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Stage 5. More Stories A - Vanishing Cream (£ 33l)
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What"“s this story about? 22 O|0F7|27IR7?

The key takes Biff and Chip to Wizard Blot®s house. Some vanishing cream makes the children
invisible, and then a burglar breaks in. Biff and Chip know what to do!
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Talk together. &74 O|OF7|SEM R

Read the title on the cover. Ask, "what does ,vanish® mean?” and “what has happened to the
children“s hands?”
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Read the story. O|0F7|& 2JO{=A|Ct
OW = Word recognition (£H0{ 21X])
(OC= Language comprehension (¢10{0]|3})

OW Page 1, ask the children to sound out the word ,theatre®, and help them if they need it.

1%, O}O| =0 A EHO| theatreE Y3dllEEtD S0 EQSIH =22 FA Q.

OW Page 8, together read the notice outside the house and help them with any difficult words.
8%, 2 o S0 Y= 2t EE &1 o2 BHO7F AHE 8le AS EoFAM K.

OC Page 19, ask, "Why do you think the burglar would want the Wizard“s computer disks?”
19%, "=52 off DtyAS] HRH G238 X[ oot dAs5L et S0 EM 8.

OC Page 21, ask, "What do you notice about the vanishing cream?”
215, "AEEXA| ot 3 EO| s o 2 & & UALTEtD S0 EM K.

OC Page 24, ask, "What has happened to the little bottle of vanishing cream?”
247, "MELX A Bst= 280 20 A= A2 Ho| R LO| WX2tn 202N K.
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Play a game. A2 dsif&=A|LCt

Vanishing words

- This helps children predict words in a sentence, which help fluent reading.
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Step

1. Cover one word in a sentence. Ask the child to read the whole sentence and guess the word.
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2. Reveal the word a letter at a time, to see if the guess was right.
HOE o #o| o SAY EOFH 010[Q] Of&0] HRU=X| 2ISHA K.

3. Take turns to cover a word and to guess.
=O07HEAM EHOE 2|1 FHEAM L.

Other Ideas Ct2 =z it
You can use these ideas stra|ght away or on another day.
X|g HIZ oi27L CHE 2 SiE0t: F&LIC

Change words into other words by changing the first letter or letters, e.g. Ask, "how can we
change ,cream® into ,dream®?”
R SR FRE XSS CI2 BXE HWM CI2 COR RSO/ o) "EoOl

creams O{EAH dreamSZ HE = QUX|?"2t1 EHESIN L.

Together, make up a story about a wizard.
24 OrgAtol 2ot O[oF7| & S0 EAN LK.

Storybook
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P3: 1= Wizard BlotO|0{ 2. Wizard BIot% Al
P4: Wizard BIot: =2s A
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"Chip! Chip!" Biff= 23 0{82.
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