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Zorbit's Maths Adventure Australian Curriculum Guide

This guide will give you a year-by-year breakdown of the learning outcomes that Zorbit’s Maths Adventure addresses from the Australian National Curriculum. A
sample activity from the game has been provided for reference for each outcome.

Zorbit’s Maths Adventure focuses on learning outcomes that can be effectively addressed in a digital environment. Outcomes that require students to manipulate
3D shapes or to explain something, for example, are better suited for in-class activities.

There are also hundreds of resources and printable activities in the Teacher Dashboard, including those which cover outcomes that are not included in the game -
some examples are listed here.

Australian curriculum objective Game example

Number and place value
Establish understanding of the language and processes
of counting naming numbers in sequences, initially to
and from 20, moving from any starting point

Mushroom ordering - Students arrange a number sequence in order with
the aid of a visual representation of each numbers’ magnitude
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Mushroom Ordering
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Ilce Bridge Addition

Connect number names, numerals and quantities,
including zero, initially up to 10 and then beyond
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Ilce Bridge Addition

Merrymole Sorting: Students count the number of objects in sets of various
arrangements and show that the count of the number does not change (e.g.
Merrymole Sorting).

Students find patterns in number charts by counting forward and
backwards in a variety of intervals. (e.g. Chart Puzzle).

Students use the length model of addition to compose a number from two
parts (e.g. Ice Bridge Addition), and use a number line to decompose
numbers.

Students explore number relationships by decomposing numbers into two
parts (e.g. Balloon Subtraction & Candy Cavern Subtraction).

Students use one-to-one correspondence to match sets to numerals
(e.g.Merrymole Sorting).

Students use the length model of addition to compose a number from two
parts (e.g. Ice Bridge Addition), and use a number line to decompose
numbers.

Students represent whole numbers to ten by composing numbers from two
parts (e.g. Ice Bridge Addition),
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Students recognize a familiar arrangement of dots or tallies and identify the
whole number that it represents (e.g. Merrymole Sorting).

Subitise small collections of objects

Mushroom ordering

Students arrange a number sequence in order with the aid of a visual
representation of each numbers’ magnitude.

Students use direct comparison to order sets from least to greatest

Compare, order and make correspondences between
collections, initially to 20, and explain reasoning

Students explore number relationships by decomposing numbers into two
parts (e.g. Balloon Subtraction).

Balloon Subtraction

Represent practical situations to model addition and
sharing

vi"'/ Students represent whole numbers to ten by composing numbers from two
5]

m % parts (e.g. Ice Bridge Addition).
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Ice Bridge Addition

Patterns and algebra

Sort and classify familiar objects and explain the basis Students compose pictures and composite shapes using two dimensional
for these classifications. Copy, continue and create shapes (e.g. Toy Maker).

patterns with objects and drawings Students group together two dimensional shapes based on similar attributes
(e.g. Toy Maker).

Toy Maker
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Students extend patterns and fill in missing spaces within a pattern
(e.g.Knock-em Down Patterns).
Students identify the core of a repeating pattern with 2-3 elements
(e.g.Knock-em Down Patterns).

Using units of measurement
Use direct and indirect comparisons to decide which is
longer, heavier or holds more, and explain reasoning in
everyday language

Taylors Lighthouse (Length) Students measure objects using measuring
devices

Shipping Weight (Skipper's Shipping - Weight): Compare and measure the
weight of objects using a variety of measuring devices. Heavier/Lighter/Same
copmarison

Happy Harry's Shack (Volume) - Measure and compare the capacities of
multiple objects. Most/least comparison

Fish Measuring : Students measure linear height, width, and length using
uniform, non standard units, compare masses, and compare capacity.
Students investigate measuring strategies (e.g. repeating units, baseline)
using non-standard units

Fish Measuring

Compare and order the duration of events using the Use offline resources to teach this.
everyday language of time.

Connect days of the week to familiar events and
actions
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Sort, describe and name familiar two-dimensional

shapes and three-dimensional objects in the
environment

_

Beach Sorting

potate 0

Students compose pictures and composite shapes using two dimensional
shapes (e.g. Toy Maker).

Students group together two dimensional shapes based on similar attributes
(e.g. Toy Maker).

Students draw two dimensional shapes given the shape's name and
properties (e.g. Drawn in the Stars).

Students sort 2D shapes by their attributes including colour, name, and size
(e.g. Beach Sorting). Eg " find everything except for the large green beach
balls". Sorting bigger, smaller

Classroom resource example: "Art Academy" exploratory activity bundle - in
this art-themed bundle students will be drawing pixel art using arrays,
painting art by composing shapes and more.

Classroom resource example: "Building a spaceship". Students build and
describe a 3D structure from a variety of household objects.
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Location and transformation
Describe position and movement

Students determine relative positions of objects using positional language
like left, right, top and bottom (e.g. Puppet Positions).

Puppet Positions

Classroom resource example: Coding Activities for K-3 bundle

Coding ideas are used to generate rich math conversations amongst
students. As early as Kindergarten they build foundational spatial and
sequential reasoning skills.

PN
by
Data representation and interpretation
Answer yes/no questions to collect information Classroom resource example: Graphing Shoes - as a group, students sort the

shoes in the classroom into various categories based on one or more

e S attributes.
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Australian curriculum objective Game example

Number and place value

Develop confidence with number sequences to and
from 100 by ones from any starting point. Skip count
by twos, fives and tens starting from zero

Students determine the total number of objects in a set using a variety of
counting strategies including counting y 1s, 2s, 5s, or 10s, and counting on
(e.g. Count Up).

Students use counting principles including counting on, skip counting, and
sequencing numbers to compare and order numbers, and to model
quantities (e.g. Honey Maze).

Students match a set equal to a given quantity, and build several sets that
have the same number of elements in each (e.g. Honeypot Addition).

Honeypot Addition

Recognise, model, read, write and order numbers to at [l
least 100. Locate these numbers on a number line

Students look at random arrangement of objects and estimate how many
objects there were without counting then confirm the result with ten frames
for support (e.g. Busy Bees).

Students develop further conceptual understanding of addition and
subtraction with the help of a number line and equations. (e.g. HopAlong).

Hop Along
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Students determine the correct order of whole numbers using a number
line (e.g. Flight of the Bumblebee).

.

Flight of the Bumblebee

Students match a set equal to a given quantity, and build several sets that
have the same number of elements in each (e.g. Honeypot Addition).

Count collections to 100 by partitioning numbers using
place value

ey

Honeypot Addition

Students use mental math strategies (e.g. doubles, making 10, counting on)
to solve problems of addition and subtraction (e.g. Conveyor Chaos).

Represent and solve simple addition and subtraction
problems using a range of strategies including
counting on, partitioning and rearranging parts

Students match a set equal to a given quantity, and build several sets that
have the same number of elements in each (e.g. Honeypot Addition).

Students use mental maths strategies including doubles, making 10, and
counting on to determine basic addition facts (e.g. Cargo Cleanup).

Students develop further conceptual understanding of addition and
subtraction with the help of a number line and equations. (e.g. Hop Along).

Hop Along
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Students identify if expressions are equal or not using a balance model

(e.g. Balance Scales).

. Students identify equivalent expressions and number relationships for whole
numbers to 50. (e.g. Balance Scales).

Balance Scales

Fractions and decimals

Recognise and describe one-half as one of two equal & Classroom resource: Half for You, Half for me: students work with various
parts of a whole. geometric shapes to explore the meaning of half.

O ,:| Fractions are covered in the Zorbit's Year 2 digital exercises - you can assign

ik i i @ them for Year 1 students who are ready to be extended. The year 2 exercises
cover halves, thirds and fourths - (e.g. Fraction Wrapper and Window

<:> @ A Cleaner).
Money and Financial mathematics
Recognise, describe and order Australian coins Students identify generic coins (no specific currency is shown) and share
according to their value totals equally between two or three sharers (e.g. Pirate Coins).
F.g . F '
Pirate Coins
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Classroom resource example: Use the "Superhero Shopping List" offline
resource from the "Hands-on bundle" to work more with money.

Use the "Shapes For Sale" Maths Talk offline resource to extend on the idea
of sharing various denominations of money (including bills) in equal and
unequal groups.

Patterns and algebra
Investigate and describe number patterns formed by
skip counting and patterns with objects

©0 Students identify patterns containing two or three elements (e.g. Pattern
Platformer).

"W
Students extend patterns containing two or three elements (e.g. Pattern
Pattern Platformer

Platformer).

Students extend patterns using shapes and numbers. (e.g. Constellation
Navigation).

Students find patterns in number charts by counting forward and backwards
in a variety of intervals. (e.g. Chart Puzzle).
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[— e Offline resource: Maths Talks Bundle
In this whole-class bundle activity, students will be analyzing patterns,

10RBIY’S MATH ADVENTURE counting arrays, skip counting and more.

Math Talks Bundie

Using units of measurement
Measure and compare the lengths and capacities of
pairs of objects using uniform informal units

Students compare the mass of two objects using words like lighter, heavier
| or the same and also compare the capacity of objects (e.g. Squid Slider).

Students compare two or three objects according to measurable
attributes (e.g. height, width) (e.g. Fountain Fixer-Upper).

Fountain Fixer-Upper

Tell time to the half-hour. Students identify and order days of the week and months of the year, and

| tell time using digital and analog clocks (e.g. Time Date Ordering, Scheduling
Describe duration using months, weeks, days and Fix Up and What Time Is It?).

hours

Time Date Ordering
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Recognise and classify familiar two-dimensional e o Students examine two-dimensional shapes and sort them based on their
shapes and three-dimensional objects using obvious '™ . different attributes (e.g. sides, name, corners) (e.g. Picky Pterodactyl).
features o~

Bz
:'l: -‘— &

Picky Pterodactyl

= &®= Classroom printable resources available, e.g. Building a spaceship. Students
s build and describe a 3D structure from a variety of household objects.
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et paper olls, Syrofoam balk,construction paper, ec.

boes,

..... roup and they

Location and transformation

Give and follow directions to familiar locations Classroom resource examples:

MOVE
FORWARD!

"Coding Activities for K-3 bundle"

TURNLEFTL || TURN RSkl Coding ideas are used to generate rich math conversations amongst
students. As early as Foundation they build foundational spatial and
W sequential reasoning skills.

g

"Maths talk - Show me the way"
Students will give a series of instructions needed to guide a robot from a
starting point to an end point.

Get a free 2 week trial for your class at www.soniclearning.com.au/maths
Sonic Learning | 1300 135 334 | info@soniclearning.com.au



Chance
Identify outcomes of familiar events involving chance
and describe them using everyday language such as
‘will happen’, ‘won’t happen’ or ‘might happen’

Students select choices on a spinner according to whether they are most
likely, or least likely to occur (e.g. Probability Wheel).

. W

Probability Wheel

Data representation and interpretation

Choose simple questions and gather responses, ST W0 Students organize, and sort objects using various properties including colour,
represent data with objects and drawings where one * and size (e.g. Ancient Puzzle).

object or drawing represents one data value, describe
the displays

Ancient Puzzle

Students read pictographs, bar graphs, and tables and select the

o h I corresponding number of objects (e.g. Pirate Craft).

h

Pirate Craft
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Australian curriculum objective

Game example

Number and place value

Investigate number sequences, initially those
increasing and decreasing by twos, threes, fives and
ten from any starting point, then moving to other
sequences.

Recognise, model, represent and order numbers to at
least 1000. Group, partition and rearrange collections
up to 1000 in hundreds, tens and ones to facilitate
more efficient counting

Dough Dispenser

Path Puzzle

Jelly Chart

Students represent quantities to 100 using proportional materials
including base ten blocks to create different decompositions for a given
quantity using manipulatives, and demonstrate how to count objects using
groupings of 10s and 1s (e.g. Dough Dispenser).

Students order whole numbers in ascending and descending order with a
variety of intervals for skip counting. Use dot patterns, ten frames, and
numerals to order numbers and develop counting/counting on strategies
(cardinality, one-to-one correspondence). (e.g. Path Puzzle).

Students estimate then count the number of objects in a set, students
determine whether a number is odd or even (e.g. Jelly
Counter).

Students skip count forwards and backwards by a variety of intervals
using a number chart (e.g. Jelly Chart).

Get a free 2 week trial for your class at www.soniclearning.com.au/maths
Sonic Learning | 1300 135 334 | info@soniclearning.com.au



Explore the connection between addition and
subtraction.

Solve simple addition and subtraction problems using
a range of efficient mental and written strategies.

Base 10 Bridge

Students use mental math strategies (e.g. doubles, making ten) to find
missing addends and subtrahends (e.g. Match the Gears).

Students use mental math strategies including doubles, making ten, and
doubles plus one to determine addition or subtraction facts (e.g. Match the
Gears).

Students explore various properties of addition and subtraction such as the
commutative property and equality through a balance model.

Students create number expressions that are equal to, greater than, or

less than the other side (e.g. Booby Trap Equations).

| Students model addition and subtraction using visual representation, and

solve problems involving missing addends and subtrahends (e.g. Base Ten
Bridge).
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Recognise and represent multiplication as repeated
addition, groups and arrays

B
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Dough Dispenser

Offline resource example: What's my equation?

Students roll dice and secretly create mixed operations equations,
challenging other students to uncover the expression that matches their
result.

Offline resource example: Place value Dice Challenge
Students use their knowledge of place value as well as multi-digit addition
and subtraction to compose and compare numbers.

Offline resource example: Class Counter Coverup
Students work on using their knowledge of composing and decomposing
numbers to determine unknown values.

Students compose and compare numbers using skip counting, repeated
addition, and place values (e.g. Dough Dispenser).
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Students use a linear fraction model to explore relationships between
various sized fractions, halves, thirds, fourths, and sixths. (e.g. Window
Cleaner).

Recognise and represent division as grouping into
equal sets and solve simple problems using these
representations

Window Cleaner

Fractions and decimals

Recognise and interpret common uses of halves, Students use a linear fraction model to identify halves, thirds, fourths and
quarters and eighths of shapes and collections equivalent fractions. They investigate how more units of the same size are
needed when there are more fractional parts and compare the size of
various fractions. (e.g. Fraction Wrapper).

Students use a linear fraction model to explore relationships between
various sized fractions, halves, thirds, fourths, and sixths. (e.g. Window
Cleaner).

Window Cleaner

Money and Financial mathematics

Classroom resource examples:
Use the "Superhero Shopping List" offline resource from the "Hands-on
bundle" to work more with money.

Count and order small collections of Australian coins
and notes according to their value

Use the "Shapes For Sale" Maths Talk offline resource to extend on the idea
of sharing various denominations of money (including bills) in equal and
unequal groups.

Use the "Super Market" offline resource to have students create a shopping
list to develop their understanding of dollars and cents.
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Students use a variety of coins to develop counting strategies like skip
counting, counting on, and doubling as well as representing values of
money in different ways (e.g. Coin Trolls).

*Money values are not specific to countries and are generic.

Caoin Trolls

Patterns and algebra

Describe patterns with numbers and identify missing Students identify, extend and find missing elements in number patterns to
elements. 100 using a number chart visual (e.g. Jelly Chart).

Solve problems by using number sentences for
addition or subtraction

Students explore various properties of addition and subtraction such as
the commutative property and equality through a balance model. (e.g.

Booby Trap Equations).

Students create number expressions that are equal to, greater than, or
less than the other side (e.g. Booby Trap Equations).

Classroom resource example: Class Counter Coverup
Students work on using their knowledge of composing and decomposing
numbers to determine unknown values.
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Using units of measurement

Compare and order several shapes and objects based @@ Students use non-standard units to measure length (e.g. Mind the Gap).
on length, area, volume and capacity using )
appropriate uniform informal units

Mind the Gap

Compare masses of objects using balance scales

£ @ Classroom resource example: Which Weighs more?
3 Students use direct comparisons to compare objects based on mass.

Name and order months and seasons QD Covered in year 1 galaxy: Identify and order days of the week and months of
[ the year. (eg. Scheduling Fix-up).
For year 2 students who struggle with this concept, assign the year 1 "Aqua

% Aqua" planet to give them access to this game.

Tell time to the quarter-hour, using the language of Use classroom resources to teach this concept.
'past' and 'to'. Use a calendar to identify the date and
determine the number of days in each month.

Describe and draw two-dimensional shapes, with and Students will compose a variety of 2D images using a variety of geometric
without digital technologies. shapes including triangles, rhombuses, trapezoids and hexagons (e.g. Ink)

Describe the features of three-dimensional objects.
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Offline resource examples:
"Build it and map it" exploratory activity - students will build mini

cities/buildings/classes using 2D and 3D objects, then create a map of their
creations.

"Art Academy" exploratory activity bundle - in this art-themed bundle
students will be drawing pixel art using arrays, painting art by composing
shapes and more.

Location and transformation

Interpret simple maps of familiar locations and identify Classroom resource examples:

the relative positions of key features

"Coding Activities for K-3 bundle"
Investigate the effect of one-step slides and flips with TURNIEFT! [ TURN maHTI Coding ideas are used to generate rich math conversations amongst
and without digital technologies students. As early as Foundation they build foundational spatial and
e sequential reasoning skills.
Identify and describe half and quarter turns Q‘%

"Maths talk - Show me the way"

Students will give a series of instructions needed to guide a robot from a
starting point to an end point.
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Chance
Identify practical activities and everyday events that
involve chance. Describe outcomes as ‘likely’ or
‘unlikely’” and identify some events as ‘certain’ or
‘impossible’

Covered in year 1 galaxy: Students select choices on a spinner according to
whether they are most likely, or least likely to occur (e.g. Probability Wheel).

If your students need more practise, assign them the year 1 "Planet R".

Probability Wheel

- we_@. Classroom resource example: Collecting bird eggs

: : : Students will collect, organize, and graph data, as they learn about collecting
wild bird eggs. Talk about the probability of collecting certain numbers of
eggs describing outcomes as likely, unlikely, certain or impossible.

Data representation and interpretation

Identify a question of interest based on one Classroom resource example: Data Diagrams
categorical variable. Gather data relevant to the Students will collect and display data in a variety of ways. The opportunity to
question analyze and discuss data at a number of different levels is provided.

Collect, check and classify data. ] R Classroom resource example: Collecting bird eggs
Emn | o Students will collect, organize, and graph data, as they learn about collecting
Create displays of data using lists, table and picture ‘ N ° wild bird eggs. Talk about the probability of collecting certain numbers of

graphs and interpret them.

eggs describing outcomes as likely, unlikely, certain or impossible.
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Australian curriculum objective Game example

Number and place value

Recognise, model, represent and order numbers to at Students represent, compose and decompose whole numbers to 1000
least 10 000. using base ten blocks (e.g. Base Ten Dispensers).

Students represent a whole number using place value with support from a
variety of manipulatives (e.g. unit blocks) (e.g. Base Ten Dispensers).

Apply place value to partition, rearrange and regroup
numbers to at least 10 000 to assist calculations and
solve problems.

Students order whole numbers to 1000 with the help of a number line
(e.g. Number Line Fractions).

Recognise and explain the connection between
addition and subtraction

Students represent, compose and decompose whole numbers to 1000
using base ten blocks. Students represent a whole number using place value
with support from a variety of manipulatives (e.g. unit blocks) (e.g. Base Ten
Dispensers).

Students then compose equations to match the amounts used.

Recall addition facts for single-digit numbers and
related subtraction facts to develop increasingly
efficient mental strategies for computation

Students model the addition of two or more numbers using visual
representations and model the subtraction of two numbers using visual
representations (e.g. Friendly Number Blender).

Friendly Number Blender
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Recall multiplication facts of two, three, five and ten
and related division facts

Represent and solve problems involving multiplication
using efficient mental and written strategies and
appropriate digital technologies

Produce Stand

Focus on addition and subtraction fluency by matching equations and
answers. Students use addition and subtraction knowledge to complete
equations (eg Grocery Matching)

Students solve multiplication and division equations with unknowns in all
three positions using repeated addition to multiply/divide (eg
multiply/Divider Machine)

Students construct equations to multiply/divide numbers from 0-10.
Students enhance their recall of multiplication and division facts
combined with a problem solving element (e.g. Launcher Circuit).
Students investigate the results of multiplying by zero and one to create a
product (e.g. Circuit Builder).

Students relate division to multiplication by using arrays and solving the
related number sentences (e.g. Harvest Time).

Students solve multiplication and division equations with unknowns in all
three positions using repeated addition to multiply/divide (eg
multiply/Divider Machine)

Students use their knowledge of multiplication and division to solve
shopping problems (e.g. Produce Stand). Eg, which is better value?, how
much can | buy with a certain amount of given money (stay within the
budget)?
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Investigate the conditions required for a number to be
odd or even and identify odd and even

Covered in Zorbit's Year 2 galaxy: students estimate then count the number
of objects in a set. Students determine whether a number is odd or even
(e.g. Jelly Counter).

For students struggling with this concept at year 3 level, assign the year 2
Jelly Counter "Spookulon" planet to give them access to this game.

Fractions and decimals
Model and represent unit fractions including %, %, 1/3,
1/5 and their multiples to a complete whole

Students identify parts of a whole needed for sharing and identify equivalent
o fractions (e.g. Composing Fractions - Piece of Pizza Fractions).

Students order whole numbers to 1000 with the help of a number line
(e.g. Number Line Fractions). Estimation and fraction skills using a number
¥ line.

Number Line Fractions
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Money and Financial mathematics
Represent money values in multiple ways and count E—— : 8B Classroom resource example: "Maths talk - How much fruit can | buy?"
the change required for simple transactions to the
nearest five cents

Students determine the quantity and selection of fruit that can be purchased
for a given amount of money using a variety of strategies for spending
money, discuss how to stick to a budget and how much money you would
have left over.

Patterns and algebra
Describe, continue, and create number patterns
resulting from performing addition or subtraction

Students work with multiplication and division equations with unknowns in
all three positions using repeated addition to multiply/divide (eg
multiply/Divider Machine)

Multiplier Machine

Using units of measurement
Measure, order and compare objects using familiar
metric units of length, mass and capacity

Students determine the perimeter of standard and complex 2D shapes
(e.g. All Around The Garden).

All Around the Garden

Students determine the area of various 2D shapes and compare the area of

<= - 03
o various parts of a larger shape (e.g. Cover the Farm).

e HE(ED . =2l
Cover The Farm
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@@ Students determine the area of standard and complex 2D shapes using
~ non-standard units of measure (e.g. Blueprint Activity).

D-—

_Bluaprint Activity

Tell time to the minute and investigate the
relationship between units of time

Covered in year 1 galaxy: Students identify and order days of the week and
months of the year, and tell time using digital and analog clocks (e.g. Time
Date Ordering, Scheduling Fix Up, and What Time Is It?).

For students who struggle with this concept, assign the year 1 "Aqua Aqua"
planet to give them access to this game.

Shape, location & transformation
Make models of three-dimensional objects and
describe key features.

Offline resource example:

"Build it and map it" exploratory activity - students will build mini
cities/buildings/classes using 2D and 3D objects, then create a map of their
creations.

Create and interpret simple grid maps to show
position and pathways. ldentify symmetry in the
environment.

Offline resource example:
"It's a shape party" exploratory activity - students build cakes and discuss the
two dimensional and three dimensional shapes they are comprised of.
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Geometric reasoning

Identify angles as measures of turn and compare angle MovE Classroom resource examples:

FORWARD!

sizes in everyday situations. L:_—j:;

"Coding Activities for K-3 bundle"

TURNIEFT! [ TURN maHTI Coding ideas are used to generate rich math conversations amongst
students. As early as Foundation they build foundational spatial and
i sequential reasoning skills.

ey

g

"Maths talk - Show me the way"
Students will give a series of instructions needed to guide a robot from a
starting point to an end point.

Data representation and interpretation

Identify questions or issues for categorical variables. Offline resource example:

Identify data sources and plan methods of data = Students will chose questions to collect and display data in a variety of ways.

collection and recording. E2 1 The opportunity to analyze and discuss data at a number of different levels is
provided.
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Collect data, organise into categories and create B Classroom resource example: Survey graphing

displays using lists, tables, picture graphs and simple o Students explore the concept of more than, less than and equal to by
column graphs, with and without the use of digital collecting data and creating graphs.

technologies.

Conduct chance experiments, identify and describe
possible outcomes and recognise variation in results.

Classroom resource example: Collecting bird eggs
Students will collect, organize, and graph data, as they learn about collecting
wild bird eggs.
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Classroom resource example: Graphing stories
In this activity, students will analyze sets of data presented in a variety of
ways.

Interpret and compare data displays.

“®a Classroom resource example: Maths Talk - Graph talks
In this activity, students will explain the data and trends presented on a
variety of graphs.
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