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In hierdie Leerderaktiwiteitsboek is aktiwiteite vervat wat vir 50 dae van onderrig in kwartaal 1
beplan is. Daar is konsepontwikkeling-aktiwiteite, individuele leerdersaktiwiteite en speletjies wat
die leerders in pare en in 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 asook in Engels. Dit behoort hulle vir die lewenslange leer van wiskunde toe te rus.

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 bied om hulle te help om grondslagkennis van wiskunde op te doen.

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

DAG 1+ DAY 1

Stel getalle voor
Representation of numbers

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

KOLKAART-
N [HOOFREKENE CETALKOMBINASIES ’ ;(SPELETJIE ' ;[KONSEPONTWIKKELING ’ ;[WERKKAARTEJ
MENTAL MATHS GAME CONCEPT DEVELOPMENT WORKSHEETS
DOT CARDS NUMBER BONDS

Hoofrekene is die eerste aktiwiteit van elke dag. Die onderwyser begelei die leerders deur
hierdie aktiwiteit.

Al die ander bladsye in die boek is vir die leerders wat selfstandig of in groepe, met die onderwyser
se begeleiding en ondersteuning, daaraan moet werk. Dit kan die vorm van werkkaarte of
speletjies aanneem om die begrippe wat op daardie dag behandel is, vas te 1é. Speletjies word met
behulp van tekenprente van leerders aangebied om te wys hoe die speletjie gespeel moet word.

Alle instruksies en inligting

....................................................... Word in Afl’ikGOns gegee,

T met die Engelse vertaling
daar onder.

@ \A/gs die ge{o| met kolle, Jce||ir*\gs, simbole en woorde.

Show the number using dots, tallies, symbols and words. ﬂ
J&

@ 5 o ) o . . . HT I
: ;‘%ﬂ gﬁl ? . l o

Ses
P P d s Die leerderswerkkaarte

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

Dag 5 van elke week word vir vaslegging en assessering beplan.
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This Learner Activity Book has activities planned for 50 days of teaching in Term 1. 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 green banner.

DAG 1+ DAY 1
Stel getalle voor

Representation of numbers

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

KOLKAART-
N [HOOFREKENE CETALKOMBINASIES ’ ;(’SPELETJIE ' ;E(ONSEPONTWIKKELING ’ ;[WERKKAARTEJ
MENTAL MATHS GAME CONCEPT DEVELOPMENT WORKSHEETS
DOT CARDS NUMBER BONDS

Mental Maths is the first activity every day. The teacher will lead this activity.

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, for consolidation of
the concepts covered that day. Games are presented using cartoons of learners to show how the
game should be played.

All instructions and
. information are given in
L Afrikaans with an English

@ Wys die getod met kolle, Jce||ir*\gs, simbole en woorde. translation below.
Show the number using dots, tallies, symbols and words.
d

¥ & & 000000 i
p G
slsislsss. 6
@ @ @
Ses
d d six Learner worksheets

have a worked example
(indicated by the grey
background and the
red pencil).

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

o



DAG 1 DAY 1

Stel getalle voor
Representation of numbers

KOLKAART- ’ ' ’ ‘ \
[HOOFREKENE GETALKOMBINASIES (SPELETJIE [KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS GAME CONCEPT DEVELOPMENT WORKSHEETS
DOT CARDS NUMBER BONDS

Speletjie: Telling N
Game: Tally

* Jou onderwyser roep 'n geta| tussen 0 en 20 uit.
Your teacher will cdll out a number between 0 and 20.

J \/\/gs die getoﬂ in die ruimte hier onder met behu|p
van Jf.e||ings.

Use ‘H\e space be|ow tO ShOW ‘H\e number USiﬂg ‘l‘.a”ies.

e Sodra die rumte vol is, gaan in jou klaswerkboek aan.
When the space is full,

continue using your
classwork book.

2
|3
[[[—
5
5

Vier strepe staan langs mekaar, met w
een dwarsstreep. Dit gee 5 strepies.

HH [5S+5=10

Four lines standing and
one line crossing‘ That is 5 lines.

Hit

S} o J
- J

“ \/\/gs met Jce||ir\95.

Q(E Wil | e q

|4 16 20

2]



@ \/\/gs die 9eta| met kolle, JCe||ihgs, simbole en woorde.

ShOW ‘l‘.he number using dOtS, ta“ies, sgmbo|s and WOFdS. f
-

V) &) & Q00000 | I
P9 Y

7 '~ 7
ses
Six

EEE
SRE
SRE
SRE

@\ \B\P\P

of of of of
of of of

OOO D0

Representation of numbers ERYVEELAKNV TR @




DAG 2 = DAY 2

Getallelyne
Number lines

KOLKAART- l l l
(HOOFREKENE GETALKOMBINASIES (SPELETJIE [KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS GAME CONCEPT DEVELOPMENT WORKSHEETS
DOT CARDS NUMBER BONDS

“ Vul die ontbrekende geta”e In.

Fill in the missing numbers.

¢ l | | | | l | | | | l 5
0 | 2 3 & 5 6 7 8 9 10
¢ 1 | | | | l | | | | l 5
0 3 & 5 __ 7 8 __ 10
¢ ] | | | | 1 | | | | 1 5
o _ 2 3 __ 5 6 7 8 a9 __
¢ ] | | | | l | | | | l 5
o 112 13 __ 5 __ 17 18 __ 20
¢ ] | | | | 1 | | | | 1 5
o __ 13 W __ 16 17 18 19 20
¢ ] | | | | 1 | | | | 1 5
T k15 6 8 19 20



( .
Een meer as &4 is 5.

@ Tel op die geta||e|9n op. Sis| groter as b

Add on the number line. 5 staan ng 4.
One more than & is 5.
Sis bigger than & bg l.

L S comes after &. )

+

| | | | I/—NI | | | | |
L*'H_i‘o | 2 3 4 5 6 7 8 494 10
7+|= <I | | | | | | | | | I>
— 0 | 2 3 4 5 6 7 8 9 |0

Een minder as 8 is 7.
7 is | kleiner as 8.
7 staan voor 8.

One less than 8 is 7.
7 is smadller than 8 log |.

L 7 comes before 8. )

9 Trek op die 9efa||e|gn af.

Sub‘l‘.roc‘l‘. on tlr\e number |ine.

| | | | | | | F\I | |

8-l=7 %2 3 & 5 ¢ 7 s 4 10

_ Pl | | | | | | | | | | | N

O-l= V% 3 % 5 & 7 &8 9 10

e SI(FH'F een Mmeer neer. 6 SI(FUF een minder Nneer.
Write one more. Write one less.

7 8 f 5 6 S f |0
|0 g 20 |8
19 0 1 8

Number lines ERYCELAKN . [TWi @



DAG 3 » DAY 3

Van die kleinste tot die grootste
Smallest to biggest

KOLKAART- ’ ’ ’
[HOOFREKENE GETALKOMBINASIES [SPELETJIE [KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS GAME CONCEPT DEVELOPMENT WORKSHEETS
DOT CARDS NUMBER BONDS

“ Vul die ontbrekende geta”e In.

Fill in the missin9 numbers.

l l l l l 1 l l l l RN

| I I B
S 6 7 8 9 1011 12 13__1516 17 18 19 20

I
o I 2 3_4

ya
A

S I S I A N N
0 I 12 13 14 15 16 I7__19 20

P | l
<

L1 1 1
o I 2 3 & 5

\J_
a)_
_Q_

@ Voltooi deur <, > of = te skrgf

Comp|ete bg writing <, >or =,

( 5is groter as 2.

2 is kleiner as 5.

20 > 2 10 S 5>2

B — _— Sis bigger than 2.

2 is smdller than 5. e ~
................................................... Die krokod” maak

|5 5 22 |2 2 is kleiner as 5. altyd sy bek oop
om die grootste

5i t 2.
'S groter as geta| op te vreet!

2 is smadller than 5.

|5 25 |O |O The crocodile o|wags

- 5is bigger than 2. opens his mouth
to eat the bigger

I
S number! D

9 Rangskik geta”e van die kleinste tot die grootste.

Order numbers from sma”est 'tO blggest

& 8 20 18

2 1220

Q Rangskik geta”e van die grootste tot die kleinste.

Order numbers From blgges‘t tO sma”est

& 20 I+ 8 18

9 10 9 7




Speletjie: Vinnige wiskunde met kaarte - rangskik ™
Game: Fast maths with cards - order

e Skommel die 0-20-kaarte.

Mix cards from 0 to 20.

* Sit dit op 'n hopie neer.

Place in a pi|e.

* Draai drie kaarte om.
F|ip up three cards.

o Rangskik dit van die kleinste
tot die grootste.

Order from sma”est tO blggest

.
6 _ulo dra 15 liter water. Die kat weeq S |<i|09ram.
Neo dra 12 liter water. Die hondjie weeg
Wie dra meer water? 10 |<||09ram.
Watter dier weeg meer™
Hoeveel meer?
Hoeveel meer?
Lulo carries I5 litres of water. The cat weighs S |<i|09roms.
Neo carries 12 litres of water. The small dog weighs 10 ki|09rams.
Who carries more water? Which animadl weighs more”
HOW much more? HOW much more?
G Voltooi die 9eto|patrone.
Comp|ete the number pa‘tterns. }
3 Ly S 6 / 8 15 | 16
IO | 9 S 14 | 13
22 | 2l 18 | 19

0 Omkring die munt wat meer 9e|d wys.

Circle the coin that shows more money

Smallest to biggest ERAVEEL QKN T @



DAG 4 * DAY 4
Halwe/die helfte

Half
( KOLKAART- )
HOOFREKENE GETALKOMBINASIES SPELETJIE KONSEPONTWIKKELING % WERKKAARTE
MENTAL MATHS GAME CONCEPT DEVELOPMENT WORKSHEETS
\_ DOT CARDS NUMBER BONDS )
I worsbroodjie | toebroodjie | kol
| hotdog | sandwich | dot
€ ®» | P 4 d D
halwe halwe halwe halwe halwe halwe
half half half half half half
“ Deel 9e|l:]|<op 'tussen 2 Ieerders. Ek sny dit in 2 gelyke
7 . . . dele. Elke leerder
Trek N S‘l‘.reep N dle mlclde| O'F. kry 'n halwe.
I .
Kleur N halwe in. I cut into 2 equal parts.

Share equa”g between 2 children. Draw a line. Colour half. Each child 9ets half.

D

@ \/\/gs 2 halwes op twee verskillende maniere.
&show 2 halves in two different ways.

SEOIN N

9 EI( dee| | PiZZO 9e|9|<op 'I:.USSGH 2 |eerders. Hoevee| stukke
PiZZO I(I’H e||<e |eerder? 'n Ha|we. M

I share | pizza equa”g between 2 children. How much pizza does each child 9et? half

Ek deel | sjokolade 9e|g|<op tussen 2 leerders. Hoeveel
sJoko|ade irg elke leerder”

T share | chocolate equa”g between 2 children. How much chocolate does each child 9et? .

EI( dee| | bFOOd %e|gkop tussen 2 |eerders. Hoevee| bFOOCI

I(FH e||<e |eerder .
I share | loaf of bread equa”g between 2 children. How much bread does each child get? -




Hoe laat is dit”?

What is the time?

Daar is 24 uur in
een dag.

Op 'n horlosie
se wgserp|aat
word 2 ure gewys.

'n Klok het 2 wysers.

There are 24 hours in one dag.

A clock face shows us 12 hours.

A clock has 2 hands.

Die kort wyser dui die
uur van die dag aan.
The SI"\OY“t hand points tO the hour O'F H\e dOH

Die |an9 wyser dui die
minute aan.
The |on9 hand points to the minutes.

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

Die minuutwgser
beweeg elke uur so e
reg om die horlosie. . |
Daar is 60 minute ¢ [= g-mmmeeeeeee

in 'n uur. ¥

The minute hand goes 40
around the clock every hour.

There are 60 minutes in an hour.
30

30 is die helfte van 60. Wanneer die
minuutwuyser na die 6 wys, praat ons
van 'n ‘halfuur’.

30 is half of 60. When the minute hand points to the 6, we say
‘half past’.

Wanneer die uurwyser op die 4 staan en
die minuutwgser op die 6 staan, sé ons in
Afrikaans dis halfvyf ('n halfuur voor 5-uur).
Maar ons skrgf dit as 04:30.

When the hour hand is on the 4 and the minute hand is on the 6,
we say, ‘half past 4. We write 4:30.




DAG 5 « DAY 5

Vaslegging
Consolidation
(WERKKAART ' B[WERKKAART]
e A
Kom ons praat Wiskunde!
Let’s talk Maths!
In Afrikaans Sé ons: In EhgllSh we SOBZ
tel op of tel bymekaar add
NeeM WG take away oo
teleen by addone &
neemeenweq take awayone
Vergeluk COMPArE
die koei is groter as diekat the cow is bigger than the cat
die kat iskleiner as diekoei the cat is smaller than the cow
vier ismeer asdrie four is more than three
drie is minder as vier three is less than four
eI ncelookc NN i o1 -1 ==l U )
0 \/\/gs die Jt:e||ih9. Bereken.
TO”U Ca|cu|ate,
|6 I+ + | = 20— =
@ Rangskik diec?eta”e van die 9 Skrgf een minder.
kleinste tot die grootste. Write one less.

Order ‘H\e numbers from sma”est tO |ar9est.

20

Write one more.

12

SI(F H'F een meer.

Q Vul die ontbrekende getdlle in.
g

Fill in the missing numbers.

D e O ey Y Y N N
O I 2 3_5 6 7 8 9 101 12 13_1I516 1718 19 20




6 Voltooi die 9eto|patrone.

Comp|ete ‘the number patterns.

23 | 22 18 6 | 17
14| 13 g 8 | 9
718149 28 | 29

O Tel op of trek af,

Add or subtract.

9+ | = 201 = 15 -1 = 0+1=__

8—1= 20+ | = 18 — | = 0 -1 =

e Rongskik die geta"e van die 9rootste tot die kleinste.

Order Jthe numbers from |GF9€St tO sma”es‘t.

5 8 19 9 19 16 26 6

@ Vul die ontbrekende geta"e In.

Fill in the missing numbers.

D I O O ey I Y B N
o_2__4_ _6__8__10 12 14 16 18 ___ 20

D2 I I Y Sy S Y R N
O I 2 3 & 5 6 7 10 13 1% 15 16 17 18 19 20

@ Voltooi deur <, > of = te skrgf.

Comp|ete bg writing <, >or =.

Consolidation ERVEEL KN TES



DAG 1 DAY 1

Verdubbel
Double
HOOFREKENE BOU MET BLOKKIES SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS BUILD WITH BLOCKS GAME CONCEPT DEVELOPMENT WORKSHEETS
Speletjie: Vinnige wiskunde met kaarte - 2 meer N

Game: Fast maths with cards - 2 more

o Spee| saam met 'n maat.
P|ag with a friend.

* Skommel die 0—0-kaarte. Sit dit op 'n hopie neer.

Mix cards from 0 to 10. Put in a pi|e.

* Draai een kaart om.
F|ip one card.

e Tel2 bg.

Add 2.

e Werk deur die hopie.

Work H‘\rough the pi|e.

e Doen dit weer. Vinniger! Wanneer ons
. , verdubbel, herhaal
S Doit again. Faster! ons 'n getal 2 keer.
When we double,
we r‘epea‘t a
0 L number 2 times. )
Verdubbel & Verdubbel 3 Verdubbel 5
Double & Double 3 Double 5
s 3|
e o+ *“
@ @
4 verdubbel is 8 . 3 verdubbel is . 5 verdubbel is .
Double 4+ is 8 . Double 3is . Double 5is ___.
L+ 4 =8 3+3= 5+ 5=
b x2=8 I3Ix2 = Sx2=
Daar is twee 4's Daar is twee 3's Daar is twee 5'e
in 8. N 6. in 0.
There are two ks in 8. There are two 3sin 6. There are two 5sin 0.




Hoeveel fietse is daar™

How many bicgc|es?

Hoeveel wiele is daar™?

HOW many Wh@GlS?

34 Fo G G G G Fo Fo Fo Fo Fo

fetlse|2f345678q|o
ICHCGS
V\}/1|e||e 2 LI-

Hoevee| muntstukke IS daor?

How many coins”

Hoevee| rande IS daar?

HOW many Rands?

Onderstreep die eerste
geta|. Omkring die

antwoord.

6 Trel( OP dle 9e'to||e|5n (TF. Underline the first number.

Circle the answer.

Sub‘tract on tlne number |ine.

"IN
T T Y N
—— 01 234567849I101 1213140916 17 18 1920

S N S Y [N
Ol 2345678 9I10I12131%1516 17181920

0 -9 = D2 I I I N S Y [N
— 01 23456789101 12I131%1516 1718 1920

@ Telin 2's deur bg 2 te begin. Kleur elke sprong in.

Count in 2s starting from 2. Colour eachJ'ump.

] s R s [ 6 [ 7 8| a0

v 4

I 12 13 |4 15 16 17 18 19 20




DAG 2 » DAY 2
Tel in 3’s

Counting in 3s

HOOFREKENE BOU MET BLOKKIES SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS BUILD WITH BLOCKS GAME CONCEPT DEVELOPMENT WORKSHEETS

0 Tel aan in 3's.

Cougt Forwéards in ;S‘f
12
PR

Hoeveel potte is daar”

HOW many POtS?

Hoeveel poJce is daar™?

HOW many |egs?

° eseesesses
foffte|2345678q|o
E;Jte 3 6f

Q Hoeveel driehoeke is daar?

/\ /\ /\ How many Jl:rian9|es?
Hoeveel sye Is daar?
How many sides?

6 Die taxi-rit kos R3. Hoeveel kos 'n rit @ Hoe laat is dit?

vir 2 mense?® What is the time?

The taxi ride costs R3. How much does it cost for 2 peop|e?

Die taxi-rit kos R3. Hoeveel kos 'n rit
vir 3 mense”
The taxi ride costs R3. How much does it cost for 3 peop|efl>




O Tel op of trek af op

Ons kan 'n halwe
van 3 krg! Kyk hiersol

We can take half
of 3. Check it out!

3 kolle 3 worsbroodJies Hoeveel

3 dots 3 hotdogs worsbroodjies
. ’ kry elke
leerder?

HOW many hOtdOgS

does each |eorner

>

( et?
Q) & °
halwe halwe halwe | halwe
half half half half

Onderstreep die eerste 9eta|.
Omkring die antwoord.

Underhne the ﬂrst number.

Circle the answer.

die 9eto||e|gn.
Add or sub‘l’.rac'l’. on tl’\e number |ine.

— l N N Y Y I N
T = 20 01 234L56789aIl0ll 121314151617 181920
I|—3 = D2 I T I Y N

— Ol 23456 789I0I 1213115161718 1920

— 28 N I S Y Y A Y N
T+3=__ Ol 234567 89I0I12131%1516 17181920

@ Vul die ontbrekende getadlle in.
9

Fill in the missing numbers.

| 2 3 L 5 7 8 10
I 13 |4 16 17 19 20
22 | 23 25 | 26 28 | 29

Counting in 3s ERYEELFAR [T



DAG 3 » DAY 3
Tel in 4’s

Counting in 4s

HOOFREKENE
MENTAL MATHS

BOU MET BLOKKIES SPELETJIE KONSEPONTWIKKELING WERKKAARTE
BUILD WITH BLOCKS GAME CONCEPT DEVELOPMENT WORKSHEETS

12

O ©O-

5

O ©O-

¢ b o

Hoevee| karre IS dOOF?

HOW many COI’SI.P

Hoeveel wiele is daar”

HOW many Whee|s?

fof of

Hoeveel perde is daar™?

HOW many horses?

Hoeveel pote is daar™?

HOW many |egs?

Hoeveel vierkante is daar”

HOW many squares?

Hoeveel sye Is daar”?

How many sides?

Die taxi-rit kos
Ri. Hoeveel kos
dit vir 2 maats

om met die taxi te rg?

The taxi ride costs R4. How much does
it cost for 2 friends to ride the taxi?

@ Hoe laat is dit?

What is the time?

Emihle het RIO. Sg betadl
Ri om met die taxi

te ry. Hoeveel |<|ein9e|d
krg sg?

Emihle has RI0. She pays R4 to ride the

tOXi. HOW much change CIOSS she get?




G L kolle 4+ worsbroodjies Hoeveel

4 dots % hotdogs worsbroodjies
’ krg elke
leerder?

get?

[ [ HOW mang hotdo S
@ @ does each Ieornerga

Onderstreep die eerste getal.
Omkring die antwoord.

0 Tel OP OF trek O.F OP dle Underline the first number.

9e'tq”e|9n_ Circle the answer.
Add or subtract on the number line.
+h
/N
6 + LI' — | ¢ Y S S (N Y [ Y[ (Y [ [ [ [ N [ I Y (NN | >
— O|23L|-5§78QI| 2 13141516 17 18 19 20
—_— /2 N A N N NN N N N N AN (NN (N NN N N AN N N N N AN
20-t=__ Ol 2345678 9I10Il121311516 17 18 19 20
— p N Y N N N S NN Y A N [ N N N AN (N I N N | N
8+h=__ Ol 23 45678 9I10IlI121311516 17 18 19 20

@ Vul die ontbrekende 9e’ta||e In.

Fill in the missing numbers.

| 2 3 er 5 6 7 qg 10
I 12 13 15 16 17 19 20
A 22 | 23 25 | 26 | 27 29 | 30
3l 32 | 33 35 | 36 | 37 39 | 40

Counting in 4s ERAYEE AR ITE



DAG 4 * DAY 4
Tel in 5’e
Counting in 5s

HOOFREKENE BOU MET BLOKKIES SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS BUILD WITH BLOCKS GAME CONCEPT DEVELOPMENT WORKSHEETS

“ Tel aan in S'e. @ Tel terugin S'e.
Count forwards in 5s. Count backwards in Ss.
S |10 |5L) S0 | 45| 4O
25 | 30 35| 30
15 | 20 25 | 20

9 Hoeveel hande is daar?
HOW mang hands?
Hoeveel vingers is daar”
HOW mang ﬂngers?
hande || 1o | 3| u|5|6|7]8]alw
ands ’
vingers
ﬂnger‘s

(5) Hoeveel muntstukke
is daar?

How many coins?

Hoevee| rande IS dOOI"?

HOW many RGﬂdS?

muntstukke I 21 3|1 4|56 | 71!181] 9I!I0
rande f
- S5 | 10




Omkring die antwoord.
Underline the first number.

Circle the answer.

{Onderstreep dle eerste ge‘ta|.

0 Te| op O'F Jl:rek OF op dle 9eta||e|9n.

Add or subtract using the number line.

— D2 N Y Y sy
6+o=___ Ol 234567 89I0I 1213141516 17181920

A\ 4

2 -5 = D2 I I I Y N
— 01 234t56789I10II1213I141516 17181920

@ Telin5'e deur by 5 te begin. Kleur die 5’e in.

Count in 5s star‘ting at 5. Colour the Ss.
| 2 | 3 | & L-'sf 6 | 7 | 8 | a9 [0
" ““ A'L’

I 12 13 |4 15 16 17 18 19 20

A 22 | 23 | 24 | 25 | 26 | 27 | 28 | 29 | 30

3l 32 | 33 | 3+ | 35| 36 | 3/ | 38 | 39 | 4O

Ll b2 | 43 | 44 | 45 | 46 | 47 | &8 | 49 | 50

@ 'n Pakkie suiker weeq 5 kilogram. Hoeveel wee
9 9 9

3 pakkies suiker”
A pack of sugar weighs 5 ki|ograms. How much do 3 bags of sugar Weigh? ~ f.

&

'n Emmer hou 5 liter. Hoeveel liter hou 4 emmers?

A bucket carries 5 litres. How many litres do 4 buckets carrg? ‘\
(]

Counting in 5s



DAG 5 « DAY 5

Vaslegging
Consolidation
(WERKKAARTP[WERKKAART]
- B
Kom ons praat Wiskunde!
Let’s talk Maths!
In Afrikaans sé ons: In English we say:
telaan count forwards
telterug count backwards ™
telaanin2's count forwardsby2 4
tel terugin2's count backwardsby2
rangskik order
vierismeer asdrie four is more than three
drie is minder asvier three isless than four
vier staanna drie four comes after three
\d._r.i.%.%’@eqn_..v___<.>.9r_..y_i.¢_t ......................................................................... three comes before four )

“ Voltooi die 9eta|patrone.

Comp|ete the number patterns.

3 6 g

b 8 12

@ ‘'n Halwe van Verdubbel

Half of Double
2 3 3 5

L 5} Lt 2




Hoevee| ﬂetse?

How many bicgc|es?

Hoeveel wiele?

HOW many whee|s?

o & G 7o &0 G G G G0 GO

ﬂetse

bicgc|es

2

3

L

S| 6|7 (8| 9]I0

wiele

whee|s

Hoevee| honde?

HOW many I'\Gl"\dS?

Hoeveel vingers?

HOW many ﬂngers?

hande

hOhdS

- |

YIIVIY

vingers

ﬂngers

Consolidation ERVEE AR ITES



DAG 1 DAY 1

Breek 6 af

Breaking down 6

HOOFREKENE SPRINGTEL SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS SKIP COUNTING GAME CONCEPT DEVELOPMENT WORKSHEETS

Speletjie: Vinnige wiskunde met dobbelstene - maak 6 N
Game: Fast maths with dice - make 6

 Gooi die dobbelstene.
Roll the dice. Ons begin vandag
= om met blokkies

e Hoeveel meer om 6 te speel.
te maak”

HOW many more tO make 6?

Todag we start
p|agin9 with blocks.

\

e Doen dit weer.
\/inniger!
L Do it again. Faster!

Speletjie: Breek 6 af!
Game: Break 6!

* Bou'n Jtoring met 6 blokkies.

Make a tower with 6 blocks.

e Breek die JCOring in 2 dele op.

Break the tower into 2 par’cs.

. Terwg|ljg dit weer bou, dink aan

'n optel ingsgetcﬂsin. oo
As you pch it together, think about an addition number sentence. 4 and zliss 6
. Skrgf die opte”ingsgetdsin. L+2=6

\ Write 2 addition number sentences.

0 Breek die JCOrihg van 6 blokkies op.
Skrgf opte”ingsgetcﬂsinne neer.

Break the 6 tower. Write addition number sentences.

% b +2=6

@ Te| op O'F Jtrek O'F om dle ontbrekende 9eto| Jl'.e krg

Add or subtract to find the missing number.

Il
o




Q Telin 6’e deur by 6 te begin. Kleur die 6’e in.

Count in 6s starting at 6. Colour the 6s.

g

2 |3 | v | S |6 | 7|8 9]0
b J 13 |4 15 16 |7 18 19 20
A 22 | 23 | 24 | 25 | 26 | 27 | 28 | 29 | 30
3l 32 | 33 | 3% | 35 | 36 | 37 | 38 | 39 | 4O
L b2 | 43 | 44 | 45 | 46 | 47 | 48 | 49 | 50
Sl 52 | 33 | Sk | 35 | 56 | 57 | 38 | 59 | 60
Q Skrgf die 9efa| bg die ko||etJie neer.
Write the number at the dot.
et oo Y o
0 S — 10 5 20

5

MUSO l’\e't 6 o|basters. IF\O l’\e't dubbe| sovee|.
Hoevee| a|bas’ters het Iﬂ(]?

MUSO hOS 6 morb|es. IHO hClS doub|e. HOW many marb|es does IHO have?

Xola het 10 albasters. 6 albasters is blou. Die res
is groen. Hoeveel groen albasters het Xola”

Xola has 10 marbles. 6 are blue. The rest are green. How many green marbles
does he have?

O Hoe laat is dit?

What is the time?

Breaking down 6 ERVEEL XA TR



DAG 2 = DAY 2

Breek 7 af

Breaking down 7

HOOFREKENE SPRINGTEL IN 10’E (0-100) SPELETJIE KONSEPONTWIKKELING WERKKAARTE

MENTAL MATHS SKIP COUNTING IN 10S (0-100) GAME CONCEPT DEVELOPMENT WORKSHEETS
Speletjie: Vinnige wiskunde met dobbelstene - maak 7 N
Game: Fast maths with dice - make 7

e Gooi die dobbelstene.

Roll the dice.
® Hoevee| meer om 7 JCe maak?

How many more to make 77

e Doen dit weer. \/inniger!
Do it again. Faster!

-

Speletjie: Breek 7 af!
Game: Break 7!

e Bou'n Jl'.oring met 7 blokkies.

Make a tower with 7 blocks.

e Breek die Jl'.oring in 2 dele op.

Break ‘H\e 'I.',OWQF into 2 PGFtS.

. Terwg|ljg dit weer bou, dink aan
n opte| ingsgetoﬂsin.
As you puJ(: it back together, think about an addition sentence.
J Skrgf 2 op’te"ingsgetdsinne.

Write 2 addition number sentences.

n Breek die JCOrihg van 7 blokkies op.
Skrgf opte”ingsgetdsinne neer.

Break the 7 tower. Write addition number sentences.
bt +3=7
344=7

@ Tel op of trek of

Add or SUth”OCt.
34 4= 542= b+ 3= 245=
7-3= 7-5= 7-b4 = 7-2=




Q Telin 2's deur by 7 te begin. Kleur die 7's in.

Count in 7s starting at 7. Colour the 7s.

g

23w ls e 78] a0
2 |3 s s | e |17 | 18 | 19 | 20
2| 22 23 24 25 26 27 28 29 30
3l 32 33 34 35 36 37 38 39 40
L 42 43 L 45 L6 L7 48 4q 50
SI 52 53 Sk 55 56 57 58 59 60
6 62 63 64 65 66 67 68 69 70
Q Skrgf die getoﬂ bg die |<o||etjie neer.
Write the number at the dot.
et e Y e 1
0 S - |0 15 _ 20

©

Dit kos R7 om bg die dorp uit te kom.

Hoeveel kos dit om dorp toe en JCerug te reis?
It COStS R7 tO get tO town. HOW much does It COSt tO ‘trove| tO ‘town and bGCk?

Sithe het R20. Hy koop 'n appel vir R7.
Hoeveel |<|ein9e|cﬁ‘<r5 hg?

Sithe has R20. He bugs an app|e for R7. How much change does he 9et?

O Hoe laat is dit?

What is the time?

Breaking down 7 ERYEEUEENV Vi



DAG 3 » DAY 3

Breek 8 af

Breaking down 8

HOOFREKENE
MENTAL MATHS

Game: Fast maths with dice - make 8
Gooi die dobbelstene.

Roll the dice.

Hoeveel meer om 8 te madk”?

How many more to make 87

Doen dit weer. \/inniger!
Do it again. Faster!

N

SPRINGTEL IN 5’E (0-50) SPELETJIE KONSEPONTWIKKELING WERKKAARTE
SKIP COUNTING IN 5S (0-50) GAME CONCEPT DEVELOPMENT WORKSHEETS

Speletjie: Vinnige wiskunde met dobbelstene - maak 8

Ons speel vanda
weer met blokkies!

Speletjie: Breek 8 af!
Game: Break 8!

Bou 'n JCOring met 8 blokkies.

Make a tower with 8 blocks.

Breek die JCOring in 2 dele op.

Break the tower into 2 parts.

Dink aan 'n aftrekkingsgetdsin.

\\

Todag we p|ag with

blocks again!

J

Think about a subtraction number sentence.

Ek neem 5 we -5 =
J Skrgf die aftrekkingsgetdsin neer. ( vans. - ] e 3:)
Write the subtraction number sentence. T take away
\ { 5 from 8. } J
0 Breek die toring van 8 blokkies op.
Skrgf die aftre kingsgetcﬂsinne neer.
Break ‘U’\e 8 ‘l‘.ower. \/\/riJCe H’\e sub‘l‘.rac‘tion number sentences.
8-5=3 8 — 8 —
8-3=5 8 — 8 —
@ Tel op of trek of
Add or sub‘tract.
S+ 3= 6+ 2= L + 4 =
8-3 = 8-2 = 8 -4 =




Q Tel in 8's deur by 8 te begin. Kleur die 8s in.

Count in 8s storting from 8. Colour the 8s.
|23 u]s]|6lp7 8] a0
e |3 [ |15 e 7 [ 8 | 19 | 20
21 22 23 24 | 25 26 27 28 29 30
3 32 33 3k 33 36 37 38 39 4O
L| b2 | 43 | 44 | 45 | 46 | 47 | 48 | 49 | 50
Sl 52 | 33 | Sk | 35 | 36 | 57 | 38 | 59 60
6l 62 63 64 | 63 66 6/ 68 69 | /0
/| /2 /3 | 7% | 75 /6 | 77 | 78 | 79 | 80
Q Skrgf die geta| bg die ko||eJche neer.
Write the number at the dot.
¢ ] | | | | | | | ? | | | | | | | | A A | S
0 S — 10 1S - 20
@ Afikile het R20. Hg koop vrugte vir R8.
Hoeveel |<|ein9e|c| krU hg? 6
Afikile has R20. He bugs fruit for R8. How much change does he get?

Die taxi-rit kos R8. Hoeveel kos die rit vir 2 mense?
The taxi ride costs R8. How much does it cost for 2 peop|e to ride”

O Hoe laat is dit?

What is the time?

Breaking down 8 ERYVEELEEN VK



DAG 4 * DAY 4

Breek 9 af

Breaking down 9

HOOFREKENE SPRINGTEL IN 2’S (0-50) SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS SKIP COUNTING IN 2S (0-50) GAME CONCEPT DEVELOPMENT WORKSHEETS

Speletjie: Vinnige wiskunde met dobbelstene - maak 9
Game: Fast maths with dice - make 9

e Gooi die dobbelstene.

Roll the dice.
® Hoevee| meer om q JCe maak?

Ek neem 6 weg

How many more to make 97
e Doen dit weer. \/inniger! > 3
Do it again. Faster!
\
Speletjie: Breek 9 af!
Game: Break 9! Ek "f::g weg

* Bou'n toring met ao3e e

van 9.

T take away 3 from a. I take away 6 from 4.

9-6=3

9 blokkies.

Make a tower with 9 blocks.

* Breek die JCOring in 2 dele op.
Breadk the tower into 2 par’cs.
J Skrgf 2 a]“trekkingsgetdsinne

neer.

Write 2 subtraction number sentences.

.

0 Breek die toring van 9 blokkies op.
Skrgf die aftre kingsgetcﬂsinne neer.

Break the 9 tower. Write the subtraction number sentences.

9-6 =3 q- g -
9g-3=6 q- g -
@ Tel op of trek aof
Add or subtract.
q— = 6+2=__ b+ 4=
8 — = 8-2 = 84 =




@ Tel in d's deur by 9 te begin. Kleur die 9's in.

Count in 9s starting from 9. Colour the 9s.
| 2 3 b4 S 6 7/
|1 12 13 |4 15 16 17
A 22 23 | 24 | 25 26 27
3l 32 33 34 | 35 36 37
Ll b2 | 43 | 44 | 45 | 46 | &7 | 48 | &9 | 50
Sl 52 53 | Sk | 55 56 S7 | 38 | 39 60
6l 62 63 64 | 65 66 67 68 69 /70
/1 /2 /3 | 7% | 75 /6 /7 | 78 /9 | 80
8l 82 83 | 84 | 85 86 87 | 88 | 89 | 90
@ Skrgf die getoﬂ bg die ko||etjie neer.
Write the number at the dot.
DN Y I N NN AN AN Y IR A AN Y I NI AN SN N N N AR NN
0 S 10 15 20

6 Die sokkerwedstrgd begin so gens om 9-uur. Dit eindig later
die oggend om |0-uur. |'E>e |an€?< het die wedstrgd 9eduur?

S

The soccer game started at 9 in the morning. Tt ended at 10 in the morning.
How |on9 was the 9ame?

Die netba|wedstr9d begin soggens om 09:30. Dit eindi
later die oggend om 10:30. Hoe lank was die wedstrgd.

The netbadll game started at 9.30 in the morning. Tt ended at 10.30 in the morning.
How |on9 was the 9ame?

O Hoe laat is dit?

What is the time?

Breaking down 9



DAG 5 « DAY 5

Vaslegging
Consolidation
WERKKAART WERKKAART
WORKSHEET WORKSHEET
4 N\

Kom ons praat Wiskunde!

Let’s talk Maths!

In Afrikaans sé ons: In English we say;
addition

” Voltooi die geta|patrone.

Comp|e‘l’.e the number patterns.

70 69 68
22 24 26
@ 'n Halwe van Verdubbel
HOH\O'F Double
6 8 6 8
b4 10; b4 10;




Hoevee| ﬂetse?

How many bicgc|es?

Hoeveel wiele?

HOW many whee|s?

S G S o G o G o G GO
Ejie|2345678q|0
wiele
Whee|s

Hoeveel hande?

HOW mang hands?

Hoeveel vingers'.P

HOW mang ﬂngers?
hande |\ |\ 9 | 3 lu|s|e|7|8|all0
vingers
ﬂngers

Consolidation ERYEEEEI TR



DAG 1 DAY 1

Breek 10 af

Breaking down 10

HOOFREKENE APZ8He 9=
MENTAL MATHS

TEL 10 BY (0-50) SPELETJIE KONSEPONTWIKKELING WERKKAARTE
FIZZ POP - ADD 10 (0-50) GAME CONCEPT DEVELOPMENT WORKSHEETS

Speletjie: Vinnige wiskunde met dobbelstene - maak 10
Game: Fast maths with dice - make 10

 Gooi die dobbelstene.
Roll the dice.
 Hoeveel meer om 10 te maak?

How many more to make 107

e Doen dit weer. \/inniger!

Do it again. Faster!
\

00 o0
o0
Hoeveel Hoeveel om 10 Hoeveel Hoeveel om 10
& is daar” te krg? is daar™ te kry?
HOW HOW mang tO HOW HOW mang tO
mang? 3 make 107 7 mong? make 107
00 00e 0000
O
Hoeveel Hoeveel om 10 Hoeveel Hoeveel om 10
is daar™ te krg? is daar” te krg?
HOW HOW mGhH tO HOW HOW mOhH tO
mang? make 107 mang? make 107

Speletjie: Kry die 10’e
Game: Find the 10s

[3+2+5=I(j

e

. Spee| saam met 2 maats.
P|ag with 2 friends.

e Gooi die dobbelstene.

Roll 5 dice.

o Krg die 10’e.
Find the 10s.

e Tel die totadl bgmekaar.
Add the total.

6 =10
4




@ 10 leerders kan in ta’ Jola se taxi INPas.

10 learners can fit into Ta’ Jola’s taxi.

>

©

s

(oL

Daar is 2 leerders in die taxi.

Daar is reeds 2 leerders in

Hoeveel meer leerders kan
inklim voordat die taxi
vol is?

die taxi. Nog 4 leerders klim
in. Hoeveel meer leerders
kan nog in die taxi inpas’.P

2 learners were in the taxi. & more get on.
How mMany more learners can still fit in

the taxi?

There are 2 learners in the taxi. How man
more learners can get in before it is full?

0-2=28 &
9 Ornkring die 10’e. Wat is die totadl?

Circle the 10s. What is the total?

2 g 6 7 3
) 20| 5 3 | 2 2
Q Krg die 10. Tel dan op.
Find the 10. Then add.
10—~
6+/7+4= 17 |84+7+2= /7 + 6+ 3=
S+8+4+5= 6+8+ L4 = 94+5+ 1=
6+ 9+ 4 = 7+2+1+5= 7+5+3=
@ Omnkring die 10"e. Hoeveel geld is daar?
Circle the 10s. How much moneg?
= PN (&) R ()
N @& @ @ @&
@ Daar kan 10 leerders in ta’ Jola se taxi INPas. /
Ta" Jola’s taxi can take 10 learners. ﬁo_é‘* L

Sg taxi is halfvol. Hoeveel
meer leerders kan in die
taxi inklim?

His taxi is half full. How many more learners
can get in the taxi?

Breaking down 10 ERYCELEXEV TR

Sg taxi is halfvol. Hoeveel
leerders is daar in die taxi?

His taxi is half full. How many learners are
in the taxi?




DAG 2 = DAY 2

Soek na die 10’e
Find the 10s

Speletjie: Breek 10 af!

FIZZ-POP -
HOOFREKENE TEL 10 BY (0-50) SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS FIZZ POP - ADD 10 (0-50) GAME CONCEPT DEVELOPMENT WORKSHEETS

Game: Break 10!

e Bou’'n Jtoring van 10 blokkies.
Make a tower out of 10 blocks.
e Breek die Jl'.orihg in 2 dele op.
Bredk the tower into 2 parts.
J Skryf 2 opte"ingsgetdsinne.
Write 2 addition number sentences.
o Skrgf 2 a\mtrekkingsgetdsinne.
Write 2 subtraction number sentences.
e Doen dit weer!
N Do it again!
“ Skrgf die 9eta|sinne neer.

\/\/riJCe the number sentences.

SEEsEE, ©ss

opte”ing on”crekking

addition subtraction

opte”ing aﬂ:rekking

addition subtraction

N T7is-0 | 0-3=7

3+7=10 0-7=3

opte”ing on”crekking

addition subtraction

opte”ing aﬂ:rekking

addition subtraction

Sle[Sjse: @islelsle

opte”ing a]“trekking

addition subtraction

there is on|g one addition number sentence
and one subtraction number sentence.

Wanneer ek iets in twee gelyke
stukke of dele breek, is daar slegs
een optellingsgetalsin en een

aftrekkingsgetalsin.
When I bredk into two equadl pieces,




<

( Ons kan enige getal in [IsIsTsTs[S e [S]s]e
2 kleiner getalle afbreek.
Ons kan die 3 getalle op 'n _

getaltabel soos dié inskryf: -
We can break Ong number

into 2 smaller numbers. |O
We can write the 3 numbers

in a number table like this:

aak 10’e. Breek dit in twee dele op. Voltooi die getaltabelle.
@Mk Breek ditint dele op. Voltooi die getaltabell

Make [0s. Break ‘H\em into 'I.'.WO parts. Comp|e‘l‘.e the number tob|es.

SRS [ese: wele RSis[[s]s) wRlsle

OO0 GO RCC Sis[slefe; @ieelsle

SIsislslslss]sles o SR SIS

. Daar is 4 getalsinne
6 Skryf 2 opte”ln%s— en wat ons kan skryf.
2 af rekkingsge alsinne neer. There are
4 number sentences
Write 2 addition and 2 subtraction number sentences. we can write.

GOOOOCY - opte"ing af’crekking

addition subtraction

Findthe 10s (PR



DAG 3 » DAY 3

Die volgende 10

Next 10

FIZZ-POP -
HOOFREKENE TEL 10 BY (0-50) SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS FIZZ POP - ADD 10 (0-50) GAME CONCEPT DEVELOPMENT WORKSHEETS

( As ek optel, vra ek myself af: ) ” \/\/Q't Is dle

“Hoe ver tot by die volgende 107"

: ?
When T add, T ask myself, “How far to the next 107" g volgende 0"
: What is the next 107

Ek moet & plekke spring om by 10 te kom!

I mustJump 4 to get to 10!

S e——— 10

@ Hoe ver tot bg die vo|9ende 107

How far to the next 107

9 Vul die ontbrekende geta”e In.

Fill in the missin9 numbers.

/7 + =106+ =10 (IS5 + = 20|16 + 20

Il
o

3+ 2 + =10 (I8 + = 20|l4 + 20




Q Hoe ver tot bg die vo|gende 107

How far to the next 107

6 Skrgf die 9eto| bg die |<o||e+.Jie neer. Omkring die vo|9ende 0.
Hoe ver tot bg die vo|9ende 107

Write the number at the dot. Circle the next 10. How far to the next 107 j
+4 Die vo|9enc|e 10 0
¢ L1 1 1 1 1 I I I I I O Ay N next 10
0 >6 15 20 | Hoe ver is dit? L
how far?

+3 Die vo|9ende 10 20

next 10

o_
w
S
G
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Hoe ver is dit?

I’\OW 'FGI"?

Die vo|9enc|e 10

| ? | next 10
— Hoe ver is dit?

hOW 'F(JI"?

o -
(@)
o
O
S

Die vo|9ende 10

next 10

— ] Hoe ver is dit?

how far?

O -
()
o
oy
S




DAG 4 * DAY 4

Die vorige 10
Previous 10

FIZZ-POP - (.
HOOFREKENE TEL 10 BY (0-50) SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS FIZZ POP - ADD 10 (0-50) Y GAME CONCEPT DEVELOPMENT WORKSHEETS

-

“Hoe ver tot by die vorige 10?”

When I subtract, I ask myself,
“How far to the previous 107"

Wanneer ek 7 van 17 aftrek, spring
ek 7 plekke terug om by 10 te koml!

When T subtract 7 from 17,
I go back 7 spaces to get to 10!

\

[
| ]

............................................................................
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AS e|< af‘trek, vra ek mgse|f Gf: ) ” Hoe ver ‘to‘t by die Vorige |O’P

How far to the previous 107

@ Skrgf die 9e1:a| bg die |<o||etjie neer. Omkring die vorige 0.

Hoe ver tot bg die vorige [oXs

Write the number at the dot. Circle the previous 0. How far to the previous 107

Die vorige 10

previous |0

N

o1
v

©
v
>

N AT T N T T N T N A N O, O

Hoe ver is dit?

how far?

Die vorige 10

previous 10

Pl |
0 5) 10 15

9 Vul die ontbrekende geta"e In.

Fill in the missing numbers.

Hoe ver is dit”

how far?

15 — =10 | 16 —

Il
o

22 —

20|26 —

20

12 — 10 | 19—

Il
o

2 —

20|28 -

20




Q Hoe ver tot bg die vorige [oXs

How far to the previous 107

6 Skrgf die getoﬂ bg die ko||etjie neer. Omkring die vorige |0.
Hoe ver tot bg die vorige 107

Write the number at the dot. Circle the previous |0. How far to the previous 107 f
_y Die vorige 10 20
previous 10
DN N T T Y I Y Y I BN
10 15 2425 30 | Hoe ver is dit? L
hOW far?
Die vorige 10
<|||||||||||||||||'|'|||>PreViOUSIO
10 15 20 2> __ 30 |Hoe ver is dit?
hOW far?
Die vorige 10)
<|||||||||||||‘?|||||||>PreviOUSIO
10 15 20 _ 30 Hoe ver is dit?
how far?
@ Daar pas |0 leerders in ta’ Jola se taxi in.
Ta’ Jola’s taxi can fit 10 learners. EQ_“‘“ (o)

Die taxiis |ee9. Daar staan 14+ mense bg die taxihalte.
Hoeveel mense sdl op die vo|9ende taxi moet wag?

The taxiis emptg. There are 14 peop|e at the stop. How many will have to wait for the
next taxi?




DAG 5 « DAY 5

Vaslegging
Consolidation

WERKKAART WERKKAART
WORKSHEET WORKSHEET

e B
Kom ons praat Wiskunde!
Let’s talk Maths!
In Afrikaans sé ons: In English we say:
ek hou van die 107! Llove thelos!
krydielOel find thetos! =<
hoeveelisdagr? How mang? 4
hoeveel om 10 te maak? | how many to make 107
hoe ver is dit tot by die volgende 107 | how far to the nextio®
ek spring 3 p|e|<|<e aan vanaf 7 om bg 10 from 7, IJump forward 3 spaces
te kom. togettoto.
hoe ver tot by die vorigelo? | how far to the previous10?
ek spring 2 p|e|<|<e terug vanaf 12 om bg 10 from 12, IJump backwards 2 spaces
te kom. togettoto. o
- Y,

0 Voltooi die geta|tabe|. Skryf 2 opte”in%s— en

Complete the number table, 2 af rekkingsge alsinne neer.

Write 2 addition and 2 subtraction number sentences.

S [ee]e — optelling aftrekking

addition subtraction

CIRIIORILICICY ’ opte”ing on”crekking

addition subtraction




@ Krg die 10. Tel dan op.

Find the 10. Then add.

10—~
~3-8+7+2=I_7 /+ 6+ 3= 54+8+5=
6+8+ 4= 9+5+4+ 1= /+34+5=
L +5 4+ 6 = |+ 8 + 9= 3+7+2=
2+8+5= L +6 +9= S+1+5=
@ Voltooi die 9efa|patrone.
Comp|e‘te ‘l‘.l’\e number pat‘terns
83 82 8|
100 | 90 80
57 58 59
10 20 30
O Bereken.
Ca|cu|ate.
'n halwe verdubbel los op
hOH:‘ doub|e so|ve
5 3 7 I 7+ 3 =10
8 8 5+ = 10
q q b + = |0
10 10 2 + = |0

Consolidation




DAG 1 DAY 1

Maak ’n 10 (optelling)
Make a 10 (addition)

HOOFREKENE  SPRINGTEL IN 2’S (0-50) SPELETJIES KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS SKIP COUNTING IN 2S (0-50) GAMES CONCEPT DEVELOPMENT WORKSHEETS

Speletjie: Vinnige wiskunde met kaarte - 2 minder N
Game: Fast maths with cards - 2 less

o Skommel die 2—12-kaarte. Sit dit op n hopie neer.

Mix cards from 2-12. Put in a pi|e.
e Draai een kaart om.

Trek 2 af.

F|ip one card. Subtract 2.

* Werk deur die hopie.

Work H‘\rough pi|e.

e Doen dit weer. Vinniger!
Do it again. Faster!

-

Speletjie: Tel op om ’n 10 te maak
Game: Add by making a 10

Ons tel g|ad nie meer
in ene wanneer ons

° BOU twee geta"e me'l.', blOI(I(ieS. optel nie. Maak ‘n 10!
Build two numbers using blocks. No more counting in ones
. . . when we add. Make a 10!
o Skuif die blokkies rond om 'n 10 te madak.
Move blocks to comp|eJce a l0.
. Begin bg /.
Start with 7. 7 + 8

o Skuif 3 blokkies van die 8 af

weg om 'n 10 te maak.
Move 3 blocks from the 8 to make 10.

* Nou het ek een 10 en 5 ene. 15!

\ That makes 10 and 5 ones. I5! | )
0 Bou elke getal met blokkies. Ruil blokkies onder mekaar uit

om 'n 10 te maak.
USe blOCkS -to bUIld each number. Share blOCkS to make a IO

/+ 6= 8+5=___ 6+ 8=

S+ 7 = 6+ 3= 8+ 7=




/ + 8
Ekte|3bgom

Ek begin by 7. 'n 10 te maak. Ek tel nog 5 by,
I start with 7. I add 3 to make a 0. I add 5 more.
00000e 00000e 0000e
L[ 00000 00000e¢
90000
8= 15 0+5=1I5
10 5
@ Omkring die 10. Vul die ontbrekende Nou kan jy
9etalle n. [ dit probeer! }>
Circle the 10. Fill in the missing numbers. Now you try
6+ 7/ /7 + 3
90000
@
6+ 7 = /+ 3=
94+ 7 6+ 8
o0 o 90000
900e @
qd+7= 6+ 8 =
/\ /\

Make a 10 (addition)



DAG 2 = DAY 2

Spring aan tot by 10
Jump forwards to 10

HOOFREKENE SPR"‘zgff(';o')N 10 SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS SKIP COUNTING IN 10S (0-200) GAME CONCEPT DEVELOPMENT WORKSHEETS
p
Ek begin by 7. Hoe ver is /7+8=1I5
dit tot by die volgende 107
I start at 7. How far

to the next 107
Ek spring 3 keer om by 10 te kom.

Ijump 3 times to get to 10.

Ek spring nog 5 keer om
by I5 uit te kom.

IJ'ump S more to get to I5.

0 Tel op deur die 10 te besoek.

Add bg visiting the 10.

6+ 7 = | 7+5=




r ~N
Begin bg 7. Omkring die
vo|gende 10. Spring 3 p|e|<|<e
tot bg die vo|9ende 10.

Hoe ver moet ek nog spring?

Start at 7. Circle the next 10.
J_ump 3 to the next 10. How far
do I still need JcoJump?

(& /

Om 8 by te tel, is dieselfde
as om eers 3 by te tel en

dan 5 by te tell

Adding 8 is the same
as adding 3 and
then adding 51

@ Tel op deur dit op die geta”e@n te wys.

Add bg showing on the number line.

I I A (N N T N T I N (N A A I O O O I IR —_
6+ 7/ 0 5 10 15 20 6+ /=__
I I A (N N T N T I N (N A A I O O O I IR —_
8+ 0 5 10 15 20 8+o=__
I I A (N N T N T I N (N A A I O O O I IR —_
rt7 0 5 10 15 20 I+ /7=__
I I A (N N T N T I N (N A A I O O O I IR —_
6+8 0 5 10 15 20 6+8=__
gVo|Jcooi.

Comp|ete.

<I | | | | | | | | | I>
30 3l 33 34 35 36 37 39 40

Jump forwards to 10



DAG 3 » DAY 3

Kom by 10 vit (aftrekking)

Get to 10 (subtraction)

HOOFREKENE  SPRINGTEL IN 5°E (0-100) SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS SKIP COUNTING IN 5S (0-100) GAME CONCEPT DEVELOPMENT WORKSHEETS

Speletjie: Trek af deur by 10 vit te kom
Game: Subtract by getting to 10

Ek het I5.

e Bou die eerste 9eta|. T have IS.
Build the first number.

e Neem blokkies weg om bg

10 te kom.
Take away blocks to get to 10.

° Hoevee| moeJch nog wegneem?

HOW many more mus‘l‘. you take C]WC]H? —

-

“ Bou elke 9eta| met blokkies. Neem blokkies weg om bg [0
te kom. Los dit dan op.

Use blocks to build each number. Take away blocks to get 10. Then solve.

It — 6 = 12 -5 = 15-8 =
13-7 = 6 —9 = 15 -7 =
It — 6
Ek trek & af om bg Ek trek nog
Ek begin met 4. die 10 te kom. 2 af.
I start with I4. I subtract & to 9et to the 10. I subtract 2 more.
09000 0¢ 00000 0000

9000
—6=8 h—6=8
o




@ Omkring die 10. Vul die ontbrekende

%*.'f

Npu moet jy
ge'l:,(]”e n. dit probeer!I
Circle the 10. Fill in the missing numbers. Now you try
27 57
00000 oooeoe
90000 oooeoe
LIl eojojej0®
2-7= 5-7 =
N A
6 -9 -6
00000 oooeoe
90000 oooee
00000 soee
@
6-9 = 6 =
N A
5-4 7-4
90000 ooooe
90000 oo eoeoe
90000 oooeoe
o0
5-9 = 7-9=
N A
6 Voltooi.
Complete.
. ' l | | | | | | . N
60 6l 62 63 6l 65 66 ____ 68 70

Get to 10 (subtraction) ERYEZ XAV



DAG 4 * DAY 4

Spring terug tot by 10

Jump backwards to 10

-
HOOFREKENE SPRINGTEL IN 2’S (0-50) SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS SKIP COUNTING IN 2S (0-50) S GAME CONCEPT DEVELOPMENT WORKSHEETS

5-8=7 - )

Ek begin by I5.
I startatls.

Ek spring 5 plekke terug
om by 10 te kom!

Ijump back 5 p|aces to get to 10.
Ek moet nog 3 plekke
terugspring!

T have to Jump back

3 more places!

0 Trek af deur die 10 te besoek.

Subtract bg visiting the 10.

3-7= | 2-5=




4 )
Ek begin bg I+, Ek spring terug
na die vorige 0. Ek moet
6 aftrek. Ek het reeds & p|e|<|<e
teruggespring. Ek spring dus
nog 2 p|e|<|<e terug.

I start at 14 IJump back

N

Om 6 af te trek, is dieselfde
- as om eers 4 af te trek
en dan 2 af te trek!

to the previous 10. I need to — Subtrqcting 6 e the come
subtract 6. I have a|readg biraod: d th
J'umped back 4. Therefore, as su rgjc? ln%Lf OZI en
IJump back 2 p|aces more. L subtractling 2! )

@ Trek af deur dit op die geta||e|gn te wys

Subtract bg showing on the number line.

2N I I N T E  IEN _ —
37 0 5 10 15 20 B-7=__
I I A (N I T N T I A (N A A O O O N I _ —
2 -5 0 5 10 15 20 2-5=__
I I A (N N T N T I N N O A O O I I IS _ —
l6-8 0 5 10 15 20 6-8=___
2 I I T N T N T (N O T I N N _ —
I3 -6 0 5 10 15 20 B-6=__
Q Voltooi.
Comp|ete.
¢ | | | | | | | | | | | N
70 ___ 72 73 7k 75 76 77 78 79

Jump backwards to 10



DAG 5 « DAY 5

Vaslegging
Consolidation
(WERKKAART I ;[WERKKAART]
e B
Kom ons praat Wiskunde!
Let’s talk Maths!
In Afrikaans sé ons: In English we say:
vergelyk compare
die muisisklein the mouse issmall
die katisgroter L the catisbigger Ak .
die koei is die grootste the cow is the biggest
die koeiisgroot L the cowisbig
die kat iskleiner the catissmaller
die muis is die kleinste the mouse is the smallest
0isgroterasS 0 is bigger than5
10 is kleiner as 15 10 is smadller than I5
e — e N — )

” Voltooi die Skryf 2 opte”in%s— en

getaH:abeL 2 af rekkingsge alsinne neer.

Write 2 addition and 2 subtraction number sentences.

Comp|e‘l’.e ‘H\e number ‘tab|e.

optellin aftrekkin
isls[slsls: sler Ik I

subtraction

@ Voltooi die 9eta|patrone.

Comp|e‘l‘.e H’\e number pa‘tterns.

24 | 26 | 28

4O | 38 | 36




6 Krg die 10. Tel dan op.

Find the 10. Then add.

——~ 10—~

&5+6+5+4+8= 28 8+7+2+3+5=

5+3+2+7+8+3= 8+L4t+2+6+7=
L+2+6+7+1+3= 5+3+2+5+8=
6+1+2+4+d+5= 7+2+7+8+3=

Q Hoeveel hande?
HOW mang hands?
Hoeveel vingers’.P
HOW mang ﬂngers?

© VI IIIIIVIY

hande

hands

vingers

ﬂhger‘s

@ ‘n Halwe van Verdubbel

Half of Double
2 L 2 L4
6 Vs 6 /
5 8 S 8

Consolidation ERAYEELEEA ][R



DAG 1 DAY 1

Length

HOOFREKENE GETALLELYNE 0-20 SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS NUMBER LINES 0-20 GAME CONCEPT DEVELOPMENT WORKSHEETS

Speletjie: 1, 2, 3 Wys - trek af
Game: 1, 2, 3 Show - subtraction

* Werk in pare. Sé |, 2, 3 Wysl!
\/\/ s elkeen | hand.

\/\/ork in pairs. Sog , 2, 3 Show! Show | hand each.

e Trek die vingers van mekaar afl
Subtract the ﬂngers!

o Se |, 2,3 Wysl Wys elkeen 2 hande.

Say |, 2, 3 Show! Show 2 hands each.
e Trek d|e Vlngers van mekaar O'FI

Soek nal0’e.
Subtract the aners! Look for 10s.

o S eel weer, trek vinniger af.
GO agaln SUbtrGCt Faster

0 Verblnd dle th meJr. dle korrekte WOOFCI.

J_Oll"\ the ||ne 'l.',O Jthe correct WOFCJ.

|an9er korter |an9er korter
|on9er shor‘l‘.er‘ |on9er sl'\or“ter
@ Meet hierdie |en9tes:
Measure these |en9ths:

Die venster is poﬂode breed.

The windowis_ penci|s wide.

Die skoolbark is hande lank.

The desk is hands |on94

J_H moet tree gee om in die klaskamer om te |oop.

It takes - steps tO WG“( around Jthe Classroom.




@ Meet metjou hand:

Use your hand tO medasure:

die breedte van die deur.
the width of the door.

die |en9te van die bord.

the length of the board.

die hoogte vanjou stoel.
the height of your chair.

die |en9te vanJouJuFfrou se tafel.
‘the |en9th O'F ‘l‘.he teacher's desk.

Q Meet meJcJou poﬂood:

Use your penci| tO measure:

die |en9Jce vanJou boek.
J(:he |en9th Of HOUY‘ bOOI(.

die breedte vanJou skoolbank.
the width of your desk.

J'ou stoel se sitp|e|<.

the seat of your chair.

@ Meet meJCJou voete:

Use your feet tO measure:

die |en9Jce van die klaskamer.
Jl'.he |en9‘|:|f\ O'F Jl'.he Classroom.

die breedte van die klaskamer-
the width of the classroom.

the width of the corridor outside the classroom.

die breedte van die gang buite die klaskamer.




DAG 2 « DAY 2
Meet die lengte

Measuring length

HOOFREKENE
MENTAL MATHS

GETALLELYNE 20-40
NUMBER LINES 20-40

SPELETJIE KONSEPONTWIKKELING WERKKAARTE
GAME WORKSHEETS

CONCEPT DEVELOPMENT

“ Hoe lank is dit? Meet die |en9JCe.

HOW |on9? Measure H’\e |en9th

metingsins’crumen’c

measurement

metingsinstrument

measurement

S
=Ry

' ]




@ Mee't me't twee pO'Hode, Waarom het voorwerpe

soms verskillende lengtes?

wdadarvan een korter iS: \/\/hg do you sometimes
get different |en9ths?

Use two penci|s of different |en9ths to measure:

potlood | potlood 2 Wat is die
pencil | pencil 2 verskil?
(i — 34 = What is the

difference?

I poﬂood 2 poﬂode I poﬂood f

| penci| 2 penci|s | penci|

Measuring length ERYEELE KR [T



DAG 3 » DAY 3

Meet die lengte
Measuring length

HOOFREKENE GETALLELYNE 40-60 SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS NUMBER LINES 40-60 GAME CONCEPT DEVELOPMENT WORKSHEETS

“ Hoeveel blokkies lank is die s|an9’.P

HOW many blOCkS IOI"\g is H’\e snake?

-l

|4

00 1 1 0 Y

IR

IR




@ Knip die s|an9|iniaa| agter in die boek uit om die prente
te meet.
Cu‘t ou‘t ‘H\e snake ru|er‘ Ot H‘\e bOCI( Of the bOOI( Oﬂd use It tO medasure H‘\e pic‘tures.

. 4

%kkies

3 blocks

' ___blocks
.

ﬂkies

__ blocks

@kies

_ blocks

@kies

__ blocks

@kies

_ blocks

Measuring length ERYCELIEI V)




DAG 4 * DAY 4

Meter en sentimeter
Metres and centimetres

HOOFREKENE GETALLELYNE 60-80 SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS NUMBER LINES 60-80 GAME CONCEPT DEVELOPMENT WORKSHEETS

” Kleur die korrekte antwoord in.

COIOUF in tlr\e correct answer. »
4 . . = < La
n Kosblik is korter as flunger’og B 0o
A |unchbox iS shorter 'H"\On |on9er ihan \
‘n Potlood is korter as |an9er as 0 om
A penci| is shorter than |on9er than
n Te|e1coonpaa| is | korter as |an9er as 0 em
A te|ephone po|e iS shorter ‘than |on9er 'H’\Oﬂ
n Skerpmaker is |korter as |an9er as 0 em
A sharpener iS shorter ‘H\on |on9er 'H’\Oﬂ
‘n Yskas is korter as |an9er as 0 em
A ﬂ"idge Is shorter than |on9er than
n \/inger IS korter as |an9er as 0 o
A ﬂnger iS shorter ‘l‘.han |on9er 'H'\Or\
‘n Gomstiffie is korter as |an9er as 0 o
A 9|ue stick is shorter than |on9er than
" Uitveer is korter as |an9er as 0 o
An eraser iS shorter ‘than |on9er thaﬂ

@ Kleur die korrekte antwoord in.

COIOUF in H\e correc‘t answer.

Die kortste |en9te waarin Jy ‘n stukkie tou kan knip, IS
The shortest |en9th to cut a piece of string is

20 cm 30 cm 10 cm 4O cm S50 cm

Die |angste afstand waaroor |Jy ‘n albaster kan rol, is

The |onges‘t distance to roll a marble is

70 cm 940 cm 80 cm 100 cm 60 cm




€) Skat en meet dan met

. Om te skat, is om ‘n goeie
JOU maatband. raaiskoot te waag.
Estimate and then use your Jtape To estimate is to make
measure to measure. a good guess. L
s
Wat is die
ska‘l:ting me‘l:ing verskil?
estimation measurement What is the difference?
80 cm 85 cm Sem A

|

Metres and centimetres RAYEE I ERV[TK



DAG 5 « DAY 5

Vaslegging
Consolidation
WERKKAART WERKKAART
WORKSHEET WORKSHEET
/

Kom ons praat Wiskunde!

Let’s talk Maths!

In Afrikaans sé ons: In English we say;

leng e length

breedte Width

hoogte height

lank, langer long, longer

kort, korter short,shorter

meet/meting measuring

O M e

sentimeter centimetre
N Y,
” Omtrent hoeveel blokkies lank is elke roomyshorir\|<ie’.'>

About hOW mang bIOCkS IOhg iS each ice cream cone?
I i}
a |
blokkies blokkies ! blokkies
blocks blocks blocks




@ Meet die |en9te meJcJou liniaal.

Use H’\e ru|er tO medasure ‘the |en9th

(=

| |

| |
e
0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

cm

| |
| |
e
0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

cm

(@ ~

| |

| |
e
0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

cm

(-

| |

| |
e
0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

cm

I -
| |
e
0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

cm

Consolidation



DAG 1 DAY 1
3D voorwerpe

3-D objects
HOOFREKENE FészE-IET(o:F- SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS FIZZ POP - BREAK GAME CONCEPT DEVELOPMENT WORKSHEETS
Speletjie: Vinnige wiskunde met kaarte - trek van 20 af ™

Game: Fast maths with cards - subtract from 20

e Sit 9eta|kaarte 0tot 10

op 'n hopie neer.

Place number cards 0 to 10 in a pi|e.

* Draai een kaart om.

F|ip one card.

Trek die 9eta| van 20 afl

Subtract from 20!

@ -

Trek die name van
die voorwerpe na.

Trace the obJect

names.

@ Kleur al die sfere in rooi in, die prismas in blou in en die
silinders in groen in.
Co|our O” ‘l’.he spheres red, Jthe prisms b|ue and ‘l’.he cg“nders 9reen.

SECInECRE




6 Sfeer, silinder of prisma?

Sphere, cg|inder or prism?

sfeer prisma silinder '

sphere prism cg|inder

= | ®

Q Trek die voorwerpe na en kleur dit in.

Trace and colour the objects.

prisma silinder sfeer
prism cg|inder sphere

3-D objects



DAG 2 = DAY 2

3D voorwerpe
3-D objects

FIZZ-POP -
BOU OP

(HOOFREKENE
MENTAL MATHS
FIZZ POP - BUILD

SPELETJIE
GAME

~

KONSEPONTWIKKELING WERKKAARTE
CONCEPT DEVELOPMENT WORKSHEETS )

0 Merk die korrekte
antwoorde.

TICk 'H’\e correct answers.

'n Silinder kan rol en gly
Dit het plat en ronde sye.

A cg|inder can roll and slide!

Tt has flat and round sides.

N\

I"Ol

roll

gly

slide

rol en gly

roll and slide

e

). &

WASHING
POWDER

£
U




@) Ronde sye of plat sye?
Y P Y

Round sides or flat sides?

|
gelale sHe G gelale
COUMO ot T COUMC
NS O
s
SHo j
. [ Onthou, ’n prisma het |
© Skryf die korrekte bwee rdenties ante
antwoorde neer om en al die sye is plat.
) . R ber, a pri
die tabel te voltooi. how foor e P
Write the correct answers L and dll sides are flat. )
tO comp|ete 'H'\e Jf,ab|e.
p|a‘l:/ronc|e sye ro|/9|g/ro| en 9|g
flat/round sides roll/slide/roll and slide
prisma p|at 9|g f
prism flat slide
sfeer
sphere
silinder
cg|inder

3-D objects



DAG 3 » DAY 3

Bou met 3D voorwerpe
Building with 3-D objects

[HOOFREKENE FI'BZRZE'E'LO:F' l 5 (SPELETJIE l 5 [KONSEPONTWIKKELING l 5 (WERKKAARTE)
MENTAL MATHS GAME CONCEPT DEVELOPMENT WORKSHEETS
FIZZ POP - BREAK

n Toring wat van prismas gemaak word,
kan balanseer omdat die sye plat is.

Voorwerpe met ronde sye kan nie balanseer nie!

A tower made of prisms can balance because
the sides are flat. Round sides can’t balance! B e

” ng na die prente. Maak 'n regmerkie onder badlanseer of
kan nie balanseer nie.

Look at the pictures. Tick balance or cannot balance.

balanseer kan nie bdlanseer nie

balance cannot balance

L,




@ Omkring die versamehng voorwerpe waarmee die Jcoring
9ebou IS.
Circle the set of obJecJts used to build the tower.

§132]5% %5
! m B =g
s »
Y
=

U
1 ® | O -
- -

9 Trek |Hne om die 3D voorwerpe bg die Jtorings te pas.
Draw lines to match the 3-D obJecJts to the towers.

—f

o —

.

A

7 Jult
S
H

Building with 3-D objects ERWELELEAND [T



DAG 4 * DAY 4

Posisie
Position

[HOOFREKENE Flgg-upgg - l 5 (SPELETJIE l a[KONSEPONTWIKKELING l B(WERKKAARTE)
MENTAL MATHS GAME CONCEPT DEVELOPMENT WORKSHEETS
FIZZ POP - BUILD

N\

Kyk na hierdie drie

aansigte van 'n pet!

Look at these three

views of a cap!

vooraansig boaansig syaansig

front view top view side view

(A A

“ ng na die prente. Woatter aansig sien jy: vooraansig,
syaansig of boaansig”

Look at the pictures. What view do you see: front view, side view or top view”

@it vooraan§9
A

front view

v
f
A\

@ '-
‘ R J

a




@ Merk die korrekte antwoord.

Tick the correct answer.

Die bdl is ... die boks.
The bdllis ... the box.

agter vVOoor |Oﬁ95 bO‘OP
behind in front of next to on top of

@ /

9 Teken die aansigte.
Draw the views.
boaansig vooraansig syaansig
‘l’.op view front view side view

Position



DAG 5 « DAY 5

Vaslegging

Consolidation

r
WERKKAART WERKKAART
WORKSHEET WORKSHEET

-
4 )

Kom ons praat Wiskunde!

Let’s talk Maths!

In Afrikaans sé ons: In English we say:

PIISING e S

silinder cylinder

ST sphere
rolengly rolandslide
plat syeenrondesye flat androundsides
vooraansig, syaansig en boaansig front side andtop view

“ Teken die aansigte.
9

Draw the views.

boaansig vooraansig sgaansig

top view front view side view




@ Merk die korrekte antwoord.

Tick the correct answer.

rol 9|g rol en glg

roll slide roll and slide

5 ol

T
@
>
-

Consolidation ERYEE WAI ][R



DAG 1 DAY 1

Verdubbling beteken twee ewe groot groepe
Double is two equal groups

FIZZ-POP - ] ' I
[HOOFREKENE el TG (SPELETJIE [KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS GAME CONCEPT DEVELOPMENT WORKSHEETS
FIZZ POP - DOUBLING

Speletjie: Vinnige wiskunde met kaarte - verdubbel N
Game: Fast maths with cards - double

e Sit die O—IO—geta"marte op

n hopie neer.
Put the 0 to 10 number cards into a pi|e.

e Draai een kaart om.

F|ip over one card.

e Verdubbel dit!

Doublel! p .
\ Verdubbling beteken 2 ewe

groo‘t Of‘ %_‘elu waardi e groepe.

Ali het 3 appe|s. Hg krg 3 appe|s mMeer. Ons herhaal ‘n getal 2 maal.

Al has 3 app|es. He gets 3 more.

Doub|e is 2 equa| groups.
\/\/e repeot a number 2 ‘times.

3 verdubbel is gelyk aan 6.

vlele

Double 3 is 6.
3+43=6
3x2=6 )

0 Kopieer die kolle om te verdubbel.
COPH the dO'tS tO doub|e.
N N © N ®
3 verdubbel is .| 2 verdubbel is .| 4 verdubbel is .
Double 3is . Double 2is . Double 4 is .
34+3= 2+ 2= L + 4 =
3x2 = 2x2 = L x 2 =
Hoeveel 3'sis daar | Hoeveel 2’s is daar | Hoeveel 4's is daar
in 67 in 47 in 87
How many 3s in Y How many 2s in 4e How many 4s in 8?7 _




@ Voltooi die domino-kolle om te verdubbel.

Comp|ete Jf.he domino dOtS 'l:O doub|e.

o0 o ° (Y 1)
) o0 (YY)
Lt verdubbel 5 verdubbel 6 verdubbel
s : Is . s :
Double 4 is ____. Double 5is __ Double 6 is ___.
Wanneer ek verdubbel | kryek Verdubbel
When I double I get Double
| 2 | 2
2 b lﬂ 2 b
3 3
b b
5 5
6 6
/ 7
8 8
q q
10 10

Let’s double our money.

Q Kom ons verdubbe| ons 9e|c|

( z\\ ( z\\

Verdubbel R2

\/erdubbe| RS

Double R5

Double R2 %

Verdubbel RI0

Double RI0

Find the double. Then add.

6 Soek Na dle dubbe|9eJl:a||e. Te| d(]h a||es bgmekaar.

b+ 4+ 3 =
3+45+43=

0+ 4 + 10 =

6+3+6=
747 +4 =
848+ 4 =

Double is two equal groups ERVEELE: KM [TRI




DAG 2 = DAY 2

Verdubbel groter getalle

Doubling bigger numbers

( FIZZ-POP -
HOOFREKENE \/-orioos NG SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS FIZZ POP - DOUBLING GAME CONCEPT DEVELOPMENT WORKSHEETS
9 _

Verdubbel 4

Double &

Verdubge| 4: 8

Double &4: 8
L + 4 =8

b x2= 8
Daar is twee
4'sin 8.

There are two 4sin 8.

Verdubbel 10

Double 10

Verdubk:)e| 10: 20

Double 10: 20
0 + 10 = 20
0x2 = 20

Daar is twee
10’e in 20.

There are two 10s in 20.

Verdubbel 12
Double 12
(10 ) (o)
0 00
Verdubbel 12: 24
Double 12: 24
= Om ‘n getadl te
12+ 12 24 verdubbel, beteken
12 x 2 = 24 om dieselfde getal
2 maal te gebruik.
D : -t Doub|in9 a number
aar Is twee is about ‘taking
|2,S in 2L|- the same number

2 times.

N\

There are two 12s in 24. b |

@ Verdubbel

Double.
S 6 8

5 verdubbel is 6 verdubbel is | 8 verdubbel is _

Double 5is . Double 6is . Double 8is .
|O |3 |5

10 verdubbel 13 verdubbel 1S verdubbel

is _ s , 1S .

Double 10is . Double 13is . Double I5is .




Speletjie: Vinnige wiskunde met kaarte - verdubbel N
Game: Fast maths with cards - double

e Sit die O—|O—9eta|kaarte
op ‘n hopie neer.
Place number cards 0 to 10 into a pile.
* Draai een kaart om.

F|ip over one card.

* Verdubbell

Double!

-
@ Voltooi die verdubbehngstabe[

Comp|ete Jthe doub|es ‘tab|e.
12 [ 3| &% |S5|6|7|8]|9]I0

verdubbel Y 4

2 | b
double

€) Verdubbel.

Double.

7 verdubbel |7 verdubbel 20 verdubbel
IS , IS , IS .
Double 7is . Double 17is . Double 20is .

O Verdubbel

Double.

5 10 6 L
8 g 15 19

@ SOGI( na dle dubbe|9eta||e. Te| dan a||es bgmekaar.

Find the doubles. Then add.

% 10—
S+6+5=_16 L +8+ 4=
3411+ 3= 6+8+6=

Doubling bigger numbers RV E: KR [T



DAG 3 » DAY 3
Halveer

Halving

( FIZZ-POP -
HOOFREKENE \/-orioos NG SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS FIZZ POP - DOUBLING GAME CONCEPT DEVELOPMENT WORKSHEETS
9 _

| worsbroodjie | S| iokolade | pizza
| ho‘tdog | choco|o‘te | pizza
CHEEES z A
- B & o
ha|we ’ Ina|we ha|we ’ ha|we ha|we ha|we
half half half half half half
Hoeveel?

HOW mang?

Wanneer ons iets
gelykop tussen

2 leerders verdeel,
kry elke leerder
‘'n halwe (of die

helfte).

When we share
equa"g between
2 learners, each

learner gets half.
\ J

Halwes Hele
Halves Wholes
| halwe | halwe
& | half | half
2 halwes | hele
- 2 halves | whole
3 halwes |l en ‘'n half
% g 3 halves | and a half
4 halwes 2 heles
© € 4 halves 2 wholes

0 Teken die pizzas!

Draw the pizzas!

| en ‘'n half
| and a half

4D

o9

2 f 2 en 'n half

2 and a half

3 en ‘n hdlf
3 and a half

L en 'n half
4 and a half




@ Watter breukdeel kry elke
|eerder? Hoevee| |e|<|<ers
krg e||<e |eerder?

What fraction does each learner 9et?
How many sweets does each learner get?

e
Wanneer ons ie‘ts 9e|g|<op
‘tussen 2 |eerders verdee|,
krg e||<e |eerder 'n I’\GIWE

(of die helfte).
When we share equally

between 2 learners,
each learner gets half.

.

~

J

6 lekkers

6 sweets

O

12 lekkers

12 sweets

24 lekkers

24 sweets

®

). o

&

breukdee|: |"\O|W€ breukdee|: |na|we breukdee|: hOlWG
fraction: half fraction: half fraction: half
lekkers: lekkers: lekkers:
3 6 12
sweets: sweets: sweets:
10 lekkers 16 lekkers 22 lekkers
10 sweets 16 sweets 22 sweets

&

breukdee|: breukdee|z breukdee|:
fraction: fraction: fraction:
|e|<|<ers: |e|<|<ers: |e|<|<ers:
sweets: sweets: sweets:
9 ‘n Halwe van
Half of
6 8 10 12




DAG 4 * DAY 4

Halveer met ’n res
Half with a remainder

-

HOOFREKENE VEﬂng-BPBOET.I-I\IG )_>[SPELETJIEj_>[KONSEPONTWIKKELING)_>(WERKKAARTE)
MENTAL MATHS FIZZ POP - DOUBLING GAME CONCEPT DEVELOPMENT WORKSHEETS
S worsbroodjies S worsbroodjies |l worsbroodJ'ies
) hotdogs S hotdogs I hotdogs
/ﬂ@:
'n halwe \5
half
Die helfte van 5 Die helfte van 5 Die heh”ce van |1
is 2 en 'n hdlf is 2 en ‘n hdlf, is S en ‘n hdlf,
Half of 5 is 2 and a hadlf. Half of 5 is 2 and a hadlf. Half of Il is 5 and a hdlf.

@ Deel gelykop tussen

2 leerders.

YOU can use dOtS

tO SI’\OW hOtdOgS.

Jy kan die worsbroodjies
met kolletjies wys.

Share equa”g between 2 learners.

3 worsbroodjies
3 hotdogs

Half of 3is

Die helfte va;'\ 3is_

/ worsbroodjies
7 hotdogs

Die helfte voh /1s
Half of 7is

g worsbrooc{jies
q hotdogs

Half of 9 is

Die helfte va;’\ 9is

15 worsbroodJ'ies
5 hotdogs

Die helfte van I5 is
Half of I5 is




Speletjie: Verdubbel en halveer met blokkies

Game: Double - half with blocks

Build 4.

Build double 4.

.

* Bou met 4 blokkies,

e Verdubbel & en bou dit.
e Breek die verdubbelde & in die helfte.

Break double & in half.
e Doen dit weer met 9eJco| 3,5, 6enlO.

Do again with numbers 3, 5, 6 and 10.

( Dink aan die

verwantskap
tussen ha|veer

@ Soek na die dubbel en die halwe.

Find double and half.

@ o
@ ©
® ©
@ :®
4 verdubbel
IS ,
Double 4+ is ____.

‘n Halwe van

5 5

3
6 verdubbel
IS ,
Double 6is .

‘n Halwe van

en verdubbe|.

Think about
the re|ationship
between half

and double.
\.

10 verdubbel
IS ,
Double 10is .

‘n Halwe van

‘n Halwe van
6 is .
Half of 6is

8is _ 12 I1s _ 20 Is _
Half of 8is . Half of 12is . Half of 20is .
55
@ @ 5 |
°© © ¢ 0 (o
®@ @ :
@ @© @ : ©
@ ©
3 verdubbel 8 verdubbel Il verdubbel
IS _ IS , IS .
Double 3is . Double 8is . Double llis .

‘n Halwe van
16 I1s _
Half of 16 is .

4
n Halwe van
22 Is ,

Half of 22 is __




DAG 5 « DAY 5

Vaslegging
Consolidation

WERKKAART WERKKAART
WORKSHEET WORKSHEET

e D
Kom ons praat Wiskunde!
Let’s talk Maths!
In Afrikaans sé ons: In English we say:
verdubbel double
3 koeke verdubbel gee Double 3 cakes
seskoeke issixcakes.
3 verdubbelise double3ise
\/\/anneer e|< ieJts 9e|9|<op tUSSGF\ \/\/hen I share someﬂ'\ing equa”g
2 |eerders verdee|, krg e||<e be‘tween 2 |earners, each |earner
leerder ‘n halwe (of die helfte). receiveshaf.
‘nHalwe vansesisdrie. Half of six is three.
eenhalwe onehaf
twee hawes twohdlves
eenhele onewhole
N Y,

“ Voltooi die Skrgf 2 opte“ingsgetcﬂsinne

getoﬂtabel. en 2 aftrekkingsgetdsinne.

Write 2 addition and 2 subtraction number sentences.

Comp|ete Jd'\e number tqb|e.

optellin aftrekkin
RISTs [S]s]s: Wis]elsTe: ok J

subtraction

optellin aftrekkin
_ ~ F:ddition 9 9

subtraction




@ Brei die patroon uit.

Extend H"\e pattem.

3l 32 | 33
38 | 39 | 40
00 | 99 | 98
9 Voltooi.
Complete.

A\ 4

3l 32 33 3k 35 36 37 38 39

70 /1 72 73 76 77 /8 79 80

90 ql a3 gk q5 96 q7 99 100"

O Tel op of trek af

Add or subtract.

Q2 +4t=_ Qb4 + 3 =_ 96 + 4 =
-3 =__ 8-4 =_ 97 -3 =___
@ Hoe laat is dit? e halveer verdubbel
What is the time? half double
S (0] 20 f

S50
S
12

Consolidation



DAG 1 DAY 1

Vermenigvuldig met 2
Multiplying by 2

HOOFREKENE TEL IN 2’S (0-50)
MENTAL MATHS

SPELETJIE KONSEPONTWIKKELING WERKKAARTE
COUNTING IN 25 (0-50) GAME CONCEPT DEVELOPMENT WORKSHEETS

Speletjie: Vinnige wiskunde met kaarte - vermenigvuldig met 2

Game: Fast maths with cards - multiply by 2

Sit die O—IO—9eJta||<aarte op

7 .
N hOPIe neer.

Place number cards 0 to 10 into a pi|e.

Draai een kaart om.

F|ip over one card.

Vermenigvu|di9 met 2.

N Mu|tip|g bg 2.
) Vermenigvuldiging handel
O leerders skoene getalsin oor die herhaling van ewe
learners shoes number sentence groot of gelyke groepe.
Mu|’cip|ication is about
| 2 2 X I = 2 repeating equal groups.
P g equal group
L
S
3

fpare skoene

pairs of shoes

skoene

Shoes

fpare skoene

pairs of shoes

skoene
shoes
© ree’"ders | 2| 3| & 718 4a/ll0
skoene f
h 2 0 | 12




Hoevee| ﬂetse

How many bicg:|c|es'.P

Hoeveel wiele?

HOW many WI'\GG'S?

© Fo G0 Fb Fb G G Fo G b G

ﬂetse|2345678q|o

bicgc|e N\
wiele ’

2 b

whee|s

G Hoeveel wiele?

HOW many Wl’\ee|s?

3 @?G) wiele 6 (3?(9 wiele
wheels wheels
767 wiele 0 G wiele
Whee|s whee|s
@) Hoeveel
HOW mang:
2'sin 67 2'sin 87
2sin 67 2sin 87
2'sin 107 2'sin 27
2sin 107 2sin 127
2'sin 167 2'sin 207
2sin 167 2sin 207

@ Dit kos een leerder R2 vir 'n taxi-rit.

The taxi costs R2 for one learner.

Hoeveel kos dit vir 5 leerders?

HOW much does I'l.'. COSt FOI" S |earners?

Hoeveel kos dit vir 8 leerders?

HOW much does I'l.'. COSt FOI" 8 |eorners?

Multiplying by 2



DAG 2 « DAY 2
Vermenigvuldig met tien

Multiplying by 10

HOOFREKENE TEL IN 10’E (0-200) l S SPELETJIE l S KONSEPONTWIKKELING l 9' WERKKAARTE '
(MENTAL MATHS COUNTING IN 10S (0-200) [ GAME [ CONCEPT DEVELOPMENT WORKSHEETS
[ Wanneer ons 10'e |
0 |eerders? vermenigvuldig, dink
ons aan groepe van 0.
learners® .
When we multiply
: ? 10s, we think about
w v w w V|n9ers : L groups of 10. )
fingers?
12 TR TR TR T bt
learners?
YW ¥ ¥ W Y |vingers?

ﬂngers?

@ Telinl0’e.

Count in 10s.

10 20 | 30

Qllee'”de”s |2 | 3| & 718149110
vingers f

10 | 20 50 | 60

ﬂngers

Q leerders vingers getoﬂsin

|earners ﬂngers number sentence

I 10 | x 10 =10

N|jofU|F[w |




6 M M Hoeveel boksies?
' Aadve ' Aadve How many boxes?
\ 4 w \ 4 w Hoeveel kryte”

\ " \ " HOW mang crogo%s?
t"’ks'es 1|2 |3 |4 |5]|6]|7|8]4ada]lo0
krgte 0 | 20
cragons

@ Hoeveel krgte?
HOW mar\g CrOHOhS?
3\ kr gte N7 kr gte
CFOHOHS cragons
v e
Sy s kr gte N kr gte
cragons cragons
@ 3xi0= S x 10 = 6x10 = 2 %10 =
| x 0 = b x 10 = 8 x10 = 10 x 10 =
@ Hoeveel:
HOW mang:
10’e in 607 0’e in 407
|0s in 607 |0s in 407
10’e in 1007 10’e in 507
|0s in 1007 |0s in 507
Q Een pen kos RIO.

One pen costs RI0.

- iy

How much do & pens cost”?

Hoeveel kos 4 pehr\e'.P

How much do 7 pens cost?

Hoeveel kos 7 pehr\e'.P

Multiplying by 10



DAG 3 » DAY 3

Vermenigvuldig met 5
Multiplying by 5

HOOFREKENE TEL IN 5°S (0-100) l a SPELETJIE l a KONSEPONTWIKKELING WERKKAARTE
(MENTAL MATHS COUNTING IN 5S (0-100) [ GAME [ CONCEPT DEVELOPMENT %
? Ons tel in 5'e.
0 hande : Daar is 5 vingers
hands? aan een hand!
. ~ We count in 5s. One
V|n9ers . hand has 5 ﬂngers!
ﬁhgerS?
hande™
hands?

ﬂngerS?
@ Telin 5e.

Count in 5s.

5 10 15

Qra‘:;de |2 ] 3 | & 718149110
vingers f

ﬂngers

Q hande vingers getoﬂsin

hands ﬂngers number sentence

I 5 x5 =25
20 b x5 =20 f

N (N[~ |w | F




6 Hoeveel seesterre is daar?
HOW mang SJCCIF'FISI"\?
* * Hoeveel punte het elke seester?
HOW mang arms does each starﬂsh have?
seesterre | 2
starfish f
punte

5 | 10

3| |56 |7 |8 9]I0

arms

@ Hoevee| seesterpunte?

HOW many arms?

3# puthe 6* punJce
5* punte IO* punte

@ 3x5= Sx5 = 6x5 = 2x5=__
| x 5 = b x5 = 8x35 = 0 x 5 =

@ Hoeveel:

HOW many.

5ein 57 5e in 07
5sin I57 5sin 107
5ein 257 5'e in 207
5sin 257 5sin 207

Q Een oppe| kos RS. &
One app|e costs RS.

Hoeveel kos 5 oppe|s?

How much do 5 app|es cost?

Hoeveel kos 9 o1ppe|s'.P

HOW much dO q qpp|es COSt?

Multiplying by 5



DAG 4 * DAY 4

Los geldprobleme op
Solving money problems

HOOFREKENE TEL IN 2’S (0-120) SPELETJIE KONSEPONTWIKKELING WERKKAARTE
MENTAL MATHS COUNTING IN 2S (0-120) GAME CONCEPT DEVELOPMENT WORKSHEETS

0 @ @ @ i?verlielor::ntstukke?
(#4.2 (¥4 2) H | rande®
0 @ [l
muntstukke | 1o | 3y [ s e |7 8| a]0

coins ’

rande 2 L
Rands

€| 2x2-= 0x2 = 3x2 = % 0 =
8 x 2

| x 2 = dSx 2= 6 x 2

Q Hoeveel

HOW many:

2'sin 47 2'sin 107
2sin 47 2sin 107
2'sin 147 2'sin 207
2sin 147 2sin 207

Hoevee| note?

HOW many no‘tes?

Hoevee| ronde?

HOW many RGﬂdS?

= IF’!\ - -!F?!. - F*! - '!F!'!. = '!F?!. - 'Fv’\ . IF’!\ [ !F'!\ - F*! - '!F!'!.
il IRt e IR e I e @ A oA A |l oA | e S

rote | 1o 3w ls|e| 7] 8] alio

notes f

rande
Rands 0 20




@ 2x10= 5% 10 = 3x10 = % 10 =

| x 10 = 10 x |0 = 6 x |0 = 8xI10 =
@ Hoeveel:

HOW mang:

5'e in 307 5’e in 807

Ssin 307 5sin 807

5'e in 507 5’e in 1007

S5sin 507 S5s in 1007

How many coins?

Hoevee| muntstukke?

HOW many Rands?

Hoevee| rande?

Y- Y- Y- Y- Y- Y- Y-~
®© @000 @
muntstukke
_ I 2 3 4 5 6 7 8 q (10
coins f
rande
5 10;
Rands
O 2x5-= 5x5 = 3x5 = x5 =
| x 5 = I0 x 5 = bxD= 8x 5 =
@ Hoeveel:
HOW mang:
I0’e in 307 I0’e in 807
|0s in 307 |0s in 807
0’e in 707 10’e in 907
0s in 707 0s in 907

Solving money problems YEL XN ITEK!




DAG 5 « DAY 5

Vaslegging
Consolidation
WERKKAART WERKKAART
WORKSHEET WORKSHEET
4 N

Kom ons praat Wiskunde!

Let’s talk Maths!

In Afrikaans sé ons: In English we say:

Hoevee| ﬂetse?

How many bicgdes’.P

Hoeveel wiele?

HOW many whee|s?

hande™
hands?
vingers?
ﬂngers?
boksies”
|- ’ I ’ I ’ . ‘ . ‘ krgte?
CFGHOHS?




@ Teken die pizzas!

Draw the pizzasl!

| en 'n half 2 en 'n half 3
| and a half 2 and a half
9 Voltooi die Skrgf 2 optg”ingsgeta!sinne
9e‘tq|‘tabe|_ en 2 aﬁ.rekkmgsgetdsmne.

Complete the number table.

Write 2 addition and 2 subtraction number sentences.

SISISIS[SISTS: (TSI opteling aftrekking
addition subtraction
744 =1 i—t=7 &
O Tel op of trek of
Add or SUth"OCt.
Sh+3=_ /S+3=___ 82+6=__
S59-3=_ /6-5=___ 87/ -4 =___
6 Hoe laat is dit? @ Orden van klein tot groot.

What is the time?

Order ﬂ‘om sma” 'tO |ar9e.

@) Bereken.
Ca|cu|a‘te.
ha|veer verdubbe|
half double
g 10) g 10)

Consolidation



DAG 1 DAY 1

Optelling en aftrekking
Addition and subtraction

HOOFREKENE  FIZZ-POP - HALVERING SPELETJIE HERSIENING WERKKAARTE
MENTAL MATHS FIZZ POP - HALVING GAME REVISION WORKSHEETS

Speletjie: Vinnige wiskunde met kaarte - halveer N
Game: Fast maths with cards - half

e Sit die O—IO—geta|kaorte
op 'n hopie neer.
Put number cards 0 to 10 ina pi|e.

e Draai een kaart om.

F|ip over one card.

e Bereken 'n halwel
Cadlculate half!

- J
0 Vul die ontbrekende 9eta||e In.
Fill in the missing numbers.
| 2 3 L S 6 / 8 q [0
2| 22 23 | 24 | 25 26 27 | 28 29
32 33 34 | 35 36 37 38 39
52 60
/2 /3 | 7% | 75 /6 /7 | 78 /9 | 80
82 83 | 84 | 85 86 87 | 88 | 89 | 90
@ Tel op of trek of
Add or SUbtl"OCt.
35+ 3= Ll + 5 = 63+ 6 =
b8 -4 = S7 -5 = /8 -4 =
LS + 10 = 68 + 10 = 89 + 10 =
4L3-10 = 56 —-10 = /8 —10 =




Q Voltooi.

Comp|ete.

« l l l l l l l l l N
30 3 33 3k 35 36 ___ 38 39 40

¢ 1 l l l l l l l l l 1 5
40 L 42 k3 __ k5 ___ &7 L8 4q 50

¢ 1 l l l l l l l l l 1 5
50 Sl 33 Sk 355 ___ 57 58 59 60

P | | | | | | | | | N
6l 60 63 6L 65 66 ___ 68 69 70

P | | | | | | | | | N
70 /1 72

l | | | | | | | | | N
80 8l 82 83 8L 86 87 89 90

Q Brei die patroon uit.

Extend ‘the pat‘tern.

/6 | 77 | 78
84 | 83 | 82
3 13 23
09 | 99 | 89
02 | 92 | 82
94t | 93 | 92

Addition and subtraction ERYCELRVKEN (TR



DAG 2 « DAY 2
Ordening van getalle en halvering
Ordering numbers and halving
WERKKAARTE
WORKSHEETS

0 Telin 2's.

Count in 2s.

2 L

8L 82
Tel in 5e.

Count in 5s.

5} 10

45 40
Telin10’e.

Count in 10s.

10 20

0 | 100

@ Orden die 9eta||e van die kleinste tot die grootste.

Order numbers From sma”est tO greatest.

30 40 70 100 83 3q 58 18

9 Orden die 9eta||e van die grootste tot die kleinste.

Order numbers From greatest tO sma”est.

6 66 16 60 47 5, 8l' g5




0 Omkring die prente in elke groep wat 'n halwe wys.

Circle the pictures in each group that show hadlf.

© Pas bymekaar.
Match.
2 halwes .I en | halwe
2 halves | and | half
3 halwes ® ® twee heles
3 halves two wholes
it halwes ® een hele
4 halves one whole
5 halwes ° ° 2 en | halwe
5 halves 2 and | half
@ Teken die pizzas!
Draw the pizzas!
| en 'n half 3 3en’n hdlf L

| and a half f 3 and a half

Ordering numbers and halving ERYEEL VKN [Ty



DAG 3 » DAY 3

Optelling en aftrekking

Addition and subtraction

WERKKAARTE
WORKSHEETS

0 Tel op deur die 10 te besoek.

Add bg visiting the 10.

@ Tel op die 9efa||e|gn op. Besoek die 10!

Add on the number line. Visit the 10!

—_ 2 I R I R T N I N I I I N N I I R IS

8"'6_—‘0 5 0 15 20

—_ N I N S I I I I N I N I I N I T A N N N

5"'7_—‘0 5 0 15 20

—_ 2 I R I R T N I N I I I N N I I R IS

7"'6_—‘0 5 0 15 20
© 7+5-= 8 + i = 6+ 5=
L+ 8 = 7+9= 6+ 8=

Q Litha dra 8 emmers water. Sethu dra 9 emmmers

water. Hoevee| emmers woter dro hu"e a|tesame?

Litha carried 8 buckets of water. Sethu carried 9 buckets.
How many buckets did theg carry altogether?




6 Trek af deur die 10 te besoek.

Subtract bg visiting the 10.

4 — 8 =

G Trek op die 9eta||e|gn af. Besoek die 10!

Subtract on the number line. Visit the 10!

-8 = < >

% -8 - 0 5 10 5 20

_ — p | | I A I I T I O I R T I O I O e 5

7= - 0 5 0] 5) 20

_ — & | | I I I N N I O I R T I I I N N N N

3-7 - 0 5 0] S 20
@ 1-6= 3-7 = 6_q =
5-7 = 2_5 = 3-8 =

@ Sina bak 13 koeke. Sy verkoop 7 koeke.
Y P

Hoevee| |<oe|<e het SH nOU?
Sina baked 13 cakes. She sold 7. How many does she have now?

Addition and subtraction RYWES VKR TE]



(

DAG 4 * DAY 4

Verdubbeling en vermenigvuldiging met 2
Doubling and multiplying by 2

WERKKAARTE
WORKSHEETS

Verdubbel

Double

12 worsbroodjies
12 hotdogs

® o

13 worsbroodJ'ies
13 hotdogs

® o

|4 worsbroodjies
|4 hotdogs

® o

@ Voltooi die verdubbelingstabel.
9

3/

Complete the doubles table.
| 2 .3 L | 5 718119110
verdibbd |, | &
double
Verdubbel.
Double.
8 |6 1
8 verdubbel 16 verdubbel Il verdubbel
IS . IS . IS .
Double 8is . Double 16 is . Double Ilis .
'n Halwe van Verdubbel
Half of Double
|6 20 |4 8 10; 7




Hoevee“eerders?

HOW many |earners?

Hoevee|oé?

HOW many eges?

l'i‘fn’”eie"s 1123|4567 ]|81]9]l0
oe 2 4f
eges

@ Hoeveel is daar?

HOW mang?

3. oe 60 oe

eyes eyes

SQ oe IOQ oe

eyes eyes
@D 2x3= 2 x5 = 2 % b = 2% 2 =
2xl=_ 2xh = 2x8 = 2 x10 =

@ Hoeveel:

HOW many.

2'sin 47 2'sin 87
2sin 47 2sin 87
2'sin 107 2's in 147
2sin 107 2sin 147

Q Een lekker kos R2. *

One sweet costs R2.

Hoeveel kos 5 lekkers?

HOW much CIO S sweets COSt?

Hoeveel kos 8 lekkers™

HOW much CJO 8 sweets COS'['.,.P

Doubling and multiplying by 2 RYEEL VKRV




DAG 5 ¢ DAY 5
Vermenigvuldiging met 5 en met 10

Multiply by 5 and 10

WERKKAARTE
WORKSHEETS

W e W s D
)| d | Y
A L'l'k L'l'k

Hoeveel boksies?

HaEV\e How many boxes?

w =
k " Hoevee| krgte .

HOW many CFOHOHS?

EOkS'eS | Zf 3|4 | S5|6]7|81]9]Il0
krgte 0 | 20
CFOHOHS
@ Hoeveel krgte is daar™
HOW mahg CFOUOI’\S?
e e
2 L-l kr gte S \-l kr gte
cragons CI"CJHOHS
e e
8 L-l kr gte 10 L-l kr yte
CFQHOF\S cragons
©| sx2x3= Sx2x5 = Sx2x6 =
OSx2x|= Ox2xbh = Ox2x8=
Q Hoeveel
HOW mang:
2'sin 307 5'e in 507
2s in 307 Ss in 507
0’e in 707 5'e in 1007
10s in 707 Ss in 1007

6 Een boksie sap kos RIO.
OneJuice costs RIO. \L

Hoevee| I(OS 3 boksies S(JP,.P

How much do 3J'uices cost?

Hoeveel kos 5 boksies sap'.P

How much do 5J’uices cost?




6/

hande?

hands?

vingers?
ﬂngers?

WAL A AL.

0 Omkring die 9eJca||e wat 10 gee as dit bgmekaargetd word.

Circle the numbers that add up to 10.

10 3| 4 | | 7 2|8 S | 4 3
S 0 6 | 3 > 6 I | q | S / 2 | | S 6
@ Hoeveel is daar?
HOW mang?
2* vingers 6* vingers
ﬂngers ﬁngers
Sw vingers IO* vingers
ﬂngers ﬁngers
Q| sx3= Sx5 = Sx 6 = Sy =
Sxl|= Sx b4 = Sx8 = SxI0 =
@ Hoeveel
HOW mOhU:
5ein |57 5'ein 257
Ssin IS5? Ssin 257
5'e in 207 5'e in 507
Ssin 207 Ss in 507

m Een pakkie grondboontjies kos R5.

One bag of peanuts costs RS.

Hoeveel kos 3 pakkies
grondboonJCJ'ies'.P

HOW much dO 3 bOgS O'F peanu‘ts COSt?

Hoeveel kos 10 pakkies
grondboontjies?

How much do 10 bags of peanuts cost?

Multiply by 5 and 10
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Getalname

Number names

nu|

zZero

een

one

thee

tVVO

drie
three

vier

fbur

vyf

five

SESs

siX

sewe

seven

Ogt

eight

nege

nine

tien
I() ten
| | el'F
deven
twadalf
IQZ tvveNe
13 dertien
thirteen
veertien
IL+ fburteen
5 vgf“tien
fifteen
sestien
|6 sixteen
17 sewentien
seventeen
aatien
IES S%hteen
19 negentien
nineteen
tvventg
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