
Patterns and Algebra Program – Stage 1 – Year 1 – Term 3 – Week 10 

Outcome/s 
NS1.2 

PAS1.1 

Indicators 

 Recording number sentences using drawings, numerals, 
symbols and words (1) 

Number Patterns 

 Identifying and describing patterns when counting 
forwards or backwards by ones, twos, fives or tens (2) 

 Continuing, creating and describing number patterns that 
increase or decrease (3) 

 Representing number patterns on a number line or 
hundreds chart (4) 

 Determining a missing element in a number pattern (5) 

Number Relationships 

 Building addition facts to at least 20 by recognizing patterns or applying the 
commutative property (6) 

 Modeling and recording patterns for individual number by making all possible 
whole number combinations (7) 

 
Working Mathematically 

Processes 
WMS1.1 
WMS1.2 
WMS1.3 
WMS1.4 
WMS1.5 

Day OC/IND Activity Extension Assessment Resources/Organisation 

 
 
 

1 

 
 
PAS1.1 
NS1.2 
IND: 1,2  
WMS1.1 
WMS1.2 

WARM-UP: T brings up the interactive game “Spooky Sequences” on SMART 

board. The class counts together the number sentences either forwards or 
backwards by 1‟s, 2‟s and 5s and correctly identifies the missing number present. 
T asks Ss to explain their strategies. 
DEVELOPMENT ROTATION ACTIVITY: T instructs Ss to form their mathematic 
groups and explains each group rotation activity. Rainbow Caterpillar- Paired Ss 

create a two/three repeating pattern using dif. colours to colour stripes of the 
Caterpillar. Ss use counters to represent two or three pattern created on 
Caterpillar. Ss place pattern against hundreds chart and record the numbers of 
their repeating pattern. 
CLOSURE: T selects Ss work sample and prompts class discussion. Look at the 
colours (on the caterpillar), what pattern do you see? Can you tell me about the 
numbers you see recorded? Who can see a pattern in the numbers? What is the 
pattern? 

Have Ss create four or 
five patterns. Ss can 
draw their new patterns 
in their mathematic 
journal. 

* Anecdotal notes of Ss 
understanding and 
language used in class 
discussion to be 
documented  in T log. 
* Collect and evaluate 
Ss self assessment 
writing/ work sheet in 
mathematic journal. 

http://res
ources.o
swego.or
g/games/
spookyse
q/spooky
seq2.htm

l 
 
WARM 
UP LINK 

SMART board 
Mathematics journals 
Rainbow Caterpillar 
stencil 
Hundred chart 
Counters 
Coloured pencils. 
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PAS1.1 
NS1.2 
IND: 1, 2, 
3, 6 
WMS1.2 
WMS1.3 

WARM-UP: T displays 100s chart on SMART board and class counts and claps 

by 2‟s. T brings up 2 dice on SMART board and has Ss roll them simultaneously. 
Ss need to add the two digits. T asks Ss to identify whether or not the digit is an 
even or odd number. T asks Ss to explain their strategies. 
DEVELOPMENT ROTATION ACTIVITY: T instructs Ss to form their mathematic 
groups and explains each group rotation activity. Dotting up your Environment- 

Paired Ss, take a set of prepared „dot cards‟ (repeated images of trees, clouds, 
flowers arranged randomly, not in rows to represent numbers between 1 and 20) 
and take turns testing each other- one S displays a card and asks their partner to 
determine whether there is an odd or even number of dots (trees, clouds, flowers). 
Ss use counters to determine whether or not numbers can be paired in rows. Ss 
explain their strategies in maths journal.  
CLOSURE: T selects Ss work sample and prompts class discussion. What do you 
notice about all the numbers of counters that can be paired? When the number of 
counters cannot be paired, what do you notice about the numbers of counters left 
over? 

In pairs each S takes 
turns creating their own 
set of Dot Cards 
numbered only 1 to 20. 
Ss challenge each other. 
 

* Eavesdropping on Ss 
conversations and 
recording responses in 
T log. 
* Peer-assessment- 
observation of Ss 
participation and 
engagement in activity.  
* Take photos for 
portfolio. 
 

 SMART board 
Mathematic journals 
Hundred chart 
Dot cards 
Counters 
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PAS1.1 
IND: 4, 5 
WMS1.2 
WMS1.3 

WARM-UP: T brings up the interactive game “Cheeky Monkey Number 

Sequences” on SMART board. Ss click to reveal the number sequence and count 
together. T asks Ss to work out the next 2 numbers in the sequence, then click 
and reveal. T asks Ss to explain their strategies.  
DEVELOPMENT ROTATION ACTIVITY: T instructs Ss to form their mathematic 
groups and explains each group rotation activity. Nature Patterns-Ss in groups 

Ss create a different 
pattern using their items. 
In pairs, Ss challenge 
other group members to 
determine the next 
number a particular item 

* Interview particular Ss 
to assess level of 
understanding/record/i
mplement adaptions. 
*Collect- Ss script 
notes from mathematic 

http://ww
w.cheeky
monkeyr
esources
.co.uk/Se
quencen

SMART board 
Mathematic journals 
Nature Pattern stencil 
Items in the 
environment 
Digital camera 
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are to explore playground and find items in environment to make a pattern. Ss are 
to take a photo using the digital camera of their created pattern and download this 
image to the computer and print/paste in maths book. Ss draw a number line 
underneath with a ruler. Independent task- Ss choose one item from the pattern 
and identify where it lies on the number line. Ss circle this numbers and using the 
pattern correctly identifies where the item will occur again and circles this number 
on the number line. Ss continue process using own strategies. 
CLOSURE: T selects Ss work sample and prompts class discussion. What items 
can you see in this pattern? What number line scale has this pattern used?  Where 
number does the rock fall on? Can you identify where it will occur again? Explain 
your strategies? 

falls on or to identify the 
mistake in their 
sequence. Ss may use a 
hundreds chart for 
assistance in pattern 
making. 

journal- student 
worksheets- record in T 
log. 

ew/SEQ
UENCE.

htm 
 

WARM 
UP LINK 

Computer/printer 
Ruler/glue 
Hundred chart 

 
 
 

4 

 
 
PAS1.1 
NS1.2 
IND:1, 5, 
6 
WMS1.1 
WMS1. 4 
WMS1.5 

WARM-UP: T explains that an ice-block at the school canteen costs $0.80. T asks 
Ss, how many 10 cent coins do I need in order to purchase an ice-block? Ss begin 
counting by tens using larger-sized fake 10 cent coins, blu-tacking on the 
whiteboard, eventually making $0.80. Ss may use a hundred chart for assistance. 
Ss select other items of the canteen list and together determine how many 10 cent 
coins they will need. 
DEVELOPMENT ROTATION ACTIVITY: T instructs Ss to form their mathematic 
groups and explains each group rotation activity. Outdoor Adventure Sequence- 

Paired Ss use computers to visit the BBC KS1 Bitesize Interactive Games website 
link and work through levelled games (medium/hard). Ss save work to shared 
class drive under name.  
CLOSURE: T selects „Number Sequences‟ game on I pad and prompts class 
discussion. Where is the mistake in the pattern? What did you do to find the 
answer? Did someone else do it another way?  

Ss once complete, can 
work their way through 
the „really hard‟ challenge 
level for both the 
interactive section games 
on the website plus 
complete the 
accompanying 
worksheet. Hundreds 
chart can be used for 
assistance.   

* “Check up” S 
achievement of 
interactive game work 
on shared drive and 
record S progress. 
* Collect/mark/record 
Ss worksheets in 
mathematic journal. 
* Anecdotal notes of 
explanations used 
during class 
discussions. 

http://ww
w.bbc.co.
uk/school
s/ks1bite
size/num

eracy/ 
 

ACTIVIT
Y LINK 

SMART board 
Mathematic journal 
Large fake 10c coins 
Blu tack 
Hundred chart  
I pads 
Activity worksheetsx3 
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PAS1.1 
NS1.2 
IND: 1, 6, 
7 
WMS1.1 
WMS1. 4 
WMS1.5 

WARM-UP: T brings up the interactive game “Alien Addition” on SMART board 

and T asks Ss to correctly solve the addition problems given. As a class, Ss 
correctly identify the answer (invade the solution in the spaceship) by shooting so 
with the laser. Game increases with harder addition facts, speed and rate of 
spaceships falling to invade. 
DEVELOPMENT ROTATION ACTIVITY: T instructs Ss to form their mathematic 
groups and explains each group rotation activity. Mathematical Nature 
Adventure -Ss work together and use SMART board educational resources and 

work towards building addition facts to at least 20 by recognizing pattern or 
applying to commutative property & modelling and recording patterns for individual 
number by making whole number combinations. Ss save progress on shared class 
drive under their names.  
CLOSURE: T brings up Slide number 12 from SMART board Resource and 

prompts class discussion. How many bunnies can you see? Can you tell me some 
addition facts that equal the number 12?  Explain your strategies? Class 
discussion on how Ss arrived to their answers.  

Ss are encouraged to 
complete the challenge 
extension question upon 
completion of SMART 
board resource:  
* Write down all even and 
odd numbers between 0-
100 in mathematics 
journal without using a 
hundreds chart. 
 

* “Check up” S 
achievement of SMART 
board game on shared 
drive and record S 
progress. 
* Anecdotal notes of Ss 
understanding/participa
tion/language used in 
class discussion to be 
written in T log. 

http://ww
w.arcade
micskillb
uilders.co
m/games
/alien/alie
n.html 

 
WARM 
UP LINK 

SMART board 
Mathematical Nature 
Adventure Resource on 
SMART board 
Mathematic journal 
Hundred chart 

Maintenance: Group table leaders in charge of equipment. Encourage children to describe number relationships 
and to make generalizations when appropriate. Ensure no obstructions to movement between floor area and desks. 
Ensure careful handling of equipment. Ensure sharing of equipment. 
 

Language: Number pattern, counting forwards by, counting backwards by, odd, even, increase, 
decrease, missing, combination, is the same as, true, false, changes, doesn‟t change, repeating 
pattern, add, complete, next number, before, an even number is any number that can be exactly 
divided by two, an odd number is any number that cannot be exactly divided by two. 

Evaluation/Differentiation/Adjustments: Did students work in cooperative groups? Did I (teacher) encourage peer tutoring? Were materials relevant to learning experiences? Did students enjoy competition of open-ended 
tasks? 
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