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Enrichment Learning Grids: Stage 2                                                                                    Weeks 2 – 3 
The Enrichment Learning Grids have been organised into topic areas and provide a range of activities for students to choose from. Students complete a variety of activities daily, with guided 
support from parents/carers. If you have access to a device, you can choose some of the online learning options. Parents/carers please supervise your child when working online. Additional 
support material can be found in the appendices, which are attached to this document. 

 

PHONICS/SPELLING/GRAMMAR 

Choose your activity below: 

Editing 

Rewrite the text ‘Sharks’, in your exercise 

book. Correct the errors! 

Appendix 1: Editing – Sharks 

 
 

Coordinating Conjunctions 
 

 

 
 

Write 5 sentences using your spelling words. 
Include some coordinating conjunctions to 

make them compound sentences! 

 

Dictionary Work 
 

Find the definition for some of your 
spelling words. 

Phonics Focus! 

What is the phonics (sound) focus of the 

week? 

With your parent/carer, list as many words 
as you can that have the same sound. 

 

Rhyming Time 

Choose 5 of your spelling words. 

See how many words you can think of 
that rhyme with them. 

pot – spot – trot 

Spelling Word Art 

Represent your spelling words in a 
creative way. This could be including 
them in an artwork or writing your 

words out in a different font. 

 
 

The Snowman 
Write a story using the story map. Try to 
extend your story as much as you can by 

using different conjunctions. 
 

Appendix 2: The Snowman  

How quick are you? 

How many times can you write your spelling 
list in 1 minute? 

See if you can improve! 

Story Time 

Using as many spelling words as 
you can, write an interesting 

narrative. 
Include an illustration! 

 

Find-A-Word 
Create your own Find-A-Word using 

your spelling words. 
 

When done, ask a family member to 
complete it. 

Appendix 3: Find-A-Word 

Dial a Word 
Copy out your spelling words and write 

them out using the phone keypad to 
text the word. 

Appendix 4: Dial a Word 

 

 
Alphabetical Order 

Write your spelling words in 
alphabetical order. 

 

    www.education.nsw.gov.au www. tenambit-p.school.nsw.edu.au www.facebook.com/Tenambit-Public-school tenambit-p.school@det.nsw.edu.au  

http://www.education.nsw.gov.au/
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READING 

Choose your activity below: 

Make a Bookmark! 

On one side, illustrate the main 

characters, setting, problem and 

solution/resolution of a book you have 

read/are reading. 

If it is a non-fiction text, then draw 

pictures to illustrate 5 new facts you’ve 

learned from the text. 
  

Be a Word Wizard! 

Find 2-3 tricky or interesting words in a 

book you have read. For each word: 

• Copy the sentence from the book that 

has the word in it. 

• Look up the word in the dictionary or 

Google it to find the meaning. 

• Write the meaning. 

• Now write your own sentence using 

that word. 

Non-Fiction 
 

Write down 5 quiz questions about a 
book. Give them to a family member 

and see if they can answer the 
questions. 

 

   

Epic 

Login to your class epic using your 
class code and do some reading! 

 

You can access your class code on 
Seesaw or via your teacher. 

 
Book cover 

 

Create a new book cover for one of 
your favourite books. 

 

 
 

 

 

 

 
Ending change 

 

Read one of your favourite books. 
Change the ending of the story and 

draw an illustration to match. 
1.  

 

 
Noun Detective! 

 

Choose a book you love to read and 
write down all the nouns that you can 

find.  
 

Appendix 5: What are nouns? 
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WRITING 

Choose your activity below: 

Write a story 
Write a story about anything you like. 
If you wish to do this on Book Creator, 

access this activity on Seesaw. 

 

Write a comic 
Design and write a comic about 

anything you like. If you wish to do this 
on Book Creator, access this activity on 

Seesaw. 
 
 

 

Behind the News (BTN) 
Watch the latest episode of BTN. 

Watch the story and use your 
summarising skills to write down 
at least 5 important or interesting 

points from the video. 
 

Appendix 6: Writing QR Codes 

Human Coding 
Write step by step instructions to 

complete a basic task e.g. brushing your 
teeth. Give these instructions to someone 
to see how precise your instructions were. 

Watch this video to see how important 
clear instructions are!  

 

Appendix 6: Writing QR Codes 

Journal Writing 
Keep a daily journal. 

 
 

Thank you 
 

Write a thank you letter to 
someone in your home who you 

are grateful for. 

Newspaper Article 

Write a newspaper article about learning 
from home. 

 
Appendix 6: Writing QR Codes 

Question time! 
If you could ask anyone in the world 

5 questions, what would they be? 

Record your questions on Seesaw. 
 
 

 

Story Starters Scrambler 
 

Use the Scholastic Story Starters 
Scrambler to get a random and silly story 

starter. Then, finish the story. 
 

Appendix 6: Writing QR Codes 

Game Instructions 
Write instructions for a fun game to play 

at home. 
Your instructions should include: 

• A brief summary of the game 
• The equipment and area you need to 

play 

• Rules 

• A picture 

 
or 

Persuasive writing 
Watch the reading of Gaston by Kelly 

DiPucchio: 
Should Gaston and Antoinette have 
traded places? 
Please include: 

• Introduction 

• 2 or more arguments (reasons) 

• Conclusion 

• Correct punctuation and spelling 
 
Appendix 6: Writing QR Codes 

Thank you letter 
Watch the reading of Antoinette by 

Kelly DiPucchio: 
 

Write a letter from Ooh-La-La to 
Antoinette to thank her for saving you. 

 
Appendix 6: Writing QR Codes 

 

https://www.abc.net.au/btn/classroom/20210914-ep27-btn/13533706
https://www.youtube.com/watch?v=Ct-%20lOOUqmyY
https://www.youtube.com/watch?v=Ct-%20lOOUqmyY
https://newspaper.jaguarpaw.co.uk/
https://newspaper.jaguarpaw.co.uk/
http://www.scholastic.com/teachers/story-%20starters/writing-prompts/index.html
http://www.scholastic.com/teachers/story-%20starters/writing-prompts/index.html
https://drive.google.com/file/d/1RMNoZ1SGRLmJ6OI2GVuHroVx05CPqBbc/view?usp=sharing
https://drive.google.com/file/d/1RMNoZ1SGRLmJ6OI2GVuHroVx05CPqBbc/view?usp=sharing
https://drive.google.com/file/d/1h_1qDaVebQJxGgC_KWdJrfmWnHSi8gpr/view?usp=sharing
https://drive.google.com/file/d/1h_1qDaVebQJxGgC_KWdJrfmWnHSi8gpr/view?usp=sharing
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MATHEMATICS 

Choose your activity below: 

Number Challenge 

The answer is 75! 

What could the question be? 

List as many questions as you can that equal 
that answer. 

Challenge: Can you get 150? 
 

 

Ninja Maths 

Play Target, Number Racers or Cross Off. 
You will need your playing cards. 

 

Appendix 7: Ninja Maths – Target 
 

For more instructions, see this activity on 
Seesaw. 

 

           
 

 
Complete the ‘Adding Number Blocks’ 

task on Study ladder. 
 

https://www.studyladder.com.au/games/a
ctivity/adding-three-digit-numbers-using-

blocks-
28091?backUrl=/games/mathematics/au-

year-three 

Ascending Order 

Use the numbers in the appendix and 
write them in ascending order. 

Appendix 8: Ascending Order 
 

Learn your 6 times tables and complete 
the activity: 

https://www.studyladder.com.au/gam
es/activity/learning-6x-tables-

40057?backUrl=/games/mathematics/
au-year-four 

 

https://www.studyladder.com.au/gam
es/activity/6x-tables-

38996?backUrl=/games/mathematics/
au-year-four 

Place Value Colouring Activity 
 

Use the clues to colour in the numbers to 
create a picture of a dragon. 

 

Appendix 9: Place Value colouring in 

 

Place Value Game (to the thousands) 
 

Play the ‘Place Value Game’ on Seesaw. 
Follow the instructions and watch the 

video to learn how to play. 

Multiplication Wheels 
 

Use the multiplication wheels to 
practise your 6x tables. 

 

Appendix 10: Multiplication Wheels  

 

Multiplication 
and Division Fact Families 

 
Complete the ‘Multiplication and Division 

Fact Families’ worksheet on Seesaw. 
 

Place Value- Decimals 
 

Complete the worksheet ‘Identifying 
Place Value with Decimals’ 

 

Appendix 11: Place Value with Decimals 

 

Let’s Go Shopping 
Use the items and their prices to 

complete a shopping list of things you 
would like to buy. 

Add the cost of the items and find the 
grand total. 

 

Appendix 12: Let’s Go Shopping 

 
 

Guess My Number Puzzle 

Can you follow the clues and discover 

the secret numbers on the hundreds 

chart? 
 

Appendix 13: Guess My Number Puzzle 

 
 

https://www.studyladder.com.au/games/activity/learning-6x-tables-40057?backUrl=/games/mathematics/au-year-four
https://www.studyladder.com.au/games/activity/learning-6x-tables-40057?backUrl=/games/mathematics/au-year-four
https://www.studyladder.com.au/games/activity/learning-6x-tables-40057?backUrl=/games/mathematics/au-year-four
https://www.studyladder.com.au/games/activity/learning-6x-tables-40057?backUrl=/games/mathematics/au-year-four
https://www.studyladder.com.au/games/activity/6x-tables-38996?backUrl=/games/mathematics/au-year-four
https://www.studyladder.com.au/games/activity/6x-tables-38996?backUrl=/games/mathematics/au-year-four
https://www.studyladder.com.au/games/activity/6x-tables-38996?backUrl=/games/mathematics/au-year-four
https://www.studyladder.com.au/games/activity/6x-tables-38996?backUrl=/games/mathematics/au-year-four
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SCIENCE & TECHNOLOGY 

Choose your activity 

below: 

HISTORY/GEOGRAPHY 

Choose your activity 

below: 

CREATIVE ARTS 

Choose your activity 

below: 

PDHPE 

Choose your activity 

below: 

Recycled Foil Boat Activity 
Read the science experiment for 

‘Recycled Foil Boat’. Complete the 
worksheets ‘Design One’ and ‘Design 2’. 
Complete the experiment and upload a 

picture or video to Seesaw. 
 

Appendix 14 & 15: Recycled Foil Boat 
 

 

Convicts 
Read the information about: 

Patrick Riley 

Complete the research table. 

 

Appendix 16: Convict 

Information Appendix 17: Convict 

Research Sheet 

 

Directed Drawing 
Choose and complete a directed 

drawing of your choice. 
https://www.youtube.com/user/ArtforKi

ds Hub/videos  
 

 
 

Safety Town! 
Click on the website and explore our next 

road safety lessons: 
Rate the Risk 

and 
Board Game! 

 

https://www.safetytown.com.au/tow
n/studen t/stage-2/#map 

Sizes of the Sun, Moon and the Earth 
Before you watch the video, draw all 3 
planets in your book, having a guess of 
how big they would be when compared 

to each other. 
 

Watch the video now to find out how 
close you were! 

https://youtu.be/OjWVtQGwrLU 
 

Now draw your planets again, at the 
correct size to each other. Make this 

picture detailed and upload a photo of a 
comparison to your first drawing! 

Bush Music 

Collect materials and construct your 
own bush instrument that can be 

played. 

Favourite Movie Scene 
When watching a TV show, movie or 
even reading a book, choose a scene 

that is your favourite and draw a 
picture of it. 

 
 
 
 
 

 

Physical Education (PE) Focus 
Mrs Morison wants you to continue to 

develop your PE skills. 
Have fun! 

 
Appendix 18: PE Activity 

https://www.youtube.com/user/ArtforKidsHub/videos
https://www.youtube.com/user/ArtforKidsHub/videos
https://www.youtube.com/user/ArtforKidsHub/videos
https://www.safetytown.com.au/town/student/stage-2/#map
https://www.safetytown.com.au/town/student/stage-2/#map
https://www.safetytown.com.au/town/student/stage-2/#map
https://youtu.be/OjWVtQGwrLU
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MINDFULNESS & POSITIVITY 
Choose your activity below: 

Kindness 

Do an act of kindness and record it. 

Will you write it, draw a picture or take 
a photo? 

Bee Breath 
Practise your special breathing. 

 
Appendix 19: Breathing 

Gratitude 
Have you started your Gratitude Jar? 

Each day write or draw something 
you are grateful for and place it in 

your Gratitude Jar. 

Lion Breath 
Practise your special breathing. 

 
Appendix 19: Breathing 

Ahh Breath 
Practise your special breathing. 

 
Appendix 19: Breathing 

Mindful Looking 

Choose an object, any object, to really 
look at.  

Notice the colours, shapes, patterns, 
lines etc.  

Focus your awareness on this object 

Warm Breath/Cool Breath 
Practise your special breathing. 

 
Appendix 19: Breathing 

 
Mindful Listening 

Close your eyes and sit very still. 

Focus your awareness on any sounds 
that you can hear within your body and 

around you. 

Peaceful Kids 
Try a meditation. 

Draw or write how you are feeling 
before the meditation, then how you 

feel after the meditation. 
 

https://www.peacefulkids.com.au/
meditat ions1.html 

Happiness 

Close your eyes and think of a happy 
memory.  

Remember as much as you can: 

Who was there? 

What were you doing? 

How did you feel? 

Values 

Respect, Responsibility & Excellence are 
our school values.  

Are you practising our values at home? 

Record it: write/draw/picture/video 

Yoga 
Find a quiet space and choose a yoga 

session that’s right for you. 

https://www.youtube.com/user/c
osmicki dsyoga 

https://www.peacefulkids.com.au/meditations1.html
https://www.peacefulkids.com.au/meditations1.html
https://www.peacefulkids.com.au/meditations1.html
https://www.youtube.com/user/cosmickidsyoga
https://www.youtube.com/user/cosmickidsyoga
https://www.youtube.com/user/cosmickidsyoga
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HANDS ON LEARNING 
Choose your activity below: 

Roll the Dice! 

Play a board game with a family 
member. 

If you don’t have one, make one in 
your scrapbook. 

Recycled Art 

Create something using items from 
your recycling. 

 

 
 

Cubby House 

Build a cubby house to fit you and 
your favourite toy. 

 

 
 

Cooking Fun 

With your parent/caregiver, cook 
something delicious. 

 

 
 

Mix It Up! 

Pick an item in your house. Add or 
change something about this item 

to   make it even better. 
Draw it and explain what it is for. 

Construction Time 
Construct something using Lego, 

blocks or something similar. 

Sketch your design. 

 

 

Scavenger Hunt 

Go on a nature scavenger hunt with 
your family. 

What things do you see? 
Draw a picture of what you find. 

Making Music 

Find items around your yard and 
make a wind chime. 

Change a few bits and notice the 
difference it makes to the music 

your wind chime makes. 

Making Art with Scissors 
Matisse is a 
famous artist 
known for not 
only painting but 
also making art 
from  paper 
cuttings. 

Use scraps of 
paper   and glue to 
create a 
marvellous artwork. 

Construct a Lego Bridge 
Choose a gap between two objects 

of the same height (e.g. two 
chairs). 

Build a bridge that spans between 
them. 

 

 
Puppet Theatre 

Design and make two puppet 
characters using objects found 
around your home (e.g. socks). 

Write a script for a short play. 
Perform it for your family. 

 

 
 

Make a Calm Down Jar 

Research how to make a calm down 
jar using cooking oil, water and food 

colouring. 

 

 
Make your jar and use it for a 

mindfulness activity 
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BRAIN BREAKS 
Choose your activity below: 

Look for the Good. 

Go for a walk - with someone else. Walk 
where it’s safe. Walk for at least 10 

minutes. As you are walking when you 
see something that is ‘good’ tell your 
walking buddy and tell them why you 

think it is good. 
Some examples might be funny 

animals,        busy insects, lovely flowers, 
beautiful buildings, smiling people. 

 
 
 

A Note of Thanks 
Think about someone you are 

thankful for. Write them a little note 
to say why you are thankful. 

Decorate it and present  to the 
person. 

 
 
 
 

Soak up some sunshine. 
Go outside and just have some time 

for   you while you enjoy a little 
sunshine! 

 
 

Colouring In 

Take some time to colour in a 
picture. If      you can’t find a picture to 
colour - draw    your own picture and 

colour it. 
 

 
 

Joking Around 

Here’s a couple of jokes to make you 
smile. Read them, giggle and share 

them. If you know some other jokes 
share them too! 

Why do fish live in saltwater? 
Because pepper makes them sneeze! 

What did zero say to eight? 

Nice belt! 

 
 

Animal Walks 

Can you move like an animal? 
How many different animal walks 

can you      do? 

e.g. a penguin, a snake, a frog... 

 
Jigsaw 

Do a jigsaw with a family member. 

What is the best way to start? 
(straight pieces first) 

 

 

 

Finger Spelling 

Use the link below to learn how to 
fingerspell. Can you spell your name? 
Video yourself spelling hello to your 

teacher and share on Seesaw. 

https://www.signlanguageforum.co
m/a uslan/fingerspelling/alphabet/ 

 

 

Go Noodle! 

https://www.gonoodle.com 

Just Dance 

Search ‘Just Dance’ on Youtube and 
select a suitable song/dance to move 

to. 

Darebee 

Do a workout that’s suitable for you 
and a family member. 

https://darebee.com/ 

Cosmic Kids Yoga 

https://www.youtube.com/user/Co
smicKidsYoga   

https://www.signlanguageforum.com/auslan/fingerspelling/alphabet/
https://www.signlanguageforum.com/auslan/fingerspelling/alphabet/
https://www.signlanguageforum.com/auslan/fingerspelling/alphabet/
https://www.gonoodle.com/
https://darebee.com/
https://www.youtube.com/user/CosmicKidsYoga
https://www.youtube.com/user/CosmicKidsYoga
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Appendix 1 
Editing – Sharks 



9 
 

 
 

Appendix 2 
The Snowman 
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Appendix 3 
Find-A-Word  
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Appendix 4 
Dial a word  
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Appendix 5 
What are nouns? 
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Appendix 6 
Writing QR Codes 

 Behind the News (BTN) 

 

Human Coding 

 

Newspaper Article 

 
 Story Starters Scrambler 

 

Gaston by Kelly DiPucchio

 

Antoinette by Kelly DiPucchio 
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Appendix 7 
Ninja Maths  

The aim of Cross Off is to be the first player to cross off all your 

numbers. You can play against someone at home, or you can just 

challenge yourself by playing with a stopwatch. You will need 

your playing cards, your whiteboard and a marker or your maths 

grid book and a pencil. 

 

Green belts: Cross Off - Within 0.5 (use cards 1 - 10 (use the 10s as 0s)) 
Write down 5 decimal numbers ranging from 0 to 19.98. Then take turns to flip 3 cards. The first card is 
whole ones, the second is tenths and the third is hundredths. So, if you flipped a 4, then a 10, then a 6, 
your first number is 4.06. Write it down. Flip another 3 cards to make a second number in the same way. 
Let’s say you got 9.32. Write it down. Can you use these two numbers in an addition or subtraction to get 
within 0.5 of one of the numbers you wrote down?  If you can, cross it off. 
4.06 + 9.32 = 13.38 (you could cross off one number from 12.88 to 13.88) 
or 
9.32 - 4.06 = 5.26 (you could cross off one number from 4.76 to 5.76) 

Purple belts: Cross Off - Within 50 (use cards 1 - 10 (use the 10s as 0s)) 
Write down 5 numbers ranging from 0 to 1998. Then take turns to flip 3 cards. The first card is hundreds, 
the second is tens and the third is ones. So, if you flipped a 4, then a 10, then a 6, your first number is 406. 
Write it down. Flip another 3 cards to make a second number in the same way. Let’s say you got 932. 
Write it down. Can you use these two numbers in an addition or subtraction to get within 50 of one of the 
numbers you wrote down? If you can, cross it off. 
406 + 932 = 1338 (you could cross off one number from 1288 to 1388) 
or 
932 - 406 = 526 (you could cross off one number from 476 to 576) 

Red belts:  Cross Off - Within 5 (use cards 1 - 10 (use the 10s as 0s)) 
Write down 5 numbers ranging from 0 to 198. Then take turns to flip 2 cards. The first card is tens and the 
second is ones. So, if you flipped a 4, then a 10, your first number is 40. Write it down. Flip another 2 cards 
to make a second number in the same way. Let’s say you got 93. Write it down. Can you use these two 
numbers in an addition or subtraction to get within 5 of one of the numbers you wrote down? If you can, 
cross it off. 
40 + 93 = 133 (you could cross off one number from 128 to 138) 
or 
93 - 40 = 53 (you could cross off one number from 48 to 58) 

Orange belts:  Cross Off - Exact number (use all cards. Jack = 11, Queen = 12, King = 13, 
Joker = 14) 
Write down 5 numbers ranging from 0 - 28. Then take turns to flip 2 cards. Can you use these two 
numbers in an addition or subtraction to get one of the numbers you wrote down?  If you can, cross it off. 

Pink belts:  Cross Off - Exact number - Subtraction (use all cards) 
Write down 5 numbers ranging from 0 - 13. Then take turns to flip 2 cards. Can you use these two 
numbers in a subtraction to get one of the numbers you wrote down?  If you can, cross it off. 

Yellow belts:  Cross Off - Exact number - Addition (use cards 1 - 10) 
Write down 5 numbers ranging from 2 - 20. Then take turns to flip 2 cards. Can you use these two 
numbers in an addition to get one of the numbers you wrote down?  If you can, cross it off. 

Blue belts:  Cross Off - Before or after (use all cards. Jack = 11, Queen = 12, King = 13, 
Joker = 14) 
Write down 5 numbers ranging from 0 - 15. Then take turns to flip a card. Do you have any numbers that 
come just before or after this number? If you do, cross it off. 
If you flip an 8, you can cross off 7 or 9. 

 

The aim of Number Racers is to be the first to get to or past your 

finish line number. You can play against someone at home, or you 

can just challenge yourself. You will need your playing cards, your 

whiteboard and a marker or your maths grid book and a pencil. 

 

Green belts: Race to 30 (use cards 1 - 10 (use the 10s as 0s)) 
Take turns to flip 3 cards and make a number with two decimal places. For example, if you 
flip a 3, 7 and 10 (0), you might make 7.30. On your next turn, flip another 3 cards, make 
another number with two decimal places and use your knowledge of place value to add the 
new number to 7.30. The first player to get to 30 or higher wins. When all players have 
reached the finish line, keep playing, but now it’s a subtraction race to or past 0! 

Purple belts: Race to 3000 (use cards 1 - 10 (use the 10s as 0s)) 
Take turns to flip 3 cards and make a 3-digit number. For example, if you flip a 3, 7 and 10 
(0), you might make 730. On your next turn, flip another 3 cards, make another 3-digit 
number and use the jump, split or compensation strategies to add the new number to 730. 
The first player to get to 3000 or higher wins. When all players have reached the finish line, 
keep playing, but now it’s a subtraction race to or past 0! 

Red belts: Race to 300 (use cards 1 - 10 (use the 10s as 0s)) 
Take turns to flip 2 cards and make a 2-digit number. For example, if you flip a 10 (0) and a 
7, you might make 70. On your next turn, flip another 2 cards, make another 2-digit 
number and use the jump, split or compensation strategies to add the new number to 70. 
The first player to get to 300 or higher wins. When all players have reached the finish line, 
keep playing, but now it’s a subtraction race to or past 0! 

Orange belts: Race to 100 (use all cards) 
Take turns to flip a card and write down your number. On your next turn, add your new 
number to your score by using strategies such as bridging ten, partitioning, doubles and 
near doubles. The first player to get to 100 or higher wins. When all players have reached 
the finish line, keep playing, but now it’s a subtraction race to or past 0! 
Jack = 11, Queen = 12, King = 13, Joker = 14 

Pink belts: Race to 0 (use cards 1 - 10) 
Every player starts by writing down 30. When you flip a card, subtract that number by 
counting back. The first player to or past 0 wins!   

Yellow belts: Race to 30 (use cards 1 - 10) 
Take turns to flip a card and write down your number. On your next turn, flip another card 
and add to your score by counting on. The first player to or past 30 wins!   

Blue belts: Race to 20 (use cards 1 - 6) 
Take turns to flip a card and write your number down. On your next turn, flip another card 
and add to your number by counting the two numbers. Write down your new number. The 
first player to or past 20 wins!   

The aim of Target is to get as close as you can to your target number. 

You can play against someone at home, or you can just challenge 

yourself. You must use the exact number of cards as described for 

each ninja belt. If you don’t know your ninja belt colour, ask your 

teacher by posting on Seesaw. 

Green belts: Target 10 Decimals 
Place all the cards from 1 to 10 face down in a pile in front of you. Flip 6 cards and use the 
numbers to make two numbers with 2 decimal places. Use your knowledge of place value 
to add or subtract the numbers. Closest to 10 wins.  
 

Purple belts: Target 500 
Place all the cards from 1 to 10 face down in a pile in front of you. Flip 6 cards and use the 
numbers to make two 3-digit numbers. Add or subtract the numbers using the jump, split 
or compensation strategies. Closest to 500 wins.  
 

Red belts: Target 50 
Place all the cards from 1 to 10 face down in a pile in front of you. Flip 4 cards and use the 
numbers to make two 2-digit numbers. Add or subtract the numbers using the jump, split 
or compensation strategies. Closest to 50 wins.  
 

Orange belts: Target 20 
Place all the cards from 1 to 10 face down in a pile in front of you. Flip 4 cards, then add 
them together by looking for friends of ten, double and near-doubles. Closest to 20 wins.  
 

Pink belts: Target 10 Subtraction 
Place all the cards from 1 to 10 face down in a pile in front of you. Flip 2 cards, then 
subtract the smaller number from the bigger number by counting back. Closest to 10 wins.  
 

Yellow belts: Target 10 Addition 
Place all the cards from 1 to 10 face down in a pile in front of you. Flip 2 cards, then add the 
two numbers together by counting on. Closest to 10 wins.  
 

Blue belts: Target 10 
Place all the cards from 1 to 6 face down in a pile in front of you. Flip 2 cards, then cover 
them. Add the two numbers together. Closest to 10 wins.  
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Appendix 8 
Ascending Order 

 

 
 
 



16 
 

 
 

Appendix 9 
Place Value Colouring In 
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Appendix 10 
Multiplication Wheels 
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Appendix 11 
Place Value with Decimals  
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Appendix 12 
Let’s Go Shopping  
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Appendix 13 
Guess My Number Puzzle 
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Appendix 14 
Recycled Foil Boat 
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Appendix 15 
Recycled Foil Boat 
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Appendix 16 
Convict Information 
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Appendix 17 
Convict Research Sheet 
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Appendix 18 
PE Activity 

 

PREMIER'S SPORTING CHALLENGE FITNESS 
 

Using the exercises in the table, create your own fitness workout. 
 

Select 3-5 from each column and perform 5 - 10 reps of each or hold the 
pose for 30 seconds to a minute. 

 

Try to build up your routine by increasing the number of reps, or the time 
you hold each pose for. 

 

If you have a skipping rope, you could also include skipping as part of your 
aerobic fitness component. 
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GET OUT AND PLAY 

Is there a skill you want to improve? Is there an activity you enjoy? Is there someone you can play with, or are you going to play on your own? What 
equipment do you have that you can use? Just take the time to go outside and have some fun! 

Have a look at some of the ideas below to get you started. 

• Jump Rope 

• Hula hooping 

• Obstacle Course 

• Bike Ride 

• Soccer dribble and shoot 

• Basketball skills 

• Throw & catch 

• Handball game 

• Walk your dog 

• Juggling 

• Hide and seek 

• Tag games 

Maybe you could try a game of SLAM BALL 

The object of the game is to successfully catch the ball after it bounces in the hoop or chalk circle. 

To start the game, the 1st player throws the ball into the hoop. The 2nd player attempts to catch it. 

Scoring: 

• Ball does not hit inside the hoop (point for receiving player) 
• Ball hits inside the hoop, but does not bounce at least 1 step away from hoop (point for receiving player) 
• Ball hits inside the hoop and bounces over the head of the receiver (point for receiving player) 
• Ball is not successfully caught by receiving player (point for serving player) 

Start with a cooperative version of Slam Ball. How many throws and catches can you make in a row? 
Ready for competition? Get an edge by throwing the ball so that it bounces out of the hoop with different trajectories but remember it must 
bounce at least 1 step away from the hoop/chalk circle AND it cannot bounce over the receiver’s head. 
Change the way you play to make sure the game is fair! 

SAFETY - MAKE SURE THE AREA AROUND THE HOOP/CIRCLE IS CLEAR OF ANY OBSTACLES 
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Appendix 19 
Breathing 

 
 

 
Breathing Cards from: Headandheartmindfulness.com.au 

 


