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Vignette Series
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Just-in-Time Vignettes

1

2

3

4
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6
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8

9

10

Curriculum intent

A rich balance

NZ Maths - a great place to start

Rapid RoutinesPlace Value – The big ideas

Place Value – read, write and order

Place Value – expand and nest

Place Value – rename and round

Place Value- mental computation

Assessment
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Read, write and order
Vignette

5
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Scope and sequence to Level 4
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Connecting Numbers with Numerals

See 
the numeral

52.39
Number Symbols

Say and Write
the numeral

fifty two and thirty nine hundredths

Number Names

Model
the numeral

5 tens and 2 ones and 3 tenths 
and 9 hundredths

Materials
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Read digits in the millions house and say eighty three million” 

Read digits in the thousands house and say “five hundred and ten thousand”

Read digits in the ones house  and say  “five hundred and eighty five”

MILLIONS THOUSANDS ONES PARTS OF 

ONE
H T O H T O H T O T H

8 3 5 1 0 5 8 5

Read and write
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Rapid routines - Dealing Decimals

Thousands Ones
Parts of 

One
Hundredths Thousandths

H T O H T O T H O T H O T H
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Rapid Routines- Ordering Decimals

0.

0.

0.

0.

0.

0.

0.045

0.

1. Roll a dice labeled 1,2,3 to determine how many dice you 
will roll on your turn (1, 2, or 3)

2. Roll your allocated amount of dice (1, 2 or 3)

3. Arrange your dice to make a 1,2, or 3 decimal number

4. Record this decimal on your rocket

5. Read your decimal aloud to your partner

The goal of the game is to fill your rocket first with decimals 
in order.


