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Unit 1

Set A - Numeration 1

1. Colour the animal that does not belong in this group.

SetB - 3D Space 1

1. Colour the objects that are the same.

N




Unit 1

Set C - Numeration 2
CeR-iH #/iE #e

1. Draw strings from the furry fellow to each bailloon. . BEAERF PRGNS
} RNBFABF.

SetD -Length 1
) DER-K 1
1. Colour the long one of each pair. 1. BTHERPEPRHN
—REEe.




— EF=FT O unit 2

AB-3 B3 801 Set A - Numeration 1

. TENDERDH R : ; ; i
FH—EE R | Draw aline from each object or animal to the group to which it best belongs.
S ~

NSRS EEAMEEEER, ~ e

SetB- 2D Space 1

B4E-F T B 1
! SRAPRANEERL | Colour the shapes that are the same in each group.
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Set C - Numeration 2

Unit 21 F*—%%

CLH-1+ #/iE &2

1. Colour the one in each group that is different. ]t ;ﬁgéﬁqﬂ*ﬁ?&ﬂmwﬁ
4 N )
SetD-Time 1 DA~ a1
1. Trace over the words day and night, then colour the daytime picture. L@l 8x" 1 AR

ERTE, REBHERAX
HANEER Cae.

day &KX
night A8k




— BT N ynit 3

AB-i B/i% 3 Set A - Numeration 3

| EHNBSH—ERS. | Colour the largest group of animals.
e N

BLA-{i &K1 Set B - Position 1

L ERTEREEETTE ) Draw a football between the two furry fellows.




Unit 3

Set C - Numeration 4

1. Draw in beads to complete this necklace.

N T

2. Trace the handwriting pattern, then complete the pattern across
the page.

SetD - Mass 1
1. Trace over the words heavy and light, then colour the heavy object.

C (@S

CeA-IH BT B4
1. BRERNKF, B8
MR TR,

2. HETENED, RS
BEERZ—{TETE.
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light #
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1. R ER/DEWE
REBE, HEMBEDEN
L ELEE %7,

B4H-F m & F1
1. BETENER, BT
5NNNBIREL, RS
TEESRE.
square JEF
triangle Z A&
rectangle ¥ FH
circle B

u

Set A - Numeration 3

1. Colour the smallest number in each row, then draw an 'X' on the middle

SetB - 2D Space 1

1. Trace over the sides of each shape, then match them to their names.
Colour each shape.

i\ square - ﬂ'
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Unit 4

b FMPxT -

Set C - Numeration 4

1. Continue this pattern across the page.

NONON

2. Colour the wrong one in each group.

Bo) a0 5G]

C4a-it 815 #4
| EREEEE8r, @x
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2. BEREAPRTEHIM
rOmiERe,

Set D - Temperature 1
1. Trace over the words hot and cold, then colour the hot objects.

DLE-iR B 1
1 AR R X
T™H., RELHOMERE
me,
hot  #
cold #
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e Set A - Numeration 1 e
1. Colour the objects that are the same in each group.

P

y

K~

— Set B -3D Space 1

1. Add some bricks to finish this stack.




