
 

 

 

 

 

Grade 1 
Unit 13, Lesson 5 
 
Dear Family, 
 
In Lessons 1–5 of Unit 13, our class learned to read and spell words with ar, as in star, and or, 
as in corn. We read the Superkids story “Slumber Party” and the informational Super Smart 
That’s Not So Scary. Here are a few optional activities you can choose from to extend your 
child’s learning: 
 

• Have your child read aloud the ar and or words he or she completed on Word 
Work Book pages 68 and 69. Then look at a page or two of a favorite book or 
magazine with your child. See how many words with ar and or you can find and 
read aloud together.  
 

• Read the conversation on Word Work Book page 71 aloud with your child. One of 
you can read aloud Toc’s words and the other can read Cass’s and Lily’s words. 
Then switch parts. Try to read the words in a way that shows how each character 
is feeling.    
 

• Ask your child why Lily was afraid in the story “Slumber Party” and what made her 
feel better. Then talk with your child about things you each are afraid of and what 
makes you feel better. Consider whether these tips from That’s Not So Scary might 
help you feel less afraid: Learn facts about the fear, take deep breaths to calm 
down, practice getting used to scary things a little bit at a time, and use your 
imagination to make some something less scary.  
 

• Play a game with your child! All the materials are provided on Word Work Book 
pages 76–77. First your child should trace the blue Memory Words on the cards, 
write the same words on the blank cards, and then cut out the cards and the boy 
and monster game markers. Here’s how to play the game: 

o Lay the cards face down in a stack and place the game markers on the word 
“Start” on the game board.  

o Players should take turns picking a card, reading the word, and moving 
their marker to the nearest space on the board with the same word.  

o If players land on a space connected to a bridge, they can take the shortcut 
to the space at the other end of the bridge.  

o Players lose a turn if they land on a space touching the pond, forest, or 
rocks. First player to reach the pot of silver wins the game! 
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