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Stage 5. More Stories A — Underground Adventure (X|3} 2&)

Cover Note
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What"“s this story about? 22 O|0F7|27IR7?

The key takes the children to meet some unhappy elves. Wilma thinks of a way to help them.
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Talk together. &74 O|OF7|SEM R

Ask the child, "Have you ever been underground?” “What was it like?”
OtO[OI| A "X|Bt&EZtof| 7t= HO| AL|? 1M OffH =ZO[RAL|?"2t1 SO{EM K.

Read the story. O|OF7| & Q4O FA|Ct
OW = Word recognition (£H0{ 21X])
OC= Language comprehension (¢10{0]|s})

OW Read the title on the cover and point out that ,underground® is made up from ,under® and
.ground".
4 BX|9 H=EE 1 CHo underground= £ RO under®t ground?7t BEMA RS

Of MLt =AML

OW Page 1, explain that a ,cellar® is a room under a house used for storing things.

1%, B0l cellare © Of2f0 2HSS MYSts S0[2t 2HHFM K.

OW Page 7, if the child reads ,light” for ,lamp®, look at the sounds in ,lamp“(lI-a-m-p).
7%, OO|7t GtO| lampE light2 AE=CHH, lampo| HSS MAHEM Q.

OW Page 8, talk about what being shy means.
8%, FN{ettt= |00 Csl OfOF7|si 2 M K.

OW Page 12, talk about what an echo does.
12%, ofjot2|2] Heof Tl OJOF7[SHEAM K.

OC Page 15, ask, "Why weren“t the elves shy anymore?”
157, "2 HHl0|E2 e US| A = /AKX|?"2t2 S0 EH K.
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Play a game. H&& di&A|LCt

a.ei,ou

- To help children remember the five vowels.

Of All2 oto7} 2 CtA 7HX|e] 225 2AfEE ebEU L

Step
1. Pick a page and look for a word that has an ,a“ in it, then a word with an ,e“ an I an ,0% a

PV

HO[X| StL+E Z2tM  La e i, 0, u“7b Zt2b ZotE CHOf

i

SHLEY Ot N K.

2. Ask the child to choose a page and find words using any of the vowels.
OtO[0I| A TO|X|E oLt ZEtA 2Z0| S0 HoSS 257 ROt ShM K.

Other Ideas CI2 =z HiH

mn

You can use these ideas straight away or on another day.
X|g HIZ oi27Lt CHE 2 SiE0t: F&LICH

Find ,laughed® in the story. Practice spelling ,laughed®.
220)A tto] laughedE ZOLEAM Q. O] THO{Q| HXI MI|E ALSHAM K.

Use the letters in ,adventure™ to make as many words as you can.

EtO{ adventureE O|R &= ZOHISS ALEotO Z|Ciet B2 TS USOHEM K.

Storybook
-2E2 = Wxf L0 ook HAYL L = =8| Al Dl2] HA5HM Q.
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P1: Ot0| 52 X[otHO] AN K. A52 HE SE2E H7|E AWK
P2: Of0|S2 #M4+74 O HOIEUOR. HES FEE EJ0L.

HE FEH Eu0a.
P3: SIX|2H HE S2&= BRUAX| #o2.
"OrF el Sk AEEZUCE" Biff7h RO
P4: KipperZ7} X|StHAME FH2{Z0|R. Kipper= OFEe| EA[E Z10 AU K.
1 @alE YUD siola.
P5: 152 Biffe] Y= UK.
"ZFAH" KipperZ7t 28012, "OfH 22 2ag A[ZHO|Oo"
P6: DiES 158 X|gt2 Hl2iztole. 152 2 HY o Aoa.
P7: Wilmaz MSE2 R0 L. "ME8," a7 Lo Q. "7FRH"
P8 E{'d QtOfl= OIS0 A0, StX|TH LHHO|ES Fna|atofa.




"Otefl" HHO|E2 ERU0{R. "Oto|E!"
PO: O}O|EE HYE S el LA Q.
g2 WHolse BX RHola.
"O|Z2 2 TtALE" Wilmas 2O 8.
P10: OIO|E2 2 =0 0. "Qe" Biff7} LMo 2.
P11: 40|52 0j0|5S HYO|R. "ojm{Lh" thYo|S 2 T3ol.
"OfqLt! oL} "
P12: 1 =2 Hotg|7} 82 HF L. "OF~=!" Kipper7t 230 K.
"Of~z!" H|ot2| [ K.
P13: "Of~3!" Kipper= 2/ 0. HHHOIE2 UM Q.
152 2D E KUK
P14: OS2 HLZ LIR0le. O52 M2 QAL EaLigolr.
P15: "Of~3!" HHO|E2 /O Q. "Of~=!" HOIZ| RO K.
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P16: X0 SHO Q. YHO|E2 OfRAUE & 0| giRioe
P17:"R2|& Z2tE £ A0 Q" HHo|F2 LMoL

"e2| 20| HERoR. f2= OfEA djoF ZX| 2E2HA K.
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P20: PY0|52 &= 20 =25 FA K.

P2l AlrS2 d5S 2o 0. 0|52 S0

P22: tPY0|52 BHOR. "L} Ot0|= HZO|0L" 152 K.

P23: DtEOl EA7F SILEZ| AJZRHOIRQ. To| & AlZHO] E|®tofK.

P24: "Z Y%t 2HO|Z!" Wilf= ZRA L. "LIo|A F2 4Z0] 1.
ChipO| Z31012."2A Folo|2til W25t ?”
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