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Mga Kagamitan sa Pagtuturo sa Matematika Para sa mga Estudyanteng Philipinong Naninirahan sa Japan
KAKEZAN MASTER NIHONGO CLEAR

103% /Lesson 10/Leksyon 10

&9 T ¥ A / Words and phrases / Mga Salita

£9 2 Words Mga salita
BlalU = marble; flat marbles; taw |holen
€A line linya
[E20N finger daliri
[EQIB shoot pitikin
L TA point; score puntos
-7 results resulta
Ok table; graph table
Frovi show; collect; organize ipapakita
S o £ S
(SN ig;::ﬁ:‘rz of...;in the sa kaso ng
SA Phrases Grupo ng mga salita
? ‘::L ZL> E £ 5 f: f‘gm Eﬁczsdn;if)?;fiiiiﬁdﬁﬁ llagay ang holen sa linya at pitikin ito upang
WUT 1ZU5EF.  |the finger. pumasok sa target.
YL TAD TS A calculating points ang pagkalkula ng mga puntos
g ; Z;i L foj 1= nglz}/lgo]z;}};% results in a Ang resulta ay ipinapakita dito sa table.
FTWI Ao Lk how to calculate the points|paraan ng pagkalkula
g i ?/v EEANS Pfo(i)n(ts. Scofed iﬁlt};e case Pagkalkula ng puntos sa kaso ng 0 holen.
(o) pilece/marble
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Mga Kagamitan sa Pagtuturo sa Matematika Para sa mga Estudyanteng Philipinong Naninirahan sa Japan
KAKEZAN MASTER NIHONGO CLEAR

103% /Lesson 10 /Leksyon 10

[R%A] Contents / Mga Nilalaman

@O O0z#ITLLA2ZIA0I2w 2@ eEMEL, OXO0O=0DXNTERT I 2E MBS 2,

@ OIZYALE LB T TCERZIE0IZ N 235@meEBL, OXO=Z0DNXRTRT I L2 EBET 2,

(DTo understand in a principle that any number multiplied by zero equals zero, and this is shown in the
equation: [1X0=0

@To understand the principle that 0,even if multiplied by any number, remains zero. This is shown in the
equation; 0X[J=0

@DAnNg pag-unawa sa konseptong kahit ano'ng bilang na i-multiply sa 0, ang sagot ay 0, ito ay ipinapakita
sa equation na OX 0=0

@Ang pag-unawa sa konseptong, ang 0 kung i-multiply sa kahit ano mang bilang, ang sagot ay magiging
0 pa rin. Ito ay ipinapakita sa equation,0 XO= 0.

[BAXFEDZRE] Math Expressions in Japanese / Mga Math Expressions sa Japanese

O B>l ML) red Al

@ N1 DON2ON3 0B DY 2 LDEE] *NIL % 3 D &k

DOTOHAJIKI | [marbles/taw] THAJIKU |[shoot/flip] [TOKUTEN|[score]

@IN1NO N2NO N3 0" TENNO TOKORONO TOKUTEN]|[Scores on the 0 target] *N is noun.

@OTOHAJIKI J[holen] THAJIKU J[pitikin] TTOKUTEN [iskor]

@IN1NO N2NO N3] 0" TENNO TOKORONO TOKUTEN] [Nakuhang puntos sa 0 na target]
*Ang N ay noun
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Multiplying with 0’
Multiplying with 0's

ree no kakezan

BATECRY BFEhd TREERD 27— 4 o ZRi

FBATE<ImY EFoh s [MERY 7 —5) O3

ELSTAYT -
tokuten  geemu
(r—rovihr )
2 geemu  no  yarikata
'1“%&1 Uxz £4D EZLIC BWwT,
0 Oha kl 0 seu no tokoro ni oite,
3 \,U]JI d Sl:]}] llll:lSlI 7o
@1 L2 dv-7Fk56,1TA,
0 Ichi no shikaku ni haittara. itten.
20 L2 ldvws75, 2T A,
1 Nino shikaku ni haittara, niten.
30j Lﬁ\<f‘: Ci\-\'ﬁr:_-f')\ 3/(/{11(
0 San no shikakui ni haittara, santen.
0 @Y ZIicE lduvws o705, 0T A,
Dokonimo  hairanakattara, reeten,
26 DED K5IC BDFUIE,
(mcmu 0 shitara - {sugl-no-..yoon narimashita.
" DT 22402 Hid L El
; (o] O%axﬁ(n no mkmo Eni ?;’fvl:ljilfi[' 22
Z ': AT B ETH,
: nanko ar 1masmn
3 : @2TAD ¥ 5|Z faiit
o 0 : Nil(‘\n no tokoro ni ohajiki L5 12
AT HYEAH,
L A ; a
0 0 3: nanko arimasuka.
1 o
coo Sltam Mohll HRLET
Itten  no tokoroni ohajikd
0 O LAZ HY)ETH
: nanko arimasuka.
@O TAD
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v Aas Sl &g
Reeten no tokoro ni ohajikd
i H %3 dv

nanko arimasuka.

Game of gaining Points
Paramihan ng Puntos

d

. shoots the marble towards the target.
. llagay ang holen sa linya at pitikin ite upang pumasck sa

- target.
2. If the marble goes inside the target number 1, the player gets
1 paint.
Pag pumasok sa target number 1, 1 puntos ang
makukuha.
II'the marble goes inside the targer number 2, the player gets 2
points.

Came Rules:
Paraan ng Paglaro:

I. Player places a marble behind the slarting line, and then

Pag pumasok sa target number 2, 2 puntos ang
makukuha.

If the marble goes inside the target number 3, the player gets 3
points.

Pag pumasok sa target number 3, 3 puntos ang
makukuha.

3. 11 the marble lands on the O-poinr arcas, the player gets 0
point.

Pag huminto ang holen sa labas ng mga target, walang
punios o sero.

After the game was [inished, this is how it goes.
Pagkatapos ng laro, ito ang resulta:

2
0

3 00
0

1 000

ol
o|

1. How many marbles went inside the 3-point
larget?

llang holen ang pumasok sa target na
mayroong 3 puntos?

2. How many marhles went inside the Z-point
largel?

lang holen ang pumasok sa target na
mayrocng 2 puntos?

3. How many marbles went inside the 1-point target?

llang holen ang pumasok sa target na mayroong
1 puntos?

4. How many marhles landed around the O-point area?

llang holen ang huminto sa 0 puntos na lugar?
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ESTAD TL\SA

tokuten no keisan

[Toadn® thp Jle ¥ BE L B,

matomemashita.

Kekka o hyoo  ni

= AW 0 e ] [ (U s e r e B0 (e e V0 (E G 7 00)
haitta tokoro kazu (ko) tokuten (ten)

3 TA 2

santen ni

2K 0

niten g0

1 TA 3

itten san

O TA

reeten yon

E<TAZE TNSALELL D,

Tokuten o

(Bvsio Lor)

keisanshimashoo.

Keisan No  shikaia
W72 25D T A T 72 g = ¥ Tk
haitta tokoro no ten haitta kazu tokuten

T 3TAD ¥ 5
santen no  tokoro
3
@

\

1 CTAD XI5
itten no l(Lﬂmm
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Calculating the scores
Ang pagbilang ng mga puntos
The results are shown in the following table.
Ang resulta ay ipinapakita dito sa table.
Targe] Number of marbles that went inside the
& Largel N i
Target AliGha e ik P Painls received
ang Ng Nolen Na pumaAasok sa rarge quoiektcng pun’ros
3 points 2
3 puntos
2 points O
2 puntos
1 point 3
1 puntos
() point 4
0 puntos

Let's add up the points.

Bilangin natin ang mga puntos.

How to calculate the points.

Paraan ng pagkalkula ng mga puntos.

Target (number of paints) % number of marbles | _ P“::gu‘r'j“;’;“’”
Target (puntos) pilang ng holen puntos .

(1) S-point target
target (3 puntos)

3

1-point target
) target (1 puntos)
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0D MIEA (1)

ree no kakezan

2TAD 225D X TA BTATAIZ &Y TETh,
Niten no tokoro no tokuten wa nhanten ni narimasuka.
BV 7282 20T A X ldvw=7# nd | = Y { TA
haitta tokoro _no _ten haitta kazu tokuten
z X =

vy 2530102
haitta kazu wa
02 TEhi
recko desukara

OCD [FBND EL<TAh

reekonobaai no tokuten

O0ZTHHi, 7

2TAD ¥ 2 5(F
reeko desukara

N 3 ’C“ o
reeten desu.

niten no tokoro wa

2 X 0 =
2 X 0 = 0
iy 1
Korewa,
(0D 25 T TA| D TT i,
ree no aru kakezan nanodesune.
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Multiplying with O (1)
Multiplying with O's (1)

How many points were collected from the 2-point target?
llang puntos ang naipon galing sa 2 puntos na target?

Target (number of points) number of marbles .. |pelaisiceoived
: X 5 = |nakuhang
Target (puntos) bilang ng holen puntos

since  there  were  no
marbles inside (his target
dahil walang holen na
pumasok dito

Calculating the points when there is no marble.
Pagkalkula ng puntos kung walang holen.

2-point target 0 marbles 0 points
2 puntos na target 0 holen O puntos
2 X 0 =
2 X 0 = 0O

This principle of multiplication is called

“multiplying with 0",
Ito ay tinatawag na “multiplying with 0.
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om HFc8h (2)

ree no kakezan
OTAD YIE5D 2 TAIE LATAIZ 9 E T4,

reeten no tokoro no tokuten wd nanten ni narimasuka.

HVias Y B80T | X JHWwa T | = | L TA
haitta tokoro _no _ten laitta kazu tokuten
0 X =
y s o 22 v F 1
1aitta azu wa
4 2 TTH
> - yonko desuga

OTAMD ECB3D ELTH

reeten no - tokoro” no tokuten

CCAR EIH0 ¥ ThAKR TLTAIL BN E Ty,

reeten no [:)Imm no ll)klll(’!n Wwa nanten ni nm‘iﬂmsnka.
AD ¥ T AL A, T AN OTATY,
reeren no l()k().l() Wd ‘,’()Ilk(] l](.‘.‘ill}.’,él reeten (ICSII.
0 X 4 =

OTAD X231 Al idvwaTh,

Reeten no tokoro ni nanko haittemo,

YA TAI 0TA, b2 ii’g?‘hc

tokuteh” wa reeten. = Atarimae ~ desune.
hi, T0n &5 P XA] TT.

Koremo, reeno aru kakezan desu.
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Multiplying with @ (2)
Multiplying with O's (2)

How many points were collected from the O-point areas?
llang puntos ang naipon galing sa 0 puntos na mga lugare

Target (number of points) X number of marbles — |points

Target (puntos) bilang ng holen received
nakuhang
puntos

However. 1 marbles landed
on the O-paint arca

Ngunit 4 na holen ang
huminto sa 0 puntos na
mga lugar

Points collected from the O-point area
Puntos galing sa 0 puntos na lugar

How many points were collected from the O-point area?
llang puntos ang naipon sa 0 punfos na lugar?

0-point areas 4 marbles 0 points
0 puntos na lugar 4 na holen 0 puntos

As a matter of fact, no matter how many marbles will land at
the 0 point area, the points collected will always be 0. This is
an example of the rule of “multiplying with (0",

Natural lamang na kahit ilang holen man ang mapunta
sa 0 puntos na lugar, ang puntos na makukuha ay 0 rin.
lfo ang tinatawag na “the rule of multiplying with 0'.






