, how many are sitting on the lily pad? Students turn and talk to compare their answers.
[bookmark: _Lesson_4:_Making][bookmark: _Toc112318915][bookmark: _Toc112320565][bookmark: _Toc112320620][bookmark: _Toc112320675][bookmark: _Toc112320729][bookmark: _Lesson_4:_[Insert]

[bookmark: _Toc128652819]Lesson 4: Making and breaking numbers
Core concept: Number relationships help us to understand that a whole number is made up of parts.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students are learning that:
visual and symbolic patterns for numbers up to 10 can be recognised without counting
visual representations of numbers can assist in combining and separating quantities up to 10.
	Students can:
create, model, and recognise visual patterns for numbers up to 10
explain their thinking using drawings, words, and numerals to record addition and subtraction strategies.


[bookmark: _Toc112318917][bookmark: _Toc112320567][bookmark: _Toc112320622][bookmark: _Toc112320677][bookmark: _Toc112320731][bookmark: _Toc128652820]Daily number sense: Go fish 10 – 15 minutes
This activity has been adapted from Go Fish 10 by NZ Maths.
1. Build student understanding of forming combinations to 10 by playing ‘Go fish 10’.
Students play ‘Go fish 10’ in pairs. A student will deal out a deck of playing cards with all picture and number 10 cards removed from the deck. Students look through their cards and make pairs of cards that have a total of 10. Students place these pairs face up in front of them (see Figure 7).
[bookmark: _Ref116651962]Figure 7 – Go fish 10
[image: Three sets of 2 cards to form combinations of 10.]
Students take turns asking each other for a card that they can use to make 10 with a card in their hand. If the student asked has the card, they must give it to their peer. The aim of the game is to get the most pairs that have a total of 10.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students create, model and recognise visual patterns for numbers up to 10? (MAO-WM-01, MAE-CSQ-01, MAE-CSQ-02)
What to collect:
record student’s voice during game-based learning opportunity. (MAO-WM-01, MAE-CSQ-01, MAE-CSQ-02)
	Students need further support to create, model and recognise visual patterns for numbers up to 10.
Provide students with Resource 3: Ten-frame and concrete materials to support addition.
Model counting on when counting the visual patterns on 2 playing cards using one-to-one correspondence.
	Students confidently create, model, and recognise visual patterns for numbers up to 10.
Challenge students to combine 3 cards to make combinations to 10.
Challenge students to look for combinations to 20.


[bookmark: _Toc112318918][bookmark: _Toc112320568][bookmark: _Toc112320623][bookmark: _Toc112320678][bookmark: _Toc112320732][bookmark: _Toc128652821]Under the flowerpot – 25 minutes
This activity has been adapted from Robertson (2017).
Ask students to gather in a circle as a whole class.
Model playing ‘under the flowerpot’ using a flowerpot and some rocks that will fit underneath.
Count the number of rocks with students first. Next, students close their eyes whilst objects are hidden under the flowerpot. Have students open their eyes and predict how many objects are under the flowerpot.
Discuss how many objects are still present before revealing the hidden objects.
Students repeat the game in small groups to allow each student to have a go at hiding some rocks.
Students record their thinking using drawings, words, and numerals to show the problem presented.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
[bookmark: _Int_XP4PijS4]Can students explain their thinking using drawings, words, and numerals to record addition and subtraction strategies? (MAO-WM-01, MAE-CSQ-01, MAE-CSQ-02)
What to collect:
written and spoken responses explaining their thinking. (MAO-WM-01, MAE-CSQ-01, MAE-CSQ-02)
	Students need further support to explain their thinking using drawings, words, and numerals to record addition and subtraction strategies.
Provide a cloth to hide the rocks underneath where they can check their answer by feeling before responding.
Provide Resource 1: Number tracks.
	Students confidently explain their thinking using drawings, words, and numerals to record addition and subtraction strategies.
Challenge students to create problems with more than 10 rocks.
Create a story about the problem presented.


[bookmark: _Toc112318919][bookmark: _Toc112320569][bookmark: _Toc112320624][bookmark: _Toc112320679][bookmark: _Toc112320733][bookmark: _Toc128652822]Consolidation and meaningful practice: Spinning spiders – 20 minutes
This activity has been adapted from Cars in garages by NZ Maths.
[bookmark: _Int_VgTjLGgM]Pose the problem, there are 5 spiders and a large downpipe. If you can see 2 spiders in a web, how many are hiding in the downpipe? Ask how many different ways the spiders could be in the web or downpipe.
Read the first part of the problem to students to ensure that they understand that they are working with 5 spiders.
Brainstorm ways to solve the problem.
Provide time for students to solve the problem and to explain how they know the number of spiders in the downpipe.
Ask students:
How did you know how many spiders are in the downpipe?
Tell us about your thinking?
Could there be any other number of spiders in the downpipe? How do you know?
Read the second part of the problem and have students solve this in small groups using spider figurines, string to represent a web and a cardboard tube to represent the downpipe (see Figure 8).
[bookmark: _Ref116651980]Figure 8 – Visual representation
[image: A visual representation of a word problem using spider figurines, strong and a cardboard tube.]
Use ‘Talk moves’ to facilitate class discussion.
The table below outlines stimulus prompts to generate conversation about the topic, along with anticipated responses from students.
	Prompts
	Anticipated student responses

	How do you know how many spiders are inside the downpipe?
Does there always have to be a spider in the downpipe or in the web?
[bookmark: _Int_hVmzOHte]How do you know that you have found all the ways that the spiders can be in the web or downpipe?
How are you recording your thinking?
	I used 5 fingers and took 2 fingers away because there are 2 spiders in the web.
There could be 5 spiders in the downpipe and no spiders in the web.
[bookmark: _Int_1e4wnNYW]I could draw all of the different ways the spiders could be in the web or downpipe.
By writing numbers next to the pictures I draw.


Students record their solutions.
[bookmark: _Lesson_5:_Flower][bookmark: _Toc112318920][bookmark: _Toc112320570][bookmark: _Toc112320625][bookmark: _Toc112320680][bookmark: _Toc112320734][bookmark: _Lesson_5:_[Insert]

[bookmark: _Toc128652823]Lesson 5: Flower fun
Core concept: Different lengths can be measured by using comparisons.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students are learning that:
a collection of objects can be represented as dice dot and finger patterns
length can be compared by aligning the ends and described using comparative language
the length of a piece of string remains unchanged whether placed in a straight line or a curve.
	Students can:
create dice dot and finger patterns using a collection of objects
compare and describe length using language such as longer than, shorter than, the same as
explain why the length of a piece of string placed in a straight line is the same as a curve.


[bookmark: _Toc112318922][bookmark: _Toc112320572][bookmark: _Toc112320627][bookmark: _Toc112320682][bookmark: _Toc112320736][bookmark: _Toc128652824]Daily number sense: Petra’s dice pattern game – 15 minutes
This activity has been adapted from Robertson (2017).
1. Build student understanding of subitising by creating dice dot and finger patterns.
Explain to students that you are going to throw a collection of pebbles onto the ground (see Figure 9).
[bookmark: _Ref116651989]Figure 9 – Collection of pebbles
[image: Collection of 6 scattered pebbles.]
Ask students to find the total by instantly recognising (subitising) or counting with one-to-one correspondence.
As a class, ask students to count the collection of pebbles aloud, pointing to each pebble to support counting with one-to-one correspondence.
Ask students to show a corresponding finger pattern.
A student is then selected to put the pebbles into the layout of a dice dot pattern. Check the layout of the dice pattern created using a large dice (see Figure 10).
[bookmark: _Ref116652002]Figure 10 – Dice dot pattern
[image: ]
Repeat the game multiple times as a class or in small groups.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students create dice dot and finger patterns using a collection of objects? (MAO-WM-01, MAE-RWN-01)
What to collect:
photographs of student manipulation of materials to demonstrate conceptual understanding. (MAO-WM-01, MAE-RWN-01)
	Students need further support to create dice dot and finger patterns using a collection of objects.
Provide large dice to support dice dot pattern formations.
Provide finger gloves to support finger pattern formations.
	Students confidently create dice dot and finger patterns using a collection of objects.
Throw a larger collection of objects and create multiple dice dot pattern formations.
Record dice dot and finger patterns.


[bookmark: _Toc112318923][bookmark: _Toc112320573][bookmark: _Toc112320628][bookmark: _Toc112320683][bookmark: _Toc112320737][bookmark: _Toc128652825]Lou’s garden surprise – 25 minutes
Reinforce counting and comparing lengths of flowers as they grow by reading Lou's Garden Surprise [PDF 20.1MB] by Clodagh Crowe and the Australian Broadcasting Corporation (ABC).
Model retrieving a stick from a collection and draw a sunflower the same length as the stick on a piece of paper.
Next, draw a sunflower that is longer than and shorter than the stick making sure that the bottom of each stem is aligned along the edge of the paper (see Figure 11).
[bookmark: _Ref116652013]Figure 11 – Sunflower drawing
[image: A sunflower drawn the same as, longer than and shorter than the stick. Each sunflower starts at the same point.]
Model using comparative language to describe the length of the sunflowers drawn, for example, this sunflower is longer than the stick.
Provide time for students to draw a sunflower that is the same length as a stick alongside a sunflower that is longer than and shorter than the stick.
Showcase student drawings through a gallery walk and have students use comparative language to describe length, for example, longer than, shorter than, the same as to describe the sunflowers drawn.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students compare and describe length using language such as longer than, shorter than, the same as? (MAO-WM-01, MAE-GM-02)
What to collect:
student participation in a gallery walk and recording of language used in group discussion. (MAO-WM-01, MAE-GM-02)
	Students need further support to compare and describe length using language such as longer than, shorter than, the same as.
Provide 3 additional sticks of different lengths to model longer than, shorter than, the same as (see Figure 12).
Find an object that is longer than and shorter than the stick.
	Students confidently compare and describe length using language such as longer than, shorter than, the same as.
Draw a tree that is longer than the longest sunflower and compare and describe lengths using language.
Move independently around the classroom and identify 3 objects that are taller than or shorter than themselves. Record by drawing and labelling.


[bookmark: _Ref116652032]Figure 12 – Additional sticks of different lengths
[image: Three additional sticks of different lengths to model longer than, shorter than, the same as.]
[bookmark: _Toc112318924][bookmark: _Toc112320574][bookmark: _Toc112320629][bookmark: _Toc112320684][bookmark: _Toc112320738][bookmark: _Toc128652826]Consolidation and meaningful practice: Straight and curved lines – 20 minutes
Have students cut a piece of string the same length as the stick.
Encourage students to wrap, move and shake the string like a snake and again compare with their drawing to reinforce that the string remains the same length.
Ask students to consider if they created a curved stem for their flower instead of a straight stem would they be the same length.
Students then straighten and align the ends of their pieces of string in small groups to order by length (see Figure 13).
[bookmark: _Ref116652043]Figure 13 – Shortest to longest
[image: Five pieces of string arranged by length from shortest to longest.]
Create an anchor chart with students by brainstorming straight and curved lines in their world, for example, pencils and a skipping rope (see Figure 14).
[bookmark: _Ref116652053]Figure 14 – Lines anchor chart
[image: Examples of straight and curved lines presented on an anchor chart.]
[bookmark: _Lesson_6:_Harvesting][bookmark: _Toc112318925][bookmark: _Toc112320575][bookmark: _Toc112320630][bookmark: _Toc112320685][bookmark: _Toc112320739][bookmark: _Lesson_6:_[Insert][bookmark: _Toc128652827]Lesson 6: Harvesting half
Core concept: We can create half a length by dividing objects into 2 equal parts.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students are learning that:
keeping track of the count helps to identify the number before and after a given number
when a length has been divided into 2 equal parts, the parts are called halves
the position lengths have been divided into can be described as about halfway, more than halfway or less than halfway.
	Students can:
count out objects and identify the number before as one less and the number after as one more
divide a length into halves
describe positions as about halfway, more than halfway or less than halfway.


[bookmark: _Toc112318927][bookmark: _Toc112320577][bookmark: _Toc112320632][bookmark: _Toc112320687][bookmark: _Toc112320741][bookmark: _Toc128652828]Daily number sense: How many seeds? – 15 minutes
1. Build student understanding of the number before as ‘one less' and the number after as 'one more’ than a given number by counting out a number of objects.
Show Resource 7: How many seeds?
Model the game by rolling 2 dice, writing the numeral, and then making the corresponding number of seeds with modelling clay using Resource 7: How many seeds? (see Figure 15).
[bookmark: _Ref116652062]Figure 15 – Making seeds
[image: 'How many seeds?' template showing one less, the number and one more. Underneath each heading there are sample empty pots and spaces to write numbers. Each pot contains clay 'seeds' that correspond to the numbers below.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Provide time for students to play the game independently.
Note: Consider planting some seeds in the school garden beds or in individual pots to observe growth.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students count out objects and identify the number before as one less and the number after as one more? (MAO-WM-01, MAE-RWN-01)
What to collect:
strategic questioning and observation to determine individual level of understanding. (MAO-WM-01, MAE-RWN-01)
	Students need further support to count out objects and identify the number before as one less and the number after as one more.
Provide students with Resource 1: Number tracks.
Model making and counting seeds from modelling clay.
	Students confidently count out objects and identify the number before as one less and the number after as one more.
Roll additional dice to represent larger numbers.
Draw how the total could appear on domino dot patterns.


[bookmark: _Toc112318928][bookmark: _Toc112320578][bookmark: _Toc112320633][bookmark: _Toc112320688][bookmark: _Toc112320742][bookmark: _Toc128652829]Packing for a picnic – 30 minutes
[bookmark: _Int_rZhxtDiQ]Tell a story about 2 frog friends going on a picnic using frog figurines. Flora and Forest the frogs, collected some fruits and vegetables that they harvested from their garden to eat. They harvested a cucumber, carrot, and a banana. When they arrived at the lake for their picnic, they realised that they had forgotten to cut the fruits and vegetables to share. Flora uses a knife from the picnic basket to cut the fruits and vegetables.
Show students the stimulus Resource 8: About halfway.
Ask students what they notice about where the knife is going to cut the cucumber.
Explain that when a length has been divided into 2 equal parts, the parts are called halves.
Encourage students to describe the positions of the length when Flora cuts the carrot and banana into parts.
Show students the stimulus Resource 9: More than halfway.
Ask students how they would describe the position of where the carrot has been cut.
Explain that when a length has been divided like the carrot it can be described as more than halfway.
Show students the stimulus Resource 10: Less than halfway.
Ask students how they would describe the position of where the banana has been cut.
Explain that when a length has been divided like the banana it can be described as less than halfway.
Provide modelling clay to some students to roll a fruit or vegetable shape and ask them to show where they would cut it in half to show equal parts using the side of their hand.
Ask students to visualise and then draw Flora and Forest the frogs having a picnic at the lake. Tell students to draw how Flora cut the cucumber, carrot, and banana by drawing a dotted line through the fruits and vegetables. See Resource 11: Picnic drawing.
Ask students to describe the position lengths have been divided into, for example, about halfway, more than halfway or less than halfway.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students describe positions as about halfway, more than halfway or less than halfway? (MAO-WM-01, MAE-GM-03)
What to collect:
work sample and spoken responses. (MAO-WM-01, MAE-GM-03)
	Students need further support to describe positions as about halfway, more than halfway or less than halfway.
Model dividing sticks into positions and describing as about halfway, more than halfway or less than halfway.
Provide time for students to divide sticks into equal parts to make halves.
	Students confidently describe positions as about halfway, more than halfway or less than halfway.
Draw 3 additional picnic foods divided into parts to describe.
Create a drawing and tell a different story about lengths that can be described as about halfway, more than halfway or less than halfway.


[bookmark: _Toc112318929][bookmark: _Toc112320579][bookmark: _Toc112320634][bookmark: _Toc112320689][bookmark: _Toc112320743][bookmark: _Toc128652830]Consolidation and meaningful practice: Paring picnic pieces – 15 minutes
Provide time for students to make a cucumber, carrot, and banana from modelling clay (see Figure 16). Use a craft stick to cut the fruits and vegetables and describe the position lengths have been divided into, for example, about halfway, more than halfway or less than halfway.
[bookmark: _Ref116652071]Figure 16 – Modelling clay picnic food
[image: Three modelling clay fruits and vegetables cut in different ways representing about halfway, more than halfway and less than halfway.]
[bookmark: _Lesson_7:_Telling][bookmark: _Toc112318930][bookmark: _Toc112320580][bookmark: _Toc112320635][bookmark: _Toc112320690][bookmark: _Toc112320744][bookmark: _Lesson_7:_[Insert][bookmark: _Toc128652831]Lesson 7: Telling time
Core concept: Mathematicians use analog and digital clocks to tell time on the hour.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students are learning that:
keeping track of the count helps to connect numerals to quantities
the term o’clock is used to read analog and digital clocks on the hour
when the time is on the hour, the shorter hand is pointing to the hour and the longer (minute) hand is pointing to the 12.
	Students can:
count out a number of items collected on Country
read and describe the time on analog and digital clocks to the hour as o’clock
describe the position of the hour and minute hands on an analog clock when reading time to the hour.


[bookmark: _Toc112318932][bookmark: _Toc112320582][bookmark: _Toc112320637][bookmark: _Toc112320692][bookmark: _Toc112320746][bookmark: _Toc128652832]Daily number sense: Collecting on Country – 20 minutes
This activity has been adapted from Robertson (2017).
1. Build student understanding of keeping track of the count by counting out a specified number of objects from a larger collection.
Lead students to the playground and explain to students that they will be finding and collecting natural materials on Country.
[bookmark: _Int_9BKGNNi3]After finding and collecting a number of objects, ask students to gather in a circle with their collection in front of them.
Call out different actions such as:
Sit down if you have less than 4 objects.
Swap places with someone if you have more than 10 objects.
Stand on one leg if you have between 8 and 12 objects.
Find someone with the same number of objects as you.
Share your objects equally with a friend.
Once students understand the game, they can also be selected to call out instructions.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students count out a number of items collected on Country? (MAO-WM-01, MAE-RWN-01)
What to collect:
observation of students as they participate and engage in a practical counting game. (MAO-WM-01, MAE-RWN-01)
	Students need further support to count out a number of items collected on Country.
Model counting using a stick to tap each object with one-to-one correspondence.
· Show the total on a ten-frame using Resource 3: Ten-frame.
	Students confidently count out a number of items collected on Country.
Create dice dot patterns using their collection of objects.
Identify different finger patterns to correspond with their collection of objects.


[bookmark: _Toc112318933][bookmark: _Toc112320583][bookmark: _Toc112320638][bookmark: _Toc112320693][bookmark: _Toc112320747][bookmark: _Toc128652833]Telling the time – 25 minutes
Reinforce times of the day by viewing The Sticky Gang: Episode 7 Telling the Time (1:03).
Ask students what they noticed or wondered about the different times of the day such as breakfast before playtime, dinner after homework, playtime at 9 o’clock.
Provide time for students to think about their favourite time of day and why and share with a partner.
Encourage students to use their mathematical brains to think about the clocks they saw and to describe what they noticed such as I saw numbers 1 to 12, I saw 2 zeros on some of the clocks, the number 12 is at the top of the clock and where they may have seen clocks like these before (for example, in the classroom, school hall, at home, on the microwave oven, bedside table).
Explain that students saw 2 different types of clocks in the video and these are called analog and digital clocks. Draw students’ attention to the features of each.
Ask students:
Why is time important?
What would happen if we didn’t have clocks?
How would we know when to get up and go to sleep?
How do we use clocks to tell the time?
Use Clock Demonstrator to introduce features of analog and digital clock such as the clock face, counting and ordering numbers 1 to 12, identifying hour/minute hand, 9 o’clock is the same as 9:00 and 3 o’clock is the same as 3:00.
Show students Resource 12: Clay clocks.
Explain that to play this game students will need a game board, 2 dice, playdough of 2 different colours, a marker, and a partner.
Explain that students will take turns to roll and count 2 dice to determine what time to make on the analog and digital clock using modelling clay and a marker. For example, a student rolls 5 and 4 to make 9 o’clock/9:00 on the game board (see Figure 17).
[bookmark: _Ref116903392]Figure 17 – Modelling clay clocks
[image: Two images of analog clock faces created using modelling clay to show 9 o'clock and 3 o'clock. Underneath each clock, the digital time is recorded.]
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students read and describe the time on analog and digital clocks to the hour as o’clock? (MAO-WM-01, MAE-RWN-01, MAE-NSM-02)
Can students describe the position of the hour and minute hands on an analog clock when reading time to the hour? (MAO-WM-01, MAE-RWN-01, MAE-NSM-02)
What to collect:
observation of individual responses as they participate and engage in practical activities. (MAO-MW-01, MAE-RWN-01, MAE-NSM-02)
	Students need further support to read and describe the time on analog and digital clocks to the hour.
Model game with students using Resource 12: Clay Clocks taking turns to copy, read, and describe time to the hour.
Provide time for students to revisit and play Resource 12: Clay Clocks to explore ways to read and describe the time on analog and digital clocks. 
	Students can confidently read and describe the time on analog and digital clocks to the hour.
Students draw or use recycled materials to design and create a digital and analog clock that show time on the hour. Display in the classroom.
Tell a story about one or more of these times.
Encourage students to notice when the classroom clock shows time on the hour throughout the day.


[bookmark: _Toc112318934][bookmark: _Toc112320584][bookmark: _Toc112320639][bookmark: _Toc112320694][bookmark: _Toc112320748][bookmark: _Toc128652834]Consolidation and meaningful practice: Human clocks – 15 minutes
This activity has been adapted from Robertson (2017).
Explain that to play this game students will become human clocks, using their body to create different times on the hour.
Demonstrate how to stretch your arms up and out to the side to feel the position of the hour and minute hands.
Encourage students to rock from foot to foot while slowly chanting Tick, tock, tick, tock. I’m a ticking human clock. What time is it?
Call out a time. Students make that time with their arms showing the position of the hour and minute hands (see Figure 18).
[bookmark: _Ref116903424]Figure 18 – Human clocks
[image: Image showing ways to use body and arms to show time on the hour.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
Note: Remember it will look back to front if you are standing in front of students.
Ensure you have a clock face on hand so students can check and correct their answers.
Repeat chant before calling out each time.
Note: This also works as an activity undertaken in pairs with one student moving the arms of their partner to the correct position.
As students become familiar with the game, they can be invited to call out a time for the class to make.
[bookmark: _Lesson_8:_Rock][bookmark: _Toc112318935][bookmark: _Toc112320585][bookmark: _Toc112320640][bookmark: _Toc112320695][bookmark: _Toc112320749][bookmark: _Lesson_8:_[Insert][bookmark: _Toc128652835]Lesson 8: Rock clocks
Core concept: We can use items on Country to create the layout of an analog clock.
The table below contains suggested learning intentions and success criteria. These are best co-constructed with students.
	Learning intentions
	Success criteria

	Students are learning that:
visual representations of numbers can assist in combining and separating quantities up to 10
the layout of an analog clock can be created using items on Country.
	Students can:
match numbers to numbers or numbers to symbols.
create the layout of an analog clock.


[bookmark: _Toc112318937][bookmark: _Toc112320587][bookmark: _Toc112320642][bookmark: _Toc112320697][bookmark: _Toc112320751][bookmark: _Toc128652836]Daily number sense: Number memory – 15 minutes
1. Build student understanding of forming combinations to 10 by playing number memory.
Students play ‘number memory’ in small groups. Students will lay out a deck of cards face down in rows and columns with all picture and number 10 cards removed from the deck (see Figure 19).
[bookmark: _Ref116903454]Figure 19 – Rows and columns
[image: Rows and columns of playing cards.]
Provide time for students to play memory by turning over 2 cards at a time to see if they can make a match for the target number of 10.
Focus on the reasoning students provide for the match and for students to build connections between concepts.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students match numbers to numbers or numbers to symbols? (MAO-WM-01, MAE-CSQ-01, MAE-CSQ-02)
What to collect:
strategic questioning to determine individual level of understanding. (MAO-WM-01, MAE-CSQ-01, MAE-CSQ-02)
	Students need further support to match numbers to numbers or numbers to symbols.
Provide students with Resource 3: Ten-frame and concrete materials to support addition.
Model counting on when counting the visual patterns on 2 playing cards with one-to-one correspondence.
	Students confidently match numbers to numbers or numbers to symbols.
Challenge students to combine 3 cards to make combinations to 10. 
Challenge students to look for combinations to 20.


[bookmark: _Toc112318938][bookmark: _Toc112320588][bookmark: _Toc112320643][bookmark: _Toc112320698][bookmark: _Toc112320752][bookmark: _Toc128652837]Clock challenge – 30 minutes
Reinforce how to make an analog clock using items collected on Country by viewing Go Wild for Maths: Clock Challenge (2:12).
Note: Prior to this lesson collect items on Country and place in dilly bag. You may decide to take your class to the playground/sandpit for this activity.
Students sit in a circle like a large round clock.
Explain that students are accepting the clock challenge to make their own Kindergarten rock clock using natural materials.
Introduce dilly bag (or treasure bag) filled with items.
Invite students to recall items collected in the video to make the clock.
Use student responses to reveal items and place in the centre of the circle.
After all items have been revealed, use the analog clock (on hand) to count and check that we can see all the items students need in the centre of the circle.
Ask students:
How many rocks do we have? Count each to check.
How many sticks do we need to make the hour and minute hands? Count to check.
Invite students to assist in creating the rock clock using the analog clock on hand to check the positions of the numbers (see Figure 20).
[bookmark: _Ref116903478]Figure 20 – Analog rock clock
[image: Two analog clocks made by using number rocks from 1 to 12 and 2 sticks of different lengths.]
After making the analog rock clock, use Resource 12: Clay clocks or mini whiteboard to write a digital time. Invite individual students to match the digital time on the analog clock by moving the hour and minute hands.
This table details assessment opportunities and differentiation ideas.
	Assessment opportunities
	Too hard?
	Too easy?

	What to look for:
Can students create the layout of an analog clock? (MAO-WM-01, MAE-RWN-01, MAE-NSM-02)
What to collect:
observations of student engagement and participation during clock challenge and recordings of individual responses to questioning. (MAO-WM-01, MAE-RWN-01, MAE-NSM-01)
	Students need support to create the layout of an analog clock.
Provide time for students to manipulate the natural materials using an analog clock model to explore ways to create the layout of an analog clock.
Provide students with Resource 12: Clay clocks, 12 rocks numbered 1 to 12 and 2 sticks to count and match the numbers and hour/minute hand on the analog clock to show something o’clock.
	Students can confidently create the layout of an analog clock.
Collect and use a variety of natural or recycled materials to create their own clock challenge.
Share their clock challenge with a partner describing the materials they to create their analog clock. Display in classroom to support further discussion with others.


[bookmark: _Toc112318939][bookmark: _Toc112320589][bookmark: _Toc112320644][bookmark: _Toc112320699][bookmark: _Toc112320753][bookmark: _Toc128652838]Consolidation and meaningful practice: Which one doesn’t belong? – 15 minutes
Highlight how mathematicians use analog and digital clocks to tell the time on the hour.
Show Resource 13: Analog clocks and Resource 14: Digital clocks.
Explain that we are going to challenge our mathematical eyes and brains to play the game ‘Which one doesn’t belong’.
Encourage students to look at each resource and then point to the analog clocks using their fingers to count out how many analog clocks they can see.
Challenge students to look more closely at each of the analog clocks and ask which one doesn’t belong. Encourage students to share why they think this.
Students turn and talk with a partner to share their thinking.
Regroup as a class and invite students to identify which one doesn’t belong and why and if their partner had the same or different idea.
Record student responses to display in classroom with Resource 13: Analog clocks.
Repeat for digital clocks. Ask students to point to the digital clocks and use their fingers to count out how many they can see.
[bookmark: _Int_j90La8md]Challenge students to look closely at each of the digital clocks and ask which one doesn’t belong. Encourage students to share why they think this.
Student turn and talk with a partner to share their ideas.
Regroup as a class and ask student to discuss which one doesn’t belong and why and if their partner had the same or different idea.
Record student responses to display with Resource 14: Digital clocks.
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 look like?
How can we read an analog clock and tell time on the hour?
What does a digital clock look like?
How can we read a digital clock to tell time on the hour?
How do we know it’s 5 o’clock on the analog clock? Where is the hour hand? Minute hand?
How do you know it is 5 o’clock on the digital clock?
How do we know that telling the time on the hour is always the same on every analog clock? How about on a digital clock?
	It has 12 numbers you can always see. Number 12 is always at the top of the clock and number 6 is at the bottom.
The long hand points up to number 12. The short hand points to the number. That tells us it’s something o’clock.
It only has numbers and 2 dots in the middle. It doesn’t have any hands. It looks like the microwave. You can see numbers 0 to 12. The analog clock doesn’t have zero.
The long hand points up to the 12 and the short hand points to the 5. That says 5 o’clock.
You can see 5 then 2 dots and 2 zeros. That means it’s 5 o’clock if you can see 2 zeros.
The long hand always points to the number 12, just like when we made our own analog clocks. That means it’s something o’clock. You can always see 2 zeros after the 2 dots on digital clocks. That tells you it’s something o’clock. The first number says what hour it is.




[bookmark: _Resource_1:_Number_1][bookmark: _Resource_1:_Number][bookmark: _Toc128652839]Resource 1: Number tracks
[image: 0-20 number tracks.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_2:_Game_1][bookmark: _Resource_1:_Game][bookmark: _Resource_2:_Game][bookmark: _Toc128652840]Resource 2: Game board
[image: Incey Wincey game board.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_3:_Ten-frame_1][bookmark: _Toc112318940][bookmark: _Toc112320590][bookmark: _Toc112320645][bookmark: _Toc112320700][bookmark: _Toc112320754][bookmark: _Resource_1:_Ten-frame][bookmark: _Resource_2:_Ten-frame][bookmark: _Resource_3:_Ten-frame][bookmark: _Toc128652841]Resource 3: Ten-frame
[image: Ten-frame]
[bookmark: _Resource_4:_Caterpillar_1][bookmark: _Toc112318941][bookmark: _Toc112320591][bookmark: _Toc112320646][bookmark: _Toc112320701][bookmark: _Toc112320755][bookmark: _Resource_2:_Think][bookmark: _Resource_3:_Think][bookmark: _Resource_3:_Caterpillar][bookmark: _Resource_4:_Caterpillar][bookmark: _Toc128652842]Resource 4: Caterpillar ordering
[image: Caterpillar ordering template with 5 spaces to order numbers in ascending or descending order.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_5:_Think_1][bookmark: _Toc128652843][bookmark: _Resource_4:_Think][bookmark: _Resource_5:_Think]Resource 5: Think board
[image: A think board template with sections to record before and after, drawings, ten-frames, numeral/word and to make the number using dice.]
[bookmark: _Resource_6:_Hopping_1][bookmark: _Resource_5:_Hopping][bookmark: _Resource_6:_Hopping][bookmark: _Toc128652844]Resource 6: Hopping frogs
[image: A ten-frame template with 4 frogs sitting on a lily pad within a section of the ten-frame and 2 frogs sitting on a rock.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_7:_How_1][bookmark: _Toc112318942][bookmark: _Toc112320592][bookmark: _Toc112320647][bookmark: _Toc112320702][bookmark: _Toc112320756][bookmark: _Resource_3:_How][bookmark: _Resource_4:_How][bookmark: _Resource_6:_How][bookmark: _Resource_7:_How][bookmark: _Toc128652845]Resource 7: How many seeds?
[image: A 'How many seeds?' template with 3 columns with the headings 'one less', 'number' and 'one more'. There is an image of an empty pot underneath each heading, and a blank box to place numbers underneath each pot.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_8:_About_1][bookmark: _Toc112318943][bookmark: _Toc112320593][bookmark: _Toc112320648][bookmark: _Toc112320703][bookmark: _Toc112320757][bookmark: _Resource_7:_About][bookmark: _Resource_8:_About][bookmark: _Toc128652846]Resource 8: About halfway
[image: A cucumber being cut about halfway.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_9:_More_1][bookmark: _Resource_8:_More][bookmark: _Resource_9:_More][bookmark: _Toc128652847]Resource 9: More than halfway
[image: A carrot being cut more than halfway.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_10:_Less_1][bookmark: _Toc128652848][bookmark: _Resource_9:_Less][bookmark: _Resource_10:_Less]Resource 10: Less than halfway
[image: A banana being cut less than halfway.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_11:_Picnic_1][bookmark: _Resource_11:_Picnic][bookmark: _Toc128652849]Resource 11: Picnic drawing
[image: A stimulus for a drawing of 2 frogs at a picnic. There are 3 plates containing a fruit of vegetable that has been cut about halfway, less than halfway and more than halfway.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_12:_Clay_1][bookmark: _Resource_10:_Clay][bookmark: _Resource_11:_Clay][bookmark: _Resource_12:_Clay][bookmark: _Toc128652850]Resource 12: Clay clocks
[image: A template to use when creating a clay clock.]
[bookmark: _Resource_13:_Analog_1][bookmark: _Resource_11:_Analog][bookmark: _Resource_12:_Analog][bookmark: _Resource_13:_Analog][bookmark: _Toc128652851]Resource 13: Analog clocks
[image: Four photographs of analog clocks to determine which clock does not belong.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Resource_14:_Digital_1][bookmark: _Resource_12:_Digital][bookmark: _Toc128652852][bookmark: _Resource_13:_Digital][bookmark: _Resource_14:_Digital]Resource 14: Digital clocks
[image: Four photographs of digital clocks to determine which clock does not belong.]
Images sourced from Canva and used in accordance with the Canva Content License Agreement.
[bookmark: _Toc112318944][bookmark: _Toc112320594][bookmark: _Toc112320649][bookmark: _Toc112320704][bookmark: _Toc112320758][bookmark: _Toc128652853]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
MAE-RWN-02
	Instantly name the number of objects within small collections
instantly recognise (subitise) the number of items in small groups of up to four items without counting (NPV1, CPr1)
identify the number of items in different arrangements (CPr2)
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)
identify and distinguish the ‘teen’ numbers from multiples of ten with the same initial sounds (NPV3)
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
Recognise number patterns
recognise dice and domino dot patterns (NPA1, NPV2, CPr2)
recognise different finger patterns for the same number (NPA2)
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-CPr5)
make correspondences between collections
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-NPV4, CPr3)
compare and order numbers to 20 (NPV2-NPV3)
use the term ‘is the same as’ to express equality of groups (CPr4-CPr5, MuS1)
	1–3, 5–7

	Combining and separating quantities
MAO-WM-01
MAE-CSQ-01
MAE-CSQ-02
	Model additive relations and compare quantities
identify situations in which addition and subtraction may be applied (AdS1-AdS2)
combine two or more groups of objects to model addition, identifying the relationship between the parts and the whole (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)
compare two groups of objects to determine how many more (NPV1, AdS2)
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)
describe the action of combining, separating and comparing (AdS1)
use five as a reference in forming numbers from six to ten
create, model and recognise combinations for numbers up to ten (AdS2)
count by ones to find the total or difference (AdS2-AdS3)
use drawings, words and numerals to record addition and subtraction, and explain their thinking (AdS2)
	3–4, 8

	Geometric measure
MAO-WM-01
MAE-GM-02
MAE-GM-03
	Length: Use direct and indirect comparisons to decide which is longer
identify the attribute of 'length' as the measure of an object from end to end
use comparative language to describe length (UuM2)
compare lengths directly by placing objects side by side and aligning the ends (UuM2)
explain why the length of a piece of string remains unchanged whether placed in a straight line or a curve
compare lengths indirectly by copying a length (UuM3)
Length: Create half a length
divide a length into two equal parts (InF1)
distinguish between the halfway point and half a length
describe positions as 'about halfway', 'more than halfway' or 'less than halfway' (InF2)
	5–6

	Non-spatial measure
MAO-WM-01
MAE-NSM-02
	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)
	7–8
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