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Teacher Quick Start

Purpose and preparation

Foundation: count separate Need and Have collections, choose add/take/no change and
check enough. Diognose one-to-one counting and small-group recognition in Lesson 1.
Prepare up to 20 counters per pair (10 fixed goal markers, 10 working counters), mats,
pencils, selected practice pages and an offline computer/display with editable PowerPoint.
Need stays fixed; only counters inside Have count. Spare and Taken away stay outside.

Resources and access

Displays/models pp.8-12; three practice sets pp.13-30, each with support (0-5), core (0-10)
aond extension plus immediate red keys. Prep Station pp.31-38 includes mat and 8 cards;
Decision Check pp.39-43 has 8 checking cards. Adults read short directiorf Students spealk,
point, draw, use pictures or direct adult movement; an adult may r entence

Actual virtual movement

Work offline in the presentation’s Edit view: slides
assessment. Save a classroom working copy.
counters between Have, Spare and Taken awa
boundaries fixed. Students choose e adult®hay operate the pointer. Count

0 moves or reopen the unchanged

Begin rotation? essons 2-4 and use Lesson 5's 25-minute block plus ordinary
independent-worNgblocks as needed. Record actual action, final quantity, check and
content prompts. Group answers or paper work alone do not establish Secure; adult
reading/recording does not lower achievement.

Sukindi



Lesson | - Need, Have and Make Enough

Focus
45 minutes. Keep the goal fixed; add objects to Have and check the final match.

Resources

Presentation slides 1-10; display p.8, model p.11; Prep Station pp.31-36; W 1 support/core
pp.13-16; counters and mat p.32.

5 min - Diagnose

Show 4 counters and then the same 4 spread out. Ask students to count once, name the

total and show how they checked. Compare separate Need 4/Have 2 collections. Listen for
counting both sets together.

8 min - Model

Read Need 4; build 4 fixed goal markers and 2 counters insid
stays 4. Add 2 to Have. Now Have 4. Four matches four.'
counters outside. Repeat Need 5/Have 3 with student

12 min - Guided Prep Station

Have, Checker counts and compares ; rol och student replays a turn. Ask
'What moved? What stayed? Ho ugh?'

|0 min - Independent j

Choose W 1 support or an action, show the amount moved and
draw/name final Ha or record the student's decision. Observe one-to-
one counting

S min -

In Edit view on $@le 10, a student chooses and moves 2 counters from Spare into Have 3 to
meet Need 5. Stud¥nts may direct the adult pointer. Count final Have 5; spare counters are
not included. Reset the classroom copy.

S min - Exit and next step

Fresh oral case Need 3/Have 1: add 2, final 3, check match. Record whether the student kept
Need fixed and checked Have. Reteach separate collections if they changed the goal or
counted spares.

Differentiation and access

Support: goals and Have within 0-5, touch-count and larger counters. Core: progress to 10
as secure. Extend: explain why the same collection stays the same after spreading, or show
a second valid check. Keep oral/pointing access available.



Lesson 2 - Take Away the Extras

Focus
45 minutes. Remove only extras from Have, including removing all objects for zero.

Resources

Presentation slides 11-15; display p.9, model p.12; Prep Station cards pp.33-36; W 2 pp.19-
24; counters, mat and teacher record p.49.

5 min - Retrieve

Build two separate collections. Count Have without counting goal markers or spares. Revisit
on addition case and ask why Need never moves.

8 min - Model

Need 3/Have 5: take 2 into Taken away outside Have; final 3 match ed WModel Need
6/Have 9, remove 3, count the 6 left. For Need 0/Have 4, take aad owi; pty Have is 0,
not the number removed.

I2 min - Guided practice

Pairs use subtraction cards Need 3/Have 5, Ne Y nad 6/Have 9. Swap
Maker/Checker roles. Add oral Need 4/Have 8: t@ke 4 @al students to point to the
boundary that decides which objects

Choose W 2 at the appropriate dents select a useful action and show final Have.
Ask a student to explai g the current collection. Begin brief individual
observation rotation? ent keys hidden.

S min - Vi

Onslide 15 dent removes 3 from Have 9 into Taken away to meet Need 6.
The adult may R&ve only as directed. Count the 6 remaining inside Have, reset the copy

ond record the sttent's decision separately from pointer skill.

5 min - Exit and next step

Need 1/Have 3: take 2, final 1; ask for a check. Students who count removed objects as final
Have return to clear outside/inside boundaries. Continue observation in later ordinary
independent-work blocks.

Differentiation and access

Support: work within 0-5 and physically separate the removed objects. Core: use totals to
10. Extend: correct o mistaken current collection, explaining the exact extra amount. Adult
reading, pointing and recording remain valid access supports.



Lesson 3 - Already Enough and Check Errors

Focus
45 minutes. Recognise no change and repair the current Have, not an old starting count.

Resources

Presentation slides 14,16-17,20-21; display p.10; Decision Check pp.39-43; W 3 pp.25-30;
counters, mat and observation record.

S min - Retrieve

Rebuild a taught add and take case. Ask students to identify fixed Need, current Have and
outside counters before deciding anything.

8 min - Model

Need 7/Have 7: leave, move 0, final 7. Need 10/Have 10 also needs n ONgW Spread the
same 7 objects and recount: still 7. Show Need 4/current Havegafte move; add 1
now, final 4. Ignore the old starting amount.

IS min - Guided Decision Check

Pairs repair the 4 current-mismatch cards theigac t bo ry/zero/no-change

ly e. Swap and replay so both

count®g every counter once, recognising o small group, or matching
Have to Need. valid checks can confirm the same total. Continue individual
physical/virtual ro@ations while other students replay familiar kits.

5 min - Exit and next step

Present Need 5/Have 5 plus Spare 4 outside. Correct: leave, moved 0, final 5. Ask why the
spares are excluded. Reteach boundary counting or no-change reasoning if needed.
Differentiation and access

Support: use 0-5 and compare collections by matching one to one. Core: include 7 and 10.
Extend: explain a false claim or repair a one-object mismatch without using the old action.
Accept a clear gesture or demonstration as an explanation.



Lesson U - Independent Prep Station

Focus
45 minutes. Choose, perform and check add/take/no-change actions independently.

Resources
Presentation slides 8-9,17-21; both kits pp.31-43; record pp.37-38; selected W 2/W 3;
physical counters, offline slide 10 or 15 and individual observation record.

5 min - Retrieve

Review fixed Need, Have now, spare/removed boundaries, zero and no change. Ask students
what makes a check useful.

8 min - Model a repair

Need 8/Have 5: add 3, final 8. Need 10/Have 7: add 3, final 10. Then
start Have 5, only 2 added gives current Have 7. Add 1 now. ing
would make 10, too many.

I2 min - Independent kit turns

Pairs work through all 8 Prep Station cards. M an ves; Checker checks.
Swap roles and require each student to replay @ i turn. Use the two-turn

the whole class hc®completed virtual assessment.

5 min - Exit and next step

Need 10/Have 7: add 3, final 10 and match. Note readiness for a fresh challenge. Schedule
remaining individual observations in ordinary independent-work blocks rather than
shortening the action/check demand.

Differentiation and access

Support: use the 0-5 cards, large counters and a clear mat. Core: use all totals to 10. Extend:
explain why an incorrect current Have needs a different amount now or give a second
check. Record independence in the mathematics, not handwriting speed.



Lesson 5 - A New Classroom Challenge

Focus
45 minutes. Gather individual evidence across actual physical and virtual tasks, zero and no
change.

Resources

Fresh physical record pp.44-45; virtual record pp.46-47 and editable presentation slide 22;
teacher cues p.48, observation p.49, rubric p.50; quiz 22 slides; familiar kits for independent
work.

5 min - Retrieve

Students identify Need, Have and outside counters. Recall that zero can
equal collections may need no change. Do not rehearse the fresh a
6 min - Explain the process

Practise a different taught case: Need 3/Have 5, take 2, fi
o move and show a check. An adult can read directi
the student directs. Hide all teacher keys.

25 min - Individual observation bl

empty and
ssm@t answers.

ot stfidents choose

final count, explanati
or selected pracgi

Use the 10-question quiz orally as a brisk class review. Invite an action and check, then
reveal the matching black-text answer. Accept pointing or counter demonstrations. Group
responses supplement, not replace, individual evidence.

3 minh - Reflect and plan

Students show one useful checking strategy. Use the four-criterion rubric from both modes
plus zero/no-change evidence. Secure requires independent mathematics; access supports
do not reduce the level. Plan one specific next teaching step.

Differentiation and access

Offer larger counters, read directions and allow pointing, pictures or adult recording
without supplying the solution. Record prompts that give a count/action/answer. If a
student is not ready, use support practice and reassess with another equivalent fresh
challenge; never invent evidence. P



Need and Have

aed e | [ sl 1 ] |
9 ' l-lave

Have 2

-\
-

3,

Spare

e o o0

o Have o Spare
Have 4.
Enough. . . e . :

Count Have. Check it matches Need.



Add or take

Need 8 Have 5 [ Spare J Have 8

tches Need 8.

Add 3

The goal stays
the same.

Add 3 more
to make 8
P A

Have 6 ||takenaway3

000 o

Take 3 away

The goal stays
thg sam.-a_,)F 6 matches Need 6.

, Take 3 away
to make 6.




Check Have

o Already enough

Need 7 Have 7

No change. Have 7 matc

€) Zerois eno
Need O Ha Have O || Taken away 4 1

0 elefele

TaQ away. Empty Have matches Need 0.

9 Spread out, still 7

Need 7 r Before Have 7 1{ After Have 7

J N\ J

No change. Spreading them keeps 7.




Make enough for 8
o The goal

Need 8
We need
8. " Need stays
i fixed.

' €]
e Start with what we have @

We have 5.
Add 3 from

, Spare 3 ]
| 00®

Have 8 | Spare 0 [

0000
0000 |

Have 8 matches Need 8. Enough.




Remove the extra

1. Before: Have 9

N
Have

" We have 9.
5 We need 6.
/ Take 3 out.

Need 6

Need stays fixed.

2. Take 3 away.

@: Have 6

i ~
Have Taken

away 3

Count the 6 still
in Have.

6 matches
Need 6.




Name:

Make enough

‘ Support

Use counters. Make enough. Record it.

R

Need 4 Have 2 Add / Take / Leave [ Have now
O O Moved:
ave now
Need 3 Have 5 " N
d:
r i 3 [
Have now
Need 4 Have 4 Add / Take / Leave
O O Moved:

00,




ANSWERS

Add / Take

Moved:

0

Name:
‘ Support
Make enough
Use counters. Make enough. Record it.
| Need 4 i Have 2 | Take / Leave | Have now
O O Moved: O O

 Need 3 ve now
 Need 4 Have 4  Have now

OO

OO




Name:

Make enough

Use counters. Make enough. Record it.

Core

Need 8 Have 5

OO0
OO

Add / Take / Leave

Moved:

Have now

Need 6 Have 9

daW Take¥”/ Leave

Moved:

Have now

Need 10 Have 7

00000

OO

Add / Take / Leave

Moved:

Have now




Name: ANSWERS Core

Make enough

Use counters. Make enough. Record it.

Need 8 Have 5 Have now
/ Take / Leave

OO0 0000

QO
PN

8

Need 6 Have 9 @ Have now
Add @ / Leave
Moved: O O O
= LR

Need 10 Have 7 Have now
/ Take / Leave

00000 OO0

00 Moved: O OO O O

3 10




Make enough

Name:

Extension
Need Have Moved Have now Final
Add number
0 ||IOOOQ)||Lme
Leave
Check: point or draw
Need Have oV ave now Final
Ad number
[:l D I:I D D OO O Ta
BRI [C
ave
Check: point or
Need Have Moved Have now Final
Add number

OOOO |[Mae

OO0

Leave

Check: point or draw




ANSWERS

Make enough ™
Extension
Need Have Moved Have now Final
Add number
0 ||IOO0O|G=)|| 4| Emty || O
Leave
Check: point or draw
Empty Have matches Need 0.
Need Have ave now Final
number

OO0O0O00
00000

10

Need Have

Moved

Have now

4

OO
OO

Final
number

4

Check: point or draw

Have 4 matches Need 4.




Name: Support

Choose an action

Point or circle. Make enough. Check.

Need Have Add 2 Have now How many?
Take 2
Check: point, draw or tell.
Need Have Tak Va.ROwW How many?
Leave
Check: point, dr r
Have now H >
Need Have L B ow many?
Take 1

Check: point, draw or tell.




Name:

ANSWERS

Support
@
Choose an action
Point or circle. Make enough. Check.
Need Have Have now How many?

OO

<D
N vl

Take 2

4

Check: point, draw or tell.

Have 4 matches Need 4.

ave now

Need How many?
Check: point, d
Have tches Need 3.
Need Have m FavE oW How many?
OO0 —
00000 | 5

Check: point, draw or tell.

Already enough. No change.




Choose an action

Name:
Core
Point or circle. Make enough. Check.
Need 9 Have 6 aﬁhﬁ?:n Have now n|1-|a?;? Check: point, draw or tell
OOQ|| adds3
I ——
Add 2
Need 4 Have 8 Choose | Haye How Check: point, draw or tel
an action GG
0000 Take \
0000
Need 10 9 aﬁh:gissn Have now r:ac::;? Check: point, draw or tell
000000000 | add1
OO0 000

Leave




Choose an action . .  ANSWERS
Core
Point or circle. Make enough. Check.
Need 9 Have 6 a{l:'\h:c(:?cis:n i na r:ﬁ;? Check: point, draw or tell
e Ny
O O O 1 O O O 9 matches Need 9.
000 >=<4000| 9
Add 2 O O O
Need 4 Have 8 Choose heck: point, draw or tell
an action

4 matches Need 4.

Choose
an action

Have now

OO0

QOO0
0000

How
many?

10

Check: point, draw or tell

10 matches Need 10.




Fix it now

Name:

Have is 7 now. Choose a correction. Check.

Extension

-

Have now (after correction)

Need 8 Have 7 NOW
OO00 Y™ —
000 0w

Check: point, draw or tell.

Need 6 Have 7 NOW ave ngay (after correction) I
O O O N How many?
O o

Check: point, draw or

F Need 7 Have 7 NOW Have now (after correction) I

OO0 == —
OO0 = j

i Check: point, draw or tell.




ANSWERS

Fix itnow

Have is 7 now. Choose a correction. Check.

Need 8 Have 7 NOW Have now (after correction)

OO0Q0 W OOOO“?ﬂ
000 Om1||0000

Check: point, draw or tell.
Add 1 to the current 7. Have 8 matches N !
r ave n ‘
Sl A

Need 6 Have 7 NOW (after correction)
O O O N O O How many?

O || 00O | L6

Check: point, draw or
Take Qt current 7. Have 6 matches Need 6.

r Need 7 Have 7 NOW Have now (after correction)

COC0 B OO0 7
OOO Add 1 OOO

i Check: point, draw or tell.

)

How many?

No change. Have 7 already matches Need 7.




Repair and check Support

Name:

This is Have now. Fix it. Check.

Need 4 Add / Take / Leave || Have now after correction
How many?
Add
Take
Leave
Have 3 NOW Check: pqint, ell.
Moved

Need 2 'Add /Leave | | Have now after correction
How many?
Add
Take
Leave
Have 3 NOW Check: point, draw or tell.
Moved




Repair and check
Name: ANSWERS

Support

This is Have now. Fix it. Check.

Need 4

Have 3 NOW

OO0

Add / Take / Leave

v

Add
Take

Leave

Moved

1

Have now after correction

How many?

OO 00| 4

N

Check: pqint, ell.

ve 4%matches Need 4.

Need 2

Have 3 NOW

OO0

Add

/ Leave

Add
Take

Leave

Moved

Have now after correction

How many?

00 |2

Check: point, draw or tell.

Take 1. Have 2 matches Need 2.




Repair and check

Name:
Core
This is Have now. Fix it. Check.
-
Need 8 Have 6 NOW What do | do?

Have now after correction

OO0
OO0

Check: point, dra

(o | [ ceee]
o

r tell.

Moved:

-

™ R £

How many
now?

Need 6

Have now after correction

OO0
O0O0O

Check: point, draw or tell.

What do | do?

[ Add ‘ Take ]ﬁeave}
Moved: D

r

N ™ g
How many
now?

&




Repair and check Name:

Core

This is Have now. Fix it. Check.

ANSWERS

-

Need 8

Have now after correction

Have 6 NOW

OO0
OO0

What do | do?

N

raa | [ 1eee

Moved: 2

Check point, drav@or tell.

OO000O
O0O0O

How many

{@ Need 8.

J

Need 6

Have now after correction

&

OO0

0000

What do | do?

N\

(haa |t |[ome

Moved:

Check: point, draw or tell.

()
VOO0 |

How many

s Take 2. Have 6

@ matches Need 6.

J

A




Repair and check Extension

Name:

Need 5

Have 5 Spare 4

L hd G0 L0 OO0

Someone says: Have is 9.

Check the claim.

What do you do?

Have now (draw):

Check: point, draw or tell.

How many now? @

Need 7 O O
The same 7, spread out.
Someone 00 many!
Check the clai
What do you do? Have now (draw):

How many now?

Check: point, draw or tell.




Repair and check Extension
Name: ANSWERS

Need 5 Have 5 Spare 4

OO OO0 |0000

Someone says: Have is 9.
Check the claim.

What do you do? Have now (draw):

(O Add

O rae O O O
@ Leave

Moved: | O How many now?

Check: point, draw or tell.

No change. Count Have 5. Spa 4 Ide.
Need 7 O O
The same 7, spread out.
Someone 00 many!
Check the clai
What do you do? Have now (draw):
O Add

O Take OOOO OOO

Moved: | 0 How many now? 7

Check: point, draw or tell.
No change. The same 7 stay 7 when spread out.
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Prep Station

r

L

Get ready

2 students.

Need/Have mat and cards.

Up to 20 large counters:

up to 10 fixed goal markers
and up to 10 working counters.

Keep unused counters off the mat.

Roles

Maker moves working counters.
Checker counts Have.

Swap each turn.

1. Read the card.
2. Build Need and
3

Need 4

Add 2

Have 2

-
-

Have 4

J
R

Spare 2

Spare 0

Have 4 matches Need 4.




Need and Have mat rere

Need stays fixed. Change Have. Check.

'Need

Fixed goal markers

s

Have

Count these working counters




Prep Station cards Set1 name
Need 4 Have 2 Need 5 Have 3
o Make enough. Check. Make enough. Check.
{ Add Take Leave | ( Add Take Leave ‘
Moved Have now Moved Have now
rDraw the final set here: | ( Draw the figgl set re®
Need 0 Have 4
Make enough. Check.
{ ‘L Add Take Leave J
e Mové_d i:I;;e no;—- Moved Have now

b

|

|

Draw the final set here:

-~

ol

|

( Draw the final set here:




Prep Station cards Set1

ANSWERS

Name:

[

Need 4 Have 2

Make enough. Check

L . Take Leave \

Moved Have now
L2 ] [ 4]

Draw the final set here:

"

Need 5 Have 3

v

Make enough. Check.

[ Take  Leave J

Have now

Moved

(3)

( Draw the final set here:

OO0

Make enough Check

l. Add . Leave

& Have 4 }

Moved Have now
( Draw the final set here: |
Empty




®
Prep Station cards Set2 nume
Need 8 Have 5 Need 10 Have 7
Make enough. Check. Make enough. Check.
Add Take Leave ‘ Add Take | Leave
Moved: D Have now: ‘ Moved: !j Have now: I
Draw the counters you have now (up to 10). Draw the counters yo noW(up to 10).
Need 6 Hav§ 9 Have 7

Mak ugh. Check.
Add ake I

Leave

Moved: Have now:

r: =

Draw the counters you have now (up to 10).

Make enough. Check.
‘ Add ’{ Take ]

Moved:‘ Fhvenow:l

~— -y

Draw the counters you have now (up to 10).

Leave




Prep Station cards Set2 name

ANSWERS

Need 8 Have 5

Make enough. Check.

Take H Leave

G

Moved: Have now: 8

-

Draw the counters you have now (up to 10).

L)
OO00O0

Draw the counters yo

Have 7

Make enough. Check.

Need 10

Add l Take Leave
Moved: 3 Have now: 10

noW(up to 10).

O
LI

NE

eed 7 Have 7

Make enough. Check.

e [ oo ][ GD)]
Moved: E Have now: I

now (up to 10).

Dwth unters you hav

OOOO
OO0




Prep Station record Name:

Make enough with counters. Record each turn. Check. Two turns
Turn1 Need: Have at start:
Need 8

Add Take  Leave (circle one)

Moved: Have at end:

Draw Have at end:

Have 5 at start

OO0
QO

Tl.l L 2 Have at start:

Need 6 _
Add Take Leave (circle one)
Moved: Have at end:
Draw Have at end:

Have 9 at start

Check: point, draw or tell.

QOO
QOO
QOO




Prep Station record

ANSWERS

Name:

Make enough with counters. Record each turn. Check. Two turns
Turn1l Need: 8 Have at start: 5
Need 8 :
@ Take Leave (circle one)
Moved: 3 Have at end: 8
Draw Have at end:
Have 5 at start

QOO
OO

Turn 2
Need 6

o

Have 9 at start

OO0
OO0
QOO

Have at start:

Add . Leave (circle one)

Moved:

Have at end: 6

Draw Have at end:

QOO
QOO

Check: point, draw or tell.

Have 6 matches Need 6. Removed 3 stay outside.




.

Get ready

2 students.

Decision Check cards.
Need/Have mat.

Up to 20 counters: up to 10 goal markers
and up to 10 working counters.

Keep unused counters off the mat.

Roles

Maker chooses and moves.
Checker counts Have.
Swap each turn.

Decision Check .

Rules
() Read the card.

{1 Build fixed Need and Have NOW.

W

]

Al

f .‘J Choose a correction: add, take or leave.

e

{1 Move the right amount.

f 1 Count Have and match Need.

- ”':j Show or tell your check. Swap.

~

.

Reminder

Need stays fixed. Spare and Taken away stay outside Have.

Worked example: CURRENT -re

' B
After: Have 4

( [ Need (fixed) 1

( Have (3 QW) Spare (1) | » ( Have (4) Spare (0) .
o00 o e0ee
r ™

Check
Have 4 matches Need 4.
Gl S e J
' J




Decision Check cards | Fix it now |

Name:

Need 4 Have 3 NOW Need 2 Have 3 NOW

Choose a correction. Check. Choose a correction. Check.

[ Add ][ Take || Leave | . Add H Take ][ Leave |

Moved amount: Final have now: Moved amount: Final have now:

| A |

Draw the final group (have now): Draw the fi

upfha

Need 8

%\

Need 6 Have 8 NOW
OO

Choose a correcti@a. Check. Choose a correction. Check.
‘ Add y [ Take J [ Leave ’ [ Add ’ [ Take ] [ Leave ]
Moved amount: Final have now: Moved amount: Final have now:

| |

Draw the final group (have now):

] |

Draw the final group (have now):




Decision Check cards

ANSWERS

Name:

| Fix it now |

Need 4 Have 3 NOW

Choose a correction. Check.

[ Take H Leave ]

Moved amount:

Draw the final group (have now):

88 i h\/ d4

Final have now:

4 |

Have 3 NOW

Choose a correction. Check.

{ Add ’[ Leave]

Moved amount:

Draw the fi

Need 2

Final have now:

z |

uptha ):

v

2 matches Need 2.

Need 8 %
Choose a correcté Check.

L Take J{ Leave ]

Moved amount:

Draw the final group (have now):

O000 v
OOOO 8 matches Need 8.

Final have now:

8 |

Need 6 Have 8 NOW

Choose a correction. Check.

( Add ][ Leave ]

Moved amount:

Draw the final group (have now):

O00 v
O O O 6 matches Need 6.

Final have now:

6 |




Decision Check cards

Name:
Check Have Check Have
Someone says: Have is 9. Someone says: Too many!
Need 5 ( Have5 Need 7 . Have7

... 0.0.
_ " Y )
Spare 4

. . The same 7, sf@ead out.

Check. Change Have?
[ Add J[ Take ][ Leave ]

ge Have?
Take ][ Leave ]

|

Moved: Have now: Have now:

Check Have
Already enough?

Need " Have2 | Need 6 " Have 6

L o

Check. Change Have? Check. Change Have?
[ Add ] [ Take ] [ Leave [ Add ] [ Take ] [ Leave
Moved: Have now: [ Moved: Have now:

—



Decision Check cards
Name: _ ANSWERS

Check Have Check Have
Someone says: Have is 9. Someone says: Too many!
Need 5 Have 5 Need 7 ( Have 7

3

Spare 4

Check. Change Have?
[ add ][ Take

Moved: | O | Have now: Have now: | 7 Same 7. ]
— —
Check Have
Ne Already enough?
Need 0 Have 2 Need 6 [ Have 6

\, >

Check. Change Have?
[ add | Take ]

6 matches E.l

Check. Change Have?

r Add ] [ Leave

Empty Have

Moved:| 2 | Havenow: | O Moved:| 0 | Havenow:| 6




My Physical Challenge

Foundation

Name: Date:

Use real counters. Make enough. Show how you checked.

Need 10 (fixed) Have 8 (start)

I O0)
QOO

Need stays. Change

O Add O Ta Leave

Draw Have now.

Have now:

My check
Speak, point or draw. An adult may record.




My Physical Challenge

Foundation
Name: ANSWERS Date:
Use real counters. Make enough. Show how you checked.
Need 10 (fixed) Have 8 (start)

O

OO0
QOO

Need stays. Change

Leave

(V) Add

Draw Have now.

$laie
QOO0

Have now: ]_O

My check
Speak, point or draw. An adult may record.

I added 2. I counted each counter once.
Have 10 matches Need 10.




My Virtual Challenge | Foundation

Name: Date:

Move the screen counters. Make enough.
You may tell an adult where to move.

Need 4 (fixed) Have 7 (start)

QOO0

Need stays. Change Have.

Add Take Leave
I moved : Q !\

Draw your screen result.

Have now: Taken away:

Have now:

My check

Speak, point or draw. An adult may record.




My Virtual Challenge [ Feundation
Name: ANSWERS Date:

Move the screen counters. Make enough.
You may tell an adult where to move.

Need 4 (fixed) Have 7 (start)

QOO0

Need stays. Change Have. @

Add V| Take Leave
Imoved | 3 |. \

Draw your screen result.

Have now: Taken away:

OO0

O

Have now: 4

My check

Speak, point or draw. An adult may record.
I took 3 away. I counted the 4 left in Have.
Have 4 matches Need 4.




Individual Observation Cues

TEACHER ONLY - keep keys out of student view.

Observe the student's action and check. These are teacher keys.

Required: no change

Need 6

Have 6

000,
OO0

Leave. Move 0. Final Have 6.

6 matches Need 6.

Required: zero

Need 0

Have 2

O

> Final Have 0.

\ aw,
pty Have matches Need 0.

Follow-up: ad

Need

Have 5

OO
()

Follow-up: take

Need 4

Add 2. Final Have 7.

7 matches Need 7.

Have 6

OO0
00O

Take 2 away. Final Have 4.

4 matches Need 4,

Ask students to show why. Record any prompt that gives the action, count or answer.

Reading directions, pointing and adult recording are access supports.




Individual Observation Record

Student:

Date:

Teacher:

Physical challenge
Need 10; start Have 8.

Decision:

Decision:

Amount moved:

Virtual challenge
Need 4; start Have 7.

Amount moved:

Final Have:

Final Have:

Observed action:

Observed action:

How the student checked:

How the stu

Content prompts:

on

Zero and no change

Need 6 / Have 6: Need O / Have 2:
Action: Action:

Final Have: Final Have:
Check: Check:

Strategy and access

[] Counted each once

I:| Recognised small groups
[[] Matched to goal

Response (how the student communicated):
[] Speaks
[] Points
[C] Draws

[] Adult records

Independence:

[ ] Independent

|:| Content prompts
|:| Not yet observed

Misconception or next teaching step:

Access supports do not lower achievement. Record prompts that supply the action, count or answer.




Quantity Challenge Rubric

Foundation
Student: Date:

Criterion Emerging Developing Secure Deepening
Represent Confuses or Builds or counts | Independently Explains and
Need and combines the them with keeps the correct | repairs an
Have collections. content prompts. | goal and available, | incorrect goal or

current model.

Decide and Guesses an Chooses some orrects a
perform a action or useful actions current mismatch
change changes the with prompts. and explains the

goal. precise amount.

tual tasks.

Quantify and | Misses or me Counts each once | Checks another
check enough | recoug : ections | or recognises valid way and

or co reminders. | small groups; explains

checks the final unchanged

match, including quantity.
ten and zero.

Explain a Cannot yet Shows part of Speaks, points or | Explains a wrong

maths connect the the connection draws why the action, boundary

decision decision to with prompts. action makes error or useful
the goal. enough. correction.

Use evidence from both actual task modes and separate zero/no-change checks. Adult reading or
recording, pointing, pictures and student-directed adult movement do not lower Secure. Record content
prompts that give the action, count or answer. Do not rate reading, speed or handwriting.
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Need and Hc

Maoke enou@h.

O

—

Need 4. Ho®A2. OF
K.

Need 4 (fixed)

Before: Howé

OO0

er: Have 4

DO OO




O
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Two collectic

Count Need. Codat HOaé#
Keep them @ pov@ite.

X\

"\

Need 4 (fixed) Hoye
OO
Make enough.
Check Have.

@
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The same obje

Spread the sa
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X\

S

4 O
Count agomm. S

Need 4 (fixed)

Before: Howé

000

"\

er: Have 4

D OO0 O

Still 4. Enough.
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Need 4 (fixed)

Count and check.
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Put in twc

Need 4. HOY
Add 2. Haove® E

oh.

Need 4 (fixed)

Before: Howé

OO0

er: Have 4

DO OO
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Your tur
Need 5. HOfh3. O
How many yosgdd?

Need 5 (fixed)

@

Hoye

— )

Make enough.

Check Have.
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Three mors

Need 8. HO®S.
Add 3. HoveW E

X\

oh.

Need 8 (fixed)

Before: Howé

000

"\

er- Hove 8

D OOOO
© OO
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Enough for

Need 10. H@ 7. O

Add 3. e

Need 10 (fixed)

peer: Have 10

DOOOO
JJOIOI0I®

Before: Howé

000
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Need 5. Start
Make enou
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@

Have
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Taken away

ed stays:
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Take away t
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X\
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Need 3. HO®AS. OF

Need 3 (fixed)

Before: Howé

000
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er- Have 3

D O O

After: Token away 2
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Take away thpé€e

Need 6. HO@AO. O
Toke 3 owo HOWR 6.

X\

"\

er: Hove 6

DOOOO
Z

Need 6 (fixed) Before: Hoé

After: Token away 3

OO0
=
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Toke all 4 o

O
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Zero

Need 0. Ho®h4. OF

e O

o

Need 0 (fixed)

Before: Howé

000

er- Have 0

After: Token away 4

OO00O0

— (D




Already eno

O

—

Need 7. HO@\7. OF
Leave the@HOW 7.

Need 7 (fixed)

Before: Howé

000

er: Hove 7/

DO OO0
) O

Still 7. Enough.
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Still 10. Enough.
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Before: Howé
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Choose an action

Need 2. HOf4. QO
Take 2 away ofea\VatherNg

Need 2 (fixed) Hoye
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Show your choice.
Make enough.
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X\

"\
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Before: Howé
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Only count Hg¥e

Need 5. HO@AS. OF
Spare 4 stofoutlde.

X\
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Need 5 (fixed) Spoare 4

Q000




A new chadllepde
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K.

Need 4. Start
Make enou

Need 4 (fixed)
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@

Have
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DCre
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Question I: Make ¢

Need 4. HOR2. Of
Make erfug

Need 4 (fixed) Hoye
OO
Make enough.
Check Have.

@

X\

OL

"\

\
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b,
Answer |

T ¥

) 4.

Add 2. H
Four motch®s Né

Need 4 (fixed) Haoye
OO
Count Have.
Matches Need.

@

— (D
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Question 2: Make Znhotgi

Need 3. HO®S. O
Make erfug

Need 3 (fixed) Hoye
OO O
Make enough.
Check Have.

@

"\
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Answer

Toke 2 awau.
Three matc

Need 3 (fixed)

@

Hoye

X\

"\

Ve S
&0 3.

faken away 2

OO0
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Question 3: Chande 'S

Need 7. HO@\7. OF

Chonda it
Need 7 (fixed) Haye
OO O ok i
oke enough.
Q 9
E Check Have.

@

\ 4

"\
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Answer 3

X\

"\

No change.

A Y.
Seven is dlred@ly eR@muUgl
Need 7 (fixed) Haye
OO O -
ount Have.
O
Matches Need.
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Question U: Make Zhots

Need 10. HO@®

Make e ug
Need 10 (fixed)
Make enough.
E Check Have.

0

\ 4

\
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Need 10 (fixed)

Count Have.

Matches Need.
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Question 5: Make #Znhotglt

Need 0. HOf4. O
Make erfug

Need 0 (fixed) Hoye
OO
Make enough.
Check Have.
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Answer S

L0VEQd
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Toke all 4 awa
Empty motces

Need 0 (fixed)

"\

foken away 4

O000O




Question 6: Fix i}

N

Need 8. Have

Need 8 (fixed)

Make enough.

Check Have.




Need 8 (fixed)

Count Have.

Matches Need.




Question 7: Fix it

N

Need 6. Have

Need 6 (fixed)

Make enough.

Check Have.
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Answer 7

Take 1 from Ho e, ~
Hove 6. UC

Need 6 (fixed)

@

X\

"\

O

OQ Ho GO
O

foken awaoy 1
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Question 8: EnoGh=

Need 4. HO®4. O
Spare 6 stoO@ousadle.

"\

Need 4 (fixed) Spare 6
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O




Need 4 (fixed)
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Question 9: Enouc

Need 5. HO®S. Of
Same 5, spreacfut. ouc

X\

. '

"\

Need 5 (fixed)

Make enough.

Check Have.
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Answer €

Yes. Still 5. No @ondd

Need 5 (fixed)

Count Have.

Matches Need.
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Question 10: Make

Need 6. HO@AO. O

Make erfug
Need 6 (fixed)
Make enough.
E Check Have.

0
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Answer IC
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Take 3 away.
Count only theWle

Need 6 (fixed)

foken away 3
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