GCSE Maths Stage 1 – Key Ideas

Chapter 1 - Numbers
· When rounding numbers up or down, a 5 always rounds up
· To identify odd and even numbers, look at the final digit of the number

Even numbers end in a 0, 2, 4, 6 or 8

Odd numbers end in a 1, 3, 5, 7 or 9

· To identify multiples of 5 and 10, look at the final digit of the number

Multiples of 5 end in a 0 or a 5

Multiples of 10 always end in a 0

· You should know the times tables up to 10 x 10

· Addition and Subtraction sums are linked

· Multiplication and Division sums are linked
Chapter 2 - Probability
· You should now how to use the vocabulary of probability

Impossible, Very Unlikely, Unlikely, Evens, Likely, Very Likely, Certain

· You should know the words ‘event’ and ‘chance’

· You should be able to use the probability scale
Chapter 3 – Direction & Position
· There are 8 main compass directions
· You should know the name of the x-axis, the y-axis and the origin

· You should be able to locate a point on a grid, given its coordinates

· You should know how to write down the coordinates of a point

(across, up) or (x,y)
Chapter 4 - Scales
· You should know how to tell the time and write time in words and figures.
· You should know how to find time intervals and finishing times

· You should know how to read scales in different graduations
Chapter 5 – Algebra 
· An expression is a combination of letters and numbers
· Letters added to pure numbers cannot be combined into a single expression

e.g. 5 plus a = 5 + a

· Letters subtracted from pure numbers cannot be combined into a single expression

e.g. 8 minus b = 8 – b

· Letters and numbers can be multiplied to give a single expression

e.g. k multiplied by 4 = 4k

· Letters and numbers can be divided to give a single expression

e.g. m divided by 2 = 
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· Letters which are the same can be combined

a + a = 2a
3b + 5b = 8b

· To describe a sequence you need to state the first term of the sequence together with what you must do to one term to obtain the next term

· A function machine consists of an input, an output and a rule

· When finding a rule, it must work for all input/output pairs

· When finding the input, the inverse rule can be used

Chapter 6 – Solving Problems
· A question can  be asking you to add, subtract, multiply or divide
· You should know how to add, subtract, multiply or divide whole number or money without a calculator
· You should be able to use a calculator to solve problems
· You should be able to interpret the display on a calculator

· An answer to a money problem needs two numbers after the decimal point

· The parts of a fraction are called the ‘numerator’ and the ‘denominator’

· You should know what the ‘numerator’ tells you about the fraction

· You should know what the ‘denominator’ tells you about the fraction

· A fraction involves equal parts

· ¼ of something can be found by halving twice

· ¾ of something can be found by adding together ½ and ¼ of that amount

Chapter 7 - Shapes
· You should know the names and properties of special triangles and quadrilaterals
· A polygon is a many-sided shape

· You should know the number of sides and names of the more common polygons

	Number of Sides
	Name of Polygon

	3
	Triangle

	4
	Quadrilateral

	5
	Pentagon

	6
	Hexagon

	7
	Heptagon

	8
	Octagon

	9
	Nonagon

	10
	Decagon

	11
	Hendecagon

	12
	Dodecagon


· A regular polygon has sides of equal length and equal angles
· You should know how to construct regular polygons using compasses and protractor

· The scale factor of an enlargement tells you how many times bigger the shape need to be drawn

· The enlargement means every length is multiplied by the same scale factor

Chapter 8 – Units, Perimeter, Area and Volume
· You should know the notation for metres (m), centimetres (cm) and millimetres (mm)
· You should know the connection between metres, centimetres and millimetres  and how to convert between them

· The perimeter is the distance all the way around the edge of a shape

· The area is the space inside a shape

· You can only find an estimate of the area inside an irregular shape

· The volume is the amount of space that a shape occupies

· You should know to include the appropriate units in an answer when finding perimeter, area or volume, e.g. cm, cm2, cm3.
Chapter 9 – Representing Data
· Symbols in a pictogram are the same size and are placed in rows and columns
· The key to a pictogram tells you ‘how many’ each symbol represents

· Part of a symbol can be used to represent a fraction of the number

· You should know how to complete a pictogram

· You should know how to draw a line graph and use it to answer questions

· The lines on a graph tell us what might happen between the plotted points

Chapter 10 - Listing
· When making lists it is easier to use letters or some other shorthand to represent the items
· A systematic approach is best to ensure that all possible arrangements have been found
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