Shape and Space

Use a variety of sorting diagrams to sort and group:

. 3-D shapes, eg roll, stack, slide;

. 2-D shapes, eg three sides, four corners;

. 2-D and 3-D shapes.

Give reasons for sorting.

Recognise and use the mathematical names for 2-D shapes — square, rectangle, triangle, circle.

Recognise and use the mathematical names for 3-D shapes — cube, cuboid, sphere, cylinder, cone.

Recognise and describe, with prompting, 2-D shapes, eg the number of sides, whether the sides are straight or curved.
Recognise and describe, with prompting, 3-D shapes, eg the shape of faces, the number of edges, faces and corners.

Explore symmetry in shapes through a range of activities, eg paper cutting, inkblots, geoboards.
Explore and recognise one line of symmetry in a variety of 2-D shapes, designs and pictures.
Recognise drawings of 3-D shapes.

Fit shapes together to make new shapes, eg tangrams.

Explore tessellation through practical activities.

Explore other 2-D and 3-D shapes, eg hexagon, pentagon, semi-circle, pyramid, prism:

. sort and name;

. recognise and describe.

Make, explore and discuss regular and irregular 2-D shapes using a variety of materials, eg geoboards,
construction sets, a programmable device:

. 3 and 4 sided shapes;
. 5 and 6 sided shapes.

Space

Talk about things that turn. Recognise turning movements, eg left, right, half turn, full turn.

Follow and give instructions for moving along a straight line and round right-angled corners, eg to pass
through a simple maze.

Use a computer-controlled device, eg Roamer or Pixie, to explore movement.

Sort shapes into those with:

. square corners;

. not square corners.

Explore and make right angles practically.

Use a right angled tester to identify right angles in the environment, eg in shapes and in the clockface.

Investigate quarter turns, half turns and whole turns to establish relationships with right angles, eg using
Roamer or Pixie.

Explore angle as a measure of turn. Use the language “clockwise”, “anticlockwise”, “right” and “left" to
describe turns.

Explore angles greater/less than a right angle.
Use simple grid references in practical situations:
. identifying a square

. identifying a point.




