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Q&A

pp. 4-5

Q: What does Poppy love? A: Poppy loves pink.

Q: What color is the room? A: The room is pink.

Q: Whatis inside the backpack? A: A pink pad is inside the backpack.
pp. 6-7

Q: What does Poppy say? A: She says, “My pink pen!”

Q: What is Poppy holding? A: She is holding a pink pen.

Q: What is Poppy doing? A: Poppy is drawing in her notebook.
pp- 8-9

Q: What does Poppy have? A: Poppy has pink paint.

Q: What color is the paint she is holding? A:The paintis pink.

Q: What does Poppy want to be? A: Poppy wants to be pink.
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pp. 10-11

Q: What is Poppy holding? A: Poppy is holding a paintbrush.
Q: What color does Poppy paint herself? A: She paints herself pink.

Q: Who is coming in the door? A: Mom is coming in the door.
pp-12-13

Q: Where is Mom taking Poppy? A: Mom is taking Poppy to school.
Q: Who do they meet on the street? A: They meet their pig neighbors.
Q: What does Poppy cry at the end? A: Poppy cries, “I love pink!”

pp. 14-15

Q: What does Mom say? A: Mom says, “l have a good idea!”
Q: Where are Poppy and Mom standing? A: They are standing outside the shop.
Q: Where are Mom and Poppy? A: They are in the fashion shop.
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Q&A

pp- 18-19

Q: What are the boys’ names? A: Their names are Roy and Ray.

Q: What do Roy and Ray have? A: They have a robot.

Q: What does Ricky love doing? A: Ricky loves playing football.

pp. 20-21

Q: What are the boys and Ricky doing? A: They are running and playing.
Q: What are they playing with? A: They are playing with a football.
Q: What are they doing in the rain? A: They are racing after the ball.
pp. 22-23

Q: What happens to Ricky after afew days?  A: He becomes a rusty robot.

Q: Can Ricky run quickly now? A: No, he cannot run quickly.

Q: How does the robot feel? A: He feels sad.

pp. 24-25

Q: What are Roy and Ray doing? A: They are reading a report about rust.
Q: What are they using to read? A: They are using a computer.

Q: What do Roy and Ray find on the monitor? A: They find rust paint.

pp. 26-27

Q: Whatis the question Roy asks?  A: He asks, “What color do you like, Ricky?”
Q: What s Ricky’s answer? A: Ricky says, “Red!”

Q: What are they buying? A: They are buying red rust paint.



pp- 28-29

Q: What are Roy and Ray doing to Ricky? A: They are rubbing him and painting him red.
Q: What are they using to paint? A: They are using red spray paint.

Q: What color is Ricky now? A: Rickyisred.
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Q&A

pp. 32-33

Q: What does Sam do? A: He is a sailor.

Q: How many socks does Sam have? A: Sam has six socks.
Q: What smells bad? A: The socks smell bad.



pp- 34-35

Q: Whatis Sam doing? A: Sam is cleaning the socks.

Q: Where is Sam sitting? A: Sam is sitting on a stool.

Q: Whatis Sam doing now? A: Sam is drying the socks.

pp. 36-37

Q: What are the seagulls doing? A: The seagulls are picking up the socks.
Q: What are the seagulls flying away with? A: They are flying away with the socks.
Q: What does Sam have now? A: Sam has no socks.

pp- 38-39

Q: What is Sam looking for? A: Sam is looking for the seagulls.

Q: Where is Sam going? A: He is sailing across the sea to the rocks.

Q: What does Sam want to get back? A: He wants to get back his socks.

pp.40-41
Q: What are the seagulls doing? A: The seagulls are sleeping.
Q: What does Sam do at night? A: Sam climbs up to the birds

Q: How many socks does Sam have now? A: Sam has six socks.

pp-42-43
Q: What does Sam do with the socks? A: Sam soaks the socks and dries them.
Q: What does Sam use to hang the socks? A: He uses pegs

Q: H How many clean socks does Sam have now? A: Sam has six clean socks.
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Q&A

pp. 46-47

Q: Where is Teddy from? A: Teddy is from Toy Town.
Q: What does Teddy love? A: Teddy loves tumbling.

Q: Does Teddy tumble sometimes or all the time? A: Teddy tumbles all the time.

pp. 48-49

Q: What is Teddy doing? A: Teddy is tumbling round and round.
Q: What color is Teddy? A: Teddy is yellow.

Q: What do the toys say? A: The toys say, “Stop tumbling!”

pp. 50-51

Q: What does Teddy hear? A: Teddy hears a noise.

Q: Where does the noise come from? A: The noise comes from the town hall.
Q: What is Teddy holding? A: Teddy is holding a torch.

pp. 52-53

Q: Where is Teddy going? A: Teddy is going to the town hall.

Q: How is Teddy walking? A: Teddy is tiptoeing.

Q: Whatis the bad toy doing? A: The bad toy is taking the treasure.



pp. 54-55

Q: What does Teddy say? A: Teddy says, “Stop!”

Q: What does the bad toy do? A: The bad toy starts to run.
Q: What happens to the bad toy? A: The bad toy falls down.
pp. 56-57

Q: Who runs into the square? A: All the toys run into the square.

Q: What are the toys looking at? A: They are looking at Teddy and the bad toy.
Q: What do the toys say to Teddy?  A: They say, “Well done, Teddy! You can keep
tumbling!”

EENER T UES A A - o dere TREZ B vkt o EEFEG

,Qﬁ%oﬁi%mim—%§¢34t%rﬁﬁgoﬁ4,%loﬂﬁpﬁ]m%ﬁ
B3 PURIIHZ e it - BEF o il £31- g h > Rgps g e ol o e
Sasmz (SPERT o FREEORSF

Bunyand 4A.3-5 Bunny and Cub’s Lunch
Qubsilunch | peo | g gl i kv =k W F - IR E
?:ff““ P&,Jﬁlﬁl BT T R o e o
et - %2E{,£mﬁv’diﬂ‘—&°

Ao~ PG3 | i 3380 ¢ GRS LT - e

. P64 ) 7§ &Eﬁlﬂ Mo BE % o N 2 f;;ﬁ, °

I

 { ,(/(l P65 ,\}; %]-J é’u#‘#ﬁ?gb,&- o

gﬁ«%F L X o U AT RAFF AT o
P67 %K | =+
P68 B+« €y F
P69'—~*7'F'3$"ﬁ§ﬁ7 ']
P70 T w4 o ) ol 3
Pﬂr&{ﬁﬁ&%ﬁ%%ﬁiﬁﬁé%!Jﬁ%,wmﬁ—%rﬁéo

10



Q&A

pp. 60-61

Q: Who invited Cub for lunch? A: Bunny invited Cub for lunch.

Q: What did Bunny want? A: Bunny wanted everything to be perfect.

Q: What did Bunny make? A: Bunny made warm vegetable soup and buttery buns.
pp. 62-63

Q: What happened to Bunny?  A: Bunny tripped when she served the soup.
Q: What was Bunny carrying?  A: Bunny was carrying soup.

Q: Where did the soup go? A: The soup went all over the floor.

pp. 64-65

Q: How did Bunny feel? A: Bunny was so upset.

Q: What did Cub say? A: Cub said, “That’s OK.”

Q: What did Cub do? A: Cub helped wipe up the mess.

pp. 66-67

Q: Whatis on the table? A: There are buttery buns on the table.
Q: How do the buns smell? A: They smelled good.

Q: What happened suddenly? A: Bunny jumped back from the table.
pp. 68-69

Q: Who loved the buttery buns? A: Bugs loved the buttery buns.

Q: How many buns are on the plate? A: There are four buns on the plate.
Q: What did Bunny say? A: Bunny said, “Everything is ruined!”
pp. 70-71

Q: What did Cub say to Bunny? A: Cub said, “Don’t worry.”

Q: What don’t bears love very much? A: Bears don’t love vegetable soup very much.
Q: What did Cub say about buns? A: Cub said bears love buns with bugs!
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Q&A

pp. 74-75
Q: What did Zack see? A: Zack saw a yellow fox.
Q: What did Zack want? A: Zack wanted the fox as a pet.

Q: What did Zack do with the fox? A: He chained it in the yard.
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pp. 76-77

Q: Did the fox eat the food?

Q: How did the fox feel?

Q: What did Zack get for the fox?

: No, the fox didn’t eat.
: He was sad.
: He got the fox a box of candy.

> > >

pp- 78-79

Q: Did the fox like the candy?

Q: How did the candy taste to the fox?
Q: What did Zack give the fox?

: No, the fox didn’t like the candy.
: The candy was yucky for the fox.
: He gave the fox a ball of yarn.

> > >

pp. 80-81

Q: Did the fox like the yarn? A: No, the fox did not like the yarn.

Q: What s the fox doing? A: The fox is lying down and not playing.
Q: What did Zack think? A: Zack thought, “What does it want?”
pp. 82-83

Q: What animals did Zack see? A: Zack saw yaks.

Q: Where were the yaks? A: The yaks were on the grassland.

Q: What did Zack see in the park? A: Zack saw birds in the park.

pp. 84-85

Q: Where did Zack go?

Q: What did Zack do in the yard?
Q: Where did the fox go?

: Zack went to his yard.
: He set the fox free.
: The fox ran to the forest.
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EENERE v SR TR PR o B4 A K- s B eE I

R A R b e S L0RBFFER pgrs, UV, WXy frz FESF
HRrB-BEA o HY X yfrz2 BE A AR N L RB o F F - o
FAPT o FAHLEHEE R FRN-BF P I FAFFINEF > FRE- BEF
Fom o BN x,y Rz FhEFEAL ook 104N B3 NHEF > R

> 3B o B s @ /\f’»?m/\jéy“’

13



10.

BEEF /R

HiEWE - EEAE£FHEFTF > BFF LT AL -PrLEzsF raRE B
~ERNEF o

Pgr o HEFARAL T F Bl G it o E A
SEH Gy o RUEBEFF 2HEk - X e
2R RE S TR o Bk 0§ 545 A

Ja
l*:t “m\a
ol
|
‘=
ol
ql
\:

D HEF AL} W 6 P R LT
ME Gl c AURELP I RE s X LA E - RS
dEBRP o REIGER L E 3+ 2 L o

[y

BRfFeaga- At  X@e Uit Bzt o $8ENE 2R A
Az o EEFLA - BB LA blde D B F AN - NN G B ¥ )
FARE SR sl S TR =R

RREH e HHFARELT L R G LEHE Y Bl REF

N REFERE (FH P2 ) At 0 BE A FEVR-EEFF > Foad
o ehE e B oo

RE L PRBEI P F 4 1@&&340

#E#Eﬁ' °%E$4Kﬁﬁ§i/{i‘g¢—1j 9’??}ﬁjﬁaﬁp'} °%Eﬂ;€ﬁl_§f—?g\}—%%%§g—‘5%,
?E?iﬁ#i{i E%m;ﬁf h'é‘ﬁ.%ﬁ;.{:#kﬁ?

Wig o g AA- REF S GE- G o - ke KEAEY > R A

— ] 3RL oi%‘f-l%ﬂ%\%,g 'Jﬁ TIB o - R AR F EEm koo

b—ﬂsolﬁiﬁﬁii\ %E—? é}_g’i‘iﬁl}i‘_@yﬁc—'r,?;%;F‘Zﬂﬁiﬁﬂj,j_%fljﬁj

EARAE?RETARE BOEPT o R A ST - 3 o LB
PAEREA AR EFH PRy o EFREFHRIIF S B “Whatisit? T &
BAF- e XFF* Yes & No kw ¥ » 2 | &4 Fhrmy

N
3
\Li
o

14




The Three Phases of the Reading Process

Before Reading
Create a cozy, welcoming corner in the classroom to serve as your Reading Corner.
1. Teacher’s Pre-Reading Preparation

o Review the Story Outline or Translation: Look over the story outline or its

translation to grasp the main idea.

o Examine the Picture Dictionary: Go through the picture dictionary at the end

of each book to familiarize yourself with the key vocabulary for the lesson.

o Check Pronunciations: If you’re unsure about the pronunciation of certain

words, listen to the corresponding audio files for confirmation.
Then, sit comfortably with the students in the Reading Corner and enjoy the
storytelling time together.
2. Look at the Cover and Ask Questions

o Examine the Cover Image: Review the cover image carefully with your

students.

o Use Inference Strategies: Guide the students in interpreting the picture and
predicting the story content. For example, you might ask, “What do you think

this story is about?”
3. Understand the Title and Author

o Read and Explain the Title: Read the book’s title aloud and explain its

meaning.

o Identify the Author: Point out the author’s name on the cover so that students

know who wrote the story.
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4. Browse Through the Illustrations

o Quickly Flip Through the Pictures: Allow students to quickly flip through the

illustrations in the book and guess what the story might be about.

During Reading
1. Read Aloud and Use Visual Cues

o Point to Characters or Objects: As you read the story aloud, point to the
corresponding characters or items in the pictures. For instance, when you

mention a cat, point to the cat; when you mention a mouse, point to the mouse.

o Incorporate Animal Sounds: Use animal sounds where appropriate to aid

understanding.

o Use Body Language (TPR): Employ Total Physical Response (TPR) by using
your body to demonstrate verbs. For example, when you come to the word

“shrug,” exaggerate by shrugging your shoulders.

o Vary Your Voice and Pace: Experiment with dramatic changes in your tone,

intonation, and reading pace to make the storytelling enjoyable.

o Utilize Audio Files: You can also listen to a story audio file together, using

these techniques to help students understand the story.
2. Guide Understanding Through Questions

o Ask Guiding Questions: Encourage students to understand the story by asking
questions that clarify characters’ motives or help predict the story’s

development. For example, you might ask, “Why did he become upset?”

o Use Q&A for Basic Readers: If your students have some basic reading and

pronunciation skills, incorporate a Q&A session to further engage them.
3. Discuss the Story’s Ending

o Review the Back Cover: After finishing the story, look at the back cover image

with the students and discuss the ending. For instance, ask, “If you were the
16



little fox in the story, what would you do?”

o Encourage Personal Opinions: Invite students to express their views, such as

asking, “Which character do you like best in this story? And why?”
Note: There are no right or wrong answers—the goal is to encourage independent thinking.
4. Review Vocabulary with the Picture Dictionary

o Link Sounds and Images: Turn to the picture dictionary page and review the
vocabulary by playing the audio files or reading the words aloud, helping

students connect the sounds with the images.

After Reading
1. Reinforce the Story

o Retell or Replay: Tell the story again or listen to the audio recording one more

time to reinforce comprehension.
2. Interactive Activities

o Engage in Games: Use suggested activities and games to help students apply

the vocabulary in real-life contexts.

Extension Activities

o Story Retelling and Role Play: If students have mastered the above steps and fully

understand the story, guide them to retell the story in their own words or even perform
it.
e Vocabulary Games: You can also print out flashcards of the lesson’s vocabulary and

play word games with the whole class.

Note: During these games, do not require students to read or spell the words correctly. The
focus should be on having them recognize and say the corresponding English words when

they see a picture, or understand the meaning when they hear the word.
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Story Summary and Activity Suggestions

4A.3-1 In the Pink

\
In e P.nk _ Teachers can play a “Yes or No” game with

Clauire Salby

” students. The teacher prepares some words that begin with b or d,
€ 0 P .
Y o T such as bag, boy, bed, dog, dad, and desk, and writes them on a
7
g piece of paper. Then the teacher also writes the 8 core phonics

/
: words (begin with p) from this story.

The teacher randomly reads out one word and asks students to identify the beginning sound
of the word. If the word begins with the /p/ sound, students say, “Yes!” If it does not begin
with the /p/ sound, students open their hands and say, “No!”

The teacher and students can switch roles, or students can play with each other. They can see

who can make the most correct judgments.

4A.3-2 Ricky the Robot

&
o0 | G ISUBERRHON Teachers can play a “Phonics Kite” game

with students. The teacher prepares a piece of white paper and a

s
v*'\o colored pen. In the upper-left corner of the paper, the teacher draws
.;: ) ( ;’ a kite.
e |\ [4! l

" Ask students to find words in the story that begin with q and r.

Each time students find a word, they read it aloud. Then the
teacher adds an oval-shaped loop to the kite’s tail and writes the word inside the loop. In this

way, the kite’s tail becomes longer and longer.

The teacher can also use pens of different colors to write the words, making a colorful tail for
the kite. Finally, the teacher can read all the words from beginning to end with the students,

or students can take turns reading them aloud.
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4A.3-3 Sam’s Smelly Socks

_ Teachers can play a “Simon Says” game

with students. The teacher gives commands beginning with

“Simon says...” The words after “Simon says” can be either a
single word or a sentence, but they must include a word with the

/s/ sound.

For example:
e Simon says, “Smile.”
e Simon says, “Sit down.”

If students hear the teacher say “Simon says...,” they should do the action they hear. If the
teacher only says “Smile” or “Sit down” without saying “Simon says,” students should stay

still and not move.

Any student who MOVES without hearing “Simon says” is out. The teacher and students
can also switch roles, or students can take turns giving commands. The student giving
commands can change after every three commands. The game continues until only one

student is left. That student is the winner.

4A.3-4 Tumbling Teddy

_ Teachers can have students play a “Say a

Word and Build a Tower” game in pairs. The teacher prepares

some building blocks.

- Students take turns saying a word that contains the /t/ sound. If

one student cannot think of a new word within 10 seconds, it

becomes the other student’s turn.

Each time a student says a correct word, they get one block and use it to build their own

tower. After 5 minutes, the time is up. The student with the taller tower wins.
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4A.3-5 Bunny and Cub’s Lunch

Activity Suggestion Teachers can have students stand in a circle
and play a “Listen and Move” game. The teacher prepares some
words that contain the sounds of the letters u, v, and w. Then the

teacher explains the rules.

The teacher will say different words. If students hear a word with

the /u/ sound, they bend both arms upward to make the shape of

the letter u. If they hear a word with the /v/ sound, they stretch both arms upward and slightly
apart to make the shape of the letter v. If they hear a word with the /w/ sound, they bend their

arms downward and place them beside their body to make the shape of the letter w.

Students who make the WRONG action are out. After the teacher demonstrates a few times,
one student can say the words while the others do the actions. Students take turns saying

words and doing actions. After 5 minutes, all the students still standing in the circle are the

4A.3-6 Zack’s Fox

Activity Suggestion Teachers can have students play a “Look at
the Card and Say a Word” game. Students work in pairs. Each pair
prepares 11 cards about the size of playing cards. Using colored
pens, they write the letters p, q, 1, s, t, u, v, W, X, y, and z on the
cards. Each card has one letter. The letters x, y, and z should be

written in different colors.

Students put the cards in a pile with the letters facing down. They take turns drawing a card

and saying a word that contains the sound of the letter on the card.

Students get one point for each correct word. If they say a word that contains the sound of x,

y, or z, they get two points. If a student cannot think of a word within 10 seconds, it becomes

The student with the most points at the end wins.
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