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Animals
Unit objective

• Talk about animals
Language
Target
vocabulary

Animals: horse, sheep, cow, turkey, hen, goat, duck, goose
Adjectives: fat, thin
Awake or asleep: bat, fox, owl

Target
structures

How many legs has it got? Is it a (cow)? Is it (big)? Is it (white)?
It’s (small). It’s (brown). It’s got (four legs).
It’s (awake) (in the day).

Features

Phonics: /aʊ/ and /ɔː/
Values: Respecting animals
Cross-curricular: Natural Science: awake or asleep

Contents
Songs and chants

Stories and Quest

Socio-cultural aspects

• Chant: What’s this?
• Quest song: Help the farmer
• Song: Animal crazy!
• Unit opener: The characters visit a farm
• Story episode: Help the farmer
• Quest item: a bucket
• identifying and talking about animals
• working in pairs and groups
• learning to share with others
• learning about how to respect animals
• using previous knowledge
• asking and answering questions
• following instructions
• logical thinking: deducing information from pictures and text, playing
a guessing game, using a process of elimination to find answers

Learning strategies

• critical thinking: identifying and comparing
• using art and craft
• predicting the outcome of a story
• reflecting on learning and self-evaluation
• personalisation of language learnt
• recording new vocabulary in a picture dictionary
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Key competences
Linguistic competence: Use language as an instrument for communication (L. 1-8)
Mathematical, science and technology competences: Use numbering to complete a task (L. 1, 2, 4);
Learn about animals (L. 1-8); Understand which animals sleep in the day or at night (L. 6); Learn about a
farm (L. 1-2)
Digital competences: Use Poptropica English digital tools (L. 1-8)
Social and civic competences: Make and accept rules for working together and codes of conduct (L. 1-8);
Learn about how to respect animals (L. 1, 6)
Cultural awareness and expression: Develop and value initiative, imagination and creativity (L. 6, 7)
Learning to learn: Reflect on what has been learnt and self-evaluate progress (L. 7-8)
Initiative and entrepreneurship: Develop one’s own criteria and social skills (L. 1-8)

Skills
Listening
• Can identify farm animals
• Can listen to and understand a simple story

Reading
• Can understand a simple story
• Can understand details of a story

Speaking
• Can ask and answer about animals
• Can describe animals
• Can use the sounds /aʊ/ and /ɔː/
• Can act out a story
• Can talk about caring for animals
• Can talk about when animals are awake

Writing
• Can make a poster about animals
• Can write simple words
• Can complete simple sentences about animals
(Activity Book)
• Can write simple sentences about animals
(Activity Book)

Classroom ideas

Take-home English

• Play flashcard and team games
• Play animal mime and guessing games
• Make a farm scene
• Play Animal Bingo
• Make a night-time drawing
• Photocopiables

• Letters for parents. When you begin Unit 5,

complete and give pupils a copy of the Unit letter
(see digital tools). This explains what pupils are
going to learn in this unit.
• Home-school link. Pupils can sing the unit song at
home for their families Pupils draw their favourite
animals to a poster (L. 6).
• Craft activities. Pupils can take home their animal
drawings (L. 6).

Evaluation
Self-assessment
• I can identify animals
• I can ask and answer questions
about animals

Resources
• Pupil’s Book p. 44-45
• Activity Book p. 38

• Picture dictionary

(Activity Book p. 70)

• Unit 5 Test
• End of term 2 Test
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Lesson 1
Learning objective
Can identify farm animals
Target language
cow, duck, goat, hen, horse, sheep, turkey, goose
Recycled language
Colours
It’s a (duck). It’s big/small.
Receptive language
farm, farmer
Look at the (hen).

2

• Focus on the scene. Ask where the characters are

(At a farm). Introduce the words, farm and farmer.
Ask pupils which animals they can see.
• Point to the goat and ask, What is it? (a goat)
What colour is it? (It’s brown). Is it big or small?
Continue with the other animals.
• Play the audio and ask pupils to listen first.
• Ask which animal is not in the audio. Elicit goose.
In pairs, pupils pretend they are Charlie and Rose
at the farm. Act out a dialogue to introduce the
goose: What’s this? It’s a goose. What colour is it?
It’s white and yellow. Is it big or small? It’s small.
CD2, Track 16
Charlie: Rose! It’s a farm!
Rose:
Look at the animals.
Charlie: Look Rose! It’s a cow. It’s black
and white.
Rose:
And look! It’s a goat. It’s brown.
Charlie: It’s a duck.
Rose:
Look at the hen.
Charlie: And the turkey!
Rose:
Awww, a lovely sheep!
Charlie: What’s this?
Rose:
It’s a grey horse.
Charlie: I love the farm!
Rose:
Me too!

Warm-up

• Ask pupils to recall what they’ve learnt so far.

Name different categories, e.g. colours, numbers,
family, parts of the body and face. Ask pupils to call
out words they know that belong to these categories.

Learning adventure
1

Listen and point.

What do you know?

• Look at the main scene. Ask, What are we

learning today? Write the lesson objective on the
board or look at it on the screen: We’re learning
animal words.
• If using books, close them. Ask pupils what words
they know in English for animals, e.g. cat, dog.
Write them on the board.
• Refer to the learning adventure poster and say,
Great! You are already moving along your learning
adventure!

• Play the audio again and ask pupils to point to each

Presentation

• Play the audio. Pupils listen, point to the animals

• Present the new vocabulary with Flashcards 42–49.

Show the flashcards in turn, say the words and
pupils repeat. Stick the flashcards on the board as
you say each word.
• Now say the words again and pupils find the
animals in the main illustration.
• Indicate the flashcards on the board and say, Animals.
Have a short discussion (in L1) about animals.

animal as they hear the word.
• Play the audio again. Pause after each line so pupils
can point to the animals again.
3

Listen and number. Then say.
and repeat the words.

CD2, Track 17
1 horse 2 hen 3 sheep 4 goose 5 goat
6 turkey 7 cow 8 duck

• Focus on the labels next to each animal. Read them
to the class one by one. Pupils find the words as
they hear them and repeat them.
• Play the audio again. Pupils listen, number the
animals and repeat the words. Pupils then continue
in pairs.
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5

5 Animals

Learning adventure
Ask pupils, How many animal words
do you know now? Give pupils a
minute to tell their partner the new words
they know. Ask pupils, Where are you on
your learning adventure now? Ask pupils
which words they find easiest or most
difficult to remember. Tell pupils, Well
done! to reinforce the progress they
are making.

sheep

What do you know?

1

turkey

horse

1

Pop quiz
Play a guessing game. Say, I’m big.
I’m black and white. I’ve got four legs.
Pupils guess the animal (a cow). Repeat
with other animals. Then ask pupils to
continue the game in pairs.

Home-school link
goose

2

2:16

Invite students to play the Poptropica
English Island Adventure Game. Show
them various activities they could do as
homework.

Listen and point.
duck

3

38

2:17

Listen and number.
Then say.

Lesson 1

Can identify farm animals
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Practice

• Divide pupils into two teams. Stick one of the Flashcards

42–49, word side up, on the board. Call two pupils to the
front and ask them to draw the correct picture below the
word. The pupil who draws the fastest/best wins a point for
his/her team.
• Alternatively you could ask the pupils to make an animal
sound and their team has to say the name of the animal.
Activity Book page 32
1

Look and write. Then say.

• Point to each of the animals in turn and ask, What is it?

Pupils answer.
• Pupils create labels by writing the names of the animals in
the appropriate boxes.
ANSWER KEY
2 sheep 3 cow 4 horse 5 hen 6 turkey 7 duck
8 goose

Materials
Learning adventure poster
Flashcards 42–49, Wordcards 42–49
Optional: Resource 5.1
M05_POEN_TB_02ESP_8126_U05.indd 103
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5
Lesson 2

No, it’s a hen!
Is it big?
No, it’s small.
Is it black?
No, it’s brown.
Neigh, cluck, neigh, cluck! (x4)

Learning objective
Can answer questions about farm animals
Target language
black, grey, white
Is it a (sheep)? Is it (big)?
Recycled language
Animals, Colours
It’s a (duck).

• Play the audio again. Pause before the answers are
given so pupils can answer.
• Play the chant again and ask pupils to chant along.

Practice
Warm-up

• Stick Flashcards 42–49 in various places around the
classroom. Say, Point to the (duck). Pupils point to
the flashcard showing a duck. Continue with other
animals.

Learning adventure
Open books and ask pupils to look at the
activities. Ask, What are we learning today?
Write the lesson objective on the board or look at it
on the screen: We’re learning to answer questions
about farm animals.

Presentation

• Show the flashcard of the hen. Ask, Is it (brown)?

(Yes) Is it big? (No, it’s small). Is it a duck? (No, it’s a
hen). Continue with other animals.
• Say the words black, grey and white several times
and ask pupils to repeat. Ask pupils to find things in
the room that are black, grey and white. Ask them
to find animals with these colours on pages 38–39.
4

Listen and chant. Then find.

• Play the audio. Pupils point to the animals as they
hear them in the chant.
CD2, Track 18
What’s this?
Is it a sheep?
No, it’s a horse.
Is it white?
No, it’s grey.
Is it small?
No, it’s big!
What’s this?
Is it a duck?

• Assign each pupil one of the animals from the

chant. Play the chant and ask pupils to stand up
when their animal is mentioned.

5

Listen and number.

• Point to the animals. Elicit what they are. Point

to the goat and ask, What’s this? (A goat). What
colour is it? (black) Is it small? (No, it’s big).
Continue with other pictures.
• Play the audio. Pupils listen and number the
animals.
CD2, Track 19
1 Is it black?
No, it’s grey.
Is it big?
No, it’s small.
Is it a turkey?
Yes! It’s a turkey.
2 Is it white?
No, it’s black and white.
Is it big?
Yes!
Is it a cow?
Yes, it’s a cow.
3 Is it grey?
No, it’s white.
Is it big? Yes.
Is it a sheep?
Yes! It’s a sheep!
4 Is it black?
Yes.
Is it big?
Yes.
Is it a goat?
Yes! It’s a goat!

ANSWER KEY
a4 b1 c2 d3

104
M05_POEN_TB_02ESP_8126_U05.indd 104

3/8/18 9:40

5
Activity Book page 33
4

2:18

2

Listen and chant. Then find.

Colour. Then say.

• Pupils colour the animals.
• They then play a game in pairs. One

pupil chooses an animal and describes its
colour, e.g. It’s yellow. His/Her partner
tries to guess the animal, Is it big? Is it
a duck?

cow

3

Look at Activity 2. Then read and
write Yes or No.

• Pupils match the picture parts with

the animals in Activity 2. They read the
questions and write, Yes or No.

goat
hen

5

Listen and number.

2:19

a

ANSWER KEY
2 No 3 No 4 Yes 5 No

b

c

Pop quiz

d

t
es

Qu
2:20

Lesson 2

Can understand descriptions of farm animals

M05_POEN_PUB_02ESP_8423_U05.indd 39

Quest
t
es

Qu

Listen and sing.

• Ask pupils to look carefully at the scene on pages 38–39.
Remind them that Rose and Charlie want to win the
Amazing Helper Award but to do so, they need to help
people around the island.
• Play the Quest song. Pupils listen and sing.

39
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Stick Flashcards 42–49 on the board.
Ask a pupil to think of one of the
animals. Ask them questions to guess
which one, e.g. Is it (big)? Is it (white)? Is it
a (sheep)? Then ask a volunteer to think of
a different animal for the class to guess.

Home-school link
Direct pupils’ attention to the
bucket card on page 39 of the Pupil’s
Book. Tell pupils to go online to the
Poptropica English Island Adventure
Game and find the item. Once
pupils click on it, they are taken to a
supplementary language task.

CD2, Track 20
Stand up, jump up, come on a quest,
Come on a quest today.
Turn around, sit down, come on a quest.
How can we help today? Help the farmer!
At the castle, with dinner, at the cave, the doctor and
the farmer!
Help the farmer today!

Materials
Flashcards 42–49, Wordcards 42–49
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Lesson 3
Learning objectives
Can describe animals
Can sing a song about animals

6

• Write the words frog, cat, dog and duck on the

board and ask pupils to remember which order
they’re mentioned in the song. Play the audio and
check the answers (cat, dog, duck, frog).

Target language
fat, thin
It’s got (four legs).

CD2, Track 21
I’m Max.
And I’m Maisie.
We’re animal crazy.

Recycled language
How many legs has it got? It’s (small). It’s (a cat).
Animals, Parts of the body, Colours, Numbers

What’s this? What’s this?
It’s small and grey.
It’s got four legs.
It’s a cat.

Receptive language
We’re animal crazy.
What’s this?

I’m Max.
And I’m Maisie.
We’re animal crazy.

Warm-up

• Call pupils to the front to mime an animal from

What’s this? What’s this?
It’s thin and brown.
It’s got four legs.
It’s a dog.

Lesson 1. Stick Flashcards 42–49 on the board as
each animal is guessed.
• Then describe one of the animals saying, e.g. It’s
big/small. It’s (yellow). Pupils guess the animal.

I’m Max.
And I’m Maisie.
We’re animal crazy.

Learning adventure
Open books and ask pupils to look at the
activities. Ask, What are we learning today?
Write the lesson objective on the board or look at it
on the screen: We’re learning to describe animals.
• Close books. Ask pupils what English words they
know for animals, e.g. horse, hen. Write them on
the board.
• Refer to the learning adventure poster
and say, Great! You are moving along your
learning adventure!

What’s this? What’s this?
It’s small and white.
It’s got two legs.
It’s a duck.
I’m Max.
And I’m Maisie.
We’re animal crazy.
What’s this? What’s this?
It’s fat and green.
It’s got four legs.
It’s a frog.

Presentation

• Ask pupils to look at the picture in Activity 6. Use it
to teach the words dog, cat and frog. Revise duck.
Draw pupils’ attention to the word labels on the
picture and read them aloud. Ask pupils which
other animals they can see in the picture (horse,
goat).
• Say sentences about the animals, e.g. It’s brown.
Pupils name all the animals which are brown. Do
the same with different colours.
• Then teach fat and thin by drawing examples on
the board using Flashcards 50-51 and animals
or objects.
• Show the horse flashcard and ask, How many legs?
Say, It’s got four legs. Stress the word It’s got when
you do so. Do the same with the other animals.

Listen and find. Then sing.

I’m Max.
And I’m Maisie.
We’re animal crazy.

• Play the song again and ask pupils to join in with

the words. You could divide pupils into two groups.
One group sings while the other group mimes the
correct animal for each verse.
• If pupils feel confident, use the karaoke version on
the Audio CD (CD2:22).
7

Listen and ✓ or ✗. Then play.

• Ask pupils to identify the animals in the pictures.

Ask questions, e.g. Is it fat/thin/green? How many
legs has it got?
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5
Home-school link
6

2:21 /
2:22

Ask pupils to sing the song at home
with their families.

Listen and find. Then sing.

Activity Book page 34
4
fat

Look and write.

• Pupils write the names of the animals,
using the words in the word bank.
ANSWER KEY
2 cat 3 duck 4 frog

thin

7

Listen and ✓ or ✗. Then play.

2:23

1

4

2
3

HOME

SCHOOL
SCHOOL

LINK

5

Read. Then look and write.

• Pupils read the sentences and write the

5

names of the animals.

How many legs has it got?

ANSWER KEY
2 hen 3 dog 4 sheep

It’s got
four legs!

Is it thin?
No! It’s fat.
It’s number 2.
It’s the sheep.

40

Lesson 3

Learning adventure

Yes!
Can describe animals / Can sing a song
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• Play the audio, (CD2:23) pausing it after each animal description
to give pupils time to tick or cross. Then play the answer.
CD2, Track 23
1 It’s a dog.
Yes! It’s a dog.
2 It’s fat.
Yes! It’s fat.
3 It’s got four legs.
No! It’s got two legs.
4 It’s thin.
No! It’s fat.
5 It’s a frog.
No! It’s a cat.

Ask pupils, How many animal words
do you know now? Give pupils a
minute to tell their partner the new words
they know. As a whole class or in pairs, ask
pupils to say where they are on their
adventure now. Tell pupils, Well done! to
reinforce the progress they are making.

Pop quiz
Play Parachute with the vocabulary
items from Lessons 1 and 3. Put
pupils into two teams and have them take
turns to guess a letter. Teams win a point
when they guess the word correctly.

• Read the speech bubbles and model the activity. In pairs,
pupils choose and describe an animal. They correct each
other if the description is incorrect.
ANSWER KEY
1✓ 2✓ 3✗ 4✗ 5✗

Materials
Learning adventure poster
Flashcards 42–49, Wordcards 42–49
Optional: Resource 5.2
M05_POEN_TB_02ESP_8126_U05.indd 107
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Lesson 4
Learning objectives
Can ask and answer about animals
Can say the sounds /aʊ/ and /ɔː/
Target language
crown, torch
Recycled language
Animals
It’s got (four) (legs).
Is it a (cow)? Is it (white)?

Warm-up

• Give four pupils a word written on a piece of paper:
frog, dog, duck and cat. Point to a pupil and the
rest of the class mimes that animal.
• Then play the song from Lesson 3 (CD2:21). Pupils
point to the correct word when that animal
is mentioned.

Learning adventure
Open books and ask pupils to look at the
activities. Ask, What are we learning today?
Write the lesson objectives on the board or look at
them on the screen: We’re learning to ask and
answer questions about animals and learning to say
the sounds /aʊ/ and /ɔː/.
8

Play the game. Ask and answer.

• Play a game of Bingo. First read the questions and

answers in the speech bubbles aloud with the class.
Then demonstrate the game. Pupils choose four
animals on the Bingo game board and write an X
over their chosen animals. Now give each pupil
four small pieces of paper. Choose an animal on
the game board and make a sentence using It’s
got, e.g. It’s got four legs. Pupils find the animals
in the game which have four legs, then ask more
questions to find out which animal you’re thinking
of, e.g. Is it big/small/white/black? Is it a horse?
When they have correctly identified which animal
you were thinking of, pupils cover that animal with
a small square of paper. The winner is the first pupil
to cover all the animals with a cross over them.

Listen and say.

9

• Play the audio. Pause after the first two lines.

Ask pupils which sounds they can hear (/aʊ/ and /
ɔː/). Play the first two lines again and pupils repeat.
• Teach the word crown by drawing a simple picture
on the board or showing a homemade flashcard.
Remind pupils of the words cow and brown. Say the
words several times, emphasising the /aʊ/ sound.
• Ask pupils which other words they know with this
sound and write them on the board, e.g. house,
mouth.
• Now teach the word torch by drawing a simple
picture on the board or showing a homemade
flashcard. Remind pupils of the words horse and
short. Say the words several times, emphasising the
/ɔː/ sound.
• Ask pupils which other words they know with this
sound and write them on the board, e.g. four.
• Now play the audio from the beginning to the end.
Pupils listen and repeat the words.
CD2, Track 24
ow, ow, or, or,
ow, or, ow, or, ow, or
ow
brown cow brown cow
A brown cow with a crown.
or
short horse short horse
A short horse with a torch.
A brown cow with a crown.
A short horse with a torch.

crown
torch

• Play the audio again so pupils are comfortable with
these new sounds, then they read the rhymes to a
partner.

Practice

• Pupils add the sounds /aʊ/ and /ɔː/ on separate

pages to their Sounds fun notebooks. Then they
draw pictures of things containing these sounds on
the appropriate pages. Encourage stronger pupils
to write the words next to each picture.
• Ask pupils to add any new words from this unit to
the previously learnt sounds, e.g. /i:/ sheep, /əʊ/
goat, /æ/ cat, /ʌ/ duck, /ɒ/ dog.
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5
5

Play the game.
Ask and answer.

8

Is it white?

It’s got two
legs.

7

Listen and circle two words.

• Play the audio. Pupils listen and circle two

words containing the same sounds. Pupils
check their answers in pairs.

Is it a duck?

CD2, Track 26
1 eye, torch, arm, four
2 jump, brown, mouth, orange
3 nose, these, clothes, dad
4 crown, mum, bug, head

Yes!

ANSWER KEY
2 brown, mouth
3 nose, clothes
4 mum, bug

9

2:24

Pop quiz

Listen and say.

A brown cow with a crown.
Lesson 4

A short horse with a torch.

Can ask and answer about animals / Can say the sounds /aʊ/ and /ɔː/
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Stick the following flashcards on the
board in a horizontal row: a horse, a
goat, a duck, a hen, a cow, a sheep. Point
to one flashcard, e.g. cow and ask pupils
to tell you words with the same sound,
e.g. brown, mouth. Repeat with the other
flashcards. You could divide pupils into
teams and award points for correct
answers.

Activity Book page 35
6

Listen and match. Then trace.

• Play the audio. Pupils listen and match the words with the /
aʊ/ sound to the cow and the words with the /ɔː/ sound to
the horse.
CD2, Track 25
ow
or
cow crown house
horse four torch

• Pupils then trace the words.
ANSWER KEY
horse: four, torch
cow: crown, house

Materials
Flashcards 42–49, Wordcards 42–49; Four pieces of paper with words on them (frog, dog, duck, cat),
four small pieces of paper for each pupil, homemade flashcards with crown, torch (optional), stapler,
two sheets of paper for each pupil (for the Sounds fun notebook)
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5
Lesson 5
Learning objective
Can listen to and act out a story
Functional language
Where are the animals? Yummy! Thank you!
Receptive language
skunk
Values
Respect animals

Warm-up

• Ask pupils (in L1, if necessary) to remember what

happened in the story from Unit 4. Possible
questions: Who is in the story? (Charlie, Rose, Ola,
the doctor and the new doctor). Who do Rose and
Charlie help? (the doctor) Is the new doctor happy
at the end of the story? (Yes)

Learning adventure
Look at the story. Ask, What are we learning
today? Write the lesson objectives on the
board or look at them on the screen: We’re reading
and acting out a story.
• Remind pupils that Rose and Charlie want to win
the Amazing Helper Award. They will complete
challenges by helping people throughout the
island.
• Ask pupils to look back at the opening scene in Unit
5. Ask them to see if they can find out who the
children will help in this story episode.
• Give them time to study the picture, then confirm
the answer by pointing out the poster, Help the
farmer. Ask pupils to think about what kind of help
the farmer might need.
10

Listen to the story. Read.

• Direct pupils’ attention to the story and ask

questions about the characters and each scene:
Who can you see in the pictures? (Charlie, Rose, Ola,
the farmer).
• Revise the names of animals with the relevant
animal flashcards. Pre-teach or elicit skunk: (Black
and white animals known for their unpleasant smell).
• Ask pupils to predict what will happen in the story.
• Play the audio (CD2:27) and ask pupils to listen to
the story as they follow along in their books.
• Play the audio again. Check pupils’ understanding
of the story by asking questions and pointing to
the pictures. Ask, e.g. Where are they? (at a farm)
What can they see? (animals) What are they doing?

(helping the farmer) Be sure that pupils understand
that Rose and Charlie help the farmer by finding all
the animals.
• After pupils have a clear understanding of the
story, play the audio again and ask different groups
of pupils to read along the parts of Charlie, Rose,
Ola and the farmer.
11

Act out the story.

• See the ‘How to use stories’ section on page 18 for
more ideas on how to build your pupils’ confidence
with roleplays.
• Invite four pupil volunteers to act out the roles of
Rose, Charlie, Ola and the farmer. Play the audio
while pupils mime the story first. Encourage pupils
to say the lines from memory using prompts.
• Divide pupils into groups of four. Give groups time
to practise their roleplay.
• Play the audio again and ask pupils to speak along.
Ask other groups of pupils to come to the front to
act out the story.
You might like to give the pupils feedback on
their roleplay.

Values

• Ask pupils (in L1) how many of them have visited a

farm or have pets at home. Discuss ways that we
respect and care for animals. Talk about feeding
them regularly, grooming and making sure they
have enough water to drink. Discuss ways that we
benefit from farm animals or things that we get
from animals, e.g. milk, eggs, meat.

Activity Book page 36
8

Look and say. Then write.

• Pupils look at the animal pictures and say which

animal from the story each picture shows and which
frame of the story the picture can be found in.
• They then write the name of the animal in the
correct speech bubble.
ANSWER KEY
2 goat, frames 2, 3, 5 3 horse, frame 3
4 skunk, frame 4
9

Read and match.

• Pupils read the sentences and match them with the
correct animal.

• Pupils check their answers by reading the

sentences to a partner, who then says the name of

110
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5
Home-school link
10

Listen to the story. Read.

2:27

1

Is it a sheep?

Hmm. Where are
the animals?

No, it’s
a goat.

Invite students to play the Poptropica
English Island Adventure Game. Show
them various activities they could do as
homework.

2

Role playing the story
3

What’s this? Is it a turkey?

Look! It’s got
four legs. Is it
a cat?

No! It’s a skunk!

4

No, it’s a hen.

Phew! Oh, where’s Ola?
Look!

11

42

Act out the story.

Lesson 5

5

6
Thank you!
I like
farms.

Respect animals.
Can understand a simple story / Can act out a story
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the animal, e.g. It’s got wings. It’s got big eyes. (It’s a parrot).
ANSWER KEY
2d 3a 4c

Pop quiz
Prepare multiple wordcards with names of farm animals
so that there is a card for each pupil in the class. Hand
out the cards and ask pupils to keep their own card secret. Tell
pupils to imagine they are at a farm. They are all lost and must
find their own group but they are not allowed to show their
cards.

Below are some suggestions for extra
work with the stories:
• While pupils listen to the story, they
perform a specific action for target
vocabulary (e.g. pupils clap when
they hear the word purple or stamp
their feet when they hear the word
blue).
• Pupils draw a new picture for any
frame of the story.
• Pupils create a new ending for the
story.
• Pupils draw or describe their
favourite character.
• Pupils discuss real-life situations that
are related to the story.
• Pupils comment on how they would
feel or how they would behave if
they were in a similar situation to one
of the story characters.
• You might like to give pupils
feedback. You could give pupils two
stars and one wish, e.g. Fantastic
actions!, Great teamwork!, Speak a
bit louder next time. This could be
given in L1.

Story activities
For suggestions on how to use the
story activities, please see page 18.

They have to ask and answer questions in order to find their
group. Give them one or two examples: cow. Is it big? Is it
black and white? After all the pupils have found their group,
ask them to call out which animal they are.

Materials
Story cards, wordcards with animal names (one for each pupil)
Flashcards 42–49, Wordcards 42–49
Optional: Resource 5.3
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5
Lesson 6
Learning objective
Can talk about when animals are awake
Cross-curricular
Natural Science: awake or asleep
Target language
awake, day, night, bat, owl, fox
Recycled language
Animals
It’s a (cow).
It’s (brown).
It’s got (four) (legs).

Warm-up

• Use Flashcards 42–49 to revise the names of

animals. Put up several cards on the board and
write the matching words next to them, leaving
out a letter in each word. Then ask pupils to
complete the words.

Learning adventure
Open books and ask pupils to look at the
activities. Ask, What are we learning today?
Write the lesson objective on the board or look at it
on the screen: We’re learning about when animals
are awake.
• Close books. Ask pupils what English words they
know for animals, e.g. cow, duck. Write them on
the board.
• Refer to the learning adventure poster and
say, Great! You are already moving along your
learning adventure!

Presentation

• Ask pupils (in L1) which animals they have seen

or heard at night. Suggest bats, foxes and owls.
Show some animal photos you’ve brought to class.
Sort the animals into groups of day animals and
night animals by drawing a sun and a moon on the
board and sticking the photos below. You can also
use flashcards of the animals from this unit.

12

Listen and point. Then say.

• Point to the sun in the first group of pictures and

say, It’s day. Ask which animals pupils can see (a
cow, a horse and a duck). Explain (in L1) that these
animals are awake during the day.

• Now point to the moon and say, It’s night.

Ask which animals they can see. Teach bat, owl and
fox. Explain (in L1) that these animals are awake at
night.
• Play the audio. Pupils listen and point to the
animals as they are mentioned.
CD2, Track 28
1 It’s a cow. It’s awake in the day.
2 It’s a horse. It’s awake in the day.
3 It’s a duck. It’s awake in the day.
4 It’s a bat. It’s awake at night.
5 It’s a fox. It’s awake at night.
6 It’s an owl. It’s awake at night.

• They then say the animal names to a partner and
the partner points to the animal pictures.

13

Read and number.

• Say, It’s got four legs. It’s brown. It’s awake in

the day. Ask pupils to tell you which animal from
Activity 12 you are describing (number 2–horse).
• Pupils read the sentences and then write the
number of the corresponding animal in the box.
ANSWER KEY
a5 b6 c3

Project
14

Draw or find pictures of animals.
Make a poster.

• Divide pupils in pairs and ask them to talk about

which animals are awake at night and which are
awake during the day. They make a list together.
Offer suggestions of other animals they may know.
• Give each pupil a large sheet of paper. They write
the titles: It’s awake at night. It’s awake in the
day. They then draw the animals or stick pictures
of animals they have brought from home on the
poster.
• Ask pupils to share their posters with a partner.
They describe the animals, e.g. It’s small. It’s got big
eyes. It’s awake at night. What is it? (It’s an owl).
• Display pupils’ posters in the classroom.
You might like to give pupils feedback on
their projects.

112
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5
12

5

Listen and point. Then say.

2:28

in the day or night scene.
• Play the audio so pupils can check
their answers.

4

bat

3

2

duck

5

CD2, Track 29
The cow is awake in the day.
The horse is awake in the day.
The duck is awake in the day.
The bat is awake at night.
The fox is awake at night.
The owl is awake at night.

6

fox

It’s a cow.
It’s awake
in the day.

horse
owl

Read and number.

13
a

It’s brown. It’s awake at night.

b

It’s got big eyes. It’s awake at night.

c

It’s white. It’s awake in the day.

ANSWER KEY
Day: cow, horse, duck
Night: bat, fox, owl

Draw or find pictures of animals. Make a poster.

14

Animals
It´s awake at night. It´s asleep in the day.

Bat

Fox

Learning adventure

It´s awake in the day. It´s asleep at night.

Duck
Cow

Lesson 6

Can talk about when animals are awake
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Home-school link
Ask pupils to take their poster home to show their family.
Ask them to find out about any other animals that are
awake at night and to share the information with their
classmates in the next lesson.
Activity Book page 37
10

Draw animals from Activity
10. Then listen and check.

• Pupils draw the animals from Activity 10

cow

1

11

Ask pupils, Can you remember when
animals sleep? How many animal
words do you know now? Give pupils a
minute to tell their partner the new words
they know. Ask pupils, Where are you on
your learning adventure? Tell pupils, Well
done! to reinforce the progress they
are making.

Pop quiz
As pupils are leaving the class, name
an animal from this lesson, e.g. fox,
owl, bat, horse, cow or duck. Ask pupils to
tell you if it is awake at night or in the day.

Match and colour. Then say.

• Pupils match the animal words with the corresponding

pictures. They colour them.
• They then choose a word and say it to a partner, who points
to the correct animal.
ANSWER KEY
2 duck 3 bat 4 fox 5 cow 6 owl

Materials
Learning adventure poster, photos of animals (cut from magazines), a sheet of paper for each pupil, coloured pens or pencils, small
pictures of animals (optional). Flashcards 42–49, Wordcards 42–49
Optional: Resource 5.4
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5
Lesson 7
Learning objective
Can assess what I have learnt in Unit 5
Recycled language
Animals, Colours
It’s a (horse).
It’s got (big) (eyes).
Is it a (cow)?
Is it (thin)?

Warm-up

• Use Flashcards 42–49 to revise animal words.

Hide one flashcard behind your back. Pupils ask,
e.g. Is it (big)? Is it (brown)? Is it a (horse)?
• Pupils then play the game in small groups.

Learning adventure
Open books and ask pupils to look at the
activities. Ask, What are we learning today?
Write the lesson objective on the board or look at it
on the screen: We’re thinking about our
learning adventure.
• Close books. Ask pupils if they can remember the
things they have been learning in this unit, e.g.
How many animal words can you remember? Put
their ideas on the board.
• For each example, ask pupils, Where are you on
your learning adventure? Reassure pupils who are
less confident that they will have opportunities for
more practice.
15

Listen and stick. Then write.

• Pupils point to the appropriate words in the word
bank as you read the words aloud.

• Ask pupils to turn to the stickers at the back of
the book.

• Play the audio. Ask pupils to listen and point to
the stickers.

CD2, Track 30
It’s thin. It’s brown.
Is it a goat?
Yes, it’s a goat.
It’s got two legs.
Is it a hen?
Yes, it’s a hen.
It’s got long legs. It’s brown.
Is it a horse?
Yes, it’s a horse.

It’s got a black face.
Is it a sheep?
Yes, it’s a sheep.
It’s got orange feet.
Is it a duck?
Yes, it’s a duck.
It’s got two legs. It’s fat.
Is it a turkey?
Yes, it’s a turkey.
It’s big.
Is it black and white? Is it a cow?
Yes, it’s a cow.
It’s got two legs. It’s got long neck.
Is it a goose?
Yes, it’s a goose.

• Play the audio again. Pupils listen and stick the

stickers in place. Check with the whole class.
• Pupils write the name of the animal under each
sticker, choosing from the words in the word bank.
• They stick the star sticker in place if they feel they
have learnt the unit vocabulary words successfully.
ANSWER KEY
1 sheep 2 cow 3 goat 4 hen 5 horse
6 duck 7 turkey 8 goose

Game

• Write sentences on the board as headings, e.g.

It’s got two legs. It’s got four legs. It’s brown. It’s
white. It’s black. It’s big. It’s small. It’s fat. It’s thin.
Divide pupils into groups and give each group a
sheet of blank paper. Pupils copy the headings
and list animals they describe below each one.
Award points for each animal listed and choose a
winning group.

16

Draw an animal. Then ask and answer.

• Ask pupils to choose an animal from the unit and

draw a picture of it in the first square. Tell pupils
not to show their pictures to their classmates.
• In pairs, pupils ask questions to guess their
partner’s animal.
• After they guess the animal, pupils ask about the
size/colour and draw a picture of their partner’s
animal in the second square.
• Pupils stick the star sticker in place if they feel they
have learnt the unit structures successfully.

114
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5
15

2:30

ANSWER KEY
Number 3

Listen and stick. Then write.

cow duck goat goose hen horse sheep turkey
1

2

5

6

3

7

4

Learning adventure

8

Ask pupils, Where are you on your
learning adventure? Pupils indicate
where they think they are on the learning
adventure poster. Tell pupils, Well done!
to reinforce the progress they are making.

Pop quiz
Tell pupils to look back through the
unit and find a word they found
difficult. Ask them to try to remember it.

Draw an animal. Then ask and answer.

16

General poster activities

• Before displaying the poster for the

Is it big?
Is it thin?

44

Lesson 7

Can assess what I have learnt in Unit 5
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Activity Book page 38
12

Where is Uncle Dan? Listen and follow
the path.

• Play the audio. Pupils listen and draw the path through the
maze to find out where Uncle Dan is.

first time, pupils can anticipate and
predict who and what they will see
within a topic area and then see how
many items they guessed correctly
once the poster is visible.
• Pupils can create their own posters,
based on a similar topic.
• Using a large piece of paper placed
over the top of the poster (with a
5 cm hole cut out), pupils can be
asked to identify what they can see
through
the hole.
See Lesson 8 of previous units for
more activities.

CD2, Track 31
It’s got big eyes. It’s black and white.
It’s small and green. It’s got four legs.
It’s small and black. It’s got two legs.
It’s small. It’s black and white. It’s got four legs.
It’s small and grey. It’s awake at night.

• Pupils can work in pairs to make up other routes through the
maze, describing the various animals as they go.

Materials
Learning adventure poster, stickers, a sheet of paper for each group of pupils
Flashcards 42–49, Wordcards 42–49
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5
Lesson 8
Learning objective
Can use what I have learnt in Unit 5
Recycled language
Animals

ANSWER KEY
1 turkey (It’s got two legs.)
2 goat (It’s got four legs.)
3 owl (It’s awake at night.)
4 hen (It’s got two legs.)
5 cow (It’s awake in the day.)

Warm-up

Practice

• Ask pupils to think about the song from Lesson 3.
Challenge them to write down the four animals
in the order they are mentioned. Play the song
(CD2:21) so that pupils can check their answers
(cat, dog, duck, frog).

• Help pupils to make an 8-page booklet as an end of

Learning adventure
Open books and ask pupils, Look at the
activities. What are we learning today? Write
the lesson objective on the board or look at it on
the screen: We’re playing a game about animals.
17

Circle the odd one out. Say.

• Look at the first row of animals in the activity.
Ask pupils which animals they can see.

• Ask pupils to decide which animal is different from

the others, e.g. the turkey. Ask them to tell you
what the other animals have in common that make
them different from the turkey. Point to the cow
and say, It’s got four legs. Do the same for the
sheep and the horse. Now point to the turkey and
say, It’s got two legs.
• Show pupils that there is more than one possible
difference. With the same row of animals, point
to the turkey and say, It’s small. Now point to the
other animals one by one and say, It’s big.
• Pupils continue doing this in pairs, choosing the
odd one out and saying how it is different from the
others.
• You could ask pupils to draw their own animal ‘odd
one out’ and to challenge their partner to decide
which animal is different from the others.
• Pupils stick the star sticker in place if they feel they
have done this activity successfully.

unit project. They write the title My Unit 5 Project
Book on the cover and draw pictures on each page,
e.g. of different animals.
• Pupils write sentences below each drawing, e.g. It’s
(white). It’s got (four legs).
• Pupils decorate the book with stickers and
drawings of the characters, etc.
Activity Book page 70

• Pupils colour the animal pictures in the Picture
dictionary.

• They can then play a game in pairs. Each pupil takes
turns to say a word and his/her partner points to
the correct picture. Stronger pupils may wish to
cover the written words below each picture.

Pop quiz
Play Bingo with Flashcards 42–49 containing
the main vocabulary set. Ask pupils to draw a
simple grid of three by two squares and to write
one word from the vocabulary set in each square.
When they have finished, call out all of the words in
random order and pupils can tick them off if they
have put them in their grid. The first pupil to cross
off all six words shouts, Bingo!
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5
17

Circle the odd one out. Say.

1

I C AN
T!
DO IT!

5

The turkey.
It’s got two legs.

2

3

4

5

Now go to Poptropica
English World

Lesson 8
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Evaluation

• You can check your pupils’ progress using Unit 5 Test and
End of term 2 Test.

Preparation for evaluation
Procedure the day before the evaluation
• Review unit content using games to give practice for the
coming evaluation.
• Ask pupils to predict what they think the content of the
evaluation might be, using the children’s first language
as needed.

Materials
Learning adventure poster, Evaluation sheet 5, eight sheets of paper for each pupil, Unit 5 Test , End of term 2 Test
Flashcards 42–49, Wordcards 42–49
Optional: Consolidation and extension Worksheet 5
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