Resource Booklet
(keep at home)

In this booklet are some H)ings you mighf need to suln’norf your
/earning at home. This is for students in years K—2 so some
H)ings may not be required for your lessons. We hope these

resources ma/ee if easier for you fo do your /earning af home.
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Wmtma the Alphabet
Bb Co Dd ;
, 1 i : Kh LI
Mm Nn 0o P

'Il|lIlI .I:IJ}:I' e 1
Y y /2



Blank Ten Frames for Counfing/PaHerns/Addifion/Subfracfion .




o o o d o1e 4 o ¢ or1e $ o o o1e o o o sne d o § e ° rl. o | o § oo b ° ro“ ° °
Y YD B Al BEL EeL el e
gy ¥ “J§ ¥ S0 Uy VY LUy Y Uy TV S S0
. : " “ “ “ " “ “
. : : - : : ] " :
: : " i : 1 ' i

Handwrifing Practice Page




it

1

[ J
I,--.‘ ‘l—:.
[ J
LB B B R B B B B N B 8 B B B B B B B B B B R B B B N B N B B B N B B B N N B B R N B B B N B B B B B &N B B B &R B B N N N B B N N B B B N N B B B N B } --------.
=)

&




Digra[)hs fo Pracfice in spare fime:
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Impnrl'nnl' Wnrds in

2‘} 12 Golden Words make up, on average,
one quarter of ol rnndlnﬂ

* Learning to Read and Spell

E:g and o
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q i5 it of Y pit ”ﬂ_:?ﬁ /
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o 20 Red loval words togothar with the cbove 12 Golden Werds
g  [32 words) moke up, on overoge, one third of all resding:
? Red
all are as at bt
{237 for had have he her
2 his not on one said
o 50 they W with you
O The following 48 wards — Blue, Green, Orange, Indigo and Vickt kevals, together with the ohave
ta 32 words {100 words] make vg, on average, cne h:ﬁlF of all reading:

{:3 Blue

Green

Orange
back
been
came
down
from
inte
just
like
made
much
over
them
this
well
went
when

Indigo

call
come
hare
make
must
only
sOme
then
Ware
what
will

your

www,magicwords.com.au
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Violet

about
before
could
first
little:
lock
micina
other
right
their

there
want

where
which
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PACK OF FUN - UI0K AITREES GAME '|
Fitness Bingo

Equipment
Fitness Bingo boards
Fitness Bingo cards
Counters

How ta Play
Provide each student with a Fitness Bingo board.
Pick a bingo card from the pile. Students act out the physical activity on
the card.
If the activity appears on their board game, students cover the activity
with a cournter.
Continue calling out the Fitness Bingo cards.
‘When a student has covered a row of squares they call out
“Fi Binoo”
The first person to call “Fitness Bingo” is the winner.
(B teachstarter

PAOE OF FLN - QUICK AITREES GAME 2

All Hands On Deck

Equipment
Mo equipment required

How to Play
In an allocated playing area, establish one side as the 'ship’, the opposite
side as the 'shore’ and in-between as the deck’
Call out arders for the students to follow:
All hands an deck - All students run to the deck and sit down.
Attertion - All students stand up and salute.
Al hands on ship - All students run to the ship side.

Al hands on share - All students run to the shore side.

(1) reachatarter

PACK OF FUN - UI0K AITREES GAME 3
Imaginary Soccer

Equipment
Cones to indicate goals at both ends

How to Play
Divide students into two teams.

Allocate a goalie for each team.

Students play a game of sococer with an imaginary ball

Start the game by rolling the imaginary ball into the centre of the fisld.
The first team to score a goal is the winner.

w.:r:ocruu-mrmssuu.cﬁ
Rock the Baby Skipping Game

Equipment
1long skipping rope

How to Play

Choose bwo students to hold the rope.

The rope is rockead from side to side, without being turned.

A skipper enters the rope and jumps the rope at least twice and then
entits

Each time a skipper enters, the rope i5 raised a little more until a skipper
misses.

PAOE OF FLN - QUICK AITREES GAME 4
Play the Deck

Equipment
1 deck of playing cards

How to Play
Students stand in a circle, arms-distance apart, in a safe environment.
Pull a card from the deck.
Students do the activity for the allocated card ilisted below).
Continue until the deck of cards is finished or the allocated time is up.
Ace =1pushup 8 = 8 high knees
2= 2 squals g = gtoetaps
3= 3crunches 10 = 10 star jumps
4 = 4 left leg hops lack = run on the spot
5= gright leg hops Crueen = take a break
6 = 6 left l=g lunges King = shake hands
7 = 7 right leg lunges Joker = wave toa fiend (i3 teachatarter

P OF FLN - QUK FITMEES GAME ﬁ
Octopus

Equipment
Mo equipment required

How te Play

Allocate one student to be the octopus.

The octopus stands in the middle of the designated playing area.
mamet students Line up beside each ather, along one of the boundary

When the octopus shouts cut “Octopus!” all of the students try to run to the
opposite side of the designated playing area.

The octopus is allowed to run anywhere within the boundaries.

If a student s tagged by the octopus, they sit on the floor with their arms out
and become s

The seaweed can tag sludents as they run past.

The last student remaining at the end of the game wins and

becomes the next octopus. (£ teachstarter

PACK OF FUN - 0L FT'\ESSIJHE?
Spelling Word Hopscotch
Equipment
Chalk

How to Play

Use chalk to draw sets of hopscotch grids.

Instead of numbers, write weekly spelling words in the girds.

Students use a counter to throw onto a grid. Students spell the word as
they jump through the hapscotch grid.

(£ teachstarter

PAOC OF FLN - QUICK FITREES GAME B
Animal Fun

Equipment
Mo equipment required

Haw te Play

Students stand arms-distance apart from each other in a safe
environment, within a set boundary.

Say the name of an animal. Students mowve around, within the
boundaries, acting like the animal called out.
Turtle — move slowly
Leopard - move fast
Octopus - shake your whaole body
Flamingo - stand on one leg
Kangaroo - bounce
5nail - crouch and mave
Bird — stretch arms out and ‘fly’ around.

(3 teachatarter




PACK, OF FUN - DUICK. RTRESS GAME 9

Dead Bugs

Equipment
Mo equipment required

How to Play

Students stand arms-distance apart from each other in a safe
emironment, within a set boundary.

Call “"Here”, “There”. “Where™ or ‘Deod bugs™ at random.

O here’ and “there’, students run in the direction the teacher is pointing
(staying within the boundary)

On ‘wehere’, students jog on the spot

On ‘dead bugs', students lie on their backs and wave their arms and legs
im the air, like a dead bug.

PACK OF FUN - OLICK FTRESS GAME 1['
Stuck in the Mud

Equipment
Mo equipment required

How to Play

Create a boundary for the game.

Allocate twa students to be in.

The two allocated students rnun around and tag as many people as
they can.

“When tagged, students must freeze and stand with their legs and
arms apart.

To unfreeze, a non-tagged player must crawl throwgh the tagged
player’s legs.

Crawling players are 'safe’ and cannot be tipped.

Play until the allocated amount of time is up or when all players have

been tagged and are 'stuck in the mud’. p - ——

PACK, OF FUN - OLICK. FITRESS GAME “
Parachute Games

Equipment
1x large parachute
Soft balls

Hew to Play

Parachute Tag: Lift the parachute high into the air Call out two student's
rames. They must trade empty spots by running wunder the chute, befare
it comes down on them.

Popcorn: Place a number of soft balls onto the parachute. Students
shake the parachute to make the balls pop like popoorn. The aim is to
keep the balls on the parachute as they're popping.

Rollerball: Try to keep a ball rolling along the cuter edge of the
parachute, around the circle. As it comes towards each student, they
lovwer their edge. After it passes, they raise their edge.

(£ teachstarter

PACK [F FUN - OUICK FITHESS EAME 13

What’s the Time Mr. Wolf?

Equipment
1% clock if needead

How to Play

Allocate one student to be Mr Wolf, to stand at one end of the playing
area, whist the other students stand in a line at the other end.

Pl Wiolf turns their back to commence play.

The other students walk slowly toward Mr. Wolf, calling ouwt “What's the
tirree, M Wolf?" Mr \Wolf turns and answers with a time {eg. 2 oclock)
Continue play until all the students are close to Mr. Wolf, when he/she
can respond with “its dinner time!” and chases the students back to the
starting line. If a player is tagged. they bacome the next Mr Walf.

(£ teachstarter

PACK, OF FUN - OLICK AITRESS GAME 12
Crab Soccer

Equipment
Cones to indicate goals at both ends.
1 large soft ball

Haw to Play

Divide the class into two equal teams.

Toss a coin to decide which side will defend first.

Students sit on their bottoms with their knees bent and their feet flat on
the floor. The palms of their hands should be down on the floor behind
them, with their fingers pointing away from their body. Students then Lift
their bottoms off the grownd.

Students play a game of soccer walking like a crab, kicking the ball and
trying to score a goal. If a player stands wp or walks during the game they
are given a one-minute time out

Caontinue play until the first goal is scored or until the

allocated amount of time is up. (3 teochararter

PALK, F FUN - DLICK. AITRESS GAAE 14
Cat and Mouse

Equipment
Mo equipment required

How to Play

Students make a large circle and hold hands.
Allocate two students to play the role of ‘cat’ and ‘'mouse.
The mouse stands inside the circle and the cat stands on the outside of
the cincle.

The aim is for the mouwse to get outside the circle and avoid being caught
by the cat.

The mouse must stay maving while inside the circle, but cannot be inside
the circle for more than 10 seconds.

The cat cannot come into the circle, but canreach inside to try and tag
the mouse.

The ather students hawve to try and keep the cat away from

the mouse by moving their arms up and down. (B teachatarter

PACK [F FUN - OUICK FITHESS EAME 'IE

Equipment

Hew to Play

ALK OF FUN - DUICK AITHESS GAME 'Iﬂ

Equipment

Haw te Play
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a= b S+ar wring =

_ |Capital letter to start my sentence.
.& T I see adog.
Punctuation To end my sentence. /
* Where is the dog
Use finger spaces. The dog.is brown,
" Use neat handwriting. |< I(
- My sentence makes sense. @ :
’L-

Five Finger Retell: , f A
e~
- . LR

Setting

Detail
A ,‘\”’r"\ A

&S
Detail

]
J | §
Caaxcies How the story made
you feel OR a
connection that you
had.

When retelling a story remember to talk about...
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Yellow Rea |

l'lappy | Frustrated

Worried
Feellnq okay Silly
Focused Excited
Ready fo learn | Loss of some
confirol

Ways I can calm down:

L_._.--«-’ gﬁ?

Count to 10 Ask for a break

Take deep breaths

| WO

Go for a walk Listen to music Squeeze a ball




