Week 13 Attachments.
Attachment 1:  “The Airport” Oral Language Poster

[image: ]
[image: ../0.%20RESOURCE%20ARTWORK/JI_U16_OLLP_a/JI_U8_OLLP_a.png]See if you can identify what these signs mean.











Questions to ask.
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Attachment 2:  “Up, Up and Away!” Final Core reader of junior infants!
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There are some difficult words here so take maybe 3 or 4 each day and begin with the ones known to the children first ( ship, lunch, her, his etc)
Attachment 3:   “ar” words

car     far bar    dark park    shark  scarf   Mark  











Attachment 4:  Gaeilge Cómhrá

In lesson 3 the children will need someone to carry out a role-play conversation just like in the Bua na Cainte lesson with them.

Person 1 will be the customer while person 2 is the shopkeeper
*************************************************************
Duine 1: Dia duit

Duine 2: Dia’s Muire duit.

Duine 1: Tabhair dom_______( úll, oráiste, ceapaire etc)

Duine 2: Seo duit______. (úll, oráiste, ceapaire etc)

Duine 1: Go raibh maith agat.

Duine 2: Fáilte romhat.

Duine 1: Seo duit an t-airgead.

Duine 2: Slán
*********************************************************************


Try practice this many times at home in a pretend shop with real/pretend food and money. Try make it as fun as possible.


Attachment 5:      
Dathaigh an úll glas. Dathaigh an oráiste oráiste. Dathaigh an  arán donn. Dathaigh an im buí. Dathaing an bainne gorm. Dathaigh an subh dearg. 
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Attachment 6: Cómhrá Ceacht 5

Duine 1: Dia duit
Duine 2: Dia’s Muire duit.
Duine 1: Cóta, más é do thoil é.                
Duine 2: Cuir ort an cóta dearg.
Duine 1: Tá sé róbheag. 
Duine 2: Bain díot an cóta dearg. 
Duine 2: Cuir ort an cóta buí.
Duine 1: Is maith liom an cóta buí. 
Duine 2: Tá sé go hálain.    
Duine 1: Seo duit an t-airgead.
Duine 2: Seo duit an cóta.                 
Duine 1: Slán leat agus go raibh maith agat
















Attachment 7: Art
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Attachment 8:    This week activity challenges have been incresed just like they would have been in school. Some suggestions are outlined below. These activities may need to be altered to suit your equipment and number of family members willing to play. Alter as you see fit. Feel free to create your own PE games also.   Have fun.
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PE 2
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PE 3
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PE 4
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Dangerous Dogs

Focus: To improve movement of hands and feet. The PE Shed
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Types of Dangerous Dogs
A Dangerous Dog ]

A Caught Dangerous Dog
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The Hunter

Make this task easier
« Increase the size of the playing area.
« Reduce the number of taggers.
« Do not allow taggers to guard dangerous dogs

How to do the activity

« Select -3 Hunters (Taggers). Hunters can run and carry evil red freezing ball

« Allof the other students are dangerous dogs.

« Dangerous dogs move on their hands and feet.

« If aDangerous Dog gets hit by an freezing red ball then they become frozen
and must freeze (see key).

« A dangerous dog can free a dangerous frozen dog by crawling under the
gap between the hands and feet.

« Play until all dogs are caught or until the end of the time limit.

Questions to ask

« What happens when a dangerous dog gets hit by a ball?
+ How can we work together in this game?

« Which muscles are we using in this game?

What you'll need

« A marked out playing area (spots or cones).
« Soft Small Dodgeballs

Make this task more challenging
« Reduce the size of the playing area.
« Increase the number of taggers.
« Allow taggers to guard frozen dangerous dogs.

Visit www.thepeshed.com for more resources
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Warm Up Game: Crossing the River (or famous river)

Focus: Movement, decision making and strategy.

Recommended Age Range: Foundation - Grade 2

e re oncd

Equipment

Setting Up

Description

Further opportunities

No Equipment needed.

If outside mark out a
square/rectangle as a
playing area with
cones/spots

This can be played in any
indoor or outdoor area.

Set a limit on the size of
the area.

If you are playing outside,
create an area using
cones/spots.

Select 1 person to be the
tagger/fish

Students line up at one end of the River Bank
(End line) and have to move across to the other
river Bank (Opposite End Line) without getting
caught by the tagger (fish).

If a student gets tagged, the become a tagger.

Taggers must always start on the middle line
(Half way between the two end lines). If they tag
off the middle line, the catch does not count.

For students that are waiting too long, introduce
a count down (10 seconds). If the have not
made it to River Bank in 1 seconds, they
become a tagger.

Differentiation

Easier:
- Increase playing area

Harder:
- Increase taggers.
- Reduce playing area

Variations

- Taggers hold hands

- Students have to move using a specific
movement (For example: hopping,
jumping, side stepping, crawling etc.)

- Cross the river with a partner.

Crossing the river

River Bank

e o et Th e DE bt SOAS

Taggers

s
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Crab Football Clearout /\

Focus: To coordinate our hands and feet. The PE Shed
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Make this task easier
« Students can use hands.
« Make the playing area smaller.

0 & 2

How to do the activity

« Put aline of spots/cones down the middle of the playing area.

« Divide the beach balls equally and put them on each teams beach.
« Divide the students into 2 teams.

« Students move like a crab on their feet and hands (stomach pointing
to the sky).

Each team protects their beach and tries to clear the beach balls
into the other teams beach. Students must kick using feet.

« The team with the least beach balls on their beach at the end wins.
Questions to ask

« What ways can be move like a crab?

« Which way is the quickest way of moving?
« How can we work together in this game?
What you'll need

« Beach balls (or large soft balls)

« Spots/cones

Make this task more challenging

« Add different sized balls.

« Students to use their least comfortable foot for kicking.

« Students must pass to a team mate before kicking into the
other zone.
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The PE Shed

Coordination Game: Clap Catch

/a\

The PE Shed

Recommended Age Range: Foundation - Grade 3

Focus: Co-ordination, catching, underarm throwing and teamwork.

Equipment Setting Up Description Further opportunities
- Different sized balls Played in any space. Students stand on a spot/cone and face the Differentiation
teacher/thrower. Easier:

- Spots/Cones

Create a semi-circle or circle

of spots/cones.

The teacher or thrower

stands in the middle with a

ball.

The teacher/thrower starts by throwing an
underarm throw to students in a random order.

Students must clap one time before they catch the
ball. If they forget to clap or they drop the ball, they
sit down.

Students can save their peers by clapping twice
before catching the ball. They are allowed to select
one peer to save.

Students can save all of the ‘out’ students by

- Teacher/thrower stands closer to the catcher.
- Use larger balls.

Harder:

- Teacher/thrower stands further away from the
catcher.

- Use small or different shaped balls.

- Get students to stand on balance boards.

- Get students to stand on one foot.

- Get students to catch one handed.

Variations
- Allow a student to become the thrower.
- Add fake/dummy throws into the game and if the

clapping three times. student claps, but the ball hasn’t been thrown, they
are out.
Clap Catch A
The PE Shed
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f a student forgets to clap or drops the ball they sit down
save a caught student by clapping twice before a catch.
save all of the students who are out by clapping three times bef
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Boarding Pass
| 09:00

Departure: Dublin
Arrival: Milano 12:30
Seat: 23a

Gate: 6
Name: Kate Connolly

10)0 000

.




image2.png
w
i
g
£
ﬁ%v
z
5
2





image3.png
Now go to the Explore mode of the poster. Use the spotlight tool to focus first on Kate, Jack and Mum. Ask

children the following questions:

Where do you think the family is? (4t the airport)

How do we know? (Suitcases; luggage; luggage trolley; passport; boarding pass; check-in counter)

Why are they at the airport? (They are going on holidays)

Do we always go to the airport when we are going on holidays? (i we are going to another country by

aeroplane)

« How doyou think they feel? (Excited, happy, delighted) Why? (Going on holidays; it fun to go on a
plane high up above the clouds)

Explain to children that f we are going on a train, we g to the train station. If we are travelling by aeroplane
we g0 to the airport terminal ~ that's what this building is called. These people are in the airport terminal.
They are in the departure lounge because they are departing. People who are arriving to Ireland come to the
arrivals lounge.

Now focus on the other peaple in the airport. Ask children the following questions

What do we call people travelling on an aeroplane? (passengers)

Look at the people at the bottom of the poster. Where do you think they might be going?

(somewhere sunny) How do you know? (unhat, sunglasses, light summer clothing)

What i the ittle boy looking at? (4n aeroplane)

Where is the aeroplane? (07 the tarmac)

Where will it go to take off? (e runway)

Who willtell the pilot when it i time for the plane to take off? Who will guide the plane? (he people

in the control tower)

+ Have you ever been a passenger on an aeroplane? Or have you ever gone to the airport to collect
someane who is coming to visit? (Encourage children who have been to the airport to recount the
experience ~who, where, when, why, how; Scaffold the children to use the words passenger;
Jeelings; luggage; arrivals; departure) .

Now focus on the pilot and air hostess. Ask children the following questions:
'+ Who do you think these people are? (Pilot and air hostess) How do you know? (Uniform, luggage,
‘peaked cap)
What does the pilot do (f/ies the aeroplare)
What do we call the pilot? (Captain)
What does the air hostess do? (Takes care of the passengers; gets the plane ready for take-off and
landing; serves beverages/drinks and snacks)

Now focus on the boarding pass. Ask children these questions:
« Whatis a boarding pass? it allows you to board — get on — the plane; it tels the airport staff your
‘name, the flight you are oing on and the seat you will have on the plane; it proves that you have paid
for the fiight and checked in)
Lok at Kate's boarding pass. What information can we learn from her boarding pass? (She is going to
Milan, italy; her aeroplane wil leave from gate 6, her seat number is 234, her flight will depart at 9
a.m. and arrive at 12.30 p.m.)





image4.png
I Unit Word List

his
her
ship
what

time

liked children

re Reader 4: Up, Up and Away!

away
where
flying

looked

played

hurry
asked
ready
lunch
game

plane




image5.png
Tabhair dom ___.
(ull, ordiste, ardn, im, bainne, subh)





