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Welcome to Storyfun!

Storyfun for Starters, Movers and Flyers is a new series

of three books written for young learners aged between 7
and 12 years. All three books in the Storyfun series provide
story-based preparation for the Cambridge Young Learners
English (YLE) Tests. Each Student’s Book contains ten
stories with accompanying activities. The Teacher’s Books
provide detailed suggestions on how to approach the
storytelling, together with clear instructions for presenting
the activities and guiding learners through them.

The Storyfun books aim to provide an opportunity for
language practice and learning by engaging learners’
interest in stories. The stories have been written to reflect
the different language levels and topic areas of Starters,
Movers and Flyers and to appeal to the target-reader age
groups. The language of the stories is exploited in activities
that check comprehension of the stories, teach key
vocabulary and grammar, practise all four language skills
(reading, writing, listening and speaking) and give learners
an opportunity to familiarise themselves with the nature
and format of the YLE test tasks. Activities also include
puzzles, games, projects and poems.

Storyfun for Starters is the first in the series, Storyfun for
Movers is the second and Storyfun for Flyers the third.

Who is Storyfun for Starters for?

Storyfun for Starters has been written for teachers and
young learners of English who are in a wide variety of
situations. It is suitable for:

@ learners in this age group who enjoy reading and
listening to stories

@ large and small groups of learners
@ monolingual and multilingual classes

@ learners who are preparing to take the Cambridge ESOL
Young Learners Starters Test

@ young learners who need to develop their vocabulary,
grammar, language skills and good learning habits.

What are the key features of
Storyfun for Starters?

The Student’s Book contains:

@ a collection of ten complete stories to engage the
imagination and to motivate young learners to improve
their language skills

@ activities that help young learners practise English in a
fun, interactive, creative and meaningful way

@ activity types that help prepare learners for answering
questions in all three papers of the Starters Test and
generally familiarise them with the format of the Test

@ coverage of key grammar points and vocabulary which
appear in the Starters syllabus

® a unit-by-unit word list featuring a record of the key
words which appear in each unit, with space for learners
to write notes about or translations of each word.

The Teacher’s Book contains:
@ this introduction

@ a map of the Student’s Book, which lists the topics,
grammar points and Starters Test practice featured in
each unit

@ acomprehensive teaching guide to accompany the
Student’s Book, meaning that little or no preparation of
teaching materials is required

@ a practical step-by-step approach with suggestions for:

personalisation of language at presentation and
practice stages

skills work: reading, writing, listening, speaking,
drawing and colouring

pair and group work

puzzles, games, projects and poems

recycling of language
teaching notes
tips to help prepare learners to take the Starters Test
ideas for further practice and extension activities
homework ideas

ideas for projects to do at home

a tapescript of all the recordings used in the Student’s
Book activities

@ photocopiable pages that accompany activities in the
units.

The audio CD contains:

@ the narration of all ten stories featuring different
speakers and sound effects to entertain and engage
learners

@ recordings for the listening activities.

How is each unit in the Student’s
Book organised?
Each unit begins with a two-page illustrated story, which

is followed by activities that check comprehension of the
stories and exploit the language for further practice.

Each unit comprises:

e four pages of activities that relate directly to the main
story

comprehension tasks

key Starters and some non-YLE vocabulary

key points from the Starters grammar syllabus

skills practice: reading, writing, listening and speaking

free practice: springboard activities, projects and games.
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How is each unit in the Teacher’s
Book organised?

Each unit begins with suggestions for introducing the topic
of the story. This is followed by ways in which to tell or
listen to the story so as to engage and maintain learners’
interest, while making sure they can follow it effectively.
The subsequent notes provide clear guidance on using the
activities in the classroom.

Each unit comprises:

@ asummary which lists the topics, grammatical
structures, non-YLE vocabulary and parts of the Starters
Test which are practised, together with any necessary
equipment or materials required to teach the unit

o useful, comprehensive, step-by-step teacher’s notes for
all activities

o keys or suggested answers for all activities

@ extension activities and homework ideas

® tapescripts.

Photocopiable activities

These appear on pages 50—62 and are referred to in the
teacher’s notes.

How should teachers use Storyfun
for Starters?

Class needs will vary, but as outlined and recommended in
the comprehensive teacher’s notes for each unit, teachers
could follow these steps:

1 Present/introduce the general topic of the story.

2 Teach any key non-YLE words that feature in the story
(Activity A).

3 Play the audio recording or read the story to learners,
with or without pauses, to check comprehension.

4 Present the two general comprehension tasks (Activities
B and C).

5 Present the grammar, vocabulary and skills sections on
the following two pages (generally these are Activities
D-I). Note: for listening-skill activities, you may wish
to stop or replay audio recordings to allow your learners
less or more time to complete them.

6 Follow communicative pair or group work suggestions.

7 Use extension activities or set homework tasks to
supplement the above activities.

8 Present the freer activities on the last page of each unit.

9 Play the audio recording or read the story aloud a
second time for entertainment purposes only, possibly
asking round-up questions as per focus and class
interests.

10 Present any final game or project idea.

Note: Storyfun for Starters comprises ten units of teaching
material. If following the guidance in the Teacher’s Book,
each Storyfun for Starters unit is designed to provide
approximately three hours of class time.

Further suggestions for Storytelling

The Storytelling section in the unit guide includes a
suggestion for where you can pause the recording of the
story and ask learners questions about what they have just
heard. (You can pause the recording in other places of
course.)

With this pause are some suggestions for the questions that
you can ask learners to check their ongoing comprehension
of the story.

Some questions ask learners about the topic and
themselves, to guess aspects of the story or to say how they
think a character feels or what they may say next. Involving
learners in the topic and asking guessing and prediction
questions engage learners in the process of the storytelling.
You may have other questions you want to ask.

On the recording, learners will hear different voices and
sound effects in the stories. The aim of these is to stimulate
learners’ imaginations and make the storytelling activity
generally more fun. The pace of the storytelling reflects the
pace heard in the Starters Listening Test.

If you are telling the story yourself, support your learners
in any way you can by adding your own dramatisation. For
instance, you can read the stories with as much animation
as possible and use props such as puppets or soft toys and
different voices to bring the stories to life. Involve your
learners in the process whenever you can.

You can also incorporate the use of realia into the
storytelling process. For example, in ‘Cows, sheep, goats,
ducks and chickens’ you could bring in the vegetables Mrs
Day has in her garden. In ‘Kim’s birthday’ you could set up
the classroom to look like a party with balloons, cards and
presents. You can use these at the appropriate moments in
the story.

Once learners are familiar with the story they could even
act out parts of the story in role plays. This will not only

involve learners in the stories and add a fun element but

can also help in practising and consolidating language.

If you have time, you can play the recording of the story a
second time or retell the story at the end of the unit.

How to use the word lists in the
Student’s Book

At the back of the Student’s Book, learners will find a list
of key Starters, Movers, Flyers and non-YLE words that
appear in each unit. These are listed alphabetically and
according to parts of speech: nouns, adjectives, verbs,
adverbs, prepositions, pronouns and expressions. There
is space next to each word for learners to write notes or
translations.

These lists can be used in a number of ways:

@ Divide the word list for a unit, or part of it, by the
number of learners in your group so that each learner
has one, two or three words that they are responsible
for. Learners create flashcards showing their word/s and
decorate them. You can display them on a wall in the
classroom during time spent on the unit. The flashcards
can be used (pointed at, held up, ordered, etc.) during

the activities.
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@ Play ‘Which word am 1?’. Learners work in pairs,
looking at the word list for the unit. Choose a noun and
give the class clues about it until one pair guesses it.
Don’t make the clues too easy and focus on form first
and meaning afterwards. Say, for example: I ve got four
letters. The letter ‘k’is in me. You can sit on me. You can
ride me to school. (bike)

@ Divide the class into pairs. Learner 1 sits facing the
board. Learner 2 sits with his/her back to the board.
Write four words (nouns or verbs are best) from the
word list for the unit on the board. Learner 1 then draws
or mimes them until their partner guesses them all and
writes them correctly (with the help of Learner 1 who
can only say Yes, that’s right! or No, that's wrong!).
When everyone has finished, learners change places.
Write some new words on the board. Learner 2 in each
pair mimes these words for Learner 1.

@ Play ‘Tell me more, please!’. Choose a noun from
the word list for the unit and write it on the board, for
example: banana. Learners take turns to add more
information about the banana. For example Learner 1
says: The banana is long. Learner 2 adds: The banana
is long. It’s yellow. Learner 3 says: The banana is long.
It’s yellow. It s a fruit. Continue until learners can’t
remember previous information.

@ Pairs work together to make as many words from the
word list for the unit as they can, using a number of
letters that you dictate to the class. Alternatively, use
word tiles from board games or letter cards made by the
class. These could also be used for spelling tests in pairs
or groups.

® On the board, write 8 words from the word list for the
unit with the letters jumbled. Pairs work as fast as they
can to find the words and spell them correctly.

@ On the board, write 8 words from the word list for the
unit. Spell three or four of them incorrectly. Pairs work
as fast as they can to identify the misspelt words (they
shouldn’t be told how many there are) and to write them
down correctly.

e Play ‘Make a word’. Each group chooses a word (four,
five or six letters long) from the word list for the unit
and creates it by forming a human sculpt, i.e. learners
in each group stand in a line, using their arms or legs
to create the shapes of each letter. Remember you may
need two learners for some letters (e.g. k). When all the
groups are ready, the words are guessed.

@ Use the word list for the unit to play common word
games such as hangman, bingo and definition games
or for dictated spelling tests. A common alternative to
the traditional hangman, which learners may enjoy, is
an animal with its mouth open, with 8-10 steps leading
down into its mouth. (You could use a crocodile at
Starters, a shark at Movers or a dinosaur at Flyers.) With
each incorrect guess, the stick person falls down onto
the next step, and gets eaten if they reach the animal’s
mouth!

How to use the pictures in the
Student’s Book

Using the pictures for skills practice

Before listening to the story, learners look at all the
pictures on the story pages and discuss in small groups
who or what they think the story is about and what are
the key events.

After listening to the story, divide learners into groups
and allocate one picture to each group. Each group then
thinks of ways to describe what is happening in their
picture. Groups take turns, in the order of the story, to
describe their pictures. In this way the class reconstructs
the story in their own words.

In pairs, learners choose a picture and describe it to the
rest of the class. The class listens, identifies it and says
which page it is on. Learners could also get into groups
and ‘be’ the picture, dictating to one another how to
position themselves, for example: Sif on a chair next to
the window.

In pairs, learners think of three questions to ask another
pair about a particular picture, for example: Whats the
girl doing? Where's the red bag? How many people can
you see?

Learners trace a picture (adding their own choice of
extra details) and then follow your colouring or drawing
instructions.

In pairs, learners write sentences about one of the
pictures in the story. Some of these sentences should be
right and some of them should be wrong. Pairs exchange
sentences, identify the picture and then write ‘yes’ or
‘no’ answers at the end of each sentence.

Groups choose two people in a picture and imagine what
they are saying to each other. They then write a question
with answer or a short dialogue.

Groups choose a background person in a picture and
invent details about him/her. For example how old they
are, what they like doing, where they live, what pet they
have or what their favourite colour is.

Using the pictures to revise vocabulary

Learners find as many things in a picture as they can
which begin with a particular letter, for example f.

Learners list things in a picture that are a certain colour
or that appear in a specific part of a picture. For example
what someone is wearing or what is on the table or in
the tree.

Learners choose ten things they can see in a picture
and list the words according to the size of the object or
length of the word. Learners could also choose things
according to categories such as food or animals.
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Using the pictures to revise grammar

@ Choose a picture in the story and ask learners in groups
to say what is happening in this part of the story, using
present tenses.

@ Practise prepositions by asking learners what they can
see in a picture in different places, for example above
the house, under the trees.

@ Practise question forms by asking learners about
different aspects of a picture, for example: What does
the boy like playing? What can the monkey do? How
many guitars has she got?

@ Practise verbs by asking learners to talk about the
actions of different characters, for example: /n this
picture the girl is running, but the boy is sitting.

@ Groups play ‘I spy’. One learner looks at a picture and
says, for example: I spy, with my little eye, something
beginning with ‘c’. Others in the group guess what the
object in the picture is.

@ Groups play ‘Me!’. One learner imagines that they are
one of the background people in a picture saying, for
example where they are, what they are doing, what
they are wearing, how old they are. Others guess which
person they are pretending to be.

@ Groups plan and create a comic strip version of the
story, copying, but simplifying, four of the pictures in
the story and adding thought or speech bubbles.

Storyfun for Starters components

o Storyfun for Starters Student’s Book

o Storyfun for Starters Teacher’s Book with Audio CD

o Visit the Storyfun website at:
www.cambridge.org/elt/storyfun for a Movers story with
activities and teacher s notes to download and use in
your class. Audio files include a recording of the story
and listening activities.
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How is each unit organised?

——Test practice

—Equipment

——Main topics, grammar, vocabulary

This is a list of the main topics and grammar covered in the
unit. Words that appear in the story and activities that are
not included in the Starters Test word list are listed here.

This indicates those activities which prepare
learners for a part of the Starters Test.

This lists any equipment (e.g. an audio CD) and/or material
needed for the unit.

Tapescripts

The tapescripts for each listening activity on the audio CD
appear after the notes for the activity where they are used.

and chickens!
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,," animals, food, clothes, mmbsers 10-10
oin gromemar The i Ther . e e’
Wk yos be + nousver: |

Puadieg and Writig 3

Listening Port 1: E; Part 20

Speaking Part 1: ; Part 10, E Pare & HL|

MoversiFlyers  farm (). bermer (nl, o0 (n}. home (n).
ot o, sweatsr (n), town {n)

Mon-YLE words: gats ()

(B) New words for you!

® With books closed, mtroduce the tepic of the story
by revising Farm animals. Show Jeamers o pictre of
the cousiryside snd if possible of s farm. Ask: Which
amimals cun we see? As learners make suggestions,
draw o cow, sheep, horse, goat, chicken and duck on
the board, Write these snimal words on the board too.
Learmers come 1o the board and draw lines between the
animal words and pictures, Leamers could also make
the correct aniimal polse 25 you polnt 1o cach wond! Ask:
What s your favourite animal”

Say: This story ix ahout some flarm animals

.

Teahy'reviee firm, swenmier, firmer, pae, fowm, Draw

a fence around the animals and a little farmhouse. Say:
Wie canm s these animals om a farm. Deaw 2 man with 3
bucket of water in the field too. Say: Here' s the farmer!
Je's giving the animals o drink. Show a picture of
ke, Aske fr there 1 gate i i school / yowr parden?
Show or draw a sweater. Ask: What colour is my/thix
wwirter” Shaw  picture of 3 fown, If your sehool is in
avown, say: We five in dmasie of your fowmh. (Name of
woar fovwen) s ar b, Ask: Wit cam we find in @ fown
ihouses, shops, streets, schoolsh

® Learmers now apen their books and look st the picture
and the words. Ask differest beammers to repeat the
words. Learners druw lines between the words and parts
of the pichare., Walk around and check they have dane
this correctly, Ask: Whar colowr is the farmer & swvater?
ired) How mary animals ane on the farm? (R) Loak at
e te, Wit cotonr are the houses? (beowa)

COWS» sheep, goats, dycj

Storytelling

Before Ustening
® Learners ook at the first picture on SIS p 14, They do
not read the tex,
Ask: What can yow see i this picture? (a farm,
o bouse)
o mary animats can pow see? {11}
Henw marey peaple can you see” (2)
Are these men or women” (06 man, 0ne woman)
Say: Nowe et doad ot the prictires and Katew io the
story.

(BIEE0e Play Track 14 of the CD or read the
stary.

Suggestions for o pouse If required:
® Stop the €D after They v runming and jrming in
Mrs Dy’ garden! (5B p 34)
Ask: What s the fiormer & name? (M Gray)
What's tha wonarn s meame? (Mrs Day)
Where are Mr Gray and Mes Day going®
(b0 b )
Are their gares closed? (na)

Afrer listening to the whols story

® Akt I Mrs Dy s garden OR (Bo)
What are the awinvaly doing? (estingwearing her
chathes)
s Mirs Dy hapypy air aingry beit her garden*
(angry!)
Is e Gray sorey? (yes)
At the end af the siory, dives Mrs Day say *Yes,
please! ar ‘No, thank you! " (learners decide)

® Tell the story.

® Learners look at the pictanes. Ask: Which picfune starts
the story ™ Point to t! Leamers paint to the top row firs
phcture, Say: Picture nwmber [ e e aoey: New
write 2, 3, 4, 5, 8 in the baxes.

Cheock answers:

3 The animaks are in Mrs Day's garden.
& The cow's sating o pear,
§ The goat's earing o hat.
6 Mrs Gray i hame naw. She's angry!

® Ask learners 10 tell you the story. Learners say what's
happening in each picture. Ask guestions, for example:
Where are Mr Gray and Mrs Day going? Thy'ne going
fo .. {lown) Where are the animals now!! (in Mrs
Day'’s ganden) What'k the cow eting? (3 pear)

® Divide learners info three groups. Give a story role to
each learner (Mr Gray, Mrs Day and the farm animals
so there will be several Mr Grays and Mrs Days as well
as animals),

& Read the story as below and ask the groups to mime
what's happening. I you brought the vegetables ta the
lass, the farm animals could use these s props!

® Practise first, then beamers perform the play from
Beginning ko end.

Narrator: Mr Gray opons his g bt doesn s close it
He gets in his truck and drives o fows,

Marrator: Mrs Dy apens her garden gate b e s
whose ir, She stanals ar the bus stop. A bus comes, She
e v paracen o) e Ben. Thee amiminly o
now. They are in Mrx Day's ganden
vegetables amd they he

Narrator: Mrs
[t

Mrs Dy role players: 'm very augry!

Mr Gray rale players: {'m very surrs! Wl you fike to
Barve funch?

End the role play with lesmers deciding again if Mes
Dy says Fex, ploare. or Vo thank you

(© Mr Gray lives next to Mrs Day!

& Ask: Whars the firmer's mame? (Mr Gray) Point 1o the
example setence and 10 the one-word arswer. Leasnens
see that farm is crossed out in the word box. Check
understanding of the ofher woeds in the word bas by
posnting 1o the story pictuses on SB pp 34-35, All the
words are shown here except fimch,

® In pairs, learners read semtences 1-6 and write the
angwers. Leamners should remember the answers, but if
they mecd help, they can fisl the answers in the soey,

feruck Zhus Jgare &animals S clocher 8 bench

== |

® Ask three or four pairs to read their semtences fo the
class, for example: On our farm thore (s a trnck, Ow owr
flarms theve are somse hores

@ e!!ms This is Store Farm!

® Revise numbers 120 if necessary.

® Learmers look af the picture. Ask: Who ¥ this® (Mr Gray)
What's betving Mr Gray & cow?” (a truck ) Whose track is
07 {ME Gty s Wl colour is the trovck? (blue) What s
mext fo Mr Gray? (a sheep, a goat, chickens), Hew mumy
ehickenes e there” (2) Whar s My Gray wearing” (0
brerwn jacket, a yellow sweater, groen trousers) What s
M Gy doing? (standing, smiling)

.

Say: Mr Gray i talking abowt his farm. Learners look
at the examples and read the questions hefore listening
Say: The answers ave sames o simwbers. Ask: §y the
anrwer fo the first example a name or @ sumber? {3
mame ) Iy the auvwer e the second example @ nowe or
 nwmeber? { nusmber) Rensind learners to write the
mummber, not the numbser word.

® Play Track 15 of the CID twice. Learners write the
answers,

Check anyeers:
TBen 21 312 blucy 515

Mot in Livtening Part T are abways from the Suarters word
st el are ahwoys speit ouL

Extension for stronger clomses:

For thiy acsivitg. you'll need to teach none.

I Wi notebesska, learers draw o b ocroi the midde of

@ page. in the top half they write My form and draw part of

ehair cwn farm in the space wnder the heading, Thay ton draw
. They

write the heading My friend's form and lsave that spoce blank.
Whan th

® Teachirevise There is There are ... . Learmners look
34 the first paragraph on S8 p 34, Say: On Mr Gray’s
fiaea phere are some . 7 {eows, sheep, goats, ducks and
chickens) There s a ... (dogh Write these semiences on
the board. Underline ave and the phural nouns, Underline
iv asul the singular poun

® Tell learners 1o imaging ihey have 3 farm. Wrile on the
board: Ehw anr farm there is @ ... O our farm there ane
i

® Point 10 cach structure and ask: What ix there on yowr
oo IWhhar canimsarts ave dhere o voner farm * Write
1wo or three supgestions on the board to complele each
sentence, for example: There is a howse, a inee, a dog,
Thene are seute co, some shevp, some ohickos,
Leamers copy these examples.

® In paifs, bearners write den thros moe sentences abosit
their Farm wsing There dsfare. for example: There i a
trwch {ar ciat £ a furmer, There are some mice / some
ks / sewme govts / same horses

y they work in pairs
eaking and answering Hew many ... ! questions, Haw meny
teees ave cheve an your farm? {5) How many trucks are there oa
your farm? {0 Linsening to their partnar's answers, they draw
the el or othes details en their partners farm, Learrars
then ook at each other's drawings to see i they are comect!
Loarners could ol write senstences about their farm, for
wxample: Theve are § bees, 10 cows ond 3 dogs on my form
There's @ tree on my fomm ton.

Tapescript: —

Listen and write @ name o @ numbse.

Girl: Can | ask you some questions obout this
farm, Hr Gray!

M Groy: Yes!

Girk: Whaose farm is ie?

Mr Grog: k's mine. It's my farm.

Girl: Oh! And whot's the name of gour farm!

Mr Groy: It's Store Farm. You spell that 5-T-O-A-E.

Girlk  Thanks.

_—Instructions

—Tips, Notes, Suggestions, Extensions, Homework
The instructions are usually labelled A, B, C, etc. and and Project ideas
correspond to the activities that appear in the Student’s
Book. All the units begin with Activity A New words for
you!, and this is followed by Storytelling. The Storytelling

instructions suggest how to tell the story with a class.

The teacher’s notes offer a range of test tips, notes on
language points or activities, suggestions of possible
answers where there is not a single right answer, ideas
for extensions to activities and ideas for homework and
projects.
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O

of the Student’s BOok

Story and Unit

Topics

Grammar

Test practice

1 Come and play

toys, names, pets,
numbers 1-5, colours

personal pronouns,

regular plurals, have got (for
possessions), imperatives,
question words (How many?)

Reading and Writing
Parts 1 and 2,

Listening Part 4, Speaking
Parts 1 and 3

2 Kim’s birthday!

family, food, colours,
numbers 6-10

possessive s, Let’s, question
words (How old? How many?
Where?)

Reading and Writing Part 2,
Listening Part 1, Speaking
Parts 2 and 4

3 What am I?

animals, body and face,
colours

determiners (a/an), can
(ability) and short answers

Reading and Writing
Parts 1,2, 3 and 5, Listening
Part 4, Speaking Part 5

4 Uncle Fred and me

activities, sports, colours,
numbers 1-10

like/love + noun, like/love +
-ing, How many?

Reading and Writing
Parts 2, 4 and 5, Listening
Parts 1 and 4, Speaking
Parts 1,2 and 3

5 Sam’s sandcastle

natural world, family

demonstrative adjectives,
impersonal you, What alan +
adjective + noun

Reading and Writing
Parts 2, 4 and 5, Listening
Parts 2 and 3, Speaking
Parts 1,3 and 4

6 Cows, sheep, goats, ducks
and chickens!

animals, food, clothes,
numbers 10-20

There is/are, Is/Are there ... ?,
Would you like + noun/verb?

Reading and Writing
Part 2, Listening Parts 1
and 2, Speaking Parts 1, 3
and 4

7 Gran’s glasses

home, family, clothes,
colours

prepositions of place

Reading and Writing

Parts 1,2, 3 and 5, Listening
Part 4, Speaking Parts 2
and 3

8 Classmates

school, activities, names,
transport

present continuous all
forms, So do [!/Me too!/l don’t!

Reading and Writing
Parts 4 and 5, Listening
Parts 2 and 4, Speaking
Parts 1,3 and 5

9 The night train

family, home, transport

adjectives, prepositions of
place

Reading and Writing
Parts 4 and 5, Listening
Parts 1 and 3, Speaking
Parts 3 and 5

10 Winners!

sports, names, colours

conjunctions: and, but and or

Reading and Writing
Parts 2, 3 and 5, Listening
Parts 1, 3 and 4, Speaking
Parts 1 and 2
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come and play

Main topics: toys, names, pets, numbers 1-5, colours

personal pronouns: B

regular plurals: E

question words (How many?): E
have got (for possessions): F
imperatives: J

Reading and Writing Part 1: D; Part 2: G;
Listening Part 4: G
Speaking Part 1: H; Part 3: H

Main grammar:

Test practice:

Movers/Flyers bat (n), pet (n)

words:

Non-YLE words: troll (n), wizard (n)

CD: Story, G, |

@ table tennis or baseball bat (optional): A

o four pieces of paper: C

® one piece of paper or card per learner:

D

photocopies (one per group of three

or four cut into sets of cards) of ‘How

many?’ p 50: E

@ colouring pencils or pens: G, H, J

soft ball: |

® photocopies (one per sixteen learners
cut into sets of cards and folded in
a hat) of ‘Wizards, lizards, dolls and
trolls’ p 51: J

e hat:J

Equipment: °

@) New words for you!

@ With books closed, introduce the topic of the story by
asking learners about their possessions. Ask: Have you
got a bike? (mime cycling) Have you got a kite? (draw a
kite on the board) Have you got a guitar? (mime playing
a guitar) Ask: What have you got? What do you play
with? Write learners’ suggestions on the board, helping
with key vocabulary and supporting understanding with
drawings if necessary.

Say: This story is about four children. They re talking
about things they have got.

o Teach/revise bat, troll, wizard, pet. Draw or show
pictures to teach them. Explain that a #7o0// is a toy in the
story. Show learners that 7o/l and doll have the same
last three letters. For pets draw or show pictures of a
cat and a dog. Say: Some people have a bird or these
animals in their house or flat. These are pets. Ask: Have
you got a pet?

® Learners open their books and look at the pictures and
sentences. Ask different learners to repeat the new
words. Learners draw lines to match the sentences with
the pictures. Walk around and check they have done
this correctly. You could also check answers by asking:
What colour’s the bat? (brown and green) Is this troll
beautiful? (No, it’s ugly!) What colour is the wizard s
hair? (black) What pets can you see? (a cat, a dog and a
mouse)

Storytelling

Before listening

® Learners look at the first picture on Student’s Book (SB)
p 4. They do not read the text.
Ask: Is this a boy or a girl? (a girl)
Where is the girl? (in the park)
What has she got? (guitars, cars)
How many guitars has she got? (4)

Say: Now lets look at the pictures and listen to the
story.
@Q@ﬂ 02 PlayTrack 02 of the CD or read the
story.

Suggestions for a pause if required:

@ Stop the CD after Come and play with me today! (SB
p 4, last line)

Ask: What's the boys name? (Tom)
What's Tom got on his head? (a hat/hats)
What's Tom sitting on? (a truck)
What does Tom say: Come and ... ? (play with me
today!)

After listening to the whole story

©® Ask: How many children are there in this story? (4)
What are the girls’ names? (Ann and Sue)
What are the boys’ names? (Tom and Pat)
What pet have Sue and Pat got? (a lizard)
Where are the children now? (in the park)

What are the children’s names?

@ Point to two or three learners. Ask: What's his/her
name? Emphasise the difference between is and
her. Say: His name's (learner’s name) and Her name's
(learner’s name). Drill the questions and responses
chorally.

® Learners look at the example. Point to the picture. Ask:
Whats her name? (Her name’s Ann.) Tell learners to
look at the pictures and write the children’s names on
the dotted lines (sentences 1-3). Learners can find/check
the spelling of each child’s name in the story.

Check answers:

1 Tom 2Sue 3Pat

® Ask one learner: What's your name? (learner answers)
Say: Sorry? (Say this as if you’ve forgotten or not heard
correctly.) What's your name? (learner answers again)
Then point to yourself to emphasise my and say: My
name s (add your own name). Drill the question and
answers chorally. Learners then ask and answer the same
question in pairs and complete sentence 4 by writing
their own name.
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© Who has got the hats?

® Teach/revise Who ... ? by writing it on the board and
drawing a little face in Whe?. Tell learners that we use
Who? to ask about people. Point to each of the four
faces in B again and ask: Who's this? (Ann, Tom, Sue,
Pat) You might like to compare Who ... ? with What ... ?
Pick up a pencil and ask: What's this? (a pencil) Touch
a learner’s shoulder and ask: Who s this? (Maria) Repeat
this several times to emphasise the difference.

® Learners look at the example. Ask: Who has got the
hats? (Tom) In pairs, learners look at the pictures in
the story or read the text and write the correct name in
sentences 1-6.

Check answers:

1Pat 2Tom 3Sue 4Ann 5Tom 6 Ann

Extension:

You may need to revise the alphabet before doing this
extension. Learners close their books. Divide learners into
four groups (A, B, C and D) and give each group a piece of
paper. Ask each group to write the name you say on the
paper. Say: Ann to group A, Tom to group B, Sue to group C
and Pat to group D. Groups remember, if they can, how to
spell these names.

Check answers by asking a volunteer from each group to
spell out their name from the story. Ask: How do you spell
your name? (learners answer) Write that question on the
board. In pairs, learners then walk around and ask and
answer the question with different classmates.

Test note:

The full list of Starters names is: Alex, Ann, Anna, Ben, Bill, Jill,
Kim, Lucy, May, Nick, Pat, Sam, Sue, Tom and Tony.

©) This is a bike.

® Learners look at the pictures of things that are in the

story. In open class, learners look at the two examples.
Point to the bike and ask: Is this a bike? (yes) Point to
the tick in the box or draw a big tick in the air. Say: Yes,
this is right. This is a bike. Point to the troll and ask: Is
this a bike? (no) Point to the cross in the box or draw a
big cross in the air. Say: No, this is wrong. This is not a
bike. This is a ... ? (troll)

® Learners look at the pictures, read the sentences and
put a tick or a cross in each box. They could check their
answers in pairs.

@ Give each learner a piece of A4 paper or card. Tell them
to draw a big tick on one side of the card and a big cross
on the other side of the card.

@ Point to each picture and ask: Is this a car/boy/truck/
girl/ball/kite? Learners hold up their cards to show
either a tick or a cross for each answer. Learners then
correct sentences 2, 3 and 6. They cross out the wrong
words and write the correct words (bey duck, truek
lizard kite doll).

Check answers:

1V 2X 3X 4LV 5V 6X

Test tip:

Make sure learners understand the tick/cross instruction.
Learners have to put ticks or crosses in boxes in two parts of
the YLE Starters Test (in Reading and Writing Part 1 and in
Listening Part 3).

@ One robot. Two robots.

@ You may need to revise numbers 1-5 before doing this
task. You might like to write the words one, two, three,
four, five on one side of the board and the numbers /7, 2,
3, 4, 5 on the other. Ask different learners to come to the
board and each draw a line to link one of the numbers
with the correct word.

@ Hold up one book and say: I ve got a book. I've got one
book. Then write on the board: /'ve got a book. = I've
got one book. Hold up two books and say: /'ve got two
books. Then write on the board: /"ve got two book... .
Point to the end of book. Ask: What letter goes here? (s)
Make an ‘s’ shape in the air when you say this. Now hold
up three books and say: I've got ... ? (three books) Make
sure learners pronounce the final s.

@ Dirill a/one, two, three, four and five and simple plural
forms of hook, pencil and other classroom items by
holding them up or drawing them on the board. Begin
the choral response with /ve got ... and ask learners
to finish the sentence and draw the ‘s’ shape in the air
when there is a plural.

Teaching tip:

Check that learners use the appropriate /s/ or /z/
pronunciation for the final s. (Regular plural s is pronounced
[z] after -b, -d, -g, -, -m, -n, -r and -w.)

@ Learners look at the picture of the robots. Teach/revise
robot. Ask two or three learners (or all the class if they’d
enjoy it) to stand up and walk like a robot.

® Check story vocabulary by pointing to each object in the
picture in turn and asking: What's this?

® Learners look at the example. Say: The robots have got
one bag. Where's the bag? Learners find the bag in the
picture. In pairs, they then complete the sentences using
singular and plural forms appropriately.

Check answers:

1 bike, kite, guitar, duck 2 hats, bats
3 dolls, pencils, books

® Teach/revise How many ... ? Draw one book, three hats
and five bats on the board. Point to the drawings and
ask: How many books are there? (1) How many hats are
there? (3) How many bats are there? (5)

@ Tell learners to look at the picture on SB p 7. Ask:
Where are the hats? (learners point to the hats) How
many hats are there in the picture? (2) Where are the
bats? (learners point to the bats) How many bats are
there in the picture? (2)
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@ Give each group of three or four learners a set of ‘How
many?’ cards (p 50). Make sure the cards are mixed up.
Each group places their cards face down on a table or on
the floor. Learners take it in turns to turn over two cards
and say what they can see, for example: one frog, two
dogs. (Stronger learners say: I 've got one frog and two
dogs.) If the cards aren’t a matching pair, they replace
the cards face down. If the cards do match, learners keep
the pair. The next learner then turns over two cards. The
game ends when all the cards are matched.

@ We'’ve got a dog!

@ Teach/revise I ve/she s/he s/we ‘ve got if necessary. Using
objects from the classroom or the ‘How many?’ game
cards from E, ask one or two learners in open class to
hold up chosen numbers of objects, for example: three
pencils. Ask: How many pencils have you got? (I've got
three pencils.) Pointing to the learner with the pencils,
ask another learner: How many pencils has she/he got?
(She’s/He’s got three pencils.)

@ Divide learners into pairs. Each pair chooses an object
to hold up. Ask questions about their object, for
example: How many books have you got? (learners
answer beginning with Weve got ... ) Drill. Learners
could continue this practice in closed pairs using
different objects.

@ Divide learners into groups of four. Ask learners to look
at the two pictures in F. One pair looks at picture 1 and
the other pair looks at picture 2. They take turns to say
something about their own picture, for example: Picture
1: We've got four / lots of hats! Picture 2: We ve got four /
lots of kites!

@ Stronger learners could write sentences for the pictures
in their notebooks.

Test tip:

In Reading and Writing Part 2, the yes/no picture sentences
are usually about colour, numbers, positions of objects or
activities. For example: The books are red. There are two books.
The books are under the table. The boy is writing. Use other
pictures for more practice of Part 2.

@Q@ﬂ 03 Now listen and colour the robots.
® Make sure that each learner has red, yellow, blue and

green pencils (like the robot in the picture). Ask: How
many robots are there in the picture? (4) Say: Listen and
colour the robots. Do a quick drawing of a robot on the
board and show learners that they can just colour the
tops of the robots’ heads first. They don’t need to finish
colouring their bodies. They can do that at the end of the
activity.

® Play Track 03 of the CD. Learners listen and colour.

Walk around, checking that learners have chosen the
correct colours. Play the CD again if necessary.

Check answers:

the robot with the pencils — green
the robot on the book — red

the robot on the table — yellow
the robot next to the cat — blue

Note:
In the story, the children say we’ve got lots of pets. Teach/

revise lots of as meaning four or more.

@ Sue has got a red pencil.

® Learners look at the picture. Ask some general questions
to remind learners of the names of the children and also
to teach/revise four colours (red, yellow, blue, green).
Point to Pat/Tom. Ask: What's his name? (Pat/Tom)
Now point to Sue/Ann. Ask: What's her name? (Sue/
Ann) Say: One robots got some pencils. What colour
are the robot’s pencils? (red, yellow, blue, green)

@ In open class, look at the two examples. Ask: Have
the children got a cat? (yes) Point to the cat. In pairs,
learners show each other where the cat is. Ask: Has the
cat got a toy mouse? (no)

@ In pairs, learners read sentences 1-6 and write yes or no
on the dotted lines.

Check answers:

1no 2yes 3no hyes S5yes 6no

@ Learners correct sentences 1, 3 and 6 (blue red, five
four, hats hair).

@ Give learners time to finish their colouring if they would

like to do that.

Tapescript:

Look at the picture. Listen and look.

One

Woman: Look! One robot has got some pencils.
Boy: That’s right ... It’s funny!

Woman: Colour that robot green.

Boy: Sorry? Colour it green?

Woman: Yes, please.

Two

Woman: And look! There’s a robot on a book.
Boy: Oh yes! A robot is on the book.
Woman: Colour it red.

Boy: Colour it with my red pencil?
Woman: Yes. That’s right.

Three

Boy: And one robot’s on the table. Look!
Woman: Yes! Colour it yellow.

Boy: Colour the robot on the table yellow?

Woman: Yes.

Boy: OK.

Four

Boy: The cat has got a small toy robot too. Look!

Woman: Yes, the cat has got a robot too. Colour it
blue.

Boy: Pardon? Colour it blue?

Woman: Yes, please.
Boy: There.
Woman: Well done!
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@ Let’s draw!

Ask: Where's the mouse? (learners point to the mouse in
the example box) Read the example sentence. Point and
say: Look! This is a mouse.

Point to the box for sentence 1 and ask: What's this?
What can you see? (a cat) Say: Write ‘cat’on the line,
then draw and colour the cat. Learners complete the
sentence, join the dots to complete the cat, then colour
it.

Ask learners for other toys or animals they can
remember from the story. Ask them to help you spell
the words and write about eight of these on the board,
for example: kite, bat, hat, duck, truck, doll, troll, lizard.
Learners choose three of these and draw them in the
other three boxes. Learners should not write yet.

When all three drawings are finished, ask two or three
learners to show you one of their drawings. In open
class, say: That's good! I like your (robot). It’s funny!
That's great!

In A and B pairs, learners exchange books. They look at
their partner’s drawings and say: That's good! or That s
funny! Learner A then completes learner B’s sentences.
Learner B completes learner A’s sentences. They
exchange books again and check their partner’s answers.

@ Pat, cat ...

Learners look at the eight words next to the three
flashes. Read out the words. Point to Pat in the yellow
flash, then say Pat again. Ask learners in L1 if necessary
which other words sound the same. Say: Pat and ... ?
(bat, cat, hat) Learners add bat, cat, hat to the yellow
flash. Say doll again. Then say: doll and ... ? (troll)
Learners write #roll in the pink flash. Repeat with truck
and ... ? (duck) Learners write duck in the blue flash.

Listen to the Come and play story again. Play track

02 of the CD. When learners hear any one of the eight
words on the list (in singular or plural form), they put up
their hand to show you they heard it.

Ask learners if they know any other English words
which sound the same as Pat and cat at the end (Starters
words: fat, mat, that). Learners add these to the yellow
flash. Prompt learners by making the initial sound (f... 2,
m... 2 th... ?).

Write on the board:

That fat cat has got a hat and a bat!
Come and play with my doll and troll!
There's a funny duck in that truck!
Learners repeat the rhymes together once.

Throw a soft ball to one learner and say: doll. Tell the
learner to say a word that sounds the same and then
throw the ball back to you. Throw the ball to a different
learner and say: truck. Again the learner has to say a
word that sounds the same, then throw the ball back to
you. Repeat this with other words.

@ Come and play with me today!

@ Ifpossible, put an even number of wizard (W), lizard (L),

doll (D) and troll (T) cards (p 51) folded in a hat for this
game. You also need plenty of space, so if possible move
desks or tables to the side of the room or play this outside
in the playground.

@ Teach/revise imperatives if necessary. Give learners

instructions, for example: Sit down. Close your eyes.
Stand up. Jump! Smile! Wave!

® Ask: What do the children say? Come and ... (play with

me/us today). Learners repeat the phrase all together.
Explain in L1 if necessary that we can also say: Come
and look! Come and eat! Beckon with your finger to
help learners understand the meaning.

o Tell learners in this game they are wizards, lizards, dolls

or trolls. Show learners the letters W, L, D and T on the
cards. Say: In this game, wizards find wizards, lizards
find lizards, dolls find dolls and trolls find trolls.

® Ask two learners to help you demonstrate the game. Ask

the two learners to take a card each out of the hat. They

look at their card to see if they have W (a wizard), L

(a lizard), D (a doll) or T (a troll). Tell the class that you
are a doll and that you want to find another doll. Prompt
learners A and B to say their lines as follows.

Teacher:  Are you a doll?

Learner A: No!

Teacher:  Are you a doll?

Learner B: Yes!/

Teacher:  Come and play with me today!
Learner B: OK!

® Each learner then takes a folded card from the hat but

keeps this a secret.

® Learners walk around and play the game.

@ To repeat the game with new partners, wizards then find

lizards and lizards find wizards. Dolls find trolls and
trolls find dolls.

Project:

Say: Tom has got some hats in the story, some funny red hats. I've
got some funny hats too. I've got some funny yellow hats! Write
on the board: I've got some funny yellow hats. Learners draw
their five favourite things on a sheet of paper, for example:
a bike, a skateboard, a cat, a kite, an MP3 player. They then
write five sentences beginning with I've got a ... , completing
each one with the word for each object. They add colours
or other adjectives that they now know (big, small, funny,
ugly, beautiful, good, fat) too. For example: I've got a beautiful
blue bike. If learners need help with ordering adjectives, use
examples from the story to show this: I've got some funny red
hats. We've got an ugly blue troll. Learners write their names
on the sheets of paper. Display their drawings/collages
around the classroom if possible.
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