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Spatial Maths is a primary school mathematics program that lifts student numeracy outcomes, STEM
engagement and NAPLAN results by building spatial reasoning skills. Results from Foundation to Year 6 show
consistently stronger outcomes for Spatial Maths students than for 'business-as-usual' cohorts (see chart
below).

The program is designed for low-burden delivery: just one lesson per week, with all lesson plans, student
digital games and classroom activities provided and managed through our online portal (LMS). This
combination of structured resources and engaging digital technology is designed to:

& improve maths achievement
& reduce teacher workload
@ improve STEM engagement

Spatial Maths was developed by Emeritus Professor Tom Lowrie, a world-leading researcher in mathematics
and STEM education, together with pedagogical experts at the University of Canberra, and has been funded
by the Australian Government Department of Education since 2016.

Having completed our research and development phase, we are now transitioning from a government-
funded research project to a commercial venture. We have established SPLAT-maths Pty Ltd to deliver the
program to schools and secure its long-term sustainability. More information on SPLAT-maths Pty Ltd is
available at splatmaths.com.au.

This prospectus outlines the:

@ program's benefits to schools, teachers and students
@ digital games and challenges for students

@ STEM practitioner units

& online portal (LMS) and its functionality

Significant numeracy improvement across F—6

Additional month’s numeracy progress beyond control group

Average student growth above control
=5 months

6 6
. . . 5 Average effect size growth above control
‘ =04
3 3 Statistically significant differences in maths
performance, controlled by pre-test maths
scores
Maths improvement was more than double

that of students not involved in program
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https://splatmaths.com.au/
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Improving maths achievement
With spatial thinking:
Foundation to Year 6
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Boost students’ Maths skills

The Spatial Maths program boosts primary school students’
numeracy, spatial thinking and digital literacy.

Discover the benefits of Spatial Maths

v Numeracy growth v Easy to implement v Fun digital challenges
v Curriculum coverage v Real-time assessment v Engaging classroom activities
v Tested and proven v Online PL and Help Desk v Be a STEM practitioner
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‘It has benefited my

the program was fantastic. Students : students as they engaged
were able to independently work giving . .
more in technology. This

them a sense of real achievement in not . . )
having to ask for clarification all the links to our curriculum in all
time ... | had a lot of "I did it myself" \ areas (especially maths).’

feedback.’

A Mack:
nnette Mackay Visit our website to find out more: Renee Hall
Year 2 Teacher Foundation Teacher

splatmaths.com/spatial-maths
email: team@elsa.edu.au
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F—6 Digital Games & Challenges

Foundation Year — 16 digital games
Year One — 16 digital games

Year Two — 17 digital games

Year Three — 8 digital challenges

Year Four — 8 digital challenges
Year Five — 8 digital challenges

Year Six — 11 digital challenges

Year One

Decoding Data & Information — Spatial Measurement
Sequencing & Decision-Making — Mechanical Reasoning/Simple Machines
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Year Three
Shapes — Grids
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Year Five

Rotations — Blocks
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Foundation Year

Spatial Ordering — Location & Transformation
Computational Thinking: Abstraction — Patterns
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@ Levels of Detail | - )
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Can you order these ferms for
each level?

Year Two

Debugging — Spatial Transformations: Linear Movements & Rotations
Graphic Languages — Fractions
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Let's Dance

Please compase The steps for Thi
dance so we can learn i

Dance Move
Instructions

Move Left
Move Right

Move Left

Year Four

Reflections — Nets

CEEZER@N [ [ [ [ [ [ [ T T

Piper

. ‘m @, Choosethe nefthal wil form a cube. when
* folded?

& -

Year Six
Perspective — Maps
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Remy

The person is slarfing af the baffom of the
map. Follow The direcions. then select The
closest building
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Be a STEM Practitioner (Units)

Foundation Year: Becoming a Zoologist

For each year level, we have created a 10-week
inquiry-based STEM Practitioner Unit.

These units allow students to learn new STEM skills
and implement STEM Practices.

In doing so, students discover that these skills and
practices are applied in many different occupations
that are not traditionally thought of as STEM-based
jobs.

Year 1: Becoming a Park Ranger

7 P

Position, direction and distance
language to describe an
environment

Reading, drawing and
interpreting maps with a legend
Decoding and encoding
symbols and safety signs
Representing data spatially: 2D
picture graph

Composing and decomposing
shapes

Layering, arranging, tessellating
and iterating shapes

Visual arrays

3D block counting

Jigsaw puzzles

2D rotations on the plane:
quarter/half turns,
clockwise/anticlockwise

2D rotations by degrees: 45°
anticlockwise understanding 3D
equivalence

3D rotations around the X, Y
and Z axes

Rotations but not reflections

S TEVTPR

Position and direction language
to describe location

Sorting and classifying by visual
features

Mapping a familiar space using
invented symbols

Perspective taking: imagining a
bird's-eye (drone) view

Locating and describing sound
using position and direction
words

Recognising 2D shapes and 3D
objects within musical
instruments

Representing sound with
symbols on a sound map,
graphic score and timeline
Creating stage plans: performer
versus audience perspective

Systematic manipulation of
shapes and images (e.g.
folding/unfolding paper and
paper engineering)

Symmetry and reflections
Cross-sections of 3D objects
Shifting dimensions from 2D to
3D and vice versa

Translations and scaling

Navigating using cardinal and
relative directions

Reading, drawing and
interpreting maps; including
different orientations

Visual perspective taking:
putting yourself in someone
else’s shoes

Orthogonal views: front, top,
side

Close links with geography,
physical education and sport



Our online portal (LMS) provides full

program management for teachers

Real-time assessment of student learning

ELS Students

Your class TestY2 (Year 2)

2 students
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o SAugust ¥2 Edit
. BAugust Y2 Edit

1SepTest Y2 Edit

o 105eptTest 2Y Edit

Actlons

Reports
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Support

Student Login

0 SeptTest 2Y Edit
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TestY2 Detailed Report
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&, Students
Debugging

[ Lessons Simple sequence debugging - | can corect
{debug] seq of P in
different ways

[5] Reports

128N decods instnuctions representd in various layouts.

¥ing

& Games ayouts
¥ing
Bty
Support 128 detug INSIULTIORS fepresented ALIBETY I virying
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I can comect (debug) sequences of instructions
that include conditional language

. 1 can folow simple sequenced instructions, that include
‘conditionals, represented in varying layouts

Student Login

. 1 can folow compée sequenced instructions, that include
‘conditionals, represented in varying layouts

1 can detug instructions, that include conditionals, in varying
Bayouts

1 can detug instructions that include condtionais, and
rwamarical or other symbols, in varying layouts.

I can correct ([debug) sequences of instructions
that include loops of instructions

1. Storage Room Cleanup

Student list

2. Radic Wave Balancer
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Student progress data

Graphic Languages

lcan use
() 1 can move a character ifivigh and ightfett
| can move a character forwards/backwards and
backwardsHorwards

. | can create combinations of dinections to mave a character
forwardsbackwards, lefliright

. | can create combinations of dinections to move a character
using abstract repeesentations

1 direct to turn and

anticlockwise using fractions of turns
| can turm a character in a clockwise drection up to a whole
rn
| €an Wwin & charscter in an anticlockwise direction up 1o
whela tum
| ¢an croate combinations of directions 1o lurf & Chasscter
both cleckwisn and anticlockwibe

. | can croate combinations of directions 1o lurn & character

using EEIract reprasntations

1 ate a dance i
movements and turns

. 1640 Croate & dance sequence with MAIght moviments and
elockmisn Turns up 1o & whla turm

40 CIaatH & dance sequency with rightfleR movaments and
anticlockwise barns Up to & whods turn

successfully follow them to correctly build an
object
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x-axis
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bar of masic with

4. Audio Gear Builder (Loops)

| can represent and add elements on the x- and y-

My Classes v 2
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Fractions
I can use quarters and halves in working with a
music sequence

() 1 con s quastar and i baats in  Besar roprasantation
1 can diag sed deop 10 £opy & bar of music with quarter and
Pl baats

1 2an diag e cop 10 Complese 8 bar of music with quarler
anat hatl beats
1 can drag and drop 10 fix a bar of muskc with quarter and half
beats
I can use quarters, halves, and wholes in working
with a music sequence

. 1 can use quarter, haf, and whabe beats in a inear
representation

.- dn bar of mesk: hat,
and whike beats

1 can drag and drop to complese a bar of music with quarte,
alf, and whede beats

I can drag and drop 0 fix a bar of music with quarter, hatl,
2 wheln basts.

I can use eighths, quarters, halves, and wholes in

axis working with a music sequence
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| can represent, add, and modify elements on the
x- and y-axis

. I can represent beat and pitch presented in the mici
reprosentation

. 1can drag snd crop 10 complete 8 bar of music with all
wlamonts. of 4/d time

. tean drag
a4 tima
I can use quarters, halves, and wholes to create

music greater than 1whole

. 1 can use quarter, half and whole Eats in & linear
represenation of greater Ban one
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	Year 6: Becoming an Architect

	Our online portal (LMS) provides full program management for teachers

