Sukindi

— LEARNING —
Homework without the hassle

Sukindi is an Australian learning platform

that supports Teachers, Parents and

g e Students with an interactive homework
Scan to start your

free 7-day trial app ﬂnd dnwnlﬂndﬂble resources.

Who Sank the Boat? - Foundation

Table of Contents

Presentation: Who Sank the Boat?

Display: Who Sank the Boat? Story Parts @

Game: Boat Story Seguence

Activity: Retell Role-Play Pack

Activity: Favourite Character Vote and Talk

Mini-Book: Change the Boat Story

Activity: Boat Sentence Builder

Worksheet Pack 1: Characters and Story Parts

Worksheet Pack 2: Retell and Respond

Worksheet Pack 3: Read, Trace and Build Sentences

Quiz: Who Sank the Boat?

Assessment: The Wobbly Wagon E

Rubric: Who Sank the Boat Foundation Unit Rubric @

—LEARNING —



WHO SANK THE BOAT? STORY PARTS

A literary story has characters and events. It has a beginning and an ending.

SETTING [

lake, jetty and &
little red boat

'BEGINNI

friends.p ’
d “ e |

MIDDLE %%

friends climb in
one at a time

\.

"ENDING

the boat tips
and the friends
go home to
get dry

.




TELL A STORY

FIRST - Who and where?

%
n

NEXT - What happened?

—— A THEN - What changed?

S ¥Ry FINALLY .
irst . - . Bhé nally __.
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NEXT - What happened?

—— THEN - What changed?

S s FINALLY - How did it end?

First ___. Next___. Then__. Finally __.




BOAT STORY SEQUENCE

0 Mix the eight cards.

9 Put the events in order.

9 Place them on the mat.

o Retell with First, Next, Then and Finally.

You need: 8 cards and the sequence mat.
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The friends see

the little bo

The pig climbs
into the boat.

The donkey climbs
into the boat.
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The friends go home
to get dry.
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RETELL ROLE-PLAY HEADBANDS
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RETELL ROLE-PLAY HEADBANDS
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RETELL ROLE-PLAY HEADBANDS
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PUPPET RETELL
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PUPPET RETELL
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FAVOURITE CHARACTER VOTE
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CHARACTER VOTE AND TALK

Name:

Whi as the most votes?

Which has the fewest votes?

My favourite characteris ____ because ____




CHANGE THE BOAT STORY - PAGE 1

L .5 My characters *~
My New ||
Boat Story ¢ |
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BOAT SENTENCE BUILDER

~ frlends Ilttle




BOAT SENTENCE BUILDER




Name:

BUILD A BOAT SENTENCE

Build it with cards

-

Write it

Build it with cards

-

o

Build it with cards

-

3

Write it

v

Read your sentence aloud.




MEET THE CHARACTERS: WHO IS WHO?

Name:

Draw a line to match each character.




MEET THE CHARACTERS: WHO IS WHO?
Name: ANSWERS

Draw a line to match each character.




MEET THE CHARACTERS: CLUES

Name:

Direction: Write or draw the character for each clue.

%

1. I am big and black and white.

2. [ have long ears.

3. I have a curly tail.

\

5. [ am tiny with whiskers.




MEET THE CHARACTERS: CLUES
Name: _ ANSWERS

Direction: Write or draw the character for each clue.

r — — — p— =S

1. I am big and black and white. COW

2. | have long ears.

3. [ have a curly tail.

\




BEGINNING

BEGINNING, MIDDLE AND END:

Name:

Direction: Circle the picture that shows the beginning.

At the beginning, the friends




BEGINNING, MIDDLE AND END: BEGINNING
Name: ANSWERS

Direction: Circle the picture that shows the beginning.

At the beginning, the friends __plan a boat ride




BEGINNING, MIDDLE AND END: MIDDLE

Name:

Direction: Write 1, 2, 3, 4 to show the event order.

D The boat sits lower as more friends climb in.

In the middle,




BEGINNING, MIDDLE AND END: MIDDLE
Name: ANSWERS

Direction: Write 1, 2, 3, 4 to show the event order.

@ The boat sits lower as more friends climb in.

In the middle, _the animals climb into the boat



BEGINNING, MIDDLE AND END: ENDING

Name:

Direction: Circle the picture that shows the ending.

The friends go home to:

(O get dry (O find lunch O play a game

Finally,




BEGINNING, MIDDLE AND END: ENDING
Name: ___ ANSWERS

Direction: Circle the picture that shows the ending.

The friends go home to:

(O get dry (O find lunch O play a game

Finally, _the friends go home to get dry .



RETELL IN ORDER Mo

Write 1 to 6. Then tell the story to a partner.




RETELL IN ORDER  Nome: _ANSWERS

Write 1 to 6. Then tell the story to a partner.




CHARACTER SPEECH AND FEELINGS

Name:

What might the mouse say after the splash?

R -
'3 .
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Circle a feeling for each character.

Sukindi



<5 WHO SANK THE BOAT? STORY MAP )

Name:

Draw or write the important parts.

ki )
CHARACTERS SETTING

@ ENDING

(") MY FAVOURITE PART




READ AND TRACE - PAGE 1
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Draw the boat.




READ AND TRACE - PAGE 2

'Draw the splash.




BUILD A SENTENCE  Name

Put the words in order. Write each sentence.

[ COW The climbs | into the boat

O S e O e e S N O O O S O S O S S S S . S O O




BUILD A SENTENCE  Nome: _ANSWERS

Put the words in order. Write each sentence.

[ friends




BOAT STORY WORD HUNT

Name:

Circle the eight boat-story words.

COW moon vr  donkey

boat kite

tree lake < fish splash



BOAT STORY WORD HUNT

Name: ANSWERS

Circle the eight boat-story words.

moon
Vet

cake

‘ frog kite

tree . fish




ASSESSMENT: THE WOBBLY WAGON - PAGE 1

Name:

Your teacher can read the story aloud.

d ™

1. A goat found a littl
beside the L

Tlon

3. The wagon rolled faster and
one wheel wobbled.

e Vv,

l 2. AWRg.”a duck and a chick

& R
(<>

climbed iIn.

.

4. The friends tumbled safely into
a soft pile of hay.

Listen, look and remember the characters and events.



ASSESSMENT: THE WOBBLY WAGON - PAGE 2

Name:

1. Circle the text type.
story /

2. Write or draw two characters.

recipe /

map

-

3. Number the events 1 to 4.

4. At the ending,
5. Draw a new vehicle or a new ending.

-

Teacher check:

Retell the story to your teacher with First, Next, Then and Finally.

Identifies story features

Ll

Sequences key events

Retells or adapts an idea




ASSESSMENT: THE WOBBLY WAGON - PAGE 1

Name: ANSWERS

Your teacher can read the story aloud.

5 B i

1. A goat found a littig@#Qon

beside the b3

1 )

)

\[o Ay du_ckand a chick

climbed in.

3. The wagon rolled faster and
one wheel wobbled.

/SN

—

——

4. The friends tumbled safely into
a soft pile of hay.

Listen, look and remember the characters and events.




ASSESSMENT: THE WOBBLY WAGON - PAGE 2
Name: ANSWERS

1. Circle the text type.

/ recipe / map

2. Write or draw two characters.

|"'" ' r ™y

goat

N, o

3. Number the events 1 to 4.

4. At the ending, __the friends land safely in the hay

5. Draw a new vehicle or a new ending.

4 N

Retell the story to your teacher with First, Next, Then and Finally.

Teacher check: M Identifies story features M&}equences key events M Retells or adapts an idea
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This is a literar A\ \

A literary story hos chgso s @
It has o€ le Gl O ding.




Meet the chargpte “

Cow, Donkey, Rig, Sheep B oWRouIre friends.
Each ch(€ h@&Rtor oV rword.
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Where does it

The story happens near thest D Ittle Lgd bUt.
- \ .




Beginning
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The friends see the boat
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Middle

Cow climbs in. Donkeuy,

The boo
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Ending

Mouse jJumps in last. The boo
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Retell the importget RAN

Name the choroClss S
Tell what ha|CW€ gBhing

\

1Ng.
Jnad ending.

010




N
What caused the spNSER

\
More and more animaolsem o D the haat.
The crowade t th@kiergsSplashed.




\

Adapt the sig

Keep some familiar idec N
Try o re hige, plt

'
o one rart.

O
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Let’s retell Toas i \Q

First, friends see the bo IR climbain.
|

Then Mouse tipsd efbne@mesWPme to get dry.










Queshon

TRUE O
This picture booe OB Wit i ers and events.




Answer

It is o liter eq ¥ events.




Queshon “

A — cow, donkey, pig, ¥, boat, sky

C — first, nex itle, @ ge, cover, author
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Question “

\
SHORT A “
No'ne 3 ligesh ‘a2 ufl
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Answer
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ot tips.

Question

e Yo" g-

Which event belongs p&c

Yeld [\ °
@10 use tr t. D

A — Friends go hc
C — Friends dec¢

\ | &

Everyone splashes.

-s,
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Answer

\
C — Friends decid tEoat.
0
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Queshon

TRUE O
Arete€ NEAIN ONRNS oraer.







Question €

VWhnIich wora nes s C






Question “
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Answer

nswers
Example: Fe ol Yqlo the boat.




Question £ “

Which event belongs RENcURas

Fr

o O ride.

0s ¢

A — Characters are | uc

in. D

C — Animalls home to get dry.



Answer € “

\

D — Friends go hin e O T Y.
e SPle sTE.
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Queshon C

TRUE O
An adaptatio e e or ending.







Question IC

Which Is the clearest agofetion? \

\
O waaohn ovid make

A — Copy every part. B — Chang DO

INg.
ome only one animal.




Answer IC

B — Change the boat to a wa

It C

\

\
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