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4P.6-1 Come Quick #75E K4
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Q&A

pp- 4-5

Q: Where is Dino?

Q: Is Dino good or naughty?
Q: What is Mom doing?

: Dinois in Shaun’s bedroom.
: Dino is naughty.
: Mom is unpacking the shopping.

> > >

pp. 6-7

Q: Who is the boy talking to?
Q: Whatis ready to launch?
Q: Who needs a push?

: The boy is talking to Dino.
: A spaceship is ready to launch.
: Austin the astronaut needs a push.

> > >

pp- 8-9

Q: What is Mom cooking?

Q: What does Mom ask Shaun to do?
Q: What is Shaun doing?

: Mom is cooking sausages.
: Mom asks Shaun to give Austin a push.
: Shaun is pushing the rocket.

> > >



pp. 10-11

Q: Who is here? A: Audrey the movie star is here.
Q: What does Shaun want to do? A: Shaun wants to take a photo with Audrey.
Q: What does Mom ask Audrey to do? A: Mom asks Audrey to wait a little while.

pp-12-13

Q: Who is the boy talking to? A: The boy is talking to Audrey.

Q: Whatis Audrey doing? A: Audrey is smiling and taking a photo with the boy.

Q: What does Mom say? A: Mom says, “Shaun, come quick!”

pp. 14-15

Q: What does Shaun say? A: Shaun says, “But Mom, I’m so busy. Dino, Austin and

Audrey really need me.”
Q: Is Shaun busy or bored? A: Shaunis busy.

Q: What is Mom holding? A: Mom is holding sausages and sauce.
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4P.6-2 The Outlaws #¥55 A 4
The Outlaws
B, mvi‘i“i"" P18 & 1 Andy f- Harry Hawk 5 5 :£ 7 3 -
mmwwwm( P19 = i g Lfowﬁﬁin’iﬁééo
; : P20 T2 g™ % ré’l - ? | Harry Hawk 447 #7 ¥ 3
P21 T4 - | B Andy#%‘“"iﬁi’r-ﬁlfhfﬂ—ifﬁlﬁ
WS 2 TS | RE A - B E > Andy !
" P22 % Andy fr Harry Hawk # % =+ 5 BF o
P23 r Afpfeigd v o | Harry Hawk 3 o
P24 - > Harry Hawk 32382 7 o & * - E 4% o
P25 T4céd | A+ 7 | B Andy 3 o
P26 Harry Hawk * £ x fdp T g | 2 27 o | & Andy 3 ©
P27 Tes 3 5 g AGRT P e ) RRLAEIe€ DRIk £ e
P28 M#A=+ %> B e o  Rick& F# T4 #E27 £ | &4 Andy #if ©
P29 '_11?11‘%% | igghS i M:ﬁﬁa 7], Harry Hawk 3 o

Q&A

pp-18-19

Q: Who is riding horses?
Q: Where are they going?
Q: What do they do?

A: Awful Andy and Harry Hawk are riding horses.
A: They are going into town.
A: They steal and break the law.

pp. 20-21

Q: What does Harry Hawk say?
Q: What is Harry Hawk doing?
Q: What does Andy want to steal?

A: Harry Hawk says, “What shall we steal next?”
A: Harry Hawk is rubbing his jaw.
A: Andy wants to steal some candy.

pp. 22-23

Q: What are they looking at?
Q: What do they find in the window?
Q: Who is crawling inside the window?

pp. 24-25

Q: Who getsin?

Q: What moves up and down?
Q: Where is Awful Andy?

A: They are looking at a window.
A: They find a hole in the window.
A: Harry Hawk is crawling inside the window.

A: Harry Hawk gets in.
A: His jaw moves up and down.
A: He is stuck in the window.



pp. 26-27

Q: Who is pulling and pushing? A: Harry Hawk is pulling and pushing.
Q: Whatis Harry trying to do? A: He is trying to help Andy get out.
Q: What does Sheriff Rick say? A: He says, “Well, look who we have here—a

couple of outlaws.”

pp. 28-29

Q: What does Sheriff Rick say? A: He says, “Put your hands in the air, lawbreakers.”
Q: Why can’t Andy put his hands up? A: He is stuck in the window.

Q: Where are they going? A: They are going to jail.
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4P.6-3 The Loud Mouse 35 A4
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Q&A

pp- 32-33

Q: What is the name of the quiet mouse? A: The name of the quiet mouse is Bob

Mouse.

Q: What is the name of the loud mouse?  A: The name of the loud mouse is Toot.

Q: What does Toot say?

pp. 34-35
Q: What is Toot counting?
Q: How is Toot counting?

Q: Is Toot quiet or loud?

pp. 36-37

Q: Who are the two mice?
Q: What are they doing?
Q: What do they find?

pp- 38-39

Q: What animals can you see?
Q: Where does the cat look?
Q: What does Toot shout?

pp.40-41

Q: Whois running?

Q: Where are they running?
Q: Where do they go next?

pp-42-43

Q: Where are Bob and Toot now?

Q: Are Bob and Toot safe?
Q: Where are Bob and Toot?

A: Toot says, “l like loud sounds!”

A: Toot is counting his steps.
A: Toot is counting loudly.

A: Toot is loud.

A: The two mice are Bob and Toot.
A: They are going out for food.
A: They find a nut.

A: | can see one cat and two mice.
A: The cat looks around the corner of the house.
A: Toot shouts, “Help! Run!”

A: Bob and Toot are running.
A: They are running into a pipe.
A: They jump into a vent.

A: They are inside the house.
A: Yes, they are safe.
A: They are in the vent.
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4P.6-4 A Job for the Knight #55 A 4
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Q&A

pp. 46-47

Q: What is the princess doing? A: The princess is combing her hair.

Q: What color is her comb? A: Her comb is pink.

Q: How does the princess feel? A: Sheisin panic.

pp. 48-49

Q: What does the princess say? A: “Send for my knight!”

Q: What s the princess doing? A: She is crying and calling for help.

Q: What s the knight doing? A: He is kneeling.




pp- 50-51

Q: What is the princess wearing? A: The princess is wearing a purple dress.

Q: What does the princess ask? A: The princess asks, “Are you brave enough?”

Q: What does the knight say? A: The knight says, “Of course, Your Highness.”

pp. 52-53

Q: What is the knight saying? A: The knight is saying, “I have climbed up the
highest mountain.”

Q: What is the knight holding? A: The knight is holding a sword.

Q: What is the knight doing? A: The knight is wrestling with the dragon.

pp. 54-55

Q: What is the knight doing? A: The knight is knocking down the monster.

Q: What is the knight holding? A: The knight is holding a sword.

Q: What does the knight say? A: The knight says, “l am fearless, Your Highness.”

pp. 56-57

Q: What is the knight looking at? A: The knight is looking at the spider.

Q: Where is the spider? A: The spider is on the wreath.

Q: What does the princess want the knightto do? A: She wants him to get rid of the

spider.
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4P.6-5 What’s Down the Hall? 3 K4
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Q&A

pp. 60-61

Q: Where is the mouse going? A: The mouse is going into a hole in the wall.
Q: Where does the mouse live? A: The mouse lives in the walls.

Q: Where is the ball going? A: The ballis rolling down the hallway.

pp. 62-63

Q: What is the mouse thinking about?
Q: What does the mouse want to do?
Q: What is the mouse doing?

: The mouse is thinking about the ball.
: He wants to add the ball to his collection.
: The mouse is chasing the ball.

> > >

pp. 64-65

Q: What is the mouse doing?
Q: What else is falling?
Q: Can the mouse see anything?

: The mouse is falling.
: The ballis also falling.
: No, the mouse can’t see anything.

> > >

pp. 66-67

Q: What is the mouse saying

Q: Can the mouse hear anyone?
Q: What does the mouse see?

: The mouse is saying, “Hello?”
: No, he can only hear his own call.
: The mouse sees a small hole.

> > >

pp. 68-69

Q: What is the mouse doing? : The mouse is running to the hole.
Q: Does the mouse stop? : No, the mouse does not stop.

Q: Whatis on the other side of the wall? A: A big surprise is on the other side.

> >
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pp. 70-71

Q: Where does the mouse live? A: The mouse lives close to a mall.
Q: Whatis in the mall? A: There is a toy store in the mall.
Q: Whatis in the toy store? A: There are many balls and toys.
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Q&A

pp. 74-75

Q: What is the traveler riding?
Q: What is at the top of the hill?
Q: What does the man say?

> > >

pp. 76-77

Q: Did many people come?

Q: Did anyone put money in the till?
Q: What is the villagers' wish?

> > >

pp- 78-79

Q: What did the king do?

Q: How did the king treat the people?
Q: What does the traveler say?

> > >

pp. 80-81

Q: What are the people doing?

Q: Where are they putting the rocks?

Q: What does the traveler give the king?

> > >

pp. 82-83

Q: What is the traveler giving the king?
Q: Is the traveler going with him?

Q: What did the king find?

> > >

pp. 84-85

Q: What did the people do?
Q: Could the king get out?
Q: What did the traveler do?

> > >
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: The traveler is riding in a wagon.
: Akingdom is at the top of the hill.
: He says, “l sell wishes!”

: Yes, many people came around.
: No, no one put money in the till.
: Their wish is to get rid of the bad king.

: The king took all the people’s money.
: He treated them badly.
: He says he will grant the wish for free.

: They are painting rocks golden.
: They are rolling the rocks into a cave.
: He gives him a treasure map.

: He is giving the king a treasure map.
: No, the king must go by himself.
: He found a cave full of “gold.”

: They pushed down a huge rock.
: No, he could not come out again.
: He fulfilled the villagers’ wishes.
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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.
qfﬁﬂ“ . o Identify the Author: Point out the author’s name on the cover so that students
&,mw .. know who wrote the story.
3 15



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

4P.6-1 Come Quick!

_: Listen and Color

& . Play a “Listen and Color” game with the students.

A Give each student a sheet of white paper and ask them to draw the

outline of a dinosaur. Students may also draw any picture they like,

such as a space shuttle, an astronaut, or a singer. The picture does
not have to be a dinosaur. However, they should not color it yet.

Ask the students to divide their picture into several sections. Then prepare several small slips
of paper. Write the English name of a different color on each slip, such as red, pink, black,

orange, or purple. Fold the slips into small paper balls.

Read the story aloud or play the audio recording. Whenever students hear a word containing
the letter combination au, they draw one paper ball and place it on a section of their picture.

Continue until the story ends.

After the story, students unfold the paper balls one at a time. They then color each section

according to the color written on the paper ball placed in that section.

4P.6-2 The Outlaws

Past Mason _: Phonics—Catch the Criminal

gﬁw

"WANTED | ‘WANT'}Q
( ‘ 7 r

i -~
%3

Play a “Phonics—Catch the Criminal” game with the students.

Prepare several sheets of white paper. Work with the students to

cut the paper into different human shapes. These figures will

represent criminals who have stolen some candy.
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Write one word containing the letter combination aw from the story 7he Outlaws on each
paper figure. You may also include some additional aw words that do not appear in the

lesson.

Ask everyone to stand or sit around a table, and place the paper criminals in the middle. The

students act as sheriffs while listening to the story recording.

Whenever students hear a word written on one of the criminals, they must slap the correct
paper figure and say the aw word aloud. Each time a student pronounces a word correctly,

they successfully catch one criminal.
When catching a criminal, students may also say: “Put your hands in the air!”

When the students have caught all the criminals, the teacher may award them a handmade

badge of honor.
W 4P.6-3 The Loud Mouse
tho-
()*‘ > Claire Selby
o> y Activity Suggestion: Phonics Adventure
l( I()'. V\ I e
\‘Htk:? S/ 113 . 29 .
o L Play a “Phonics Adventure” board game with the students.
~& A > ‘ Prepare a large sheet of white paper and several game pieces. The

teacher and each student should have one game piece.

Work together to draw a winding adventure path on the paper.
Divide the path into several dozen small spaces. Add obstacles along the way, such as road
construction or floods, which cause players to miss one or two turns, and traps, which send

players back to the starting point. Clearly mark the starting point and the finish line.

The teacher and students take turns recalling and saying words containing the letter
combination ou. The words may come from the story or from outside the lesson. Players may

not repeat a word that someone else has already said.

Each time a player says a correct word, their game piece moves forward two spaces. The first

player to reach the finish line wins.
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4P.6-4 A Job for the Knight

[Activity Suggestion: Read and Color

Play a “Read and Color” game with the students.

Give each student a sheet of white paper and ask them to draw a

picture they like, such as a warrior, a princess, a fire-breathing

dragon, or a monster. Ask them to divide the picture into several

sections.
In each section, write a word containing one of the letter combinations mb, kn, or wr.

Students take turns reading the story aloud. Each time a student correctly reads a word

containing mb, kn, or wr, they may color the corresponding section of their picture.

If the student reads the word incorrectly or does not know how to read it, they may not color

that section, and the next student takes a turn.

The first student to color their entire picture wins.

4P.6-5 What’s Down the Hall?

What's Down
the Hall? VActivity Suggestion: The Hungry Mouse

A‘ Michello Olmsted
Play a game called “The Hungry Mouse” with the students.

Prepare several sheets of white paper and some colored markers.

- .. Eachperson uses a different-colored marker to draw a cute mouse

on their own sheet of paper.

The teacher and students each choose their own mouse. Next, draw as many different kinds
of food as possible on small slips of paper. Write one word containing the letter combination

al on each piece of food, and place all the slips in a pile.

Players take turns randomly drawing a food card and reading the word aloud. Each time a

player reads a word correctly, their mouse receives one piece of food.

At the end of the game, the player whose mouse has collected the most food wins.
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4P.6-6 The Wish Seller

[Activity Suggestion: Word Slap

2 The

Play a “Word Slap” game with the students.

Prepare several sheets of white paper. Write one word containing

the letter combination 1l on each sheet. The words may come from

the story or from outside the lesson.

Randomly read one of the words aloud. Students listen carefully,
identify the word by its pronunciation, and slap the corresponding sheet of paper.

The teacher may also exchange roles with the students and allow a student to read one of the
words aloud.

Ask one person to keep track of each player’s correct answers. At the end of the game, the

player who has slapped the most correct words wins.




