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In hierdie Leerderaktiwiteitsboek word aktiwiteite vir 50 dae van onderrig in kwartaal 2 vervat.
Daar is konsepontwikkeling-aktiwiteite, individuele leerdersaktiwiteite en speletjies wat die leerders
in pare en groepe kan speel. Die oplossings vir die aktiwiteite kan in hierdie boek ingeskryf word.

Die materiaal word in 'n tweetalige formaat aangebied. Ons hoop dat die aanbieding van die
aktiwiteite in twee tale die leerders sal help om vertroud te raak met wiskundewoorde in hul
huistaal en in Engels. Dit sal hulle vir die lewenslange leer van wiskunde toerus.

As die leerders elke dag en elke kwartaal stelselmatig deur hierdie werkboek-aktiwiteite werk,
sal hulle die hele wiskundekurrikulum vir die jaar dek. Ons hoop dat hierdie aktiwiteite 'n prettige
manier is om hulle te help om grondslagkennis van wiskunde op te doen.

; Die aanvang van elke nuwe dag word met ’n rooi banier aangedui.

DAG 1+ DAY 1
Die passing, sortering en telling tot 5

Matching, sorting and counting up to 5

Onder die banier is daar ’n vloeidiagram wat die opeenvolging van aktiwiteite vir die dag opsom.

> [HOOFREKENE KOgl;_iF:_Eg:;YS j_)( KONSEPONTWIKKELING)_)[SPELETJIE J_) WERKKAARTE
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
COPY AND SHOW NUMBERS 1-5

Hoofrekene is die eerste aktiwiteit van elke dag. Die onderwyser begelei die leerders deur
hierdie aktiwiteit. Jy kan die speletjie op enige dag van die week speel.

Hierdie ikoon dui die konsepontwikkeling-aktiwiteit
aan waarin die onderwyser die leiding neem.

Al die ander bladsye in die boek is vir die leerders wat selfstandig of in groepe, met die onderwyser
se begeleiding en ondersteuning, daarop moet werk. Dit kan die vorm van werkkaarte of speletjies
aanneem om die begrippe wat op daardie dag behandel is, vas te |é. Speletjies word met behulp
van tekenprente van leerders aangebied om te wys hoe die speletjie gespeel moet word.

&
0 Kleur twee prentjies in wat dieselfde is.

Celour two pictures thot are the same.

Alle instruksies en inligting
word in Afrikaans gegee,
met die Engelse vertaling

daar onder.

Die leerderswerkkaarte bevat ’'n
N vitgewerkte voorbeeld (deur die grys
agtergrond en rooi potlood aangedui).

Dag 5 van elke week word vir vaslegging en assessering beplan.



......................................................................................................................................................................

.....................................................................................................................................................................

This Learner Activity Book has activities planned for 50 days of teaching in Term 2. There are
concept development activities, individual learner activities and games for learners to play in pairs
and groups. Answers to the activities can be written in this book.

The material is presented using a bilingual format. We hope that presenting the activities in two
languages will help learners to become familiar with maths words in both their home language and
in English. This will equip them for lifelong learning of maths.

If learners work systematically through these workbook-style activities every day and every term,
they will cover the whole maths curriculum for the year. We hope that these activities will be a fun
way to help them acquire foundational maths knowledge.

: The start of each new day is shown with a red banner.

DAG 1+ DAY 1
Die passing, sortering en telling tot 5

Matching, sorting and counting up to 5

Underneath the banner is a flow diagram that summarises the sequence of activities for the day.

> [HOOFREKENE KOglEﬁ_iF:-Egl:\;Ys ]_)(KONSEPONTWIKKELING)_)' SPELETJIE l > WERKKAARTE
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
COPY AND SHOW NUMBERS 1-5

Mental Maths is the first activity every day. The teacher will lead this activity. You can play the
game any day of the week.

This icon marks the concept development
activity that the teacher will lead.

All the other pages in the book are for learners to work on independently or in groups with
guidance and support from the teacher. They may be worksheets or games that will consolidate
the concepts covered that day. Games are presented using cartoons of learners to show how the
game should be played.

& .
0 Kleur twee prentjies in wat dieselfde is.

Colour two pictures thot are the same.

T All instructions and information
are given in Afrikaans with an
@ English translation below.

Learner worksheets have a worked
N example (indicated by the grey
background and the red pencil).
\
N

Day 5 of each week is planned for consolidation and assessment.




DAG 1« DAY 1

Vermeerder en verminder (getallebane)
Increase and decrease

FIZZ-POP - ] l '
[HOOFREKENE (e . [ KONSEPONTWIKKELING (SPELETJIE (WERKKAARTJ
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEET
FIZZ POP - BONDS UP TO 10

Speletjie: Jaag mekaar vorentoe en agtertoe oor die rivier N
Game: Chasing forwards and backwards across the river

Maak beurte om die dobbelsteen te gooil. Asjg L 5 of 6 gooi,
konjg soveel stappe aanskuif. ASJH 2 of 3 gool, moetjg
soveel stoppe Jterugskuif As die geta| wat op die dobbelsteen
gewys word,J'ou bg 0 laat verbgskuiﬁ kanjg nie skuif nie en |y

SIOOH don 'n beurt oor.

Take turns to throw the dice. If you throw 4, 5 or 6 you go forward Ek het 2 gegooi;
that many steps. If you throw I, 2 or 3 you go back that many steps. ek kan nie
If the number shown on the dice takes you back past 0 you don't beweeg niel
move and you miss a turn. Tgot2soT

can't movel

B g oo
I 65 1617181910 2 0112137 51617181401

%0@@)0@@0@@[@

%0@@)0@@0@@[@

D ame
Y 0% Qe
BehS060000n \ h@@@@@@@g

& %@‘56@@0@@@

3

%0@9@@@0@0[@

Die eerste spe|er wat oor 10 tree, is die wenner.

First person to step over |0 wins.

N /




Beweeg voren‘toe en ag'l‘.er‘toe OP dle 9e‘ta||ebaan.
Move forwards and backwards on the number track.

—/

Ic ﬁ‘@“@“@@/@”@ :

Increase and decrease ERYEELAKE 'R @



DAG 2 » DAY 2

Vermeerder en verminder
Increase and decrease

FIZZ-POP - ' l l
(HOOFREKENE (e . [KONSEPONTWIKKELING [SPELETJIE (WERKKAARTE)
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
FIZZ POP - BONDS UP TO 10

” Hoeveel is daar altesame™
A& g

How many a|‘t09e‘ther?
a|'tesame aH’.ogeﬂ'\er

aH‘.esame aH:ogetlner a|‘|:esame a|together

aH‘.esame aH:ogetlner a|tesame a|t09ether

&

-

altesame altogether altesame altogether




@ Een maat klim uit. Hoeveel b|g oor’®

One friend 9ets out. How many remain®

- bly Oor/remain _ blg OOr/remain

9 Twee maats klim uit. Hoeveel b|9 oor™”

Two friends 9et out. How many remain”

- bly Oor/remain - blg Oor/remain

Increase and decrease ERYVEELAKE (VWi @




DAG 3 » DAY 3
Hoeveel altesame?

How many altogether?

( FIZZ-POP -
HOOFREKENE ooy (e e lES TOT 10 KONSEPONTWIKKELING SPELETJIE WERKKAARTE
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
\_ FIZZ POP - BONDS UP TO 10

o

L +2=6

0 Voltooi die opte"ingsgetoﬂsin.

Comp|ete the addition number sentence.




+

+

@ Hoeveel leerders is daar altesame? Skrgf die

opte"ingsgetdsin.

How many learners are there a|togeﬂ‘\er? Write the addition number sentence.

How many altogether? ERAVEEL QKN CTE @



DAG 4 « DAY 4

Optellingsgetalsinne (verandering)
Addition number sentences (change)

FIZZ-POP - ' l l
[HOOFREKENE (e . [ KONSEPONTWIKKELING [SPELETJIE (WERKKAARTE)
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
FIZZ POP - BONDS UP TO 10

0 fkrjtgllc die 9eta|sin deur die rooi en blou ko||etJies bgmekaar
e tel.

\/\/rite H\e number sentence 'I;O Odd Jd‘\e red Ohd b|ue dO'tS.

00000 g ey
o6 Ef+5 = |7
90000 ) ]
000

00000 ) ]
0000

00000 ) ]
90000 ) ]
dl L

90000 ) ]
0000

090000 ) }
00

00000 ) .
O -




@ Hoeveel hondebeskuitjies is daar altesame” Skrgf die 9eJco|sin.

HOW many biSCUitS a|‘l‘.ogether? \/\/ri‘te the number sentence.

aH.esame?

Daar is 3 beskuitjies in die boks. Hoeveel beskuitjies is daar

There are 3 biscuits in the box. How many biscuits a|together?

o
+

&
S

ot

K_\
3

ot —

e W

+ =

a|tesame?

Daar is 5 beskuitjies in die boks. Hoeveel beskuitjies is daar

There are 5 biscuits in the box. How many biscuits a|together?

P A
* A

+

2

a|tesame?

Daar is 7 beskuitjies in die boks. Hoeveel beskuitjies is daar

There are 7 biscuits in the box. How many biscuits a|t09eﬂ'\er?

AT

+

&

"

+ =

a|tesame?

Daar is 6 beskuitjies in die boks. Hoeveel beskuitjies is daar

There are 6 biscuits in the box. How many biscuits a|‘t09e‘ther?

P A
P A

+

2

Addition number sentences ERYCELAKI TR




DAG 5 * DAY 5
Vaslegging
Consolidation

WERKKAART WERKKAART
WORKSHEET WORKSHEET

0 Beweeg vorentoe en ag’tertoe op dle geta”ebaan.

Move f\OI"WOI"dS and bOCkWOFdS on the number Jtrack.

L L

R

0

@ Skrgf neer hoevee| daar IS.

Write how many there are.

a|'tesame o|toge‘t|mer




9 Ek neem 3. Hoeveel b|9 oor™

I ‘take 3. HOW many remain?

. blg OOr/remain _ blH Oor/remain

Q fkiyf die 9eta|sin deur die rooi en blou |<o||eJCJ'ies bgmekaar
e tel.

Write the number sentence to add the red and blue dots.

oeoo0e real lalew
090000 ™+ [9] = [0
oo0ooe ) ]
OO

ooooe ) ]
OO

oo0oe0e ) ]
oo00e0

Consolidation ERVEEL QKN TES



DAG 1 DAY 1
Optelling (samevoeging)

Addition (combine)

Ve
HOOFREKENE 12?’EmslNDrggE:SAs KONSEPONTWIKKELING SPELETJIE WERKKAARTE
S MENTAL MATHS 123 SHOW - MORE THAN AND LESS THAN CONCEPT DEVELOPMENT GAME WORKSHEETS

ﬁ‘- -'% 3+2=5

0 Voltooi die opte"ingsgetdsin.

Complete the addition number sentence.




+

ofefe]e]e] o NINNN:
[o[esjejee. | [SINNN:
+ =

@ Hoeveel is daar altesame?
HOW mang altogeﬂ'\er?

Addition (combine) ERYEELFEIV[R



DAG 2 = DAY 2

Wys optelling (samevoeging) met getalsinne
Using number sentences to show addition (combine)

[HOOFREKENE 12?’E\I\IIV:45IBID¥;E:SAS ’ 3 (KONSEPONTWIKKELING l 3 (SPELETJIE ' 3 [WERKKAARTEJ
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
123 SHOW - MORE THAN AND LESS THAN

Speletjie: Maak meer met blokkies
Game: Making more with blocks

Jy kan

eerste gooi.

YOU 'HV'OW
first.

|.|9.1.|.1.|. 3

&e
_EEE

Ek het 3 gegooil
Nou het ek 8.

I got 31 Now I have 8.

N

Nou het ek 6.

Ek het 2 gegooil
I 90Jt 2! Now T have 6.

Spee| weer. Vul die tabelle in en skrgf elke keer die getoﬂsinne.

P|ag again. Fill in the tables and write the number sentences every time.

Ek het 2 meer
as jy! as jy

I have 2 less T have 2 more

than you do! than you do!

Ek het 2 minder

(&0 w | 2 sTs %

BE 5+3=8




Bespreek.

Discuss.

........

meer as

_% f | more ‘H\an
-+ < 0 e+ L = minder as
less than
+ L =
+ =

Using number sentences to show addition (combine) ERYLELFAR [T




” Vul die ontbrekende geta”e In.

Fill in the missing numbers.

L 3
2 #’ _____ 2
2+ 2 =4 4+ 2=3
5
L 2 3
+ 4 =5 2 +3=
6 7
| L
+1=6 + 4 =7

Andile het 3 lekkers.
Busi het Q‘ﬁikers.

Hulle het altesame 5 lekkers.
Andile has 3 sweets.

Busi has 2 sweets.

Theg have S sweets a|t09e‘ther.

(K

Mg broer het 3 appe|s.
Ek het appe|s.

Ons het dltesame 3 appe|s.
Mg brother has 3 app|es.
I have

app|es.
We have 3 app|es a|t09ether.

"L K Al Wys optelling (samevoeging) met getalsinne




@ Tel op.

Add.

VIVEEERVVIVERE G

.......

‘!‘1 CACHC

222 @ .

% DRDD
R —+ =

\

FEE o
56 .

\

A0 OO
OO KOl L
L858 4o
NN N A B

Using number sentences to show addition (combine) ERYLELFAR [T



DAG 3 » DAY 3

Optelling (vergelyking)
Addition (compare)

[HOOFREKENE

MENTAL MATHS

123 WYS - MEER AS )

EN MINDER AS
123 SHOW - MORE THAN AND LESS THAN )

3 KONSEPONTWIKKELING SPELETJIE WERKKAARTE
CONCEPT DEVELOPMENT GAME WORKSHEETS

)

Jf.eken

CIY’CJW

SI(F UF

write

het 2

has 2

o

het 3 meer

has 3 more

cooed”

I 3
A

teken

dY‘OW

SerF

write

het 3

has 3

het 5 meer

has 5 more

teken

draw

SI(F H'F

write

het 6

has 6

het 2 meer

has 2 more




@ Vul die ontbrekende geta"e In.

Fill in the missing numbers.

Me|o he't Yegesa het
Melo has Yeyesa has
? ? rf S Kf P o
pd A S T
3 more —_—
(] Al Al
2 meer + _
‘l;l ‘l;l - 2 more
| meer + _
| more
S meer
- + =
S more
2 meer + _
2 more
6 meer
- + =
6 more
| meer
- + =
| more

Addition (compare)



DAG 4 - DAY 4

Wuys optelling (vergelyking) met getalsinne
Using number sentences to show addition

(HOOFREKENE 12?’5\1\7:45»;[:;§§EZSAS l 3 [KONSEPONTWIKKELING l 3 [SPELETJIE l 3 (WERKKAARTE)
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
123 SHOW - MORE THAN AND LESS THAN

“ Hoeveel blokkies het ’?

HOW many blOCkS does , hqve?

het 2 meer.

has 2 more.

“C.eleejeeeion

) I N
5 o/ —_ i)
&5 + 7 = |0

(- oks oo #lel ool

het &4 meer.

has &4 more.

°F.eleeleee

’.00 e elee oo oo

+

het 3 meer.

has 3 more.

‘Booejejoee
@ cclecleciece

+

het 5 meer.

has 5 more.

B.oelele
0 Jefelel&l eldle | @

+

het | meer.

has | more.

oG.ololee/eeloe
2 slelelelelel o] @

+

het 3 meer.

has 3 more.

Gooieleleciee
Qeeceecsoce

+




@ Tel op.
Add.

24+ 1=___ 6+3=___
b+ b= S5+2=__
3+4=_ /+2=___
8+1=__ b6+2=___
gTe|op.
Add.
+1=__ 240=___ 3+0=___
l+0=___ 2+1=_ 34+1=_
+2=__ 24+43=___ 3+42=__
+3=__ 0+2=__ bh+l=__
|+ 4 = 0+3=___ b+0=__

Using number sentences to show addition ERYCELFARIVE:



DAG 5 *» DAY 5
Vaslegging
Consolidation

WERKKAART WERKKAART
WORKSHEET WORKSHEET

0 Vul die ontbrekende geto"e In.

Fill in the missing numbers.

3
Iy 2 2
L + 2 = +2=3
S 7
3 3
3+ =5 +3=7
Lt
3 3 |
34+ 3= | + = L
@ Buhle het & Mg sussie het 5 lekkers.
spee|9oedkarretjies. Ek het lekkers.
Thuto het _— Ons het altesame 5 lekkers.
Spee|9oec"<arretJ|es. Mg sister has 5 sweets.
Hulle het altesame 7 L have sweets.
.. We have 5 sweets a|toge’cher.
karret jies.
Buhle has & Jcog cars.
ThUtO hOS tOH cars.
Theg have 7 tog cars a|toge’cher.




Q Vul die ontbrekende geta"e In.

Fill in the missing numbers.

Bokang het Nwabisa het
Bokang has Nwabisa has

2 meer &

2 more - t 2 = &

|| meer n _

3 meer + _

3 more -

2 meer + _

2 more -

3 meer n _

3 more I

I| meer + _

2 meer n _

2 more ——
9+ 1| = /7 + 3= S+ 5= 8+ | =
6+ 3= L +5 = 8+ 2 = 6+ 4 =
34+6= 7+ 2= S+ 4 = 347 =

Consolidation ERVEE AR ITES



DAG 1« DAY 1

Optelling met O
Addition with O

HOOFREKENE GETAL';CO)[‘:?(I)NASIES KONSEPONTWIKKELING SPELETJIE WERKKAART
MENTAL MATHS BONDS UP TO 10 CONCEPT DEVELOPMENT GAME WORKSHEET

Speletjie: Gooi die blokkies
Game: Throw the blocks

Hou 3 blokkies in een hand vas.

Maak beurte om J'.u||e blokkies in

die boks in te gooil.

Hold 3 blocks in one hand. Take turns to throw your
blocks into the box.

Ek het 2 in die boks!
En 11& buite die boks.

I 9ot 2 in the box!
And | outside the box.

Dis my beurt. Ek het
3 in die boks en 0 buite
die boksl!

Mg turn. L got 3in the box
and 0 outside the box!

Maak beurte en vul die
rekordeertabel in.
Take turns ond ﬂ" in HOUF

r‘ecor‘d sl'\ee‘ts.

Gooi

Throw |

Gooi 2

Throw 2

Gooi 3

Throw 3

Totadl

Total




@ Hoeveel bdlle is daar in die boks?

How many balls in the box?

TEXBZ& A7 5103 \ 6 /
|OOO”OOC<>)O%HOQ‘ OH%% ]

Tl gmlsislas

ERCl

Addition with 0 R ED TR




DAG 2 = DAY 2

Optellingstories
Addition stories

HOOFREKENE GETALKI.COJE‘:?(I)NASIES KONSEPONTWIKKELING SPELETJIE WERKKAARTE
MENTAL MATHS BONDS UP TO 10 CONCEPT DEVELOPMENT GAME WORKSHEETS

“ Verte|Jou maat ‘n op’te“ingstorie oor elke prent. Skrgf dan
die getoﬂsin.

Tell an addition storg to your partner about each picture. Then write the number sentence.

Getdlsin

Number sentence




@ Tel op.
Add.

b+3=_ 8+4+2=___ /+l=__  6+L4L=_
3+6=__ 0+6=___ /+40=__ 5+0=___
\+7=__  74+3=__ 2+7=__ 6+2=___
O+9d=__ 5+3=___ S+5=__ S5+2=___
Speletjie: Kom ons tel op! ~N

Game: Let’s add!

Sit dit onderstebo op

J'u||e skoolbank neer.

Put H’\em Face

dOWﬂ on your desk.

Skommel _ju||e

ge‘ta|kaar‘te.

Shufﬂe your

number COFdS.

Die leerder met die meeste kaarte aan die einde wen

die spe|eJche.

The learner with the most cards at the end wins the game.

J

Addition stories ERYEEL XA (TP




DAG 3 * DAY 3

Vaslegging van optelling
Consolidation of addition

HOOFREKENE GETAL';COJE‘:?(I)NASIES KONSEPONTWIKKELING SPELETJIE
MENTAL MATHS BONDS UP TO 10 CONCEPT DEVELOPMENT GAME

WERKKAART
WORKSHEET

J

|_ees die storie. Skrgf dan ‘n 9eta|sin om die prob|eem op te los.

Read ‘H\e storg Then write a number sentence tO so|ve 'H'\e prob|em.

Tata Jola het 6 koeie. Sg seun bring
2 koeie meer. Hoeveel koeie is

daar altesame”

Tata Jola had 6 cows. His son brought

2 more. HOW many cows a|together?

Lulo het 3 blomme. Haar maat het

3 blommme. Hoeveel blormme is daar
altesame™

Lulo has 3 flowers. Her friend has 3 flowers.
How many flowers a|toge’cher’!>

Ek het 5 bokse. J_g het 3 bokse meer
as ek. Hoeveel bokse hetjg?

T have 5 boxes. You have 3 more boxes
than I do. How many boxes do you have?

3

Khango het & lekkers. Vusi het 6 lekkers,
Hoeveel lekkers is daar altesame?

Khanga has & sweets. Vusi has 6 sweets.
How many sweets a|together?

2

Thina het 3 appe|s. Haar mamma het
2 appe|s meer nodiias wat Thina het.

Hoeveel appe|s het haar ma nodigfl>

Thina has 3 app|es. Her mother needs 2 more
app|es than Thina has. How many app|es does her

mother need?

Cr




Speletjie: Kom ons tel op! ~N
Game: Let’s add!

J'u||e skoolbank neer.
Shuffle your

number COFdS.

Put 'H\em 'FOC@

down on your desk.

Skomme|Ju||e
getalkaarte_ [Si‘t dit onderstebo op

Die leerder met die meeste kaarte aan die einde wen
die spe|etjie.
The |earner Wlth the mos‘t cards Ot ‘the end WinS ‘H\e game.

- J

Consolidation of addition ERYVEEL XA [VE)




DAG 4 * DAY 4

Optellingspatrone
Addition patterns

HOOFREKENE GETAL'.(I%E‘:?‘I)NASES KONSEPONTWIKKELING SPELETJIE WERKKAARTE
MENTAL MATHS BONDS UP TO 10 CONCEPT DEVELOPMENT GAME WORKSHEETS

“ Voltooi die 9e’ta|sin.

Comp|e+.e the number sentence.

+
I
o
~
+
Il
o

Il
o
o
+

Il
o

S+ =10 0+

Il
o




@ Los op en kleur in.

So|ve and COlOUF.

9 Skr Uf geta|sinne.

\/\/rite number sentences.

Addition patterns ERVCEELEXA TR



DAG 5 « DAY 5

Vaslegging
Consolidation

WERKKAART WERKKAART
WORKSHEET WORKSHEET

“ Tel op.
Add.
b+ 2 = 341= S+ 4 = 7+3=
|+ 7 = 2 +3= 2+ 5= | + 8 =
5+ 5= 6+ 2= b+ 6 = 343=
6+ 3 =  + 3 = 5+3= |+ 6 =

@ Lees die storie. Skrgf dan 'n 9eta|sin om die prob|eem op

Jl:e |OS.

Read Jthe S'tOFH. Then write a number sentence tO so|ve Jf.he prob|emA

My ma het & bakke. My suster bring Y ) ®

2 bokke meer. Hoevee| bokke IS daor QQ M
aH‘,esame?

Mother had & bowls. My sister brought 2 more. How many L 4 ;f — rf\

bowls aH.ogeJcher? _—

Jabu het 5 blokkies. Sg maat het
3 blokkies. Hoeveel blokkies is daar

a|tesame?

Jabu has 5 blocks. His friend has 3 blocks. How many blocks + —_
altogether?

Mike het 2 lemoene. Sg ma het 5
lemoene meer nodig as wat Mike het.
Hoeveel lemoene heqt sy ma hOdig?

Mike has 2 oranges. His mother needs 5 more oranges than + —_
Mike has. How many oranges does his mother need”

Ek het 7 lekkers. J_g het 3 lekkers meer
as ek. Hoeveel lekkers hetjg?

T have 7 sweets. You have 3 more sweets. than T do.
How many sweets do you have?




6 Hoevee| ba"e IS daar in die boks™

H 1J

\ 3/

oo

N AN

o ,
o9/ © 000
N8 /M1 ne/
® 00 o | ©o
oo]m ..]..

Q Los op en kleur in.

So|ve and COlOUY‘A

Consolidation ERYEE XN [TE)



DAG 1 DAY 1
Aftrekking (verandering)

Subtraction (change)

Ve
HOOFREKENE GETAL';%?:?(I)NASIES KONSEPONTWIKKELING SPELETJIE WERKKAARTE
S MENTAL MATHS BONDS UP TO 10 CONCEPT DEVELOPMENT GAME WORKSHEETS

0 AS L4 Weghard|oop, hoevee| blg agter?

If4run away, how many are left behind?




@ Gebruikjou blokkies. Hoeveel b|y oor™

Use your blOCkS. HOW many are |ef‘l’.’P

= & 5

= & N5
8—31\‘_ 7-4=_
6-5=___ Lb-3=___
9-1=___ 0-6=___
0-3=__ -t =__
8—7=_ 6—3:_
q—2=_ 7—5:_

Subtraction (change) ERYVCELEEXE TR



DAG 2 = DAY 2

Wuys aftrekking (verandering) met getalsinne

Using number sentences to show subtraction

BONDS UP TO 10

HOOFREKENE GETAL';%?:?(I)NASIES KONSEPONTWIKKELING SPELETJIE WERKKAARTE
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS

0 AS e|< wegneem, hoevee| blg OOI“f.|>

I'F I Jtake I’\OW many remain?

<)
A

5
i

e

£ |9 Oor/remain

____ bly oor/remain ____bly oor/remain
@ Gebruikjou blokkies. Hoeveel b|g oor™®
Use your blocks. How many are left?
8—1l=__ 0-4 =_ /—-l=_ 9-2=__
8-6=__ 7-3=__ 0-2=_  9-3=__
/-2=__  6-4L=_ 6-3=__ 8—-1I=




eeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeee

Sg@g@ggg L

........

do Yo do X X

& & & R
& & &

HHHD
HOHPHPD

H'H%%

(& & X & X7
SUNSIESIS S
0@@5@0@%@@@




DAG 3 * DAY 3
Aftrekking (deel-geheel)
Subtraction (part-whole)

EEEEEEEEEE GETAL';%?:?(I)NASIES KONSEPONTWIKKELING SPELETJIE WERKKAARTE
MENTAL MATHS BoNDSUPTO10 ) | CONCEPT DEVELOPMENT GAME WORKSHEETS

0 Hoeveel bdlle moe’c daar in die lee boks wees?
How many balls should be in the empty box?

L NI e W N

=

OO0 000
e~ OO0 ey

A e I e AN 4 s I s AN /4

000 33360




@ Teken |<o||etjies in die dee|—9ehee|—tabe| en voltooi die
9e’ta|sin.

DFOW CIO'tS in Jf.l’\e part—who|e 'l.'.(]ble Ohd comp|ete ‘H’\e number sen‘l:ence.

YYYY -

® YYY
S_1w, 5-3=___
g-5= 8§-2 =
/-6 = |0 -5 =
8—-6=__ g-3 =
0-1= 7-5=

Subtraction (part-whole) ERAYVEE XA [T



DAG 4 * DAY 4

Wuys aftrekking (deel-geheel) met getalsinne
Using number sentences to show subtraction

HOOFREKENE GETAL';%?:?(I)NASIES KONSEPONTWIKKELING SPELETJIE WERKKAARTE
MENTAL MATHS BONDS UP TO 10 CONCEPT DEVELOPMENT GAME WORKSHEETS

” Hoeveel bessies b|9 oor® Skrgf die aftrekkingsgetdsinne.

How many berries are left? Write the subtraction sentences.
i
e

"""""

,
2 %zg
P A n..j
== P % """
/ 4 —_— ™
- 4 = "D — =

S =




@ Skrgf die geta"e in die tabel in en voltooi die 9eta|sin.

\/\/riJCe the numbers in the ‘tab|e and comp|e‘te ‘H’\e number sen‘tence.

6 — i\‘ S-2=___
0-7=__ q-2=_
8-7=__ 7-lb=___
6-2=___ q-S5=___
00—t =__ 7-2=___

Using number sentences to show subtraction ERYEELE XNV [T



? Skrgf die geta|sin.

H W many are |eft? \/\/rite 'H’\e number sen‘tence.

Ko oy o 8 Yoy 360 0

H 0l gl Ry

HEHEORDEDD

@@@@@@@%@9

@ Hoeveel balle moet daar in die lee boks wees™

HOW many bO”S slr\ou|d be Ta) H’\e emptg bOX?

N0/ N 8/

N1/

900, QO
| %oo

00

AN e N A 4

\ 10/

'OOO _888

Q0 J
00




9 Hoeveel bessies b|9 oor™ Skrgf die a]”trekkingsgetdsinne.

How many berries are left” Write the subtraction sentences.

(/ 7

—giE

o

Q Gebruikjou blokkies. Hoeveel b|g oor™®

Use your bIOCkS. HOW many are |ef\t?

6-3=__  6-I=
5-2=__ 10-2=
7-2=__ 7-2=
6L = 62 =

7-5=___
8-k =__
9-7=___
0-3=__

Consolidation

7-4b=__
5-3=__
q-5=__
0-7=___




DAG 1« DAY 1

Aftrekkingspatrone
Subtraction patterns

EEEEEEEEEE GETAL'.(I.?)[‘:?(I)NASIES KONSEPONTWIKKELING SPELETJIE WERKKAARTE
MENTAL MATHS BONDS UP TO 10 GAME WORKSHEETS

EEEEEEEEEEEEEEEEEE

(| SerF geta|s.me

Write number senten

00000000 W

%.”\.
T
A

©0 0O W W WuHu

©0 000000 i ¥

© 0O & W W Wumu

0000000 ¥ ¥ ¥

® O W W oW W oW oo W W

0 000 O W W W W

© W W oW oW oW oW e W W

©0 000 i i WK

L ESRESEEE N




@ Skrgf aﬁ:rekkingsgetdsinne deur die 9eJca||e in die blokke
te gebruik.

Write subtraction sentences to equa| the numbers in the blocks.

N | *

i i <

L — 1 = — =
~y P >,

oy

b —_ s = —_ =
R A, d
feee — '('; —_— — — )
i i
. i oy
B S A — = )
ot H Ry
.
— — — — A/
Ty
— — s

.......

_— _— Lo
_ —_ i _ —_ /
_ _— i _ —_ y
I'f ---—
— o, —_ -
— — i} - -_— -
7 [
— F — \
- -_ L - -_ i
s —
S

—_ = ™y —_ —_
R
/ |y
—_— — )'-’\. —_— — A
— L — 7

0 Trek af en skryf die antwoorde op die trein in.
Y P

Subtract and write the answers in the train.

Subtraction patterns ERYCELEERV[Th



DAG 2 » DAY 2

Aftrekking (vergelyking)
Subtraction (compare)

GETALl;Cth.:?éNASIES KONSEPONTWIKKELING SPELETJIE WERKKAARTE
BONDS UP TO 10 CONCEPT DEVELOPMENT GAME WORKSHEETS

HOOFREKENE
MENTAL MATHS

O \Wat is die verskil?

What is the difference?

000000000 0000000000 0000000
'YX X ) 0000 00000
N — ‘2 = r/ — = — =
s9000cee | seeee |eeserrree
00000 X XX 00000000
0000000000 ooccoee XXXXX
YYXX) @ 'YX Y ]
@ Teken ko||eJ£Jies om die prob|eme op te los.
Draw dots to solve the problems.
Ek het & plakkers en my maat het 'X X X )
2 p|a|<|<ers. Wat is die verskil tussen die @ ==
Oantal Plakkers Wat ons het?
I have 4 stickers and my friend has 2 stickers. What is ﬁ % — ;, = 7
the difference between the number of stickers we have? = == —

Daar is 10 stoele in hierdie kamer
en 7 stoele in die ander kamer.
Wat is die verskil tussen die aantadl
stoele in die kamers™

There are 10 chairs in this room and 7 chairs in the next room.
What is the difference between the number of chairs in the rooms?




Q Vul die lee sirkels in.

Fill the emptg circles.

5%
St

Q Teken ko||etJies en trek af.

Draw dots and subtract.
egge

| 72 = 43 =
8 -l = 6— Ll = 0-5=
q-5= 3-|= 5-2 =
0-3 = 8—6= q-3=

Subtraction (compare) YR TY



DAG 3 DAY 3

Wuys aftrekking (vergelyking) met getalsinne

Using number sentences to show subtraction
HOOFREKENE GETAL'.(I.?)[‘:?(I)NASIES KONSEPONTWIKKELING SPELETJIE WERKKAARTE
MENTAL MATHS BONDS UP TO 10 CONCEPT DEVELOPMENT GAME WORKSHEETS

O \Wat is die verskil?

What is the difference?

gese £ ¥
c“%f’!.;.:"‘:.".ﬁ. : ..'.'.. ‘_-_ﬁ{ 2’& ‘—%{
; é%j@:g% , R ebis
g%::7 - éé%%?‘“’ggi;%;

Gaogal
ggg:, —~g

g &e g &
4 Cﬁgfwﬁuégﬁi;gi

@ Wat is die verskil?

What is the difference?

7-1= 8—1= 0-1=
bl = g4 = 0-2 =
7-3= 8-3= 0-3 =



6 Hoeveel beskuitjies b|9 daar cor asDada  eet?

How many biscuits are left if Dada eats ?

Q Trek af en kleur in.

Subtract and colour.

Using number sentences to show subtraction ERVEE XN [VE]



DAG 4 - DAY 4

Aftrekking met O

Subtraction with O

HOOFREKENE GETAL';CO)[‘:?(I)NASIES KONSEPONTWIKKELING SPELETJIE WERKKAART
MENTAL MATHS BONDS UP TO 10 CONCEPT DEVELOPMENT GAME WORKSHEET

Speletjie: Gooi die blokkies
Game: Throw the blocks

Hou & blokkies in een hand vas. Maak beurte omJ'u"e blokkies
in die boks in te gooi.

Hold & blocks in one hand. Take turns to throw your blocks
into the box.

Ek het 3 in die boks ingegooil
En 11& buite die boks.

T 9ot 3in the box!
And | outside the box.

BRI RN
$8i8]i8 {8

—

2

p
Dis my beurt. Ek het
2 in die boks en

2 buite die boksl!

My turn. I got
2 in the box and
2 outside the box!

.

MOOI( beur‘te en quu”e rekordeer‘tabe”e. VULJJU| Jtabe”e iﬂ.
Bepaa| die verskil tussen die groter 9efa| en die kleiner geta[
Take turns and fill in your record sheets. Find the difference between the bigger number and

Jthe sma"er number.

J




Gooi

Throw |

.......

Gooi 2

Throw 2

Gooi 3

Throw 3

Gooi &

Throw &

Gooi 5

Throw 5

Gooi 6

Throw 6

Gooi 7

Throw 7

Gooi 8

Throw 8

Gooi 9

Throw g

Gooi 10

Throw 10

Subtraction with 0 ERYEE KA [T



” Trek af om die tabel te voltooi.

Subtroct 'tO comp|ete H’\e ‘l‘.ab|e.

Knope aan Sisanda Knope wat
die begin neem oorbly
Buttons in the beginning Sisanda takes Buttons left over
10 S "“)
8 8
6 0
q 6
5 S
/ 0
10 10
@) Trek of
Subtract.
| -1 = 0-10=___
| -0 = 0-0=___
3-0= 6-0=
3-3= 6—-6 =
5S-5=___ 8-8 =
5S-0=___ 8-0=
L-0=___ 9-0=
b-4=_ 9-9=
2-2=___ /-7=___
2-0=___ /-0=___

WA  Aftrekking met O




DAG 5 * DAY 5
Vaslegging
Consolidation

WERKKAART WERKKAART
WORKSHEET WORKSHEET

O \Wat is die verskil?

What is the difference?

¥
2 ©

.t

_,K{

@) \Wat is die verskil?

What is the difference?

6—2 =
8-5=
0-3 =

8-3=
0 -4 =
qd-6 =

q-7 =
7 -l =
0-2 =



°:>

e

@ Skrgf die geta|sinne.

\/\/riJce H’\e number sentences

() ) W) Y N/

Hoe

......

l J J

%%%%%)

Q Wat is die verskil?

What is the difference?

000000000
® 6 6 06 0 O

o0
o0
o0

o0
o0
o0
o0

6 Vul die lee sirkels in.

FI” Jthe emptg C|rc|es

WCELE KN I Vaslegging

0 R 8




DAG 1+ DAY 1

Die vitdink van aftrekkingstories

Creating stories for subtraction

[HOOFREKENE gﬁét"gfjé l 3 [KONSEPONTWIKKELING l 3 (SPELETJIE l 3 (WERKKAARTEJ
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
SALUTE GAME

0 Vertel bg elke prent vir @ Skrgf die 9e‘|:a|sin

Jou maat ‘'n af rekkings‘torie. vir elke pren’t.
Tell a subtraction story to a friend for Write the number sentence
each pic’ture. for each picture.




@ Los die prob|eme op.

SOIVG Jthe prob|ems.

A A A A A X WL
P % N XN 273N 2 R
5 5 0543 & A
R : A I

Buhle het 7 pynappels. Sy eet
2 pynappels. Hoeveel pynappels bly oor” H =

............

Buhle has 7 pineapp|es. She eats 2 pineapp|es. How many
pineapp|es are left?

Mihle het 10 lemoene. Sg %ee 6 lemoene
weg. Hoeveel lemoene he sy oor?

Mihle has 10 oranges. She gives away 6 oranges. How many
oranges does she have |e1‘%r'>

v RvEe Ve

Ava het rooi appe|s en groen appe|s.
Sg het altesame 8 appe|s. 2 van die

oppe|s is rooi. Hoeveel oppe|s IS 9roen?

AVG hOS some red app|es and some green app|es. She hGS
8 app|es. 2 O'F ‘H\e app|es are I”edA HOW many app|es are green?

Daar is 6 visse. it van die visse swem
weg. Hoeveel b|9 oor”?

There are 6 fish. & of them swim away How many are left?

udvlvlvlvivivlviv,

|_i|g het 9 bekers. 3 van die bekers
is vuil maar die res is skoon. Hoeveel
skoon bekers het sg?

Li|g has 9 mugs. 3 of them are dirtg, but the rest are clean.

HOW many c|ean mugs dOES she have?

Week 6 * Dag 1 Die vitdink van aftrekkingstories



DAG 2 « DAY 2

Optelling en aftrekking
Addition and subtraction

[

HOOFREKENE
MENTAL MATHS

SALUEER-
SPELETJIE
SALUTE GAME

KONSEPONTWIKKELING
CONCEPT DEVELOPMENT

SPELETJIE WERKKAARTE
GAME WORKSHEETS

)

0 Madk 'n familie van 9e‘|:a|sinne vir elkeen van die prente.

Create a family of number sentences for each of the pictures.

o™

+




@ Voltooi met op‘l‘.e"ing of af‘trekking.

Complete using addition or subtraction.

8 j q 10
S q
10 7/ 10
7/ 2 b

9 Trek 'n kruisie oor die |<o||etJies en voltooi die getoﬂsinne.

CFOSS och tl’\e dOtS and comp|ete Jthe number sen‘l:ences.

® % & &% | 060606060 00 0 0 o0
" e = ® 060600 | 00 0 o

8—8(;\{:3‘ 0-2=___ 9-7 =

0-3 = q-0 = b L =

"L XA Il Optelling en aftrekking



DAG 3 * DAY 3
Speel met optelling en aftrekking

Play with addition and subtraction

[HOOFREKENE :le-lLJEE'Ej:-E ’ 3 [KONSEPONTWIKKELING l 3 (SPELETJIE ' 3 [WERKKAART]
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEET
SALUTE GAME

Speletjie: Bedek die trapklippe

Game: Cover the stepping stones

-

Gooi 2 dobbelstene. Besluit ofJu||e wil opte| of aftrek en sit
dan 'n blokkie op die tropkhp met daardie antwoord. 6 is'n
9e|u|<|<i9e 9eJ£a| — asJu”e 'né gool, kanju”e op enige ge’coﬂ van
Ju||e keuse gaan staan.

Roll 2 dice. Decide whether you want to add or subtract and then put a block on the stepping

stone with that answer. 6 is a |uc|<9 number — if you roll a 6 you can make it any number you want.

(" Hoeral Ek het die 9e|u|<|<i9e )
nommer 6 gegooi. Ek gaan
Ek gaan opte|. 3 p|us 2 dit 9 maadk en dan optel.
is gelyk aan 5. 9 plus | is gelyk aan 10.
I aom going to add. )’ag! I 90Jt the |uc|<g number 6.
3 p|us 2 equa|s S. Iam going to make it 9 and
add. 9 p|us | equa|s 10.

v 0 [
7 o] et 5
xfllm gia 6 A NaC
e od \ Nl
I @ e|le $L el
%} olle Q \9“' ﬁ ofle
121310, [6171819)10 M CULS NooecWoeneon &
| %0@@)@@@0@0[@ 2 %0@9@@@0@0[31

Ek gaan aftrek. & minus
|l is gelyk aan 3.

ITam going to subtract.

4 minus | equa|s 3.

[e]efe]e]e
(eJefe]e]e

Die eerste leerder wat al hulle |<|ippe kan bedek, is die wenner.

The first person to cover dll their stones is the winner.

J




” Vul die ontbrekende geta”e In.

Fill in the missing numbers.

S-3=___ 2+3=___ | 24+4_ =5 |4t+2=___
b-4=__ | __ +3=5|4t+4+3=__ | 7-4=__
5-2=__ |4+ =7 |7-3=___ 2+8=__
b+_ =8| __ +4=8|9-3=__ |5+0=__

@ Skrgf die 9e‘l:a|sin en los die prob|eem op.

\/\/rite H’\e number sen‘tence Ohd so|ve ‘the prob|em.

Ek het 8 lekkers. Ek eet 8 lekkers.
T have 8 sweets. Hoeveel lekkers ‘\r

m’@ m m/(i WE blg OOF? ; -------- : g

w\;} w\;} w\;} w\;} (]J:r:(ljifi?sweets. HOW many

Ek het 7 lekkers. Mg ouma gee My 3

I have 7 sweets. |e|<|<ers nmeer. Hoevee|

* * m * lekkers het ek? + =

Mg granng 9iVeS me 3 more
0¢ Y0t Y@t sweets. How many do T have?

Ek het 10 lekkers. Mg suster het 3

T have 10 sweets. lekkers minder as ek.
Hoeveel lekkers het

my suster?

Mg sister has 3 less sweets than
me. How many does my sister

282
288
3
28

I'\CJVG?
Ek het 7 lekkers. Mg broer het 2
I have 7 sweets. lekkers meer as ek.

Hoevee| |e|<|<ers heJl:

my broer?

Mg brother has 2 more sweets

‘than me. HOW many does my
bro‘l‘.her have?

23
23
23

2

WK Il Speel met optelling en aftrekking



DAG 4 * DAY 4

Vaslegging van optelling en aftrekking
Consolidation of addition and subtraction

[HOOFREKENE :SlE-lLJEE'Ej:-E ]%[KONSEPONTWIKKELINGJH(SPELETJIE J_)(WERKKAARTE)

MENTAL MATHS SALUTE GAME CONCEPT DEVELOPMENT GAME WORKSHEETS

“ Maak 10 deur 'n |§fn
te trek om getdlle | 8
bymekaar te tel. S

Make 10 bg drowing aline to add LI'

numbe rs.

g 7 5

@ Los die prob|eme op en skrgf die 9eta|sinne.

So|ve ‘H\e pr‘ob|ems and wri‘te the number sentences.

SRRV RO RN X X X .

Daar is 5 blou visse en Lr(?rgs visse in 'n
visdam. Hoeveel visse is daar altesame” %:\; L0 Qg

There are 5 blue fish and & grey fish ina pond. How many fish
are there altogether?

S OO OOOO OO

Ek het 10 appe|s. Ek eet 5. Hoeveel appe|s
b'g OOI"K.P
I have 10 opp|es. I eat 5. How many are left?

Ek het lekkers in 'n sakkie
en hou 2 lekkers in my
hand vas. Ek het altesame
8 lekkers. Hoeveel lekkers
is daar in die sakkie?

I have some sweets in a bag and 2
sweets in my hand. A|t09ether I have 8

sweets. HOW many swee‘ts are in the bagf')

i




9 Los op en kleur in.

SOIVG Gﬂd COlOUF.

D swart/vek ED ligblou/ight blue

2 )4 groen/green B> donkerblou/dark biue
ED oranje/orange 7D wit/white

B> rooi/red ED pers/purple

WEELECKI R Vaslegging van optelling en aftrekking



WERKKAART
WORKSHEET

0 Skep ‘n familie van getoﬂsinne vir elkeen van die prente.

Create a family of number sentences for each of the pictures.

DAG 5 » DAY 5

Vaslegging
Consolidation

WERKKAART
WORKSHEET

[ S

)
]
i

i

L

i
[
i




@ Voltooi met opte”ing of aftrekking.

Comp|ete using addition or subtraction.

g 6 10
2 / 3 8
2 5 5 5} i 6
8 g
3 S | &

9 Kies twee 9eta||e wat saam |0 maak. Skrgf die 9eta||e in die
sirkels in om die 9efa|sin te voltooi.

Choose two numbers that make 10. Write the numbers in the circles to comp|ete the
number sentence.

0 3 b 5) 6 g 10

D=0 O+O-=v
O+O=0  O+O=v

Q Kies | getal. Skryf die getal in die sirkel in en trek dit van
9 J 9
10 af om die antwoord te krg

Choose | number. Write the number in the circle and subtract from 10 to find the answer.

0 3 b 5) 6 g 10

®¥-- ® O-—
®O-— ® O-



DAG 1 DAY 1
Vergelyk lengtes
Comparing lengths

HOOFREKENE 'EEKTWE:::H%J KONSEPONTWIKKELING SPELETJIE WERKKAARTE
MENTAL MATHS | WI;.H | HAD CONCEPT DEVELOPMENT GAME WORKSHEETS
’ . . .

@ Teken 'n vierkant om die maat wat korter is.

DFOW asquare around Jthe shor‘l‘.er ﬂ"iend.

korter

shorter




@ Teken 'nster |angs die kortste voorwerp. Omkring die

|angs‘|.'.e VOOFWGFP.
Draw a star next to the shortest obJecJt. Circle the |onges+. obJech.

=
——t

9 Teken 'n ster |angs die kortste dier. Omkring die |angs‘l',e dier.

Draw a star next to the shortest animal. Circle the tadllest animal.

Q Teken 'n ster |angs die kortste voorwerp. Omkring die
|angs‘te voorwerp.
Draw a star next to the shortest obJecJt. Circle the tdllest obJ'ech.

Vergelyk lengtes



DAG 2 « DAY 2

Vergelyk lengtes

Comparing lengths

HOOFREKENE IEEKTWE(':ESH%:) KONSEPONTWIKKELING SPELETJIE WERKKAARTE
MENTAL MATHS : WI;.H —_— CONCEPT DEVELOPMENT GAME WORKSHEETS

0 Omkring die kortste string.

Circle the shortest string.

@ Nommer die stringe van die kortste tot die |angs‘|:e.

Number the strings from shortest to longest.

O

-
st




@ Omkring die potlood wat korter is.
gaiep

Circle the shorter penci|.

(€ =\ r (E = >
= E >
6 Omkring die poﬂood wat |an9er IS.
Circle the |onger pencil.
E > 5 =5
= (¢ =4
0 Trek &4 strepe van die |angs‘te tot die kortste.
Draw & lines from |ongest to shortest.
Die |angste Die kortste
Longes‘t Shor‘l‘.es‘t

Vergelyk lengtes




DAG 3
Meet lengtes

* DAY 3

Measuring length

EK WENS EK
[HOOFREKENE HET ... GEHAD
MENTAL MATHS

| WISH | HAD

KONSEPONTWIKKELING SPELETJIE WERKKAARTE
CONCEPT DEVELOPMENT GAME WORKSHEETS

@ Hoe lank? Wat is die verskil?

How |on9? What is the difference?

2 blue blocks

L pers blokkies

4 purple blocks

_ bloublokkies

blue blocks

____pers blokkies

purp|e blOCl(S

___ blou blokkies

blue blocks

____pers blokkies

purp|e bIOCkS

@) Hoe lank?

How tall?

_ blokkies _ blokkies
_ blocks __ blocks
_ blokkies _ blokkies
_ blocks _ blocks




9 Hoeveel blokkies lank is elke |Hn?

HOW many blOCkS |ong Is each |ine?

O Hoe lank? Tel die blokkies

HOW IOhg? COUhJC Jf.he blOCI(S.

&b\ blokkies

8 blocks

~ blokkies

blocks

~ blokkies

blocks

_ blokkies

blocks

_ blokkies

blocks

=
.
i
|
A

~ blokkies

blocks

Meet lengtes




DAG 4 * DAY 4
Meet lengtes

Measuring length

HOOFREKENE IEEKTWE(':ESH?E) KONSEPONTWIKKELING SPELETJIE WERKKAARTE
MENTAL MATHS | WI;.H | HAD CONCEPT DEVELOPMENT GAME WORKSHEETS

“ Hoeveel hande lank is @
elke Iyn”

How many hands |on9 is each line?

Omkrin? die
|angste yn.
Circle the |onges’c line.

9 Hoeveel voete lank is elke kant”

How many feet |on9 is each side?

___voete

N8 S8 NS N8N8 NS et
Y  voete

C@ et
____voete

S8 S8 N8 S8 N8 S8 N8 N8 ——— st
% ___voete

ﬁj _ feet




Q Meet hierdie |9ne metju||e blokkies.

Use your lDIOCI(S tO medasure ‘l‘.hese |ines.

ﬂkies

blocks

@kies

_ blocks

ﬂkie

—— - blOCk

ﬁkies

_ blocks

ﬂkies

___blocks

6 Beantwoord die vrae.

AHSWGY‘ H‘\e questions.

ol— — —

.3 ®

Skrgf die 9eta| neer.

Write the number.

Watter |Hn is die |<Jngs‘l'.e’.P

Which line is the |on9es{'.'.'>

Watter |Hn is die kortste”

Which line is the shortest?

WCEL I I Meet lengtes



DAG 5 » DAY 5

Vaslegging

Consolidation

WERKKAART WERKKAART
WORKSHEET WORKSHEET

0 Nommer die stringe van die kortste tot die |angs’ce.

Number the strings from shortest to longest.

@ Omkring die kortste string.

Circle the shortest string.

r‘
F

€ Trek lyne van die kortste tot die langste.

Draw 4 lines from shortest to |on9es‘l'..

Die kortste Die |an95’te

Shortest Longest




Q Hoeveel vierkante lank is elke lint”

How mMany squares |on9 is each ribbon?

N e e ‘T I
BT e - .
= _ S e

6 Hoeveel hande lank is die bome™

HOW many hands tO” are ‘U’\e trees?

LRIl Vaslegging



DAG 1+ DAY 1

3D voorwerpe

3-D objects

FIZZ-POP - ' l l
(HOOFREKENE A e [KONSEPONTWIKKELING [SPELETJIE (WERKKAARTE)
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
FIZZ POP - BONDS UP TO 10

0 Trek die woorde na.

TFCJCG H’\e WOFdS.

@ Plaas 'n regmerkie (v/)langs die prente wat soos bokse Iyk.
Put a /nex‘l‘. to the pic‘l‘.ures that look like boxes.

PIGGS 'n X |angs dle prente WOt S00Ss ba”e |H|<
Put a X next to the pictures that look like badlls.




9 Hoeveel balle is daar™

HOW many bO”S’?

Hoeveel bokse is daar?

HOW many bOXGS?

IS dGOI" meer ba||e O'F meer bOI(SG?

Are Jchere more bCJ“S or more boxes?




DAG 2 « DAY 2
Bou met blokkies

Building with blocks

FIZZ-POP - ] l '
[HOOFREKENE e T e s s (KONSEPONTWIKKELING (SPELETJIE [WERKKAARTJ
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEET
FIZZ POP - BONDS UP TO 10

Speletjie: Boots my vorm na ~N
Game: Copy my shape

Maak ‘'n vorm
wat dieselfde

as myne lyk.

Make the same

shape as mine.

Voe| aan my vorm en maak

een wat dieselfde |9k.

Feel my shape and make
one that is the same.

Is dié vorm dieselfde
as joune?

Is this the same as

yours?




a Maak die vorms metJou blokkies.

Make 'H'\e shapes using your blOCkS.

*

@ Pas die vorms wat dieselfde is bg mekaar.
MOtCI"\ H‘\e shapes 'H'\G't are J(‘.he same.

Bou met blokkies



DAG 3 * DAY 3

Geometriese patrone

Geometric patterns

FIZZ-POP - ' l l
(HOOFREKENE A e [KONSEPONTWIKKELING [SPELETJIE (WERKKAARTE)
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
FIZZ POP - BONDS UP TO 10
0 Brel dle patrone Ul't.

Extend the pat‘l‘.erns.

VANII=RAN
(00300c

OO OO




@ Brei die patrone uit.

Exte hd H’\e patterns.

/NINLN

AON AN

9 Brei die patrone uit.

Exte nd H’\e patterns.

Yecce

WEELE:ERILEJl Geometriese patrone



DAG 4 « DAY 4
Geometriese patrone
Geometric patterns

FIZZ-POP - l l ]
(HOOFREKENE A e [KONSEPONTWIKKELING [SPELETJIE (WERKKAARTE)
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
FIZZ POP - BONDS UP TO 10
0 |<|eur c||e b|o|<|<|es INomMm Clle patrone VOOF‘t JCe Sl't.

Colour in the blocks to continue the patterns.

EOOOOOOO{OOOOO

O

O

OO

@ Maak die handeldap—, voetestamp— en vingertikpatroon vir

elkeen van die treine hier bo.

Make the clapping, stamping, J(:cnlppir\g pattern for each of the trains above.

Sleutel

Key

stamp tik

s‘l‘.amp

klap

ClCIP

[ O

tCJP




9 Brei die patrone uit.

Ex‘tend Jtl'\e patterns.

A
OOOLIOOO
ANOAO

ANOLIAO

/NNOANNO

Q Tekenjou ele patrone met die vorms wat gegee word.

DFGW your own pat‘terns USiﬂg ‘the 9iven shapes.

AT A AT

O

O/ X

WECTE: KL Geometriese patrone



DAG 5 » DAY 5

Vaslegging

Consolidation

WERKKAART WERKKAART
WORKSHEET WORKSHEET

“ Tel die vorms.

Count the shapes.
balle bokse
balls boxes

@ Omkring die grootste badl

Circle the biggest ball.

9 Omkring die kleinste boks.

Circle the smadllest box.



tttttttttttttttttt

00/ \NOO/\
AN/

A A
==




DAG 1+ DAY 1

Bou met 3D voorwerpe
Building with 3-D objects

[HOOFREKENE :ﬁétﬁ.ﬁs l 5 [KONSEPONTWIKKELING l 5 (SPELETJIE
MENTAL MATHS CONCEPT DEVELOPMENT GAME
SALUTE GAME

WERKKAARTE
WORKSHEETS

“ Gese|s oor ba|vorms en boksvorms.

TG”( about bO” shapes Ohd bOX shapes.

 Woatter hiervan is groot? J
Which are big?

 Woatter hiervan is bdlle” o
Which are badlls?

o Woatter kleur is elkeen”
\/\/I"\Ot COlOUY' are ﬂ'\eg?

Watter hiervan is klein?

Which are smadll?

Watter hiervan is bokse”
Which are boxes?

WASHING
POWDER

BISCUITS




@ Teken 'n badl. 9 Teken 'n boks.

DFGW a ba” DFOW a bOX.

Q Merk die blok om te wys of die voorwerp 'n bal of

'n boks is.
Tick the block to show if the obJech is a ball or a box.

badl boks bdl boks bdl boks
bal [ 7] box bal box bal box

bal boks bal boks badl boks

ball box ball box ball box

(=)

" S K. REll Bou met 3D voorwerpe



DAG 2 « DAY 2
Bou torings

Building towers

[HOOFREKENE :le-lLJEE'Ej:-E ’ 3 [KONSEPONTWIKKELING l 3 (SPELETJIE l 3 (WERKKAARTE)
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
SALUTE GAME

“ Sal die JCOring b|9 staan” Merk die korrekte antwoord.

Will the tower stand? Tick the correct block.

Ja

Yes

S J—Cl Nee J—CI Nee J—O Nee

)’es N o )’es NO )’es NO

1y,

@ Kanjg n JCOring met dl hierdie voorwerpe bou” Skrgfja of

Nnee Nneer.
Can you build a tower with dll these obJ'echs'.P Write yes or no.

rIj

~
e

@)

Kanjg n torinE met al die vo|9ende voorwerpe bou?
Merk dle |<orre Jte antwoord.
Can you build a tower with dll of the fo“owing objects? Tick the correct block.

DADADDTD O 9 O_d
@@®@@@

J_O Nee J_O Nee J_O Nee

Yes NO Yes NO Yes N O




O Het hierdie vorms plat of ronde (geboe) sye” Merk die

korrekte antwoord.
Do these shapes have flat or curved sides” Tick the correct block.

@ p|aJl: sge ronde sge
Q’ flat sides curved sides
Ve

p|aJt sge ronde sge
flat sides curved sides
p|a{‘, SHe ronde sge
flat sides curved sides
p|at Sge ronde sge
flat sides curved sides

6 Merk die een wat nie pas nie.
Tick the odd one out.

o/ ©

—
@

88 WCEL S KM [l Bou torings



DAG 3 * DAY 3

Gly en rol
Slide and roll

[HOOFREKENE :le-lLJEE'Ej-E ’ a[KONSEPONTWIKKELINGI a(SPELETJIE l B(WERKKAARTE)
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
SALUTE GAME
“ Kan hierdie voorwerpe 9|g of rol? Merk die korrekte

OhtWOOFd.
Will these obJ'ects slide or roll? Tick the correct answer.

9'9 ro|

slide roll
%

9'9 ro|

slide roll

9'9 ro|

slide roll

9'8 I'"O|

slide roll

9'9 ro|

slide roll

@ Merk dle voorwerpe Wat |<an 9'8

Tick the obJec‘ts that can slide.




Speletjie: Gly dit of rol dit?

Game: Slide or roll?

Ek kies gly
T chose slide.

Ek kies rol.

I ChOOSG FO”.

Die snesieboks
gaan gly.
The tissue box

will slide.

Die potlood

gaan rol.

The pencil will roll.

Die spe|ers hou aan om voorwerpe op te noem wat kan 9|9
of kan rol. Die spe|eJche IS verbg sodra een spe|er nie meer
aan enige voorwerpe kan dink nie. Die leerders kan dit in
verskillende pare of groepe spee|.

P|agers carry on naming things that slide or roll. The game is over when one p|ager can’t think
of any more obJecJCS. Learners can p|ag in different pairs or groups.

-

J

9 Kan die voorwerpe rol of g|g? Merk die korrekte antwoord.

Can the obJects roll or slide? Tick the correct block.

= Q)
Dit rol. Dit 9|9. Dit rol. Dit 9|g.
It rolls. / It slides. It rolls. It slides.
Dit rol. Dit 9|9. Dit rol. Dit 9|9.
It rolls. Tt slides. It rolls. It slides.
Dit rol. Dit 9|9. Dit rol. Dit 9|g.
It rolls. It slides. It rolls. It slides.




DAG 4 * DAY 4

Vlakke van 3D voorwerpe
Faces of 3-D objects

[HOOFREKENE g‘;'ét’gfjlz l 5 [KONSEPONTWIKKELING l 5 (SPELETJIE
MENTAL MATHS CONCEPT DEVELOPMENT GAME
SALUTE GAME

WERKKAARTE
WORKSHEETS

)

0 TrekJ'ou bOI(S Na en Jteken prente.

TY‘OCG your bOX and draw pictures




@ Teken die 6 vlakke van elkeen van hierdie bokse. Gebruik 'n

werklike boksvorm omJou te |r\e||o.
Draw H‘\e 6 FGC@S OF each O‘F these bOXGS. Use a rea| bOX shape tO he|p HOU.

|
|
¥

(<)

WL S KA M Viakke van 3D voorwerpe




©

DAG 5 » DAY 5

Vaslegging
Consolidation

WERKKAART WERKKAART
WORKSHEET WORKSHEET

bal bal boks bal boks
ball ball box / ball box
bal boks bdl boks bdl boks
ball box ball box ball box
= i

bal boks bal boks bal boks
ball box ball box ball box
ro| ro|
roll slide / roll / slide

L

W
ro| 9'8 ro| 9'8
roll slide roll slide




@ Omkring die voorwerpe wat kan rol
Circle the objects that can roll.

Q Omkring die voorwerpe wat kan 9'9-

Circle the obJects that can slide.

9 Trek 3D voorwerpe in die klaskamer na en teken prente.

Trace 3-D obJects from around the classroom and draw picturesl




DAG 1+ DAY 1

Getalkombinasies van 10
Bonds of 10

FIZZ-POP - ] ' l
[HOOFREKENE v . (KONSEPONTWIKKELING [SPELETJIE [WERKKAARTEJ
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEETS
FIZZ POP - BONDS UP TO 10

tien
ten

- 4 ittt
[0 .

L |
|2345678QIO

Maak 10.

Make 10.

[0 10 0

......

[, 10 10 0




” Rekordeer die maniere om 10 in die

geta|kombinasiehuis te maak.
Record the ways to make up 10 in the bond house.

Speletjie: Stringe krale
Game: Bead strings

- 00000000000

Hoeveel krale
steek ek weg?

HOW many beads

am L hiding?

—

(2]

"L aER IR Getalkombinasies van 10




8

2

@ Watter ander geta”e maak 107

OHCI

en

and

2

8

maak

make

maak

make

What other numbers make 107

5

en

and

en

Gﬂd

en

OI"\CJ

en

Ghd

en

Gﬂd

en

and

en

Gﬂd

en

and

en

and

en

and

5

10

maak

make

maak

make

maak

make

maak

make

maak

make

maak

make

maak

make

maak

make

maak

make

moak

make

10

10

10

10

10

10

10

10

10

10

10

10

PP

Bonds of 10 ERAYELELR[V RN [TRI



DAG 2 = DAY 2

Tien in stories
Ten in stories

FIZZ-POP - ] ' l
HOOFREKENE o\ Ve ASIES TOT 10 (KONSEPONTWIKKELING (SPELETJIE [WERKKAARTJ
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEET
FIZZ POP - BONDS UP TO 10

)

o
¥
i &y
| y f AR A
%, [V ai L

- ;\.E". t‘“ ) ‘,-1 9 -I i iﬁﬁ”
3 \13 : %tt‘ §

R b7 SRR R

Gebruikjou tellers om Fanie Voel se storie vir ‘'n maat te vertel.
Begin met 10 voels in die klein boompie en laat die voels een vir een

na die groot boom oorv|ieg.

Use your counters to tell the storg of Bi||g Bird to a friend. Start with 10 birds in the small tree
and let them ﬂg over to the big tree one bg one.



Ten in stories



DAG 3 » DAY 3
Kom ons maak 10

Let’s make 10

FIZZ-POP - ] l '
[HOOFREKENE T e T e (KONSEPONTWIKKELING (SPELETJIE [WERKKAARTJ
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEET
FIZZ POP - BONDS UP TO 10

Speletjie: Eerste by tien N
Game: First to ten

Ek het 3 en het O neel
7 meer nodig Dis te veel.
om te wen. e
I have 3 and I need Oionooi'n-l;hll—f IS
7 more to win. cn.

J

g

S and 5 make ten,
so L win.

5 en 5 maak tien,
dus wen ek.




Hoeveel meer om 10 te maak?

How many more to make 107

o000® 7
C

.“‘ Lt | en maak 10)

GHCI moke

maak 10)

make

en maak |O

Ghd make

O
O
N

en moak |O

Ohd make

090000 51 en maak | |0

and make

. q en maak |O

and make

en maak 10)

and make

‘ ‘ ‘ 3 en maak |O

and make

O en maak |O

Gﬁd make




DAG 4 ° DAY 4
Tien stappe

Ten steps

FIZZ-POP - ] l '
(HOOFREKENE T e T e (KONSEPONTWIKKELING (SPELETJIE [WERKKAARTJ
MENTAL MATHS CONCEPT DEVELOPMENT GAME WORKSHEET
FIZZ POP - BONDS UP TO 10

Speletjie: Steek die rivier oor
Game: Crossing the river

Olifant en Sebra moet die

rivier oorsteek deur op die

Jtrapkhppe te Jtroqo.

¢y

S

01112131:1516171819 )10

E|ep|‘\ant Ghd Zebra much Cross Jthe river

bg stepping on the stepping stones. %0@9@6@0@@@

Spee| saam met ‘n maat om te sien wie eerste daar gaan
uitkom. Beweeg metJ'ou - en 2-kaarte.
P|ag with a partner to see who will get there first. Use your | and 2 cards to move.

%@9@@@0@@[@

%0@906@0@@[@

3 Ko
(3141516171819]I0]

Die eerste persoon wat bg 10 uitkom, is die wenner. Slaan ‘n

beurt oor ang oor |0 getrap het.

First person to reach 10 wins. Miss a turn if you step over 0.




Hoe |J£pp ttngO

f@“@“@“@“@“ Qoo
56@@%@@@9@w
00Ol00I00LO
/6%@@@@@a@w
5666@%@@@@m
5%@@@@@@a@w
N00BO0l0

éi-.q”;
O OOEO®WEE@®@Lo
Ten steps




DAG 5 « DAY 5

Vaslegging
Consolidation

WERKKAART WERKKAART
WORKSHEET WORKSHEET

0 Teken die ko||etJies en vul die ontbrekende geto”e In.

Draw the dots and fill in the missing numbers.

00000 | N ...
eoe0e~ -

""‘ 5 en maak | |

Ohd make

‘ q en maak |O

Ohd make

en maak IO

and make

o 00 060
o 00 060
O
O
O
~N

? | en maak |O

and make




@) Voltooi die getaltabelle.
9

Comp|ete Jthe number ‘l‘.ab|es.

0

10

Consolidation
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