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| can recite
numbers

{orwara/s {FOVVI /

| can recite
numbers

bo/c/ewards

| can recite
numbers forwards
from any given

sﬁzmlmg po/ml

l can recr*e
VIMVVILEV‘S
backwards from
any given starting
pUWﬂL

| can subitise

amounts up fo 10

| can count

moveab/e o[y'ec)Ls

| can recite numbers
from | fo 5

ﬂCCMrﬂ*Z/y

| can recite numbers
[I‘Om 5 1‘0 I

accumfe/y

| know that you can
start rez:if’mg
numbers from

numbers other than |

I leDW *LIQTL yOU can
start reclﬁmg
numbers from any

number

| have fast
recagm'ﬁon of up to
3 o[y’ecfs
(Percepf'ua/
su[zifising)

I can count up fo
objects by pointing fo
one object while
saying one number
name (one to one

correspondence)

[ can recite numbers
from [ 1o 10

nccurm‘e/y

I can VECI*Z numbers
from 10 fo |

accura*e/y

| can recite numbers
from | o 5 from
any given s*arﬁng
Poim‘

| can recite numbers
{rom 5 7‘0 I from
any given sfar)‘ing
’pame

/ have {as+
recogmiﬁon of up fo 5
objecfs
(( Concep*ual subiﬁsing)

1 can count up fo 5
objects accurately and
understand that the last
number said is the
number in the set

(cardinality)

EYES MATHS PROGRESS MODEL

| can recite numbers
from [ fo a 5iven
number up to 0,
sfop’ping at the correct

number

| can recite numbers
backwﬂrds {ram a

5/\/2” ﬂumber IIF *0 /0
fo | starting at the

correct number

| can recite numbers
from any given

number to up 10

| can recite numbers'

| can recite numbers
from [ to 20 and
be_t}and accurm‘e/l,/

| can recite numbers
from 20 1o |

accw‘m‘ely

| can recite numbers
from any given

number M’D 7l0 20

| can recite numbers

backwards from i) 9 backwards from any

given number

between 10 and |

l hﬂVe fus)‘
recognifion of up to
I0 OAJEC+S
(Cancep*ua/ subh‘isinﬁ)

T understand that object
can be counted in any
order and the amount
wil be Hhe same (order

irrelevance)

5iven number

between 20 and |

| can count up to 10
u[jecfs b_l/ sayinﬂ one

number for each

aly‘ecf.

I can recite numbers
from / *0 a 5!\/2"
VIMWI‘?EV M’D *0 Zo,

stopping at the correct

number

| can recite numbers
backwards from a

given number up to 20
) /, s)‘arﬁm‘q at the

correct number

| can recite number:

from one number to
another number,

starting and stopping

at the correct number,

| can recite numbers

from one number to
another number,

sfam‘mg and s?‘o’p,zing

at the correct number,

| can count up to
20 O@ém‘s by
saying one number

for each o[jecf
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| can count
ictures, sounds
P

ﬂVld movemen+s

| can recognise

V!MVVIZV‘M/S

/ can majrch
numerals fo

Tmnfhty

/ can order

HMVVIZ"Q/S

[ can represemL

amounts

| can count

moveable o[y'ec)Ls

| can count up fo 5
Picﬂfres, marleing
each one off as %ey

are counted

| can recogm'se

numerals | fo 5

I can link numerals and
amounts: for example,
shouing the right number
of objects fo match the

numeral, up fo 5

| can ’pu+ the
numerals | o 3 in
order where all are

9ivem

| can relpresem‘
amounts up to 5 using
alzjecfs, lpicform/s and
m—lj ﬁnﬁers

I can count up fo'3
objects by pointing fo
one object while
saying one number
name (one fo one

correspondence)

I can count up fo 5

sounds or actions, keeping

track of each as they are
counted (abstraction

principle)

[ can recognise

numerals 0 to 10

can link rumerals and
GMOIAV#S for exnmp/e,
showing the right number
of objects fo match the
rumeral up to 10,

including zero

| can Puf the
numerals | to 5 in
order where all are

given

| can rePresemL
amounts up 1o 10 usfng
aly'ec*s, Fic*orin/s and
my ﬁngers

/ can COIAVV* M,D +0
objects accurately and
understand that the last
number said is the
number in the set

(cardr'nalify)

EYES MATHS PROGR

/ can COMVI{’ ll,b ‘)lD /
Ivic*ures, marking
ZaCLI one 0{{ as +h2g

are CDMH+€J

[ can recogn/'se

HMWIZ"G/S ” 7‘0 20

can link numerals and
amounts: for example,
showing the right number
of objects fo match the
numeral, up to 20,

[ can FWL the
numerals 0 1o 10 in
order where all are

given

| can re/nresem‘
amounts up 0 20 usin_q
o@/‘ec*s, Ibic*oria/s and
my ﬁngers, inc/w/in_g a

number line

| understand that objects
can be counted in any
order and the amount
will be the same (order

irrelevance)

I can count up o 10

sounds or actions, keeping

B g frack of each as fhey are

counted (abstraction

principle)

/ can {lﬂd 7%2
numem/ *hﬂ* comes
between two other

numem/s be*ween 0

and 10

| can count up to 10
oljecfs by sayin_q one
number for each

objecf

can CDMVHL MID {’G ‘
Ip/'cfures, mar/eing
ZﬂCh one 01({ as Hley

are coumled

/ can ora/er a randam

set of numerals

be)‘ween 0 ﬂ/ld /0

/ can COMH+ MP +0
20 objects by
Sﬂ-(jl.ﬂg one VIMML&I"

for each oljem‘.

| can count up to 20
sounds or actions, keeping
frack of each as they are

counted (abstraction

principle)




l can COVVIFM"Q

quanﬁﬁes

| can idem‘i{lj
C%Mﬂ/ ﬂﬂd

Mnequal groulps

I can ufemtl{y one
more and one less
of a given
‘1“””*’@

/ can unders)land

1%8 CDVDCZF* Df zero

I can compare clear!
different amounts up
fo 5 using the
language ‘more, and

‘{ewe/

1/ can check fo see if o
groups are equal and have
the ‘same amount by
matohing objects on a one

to one basis

| can use Iprac*ica/
olrjecfs to find one
more than

numbers fo 5

notice absence and
use to this to compare
for examp/e “his lele

has biscuits but this

’p/mte has none”

I can compare amounts
up o 5 that are more
similar in value using the
language ‘moré. and

fewer

| can iden*/@ when
two groups have
equal amounts usm_q

the /anguage ‘same.

() ’nracﬁca
a[y'ec*s to find one
IESS *haﬂ numl)ers

)

/j'oin in with number
rhymes TLLNS COVI*GIVI {hé

number zero

EYES MATHS PROGRESS MODEL

1 can compare amounts up
o5 using the language
moré and fewer’ when the
objects are of different
sizes and fake up different

amounts of surface space

I can COHVZI’* *WO
une@uu/ groups info

ZTAM/ g?‘OM’DS.

/ MVIHEV‘S*QVYJ ‘fhe ‘OVIE
more Hmn/one IZSS
Hhan relationship
bE*WEEVI CUVISECMHVE

numbers

| understand that zero

means none/ Vlo#ling

| can compare amounts

up 1o 10 that are more

similar in value using the
language ‘more, and

fewer

I can use H|e
/an_guage ‘equal' fo
describe when two

amaumls are {he

same

| can use my
undershna'ing of one
more and one less fo

solve Frab/ems

| understand that one

less than | is 0

| can compare amounts

up 1o 10 that are more

similar in value using the
language ‘more, and

fewer

can compare amounfs up

010 using the language
moré and ‘fewer' when the

objects are of different
sizes and fake up different

amounts of surface space.

K51 LINKS




can MV)G/ZV'STLGHJ

| can combine

GMOMVHLS 7L0 Flﬂd

a total

| can +a/eeawa3
an amount from

a /arger MMOMH+

can parﬁﬁo
@uan'/‘iﬁes into
smaller

%uan*h‘ies

can recall number.

bonds

| can double
qumn*i*ies

/ can hﬂ/{ ana’

share %uamlﬂtfes

| understand how
VIMWI[’@"S can be

compased of I's

| know that the
Quam‘h‘y chamges
when somefhing is

added

| know that the
quanfht_l’ chnnges
when same*hin_q is

*a/een away

| can se’narmLe a
graup 01(3 or Ll’
o@‘ec*s in different

ways

| can recall number

bonds to 3

| understand that
doub/ing is adding
the same amount

tfwice

| understand that
ha/vimg is dividin_:]
somm‘hinﬂ into fwo

equal Par)LS.

understand that a whol
can be represented by a
group of objects and that
if some of the objects are

issing it is not a whole

| understand that
add means fo

combine aluanfhlies

/ undersﬁmd *hﬂ
sulﬂ‘mc{/ *a/eeawng
means to take a

iuam‘iﬂj away

can idenﬁ@ smaller
numbers within a
number (concep)‘um/

subiﬁsfng)

| can recall number

bonds o 5

| exp/ore Joub/ing
up o double 5
using pracfica/

objects

l can halve
sha’pes and
0@‘60*5

EYES MATHS PROGR

1 understand that whol
obect can be splt info
Hwo parts and that each
part il be smalle than
the whole and that the
Huo parts fogether make

a whole

| can combine two
groups and count all
0{ ‘HVEWI +0 see hOW

many #lere are

a/foge*her up fo 5

1 can takeaway a given
amount from a larger
amoun+ aVld COUVH‘ *0 see
how many are left up fo
5

can partition an amoun

up 1o 5 info two groups

and understand that if

ou put the two groups

back together o make
the same fotal

| can recall number

bonds 1o 10

l can reca//

doub/ing facts up
to double 5 »

| can halve nlunnﬁﬁes
Ey sharimg them
e@ua”y info fwo
groups using

practical objects

understand that 9
whole can be
represented by one
object and that if part
of the whole object i
missing then it is not

whole

| can combine fwo
groups and count all
of them fo see how

many there are

aHogeMer up to 10

I can takeaway a given
amount from a larger
amount and count to see
how many are left up fo
5

I can explore he
composifion of numbers
to 10 ‘zy ,;arw‘rﬁanmg the

amount info o groups

| can recall number

bonds to 20

| can use my
doub/ing fact
Ienow/edge fo

SO/Ve Prab/ems

| can share amounts
into different
amounts afgraups

by sharing them
e:iua”‘uj

I-can combine fuo
groups and count on
from the first quantity
to see how many there

are alfogether up o 10

I can fakeaway a given
amount from a larger
GMUIA/HL HHJ COMV!* +0 see
how many are left up fo
10

| understand that an
EWIOMVI* can bZ
par*h‘ioned info more

than two Par‘fs

| can use my number
bond know/ealge fo solve
’nra‘)/ems

1 understand that an even
rumber can be shared info
fuo equal groups and fhat
an odd number cannot be

shared info o equal

groups.

/ can ex’p/ore wheﬂler

numlzers are Odd or

even fo 0.

KL L




/ can name

CO/OMI’S

/ can mﬂ+€h

omd SOI‘+

[ can use
/anguage to
describe paHerns

I-can continue, copy
create and spot and
fix errors in AB
repeating patterns

Cgpy, cr‘ea+e HVIJ
SFO+ ﬂﬂd 7[/)( errors
in other repeating

paHerns

/ can ﬂplbly
Imawledge of

relnemlmﬁ lpa#erns

/ can hame

SeCOVIdﬂI’_lj CO/OM"S

| can sort o@'ecfs
info fwo groups (by
colour, item, shape,

size)

1 falk about and identifs
R
them. For example

shripes on clothes, designs

on rugs and walpaper

| can continue an AB
Pa#em end unit
repeaf

| can continue an ABC,
AAB/ ABB pattern end
unit repem‘

1/ can explore which fype
of re’pem‘ing ’pm‘ferns
You can make in an un-

fixed border patiern

l can SOI“)‘ ol_yjec)ts
info three or more
9"0”,[73 “7_1/ COIDMI‘,

ifem, shalpe, size)

| use informal
/anﬂuage like "pam*y',
‘spothy. blobs et

| can continue an AB
lpa#em mid unit
relpem‘

can continue an ABC,

EYES MATHS PROGRESS MODEL

| can create and
ex’n/afn my own

criteria for son‘ing

| use the /anguage AB)
ABC, AAB, ABB etc to
describe re’peafmg
paHems

| can copy an AB
Fa#ern

[ can copy an ABC/

AAB/ ABB IpaHerw mid 9 B/ ABB ’paHern

unit relpemt

I-can explre which
type of repeating
patterns you can
make in a fixed

border Pnﬁem

[ can create an AB

Pﬂh‘er n

| can create an ABC/

BN 4B/ ABB pattern

/ can SPO?L and

correct an error in

an AB Pa#em

| can sFmL and correct
an error in an ABC/
AAB/ ABB pattern




/ can name Zd

shalnes

/ can name Sd

shalnes

| can build and
make models with
shalbes

| know that
s%apes can
appear in

different ways

can talk abou
shapes Msing
mathematical

/anguage

I-can recognise and name
o circl, friangle and
square
I can selct a circk,
Hriangle and square from

o selecton of 2d shapes

I.can recognise and name
a sphere, cube and cone
I can selct a sphere, cube

and conee from a

selecton of 3d shapes

I una/ers'/'and *hﬂ

some sha/yes such as
cubes and cuboids
are better for
building

| can find ’pa/'rs of
sha’pes that are
identical (same sha’pe,

size, orientation)

| understand and use
mathematical Iﬂmguage
to describe sha’pes-
sfmighf, curved, round,
flat, solid.

1 can recognise and nam3
a rectangle, pentagon and
hexagon
I-can select a rectangk,
pentagon and hexagone
From a selecton of 24
shapes

1. can recogrise and name
a cuboid, ylinder and
pyramid
I can selct a cuboid
cylnder and pyramid from
 selecton of 3d shapes

| understand tha
c_«,/ina/ers can be

used for bui/din_q if
Fosfffoned in the

correct orientatio

| can find Pm'rs [2
skapes that are the
same Jes’nh‘e being in
different orientations

| can find pairs of

shapes that are the

same desphte being
different sizes

1 understand and use can use mathematical

mathematical terms o describe

/angwa_ge to say what is

shapes. Use the words ‘sides” and
b ot g e same ond what s
different about given

and faces) ‘edges and ‘corners’

fo describe 3d shapes shapes.

PROGRESS MODEL

can find pairs 0
shapes that are he
same deslpifz bzing in

different sizes and

orientations

[ can sort sha’pes by
their +_%pz des’phle
being different in

size or orientation




| can move and
use my bodg in

slpace

| can understand
aﬂd use POSH‘/DHQ/

/anﬂuage

| can understand
and use
directional

language

[ can fit, arrange
and build with
oiy'emls in space

/ can /’EF"ZSEVI
S/DGCE *LI/’OM-@LI
WIHFS, drawmgs ang

WlOdZ/S

| can move with
control and
aﬁus'f' to others

in space.

/ can Mndersfan
aVId use 7Lhe wara/s

mex)‘ {0, EQ*WEQVI

and in front of

can unders?‘and and
use 1%2 WGI‘IZIS over,

H}rough and around

I can sole simple
'prolzlems by ra*m‘ing
or moving oljecfs to

make them fit.

| can re’presem‘ simp/e
routes or /ayaw‘s in
drawfngs and small-

world PI”E{‘

| can choose
’pm%ways fo
avoid obstacles

or reach a

destination.

[ can use posh‘iana
words when

describing my p/ag.

| can use directional
words when

describing my P/ay.

| can arrange o[jec*s in
purlpose{u/ ways (7

towers, enclosures)

I can use EIOCIES or
/0052 ’DMF{’S 7(0 cren*e
tracks, pathuays, or

enclosures.

EYES MATHS PROGRESS MODEL

| can describe my
movements using
sr'm’p/e Fosh‘/'ana/
words (e.g. lwent
under the bridge")

| can understand

am/ use *he WO"JS
beside, a’plpasi*e,

above, below, left,

rr_qH nearer,

| can understand and
use the words
{UI"WEWAS, [mc/ewurds

and turn

| can talk about how
#l/'ngs fit +oge‘ﬂler,

| can draw and buila
more detailed
representations of
spaces (eg maps of a
journey, layouts of

Familar places)

| can give and follow
instructions for

movement (e._g “Go
’pasf the bench and
turn left).

| can describe where
oly’ecfs and Feo’p/e
are in relation o

each other.

| can understand and
use 7%12 WOV'AS Ieﬁ
and rigH‘

| can use spa{in/
reasoning to solve
Prob/zms (e.g Fredic*mg
i#/uhere shapes will
fit).

| can use small-world
ln/ay, maps, and models
i) ’p/an and exln’uin

movement.

[ can mzvigmte
spaces with
increasing control
indoors and

DM{’IJOOI‘ S.

| can use Fosifional
words when glvin_q

instructions.

| can use directional
words when giving

instructions.

| can combine shn’zzes in
models and
constructions with

increasing accuracy.

| can explore S/Mf»/e
9rids, maps, and
number lines to he/p

me describe space.

l can represen+

roufes in

Jrawings or

sma//—wor/d ,D/Hy

| can notice and talk
about balance,
symme‘fry, and

orientation.

(LUDING WHOLE,




| understand and
use /amguaﬁe i)

compare size

I-can understand the
concept of the
EO)’)SZVVE*!OI) U{

length/ widhh/ height

| can use uniform
nonstandard units fo

measure

/ewgﬂy/wrdﬂ/ hergH

understand and

use /nguage )

COWI,DM"Q

we(ghf/mass

I'can understand the
concept of the
conservation of

weight/mass
9

/ can use

ba/ance $Cﬂ/€5

| can use uniform
nonstandard units
to measure

weigﬁnl/ mass

understand and use 1

language ‘tll and ‘short
(height) long and ‘short
(length) and ‘narrou; and
wide (width) fo describe

1 hnow that the length /
width / height of an tem
does not change when he
item is moved fo anofher

plce

| understand that
the /engﬂl / width
/ he;gin‘ of an ifem
can be represem*ed

b}j a number

I understand and use the
anquage ‘heaw and lght
to describe weight/ mass

1 know that the weight/
mass of an ifem does not
change when the item s

moved o another place

I can exp/ore what
haf:pens when two
objects are placed on
each side of a

balance scale

| understand that

the wei_gh* of an
item can be

represen*ed 59 a

number

can find obects fhat ary
aler/shorter (height) or
longerd/shorter (ength) or
narrower/ uider (widlh)
Hhan a given reference
e using the correct

language

1 know that the length / width
/ height of an ifem docs not
change when its orintation
changes. e, the langfh of a
penal does not change when

ou stand i up vertically

1 can use ron-standard unit
which are nof uniform (such as
pine cones) 4o measure length /
width / height fo recogrise that
different results may be
obtained when measuring the

same ifem

I can find objects that are
heavier or lhter than
given reference item using

the correct language

know that the mass/ weigh
of an item does not change

when ifs oriantation changes

e the weight of o book does
ot change when you lay i

down

I can use o balance scale fo
compare the weights of fuo
objects understanding that the
lower side contains the heavier
obect and the higher side
contains the lghter object

the weight of an object using o
balance scale, the object needs
1o be placed on one side and
counting ifems placed on the

other side until the balance is

5 MATHS PROGRE

recognise that the mumber o
uniform nonstandard tems (such
o5 Maltlnk cubes) must spon
from one end of the dmension
being measured fo the other with
0 gap befween the non-

standard ifems

I-can order o objects by
height from lightest fo
heaviest using the langiage
lghtest and ‘heaviest

1 can understand that if
the balance scale s level,
the objects being
compared are equal in

weight

1. can use non-standard unt
which are not uniform (such
a8 pine canes) fo measure
weight fo recognise that
dfferent results may be
obtained when measuring the

same ifem

1 can order thre

from shorte

from narrowest o wi

‘narrowesf and wi

I-can order three objects
by height from lhtest fo
heaviest using the
longuage lghtesf and

‘heaviest

IELGH
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| understand and
use /angmage +0
compare volume/

capmchl_«j

I-can understand the
concept of the
EO)’)SZVVE*!OI) U{

il ety

| can use uniform
nonstandard units fo
measure volume/

p—

| know that we
need fo pay for
goods and know

how we can do

this

| know that
7%2'”@ are

different coins

| can use coins

I understand and use the
language full empty and half-
fullfo describe uolume
I understand and use the
language less and more fo

describe capacity

1 know that the vokume/
capactiy of an ifem docs
not change when the
item is moved fo anofher

plce

| understand that
the volume/

ca’nachly of an ifem

can be represem‘ed

b}j a number

| understand that
different items can have
different prices and use
some vocabu/ary related

to this €9 £10

| know that there

are different coins

can SE/@C* a SE{ o
of_}/’ec*s +0 VVIIJ)LCLI a
given numeral on a

price fag ega box of
6 choco/a+es {0" 6F

more or ess uokime than a given
reference container using fhe

correct language

1 know that the volume/

capacity of an ifem does ot

change when its oientation

changes, e, the volume of a

botHe docs ot change when
you oy it doun

1 can use ron-standard unit®
which are nof uniform (such as
cups of water) fo measure
volume/capacity fo recognise
Hhat different resuts may be
obtained when measuring the

same ifem

| understand that
money can be in
the form of coins

or nofes

| can idem‘i{y the
Fraperﬁes of a Ilp
coin eg brown/

copper. small, rou

/ rzcagnise that
Prices may have P
after them that

represen*s pence

MATHS PROGRESS

I recognise that the mumber of
uniform nonstandrd i
a5 cups of water) must span
from ane end of the dmension
being measured fo the ofher with
0 gap befween the non-

standard items

1 understand that money
can be paid in other ways
such as bank card/ the
infernet/ on a mobie

phone

| can select the /F | can sort coins
coikftomia (arge based on Iprolnerhes
grovp of mived €9 silver or copper
coins

ezapry s I can pay for ifems up fo
Ip coins, by undersfanding
that the amaunt of Ip

coins needs o match the

10p using rumber bond
knouledge o add value of
cains ogether

amount on the price fag

| can name the

coins I’p, 2’17, 5p,

10p. 20p. 50p. £1
and £2




I know the
days of the

wee/e

| can understand
Mﬂd use (Wrguage
related fo when

something is

/ can uwders+anz/
and use language o
compare periods of

time

| beﬂ/‘n to

measure fime

| begfn to fell
the time

can join in with the days
of the week song and
know that some of the

words in the song are the

names of the days

I MH(JZFS{GVVJ ﬂﬂd use
1“!2 Wﬂde ‘178{07’6‘ aﬂd
‘after

I IAVHJEV‘S{GVIJ ﬂﬂd use
‘Hm WDVdS 'rrasfer' and
Slwer o compare

s’peed

1 begin fo count how many
sleeps there are unti an
event such as a frip or
Christmas and understand
that as the number gets
les, his means that fhe

event is sooner

| know that a
C/OCI? *e”s us 7%8

time

EYES MATHS PROGRESS MODEL

| can name all 7 of the | can name all T of the
days of the week (but not ! days of the week in order

necesarily in order)

| understand and use
the words Vfadaj,
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	EYFS Maths Progress Model
	Key
	= F1
	= F2

	KS1 links

	Counting & Cardinality Links
	I can recite numbers forwards from 1
	I can recite numbers backwards
	I can recite numbers forwards from any given starting point
	I can recite numbers from 1 to 5 accurately
	I can recite numbers from 1 to 10 accurately
	I can recite numbers from 1 to 20 and beyond accurately
	I can recite numbers from 10 to 1 accurately
	I can recite numbers from 5 to 1 accurately
	I can recite numbers from 20 to 1 accurately
	I can recite numbers from 1 to 5 from any given starting point
	I can recite numbers from any given number to up 10
	I can recite numbers from any given number up to 20
	I can recite numbers from 5 to 1 from any given starting point
	I can recite numbers backwards from any given number between 10 and 1
	I can recite numbers backwards from any given number between 20 and 1
	I can subitise amounts up to  10
	I have fast recognition of up to 3 objects (Perceptual subitising)
	I have fast recognition of up to 5 objects
	(Conceptual subitising)
	I have fast recognition of up to 10 objects
	(Conceptual subitising)
	I can count moveable objects
	I can count up to 20 objects by saying one number for each object.
	I can count up to 10 objects by saying one number for each object.


	EYFS Maths Progress Model
	Key
	= F1
	= F2

	KS1 links

	Counting & Cardinality  Links
	I can count pictures, sounds and movements
	I can count up to 5 pictures, marking each one off as they are counted
	I can count up to 10 pictures, marking each one off as they are counted
	I can count up to 20 pictures, marking each one off as they are counted

	I can recognise numerals
	I can match numerals to quantity
	I can recognise numerals 1 to 5
	I can recognise numerals 0 to 10
	I can recognise numerals 11 to 20

	I can order numerals
	I can put the numerals 1 to 5 in order where all are given
	I can put the numerals 0 to 10 in order where all are given
	I can find the numeral that comes between two other numerals between 0 and 10
	I can order a random set of numerals between 0 and 10
	I can represent amounts
	I can count moveable objects
	I can count up to 20 objects by saying one number for each object.
	I can count up to 10 objects by saying one number for each object.


	EYFS Maths Progress Model
	Key
	= F1
	= F2

	KS1 links

	Comparison  Links
	I can compare quantities
	I can identify equal and unequal groups
	I can convert two unequal groups into equal groups.
	I can use the language ‘equal’ to describe when two amounts are the same
	I can use practical objects to find one more than numbers to 5
	I can use practical objects to find one less than numbers to 5
	I can understand the concept of zero


	EYFS Maths Progress Model
	Key
	= F1
	= F2

	KS1 links

	Composition Links
	I can understand whole and part
	I can combine amounts to find a total
	I can takeaway an amount from a larger amount

	I can partition quantities into smaller quantities
	I know that the quantity changes when something is taken away
	I can recall number bonds
	I can double quantities
	I can half and share quantities
	I can recall doubling facts up to double 5
	I explore doubling up to double 5 using practical objects
	I understand that doubling is adding the same amount twice
	I can halve shapes and objects
	I can use my doubling fact knowledge to solve problems


	EYFS Maths Progress Model
	Key
	= F1
	= F2

	KS1 links

	Pattern  Links
	I can name colours
	I can match and sort
	I can name secondary colours
	I can use language to describe patterns


	EYFS Maths Progress Model
	Key
	= F1
	= F2

	KS1 links
	Recognise and name common 2-D and 3-D shapes, including: 2-D shapes [for example, rectangles (including squares), circles and triangles] 3-D shapes [for example, cuboids (including cubes), pyramids and spheres


	Shape  Links
	I can name 2d shapes
	I can name 3d shapes

	EYFS Maths Progress Model
	Key
	= F1
	= F2

	KS1 links
	Describe position, direction and movement, including whole, half, quarter and three quarter turns.


	Space  Links
	I can move and use my body in space
	I can move with control and adjust to others in space.
	I can represent routes in drawings or small-world play.
	I can understand and use the words next to, between and in front of
	I can fit, arrange and build with objects in space
	I can represent space through maps, drawings and models

	EYFS Maths Progress Model
	Key
	= F1
	= F2

	KS1 links

	Measures Links
	I understand and use language to compare size
	I understand and use language to compare weight/mass
	I can use balance scales
	I can use uniform nonstandard units to measure weight/mass

	EYFS Maths Progress Model
	Key
	= F1
	= F2

	KS1 links

	Measures Links
	I understand and use language to compare volume/ capacity
	I know that we need to pay for goods and know how we can do this
	I understand that money can be in the form of coins or notes
	I know that there are different coins
	I know that there are different coins
	I can identify the properties of a 1p coin eg brown/ copper, small, round
	I can select the 1p coin from a large group of mixed coins
	I can sort coins based on properties eg silver or copper
	I can name the coins 1p, 2p, 5p, 10p, 20p, 50p, £1 and £2

	I can use coins to pay for objects

	EYFS Maths Progress Model
	Key
	= F1
	= F2

	KS1 links

	Measures Links
	I know the days of the week
	I begin to measure time
	I begin to tell the time
	I know that a clock tells us the time
	I can identify the hour hand and minute hand on an analogue clock
	I begin to tell the time to the hour using o’clock



