6th 6 Weeks Reading Project
A
Due: NO TATER THAN May 22, 2013

The ELAR 6 Weeks Project is nol mandatory this 6 weeks.
Instead, I am offering this project as extra credil. If a
student decides to turn one n, I will use that grade 1o
replace a student’s lowest Daily Grade for the 6" 6 weeks.
The instructions and expectations are the same as they
have been this school year. Homework passes will still be
oiven 1o those who turn in a project prior to the due date.

Please email me if you have any questions.



2, Crossword Puzzle (Across and Down)
3. Board Game .

4, Shoe Box Dioratma (Model)

B,

6, Hanging Mobile
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Thmd Grade Book Pro _|ec1" Cho;ces

7‘41‘51 (Y] «n‘\f'@f . ¢

Written Book Report

Lights, Camera, Actionl

Mystery Person: Who Am T?
8, Book Jacket
9. TV Commercial
10. Sweet Poetry
11, Clay Models
12. Ten Important Questions
13, Tt's All About Me
14, Word Search

4, WRITTEN BOOK REPC)RT

A th‘a the title of the book ot the top line and underline it, Sklp a line and write the

am‘fhor underthe Tl He*

B. »Skizp a Hne. White a‘summ'ary paragrdph about the bovk, Be sure your paragraph has a

Thm“ 1he.y"happened Tnclude detalls that aupporr youl" ‘l‘dplc sem*ence,
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C. Write additional paragraphs abdut The mair events that hqppen Ih the book in the ordér
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E. Make a cover page for your report, If should iticlude the title, author, your name, the

date, and an illustration, '
F. This report can be written or fyied,
6. Be prepared fo give an oral sutmmary of the book, Be famitlar with the characters, setting,

problem and solution.

2. CROSSWORD 'WZZ’LE (Across and Down)

A. Make alist of 20 key wlér'(,:is that remind you of your book,

B, Get graph paper from the clagsroom or print It off the computer, Then write the words

oh the graph paper making a crossword design, Use all capital letters when you write the

words,

¢, Outline cach word in the puzzle by drawing a line on top of

the graph paper line areund each word. Use a ruler to make

your lings straight, This is your answer sheet,

D. Number the words going doross first, Write the number of
the Word in the upper left corner of the firgt letter of the
word, Next, number the words golng down, If the number
for the first letter of the wordgoing dowh is already there,

keep that 'numbef'i Lf there is no number already i the box,

give the word o hew nuﬁwbar*.
E. Qn a separafe piece of paper, list the clugs for the words ACROSS, Use the number in
the box of the flrst letter in the word in the puzzle for the clue for that word,
F. L.riS'r’ the clues for the words DOWN, Be sure the numbers of the clues match the words
In the puzzle. ‘
6. Copy the outline of the puzzle on another sheet of graph paper, Use a ruler o draw the
o ﬁ;‘_‘l!pes. Add the numbers in %he‘ upper left corner of the box, DOUBLE CHECK FOR
“F ACBURACY] This is the blank puzzle that will be solved..
¢iteha Hile for the _,p.qg]zm. Tt should be ‘the 'i'.lﬂ_g of your bookK, . v e
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Vi'rite your name and book ‘H"rle on the top of each shee“r—-“rhe cluas ‘the blank puzzle, and
the answer: shaef

Be prepared to glve an oml summary of the book, Be ‘familicu" wn‘h the characters, setting,

proplem and solution.

. BC)ARD GAME

A

. Use buttons.or, other, small Items’ ( orthe markers,

Ct*ea“re f board game using the char‘acw“er*s and setting

from the sw‘or*y you read

Usea spinner‘ or dlcg for ‘rhe hufbep of spaces fthe

;piecas move, . _
7me “rhe bodrd on heqyy paper Make The pieces move rhrough places or events from the

:STOY’Y

You may heed to make up ques"non cmd answet cards to go with “rhé gqme

Include a set of rules, the game bogrd, and the game pleces ina baggle Be sure your

name and the name of the game aré on the board cm,d'oét the baggie.
. Be prepared ‘o give an oral sumtnary of the book, Be famillar with the characters, setting,

problem and solution,

. SHOE BOX DIORAMA. (model)
A,

Trace the boT‘toﬁx of a shoe box ofia plain plece of paper, Cut out the shape, Make sure it

. fits Into The bottom of the shee box, Draw and color the background or setting of the

gcene oh this paper, Glue it In the shoe box.

: Draw; color, and cut out characters, Attach L-shaped strips of heavy paper to the back

~ of each character, Glue each character to the bottom of the bdx. De This for any other

props yoi would like to add to make your scene realistic.
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¢, Be prepared o give an oral summary of the book. Be familiar with the characters, setting

problem and solution,

5. LIGHTS, CAMERA, ACTION!

A. Choose an event from your book that would be fun and interesting
to0 act out, If more than one character appears in the scene, have
classmates who have read the same book take the other parts.

B, Dress up and use props toact out the action of the story, Practice
several times go everyone knows what to do. You may use cards to
help you remember your parts,

C. Be prepared to give an oral summary of the book. Be familiar with

the characters, seiting, problem and solution,

6. HANGING MOBILE

A. On a sheet of paper, brainstorm a list of the most important (1)

characters in your book, (2.) the settings, and (3.) any special
objects that were part of the story. For instance, in
"eharlotte's Web", Fern, Wilbur, and Charlotte are important
characters, The Arable's barn and $he County Falr are settings.

Objects that are important are Wilbur's crate and the words

Charlotte writes,
B, After listing all the possible characters, settings, and objects you can think of , decide
which ones best represent your book, Choose B-7 to illustrate, drawing both the front
and back views. Your items should be colored on both sides, Make them medium size, nof
too small and hot oo large.., Just right,
¢, Hang the items from pleces of yarn or string on a hanger,

D. Add a card with the book title, author and your name,




E. Once you havé tied the pieces to the mobile and have each plece balanced, place a drop of
glue on the. string so it doesn't slip on the hanger.

F, Carry your mobile to school in a trash bag or other large bﬁg, Paper clip the card parts
together so they don't tangle. We will hang i+ when ydu get to class,

G. Be p.repq‘rf-ed«fo give an oral summary of the boclvk. Be flqmi liar with the characters, sz‘r_jring,

prob a‘lii"\":('imd solutlon,

'z Mvsr&m\( PERS@N.,Who Am 2

A. This project is good for a blogmphy or a book that nearly everyohe
i the-clagg knows,- , .

B. Choosea chamm‘ar from your' book fhat is well- Kkrown to your
clc\ssmares ,

C. Wm*ra 1en clues abou“r your"well known mystery person on index

cards, Youn clues should summariza the pems;m s-whole life,

, D. When you present your mys*rery persm you can dr'ess up and act
out clues OR read the clues that “rel! ug about your past cmd who you are.
E. Your classmates will make guesses about who you ape o please make sure you give clues

about you and-your life.

8.. BOOK JACKET
A, For this pn'ojéc:t use a 12' X 18" piece of congtruction paper,
B, Fold #Hie paper in hatf. Then fold each end of the paper in 3
1/2 inches to make the inside flaps of lhe: book jacket.
C @n ‘the front cover, write the title and The author of your

\ book Draw and color a picture that is appropriate for your
s book Boek Uackeﬁ by: g




D, Onthe front inside %lap, write a 'sumn:\"ar‘y of the s“rory' in y6y1~ own words, Tnelude what
kind of book thig is, who the main characters are, the getting, and the main events of the
story.

E, On the back inside flap, write a short paragraph about the author. You should Include
where he author lives, the author's Interests, and other good boeks written by this
author, | , | ' |

F. Onthe back cover, write a short blurb that will cq;rc-h a reader's attention,

6. Be prepared To give an oral summary of the book, Be familiar with the characters, setting,

“probletm and solution,

9, TV COMMERCIAL

A, -Decidg what the best ‘fhiﬁg ig about your book,

B, -Wﬂi;re a co.mtﬂéﬁ‘éz‘ial p;ﬁomow‘injg your book, Be sure To tell why
this book fs such a good selection, but don't give away the
ending. The commercial should not last more than a tminute. You
can have up te three other people inyour commercial with you,

€. Turn In yeur é'c'ufip*r"wi‘rh the Title of the book, the author, and

your name on i,

D. Be prepared to glve an oral summary-of the book, Be familiar

with the characters, setting, problem and solution,

'.I.O SWEE\" POETEQ\/

A, Decide oh the type of poem you want to writet acrostic, hcuku cihquain, or rhyming,

B. Make a cover sheet for your poetry, Tnclude the book title, the author, and your natne.
C. @n ahother sheet of paper, er'e your poem, Write the title on the first line,
,-D ‘oha separ'cn“e sheet of paper, |llus+m”ra your poe,

E *I"hm projecw“ can be +yped or written,
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F Turn n Tha cover sheet, poem, and {llustration, all stapled together.,
v GiBe, R\r:.@gcxpequro.;gjve an oral summary of the book. Be familiar with the characters, setting,

oroblem aiid solutlon.

11. CLAY MODELS

A. Choose at least two figures or objects that represent your
book to tnake out of clay.

B, You may use any kind of clay--plasticene, modeling clay, or
flour and salt play dough, You can color the clay or paint the
figures after they dry.

C. Ona4d" X 6" card, write The title of the book (underlined) on

T the top line. Onthe next line, write the author's name. Skip a
"Iine."‘Wr'H'a a paragraph telling about the figura you made. Tell something that happened
to this figure in the sfory'you read.

D. White your name at the bottom of the card, Tt will be on digplay with your project.

E. Be prepared to give an ordl summar'y of the book, Be famlliar with the characters, set rmg,

- problem and solution,

12. TEN SMPORTANT QUESTIONS

A. Write tén qiestions you think anyone who reads your book should be able fo answer, They

can be frue/false, multiple cholce, or short answer questions that require some wri th
Your quesrions should be from the beginning, middle, and end of the book. Remember B

usz whm' where, how, when, who, and why in your questions.

2, 'x}k
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Wm”re the #itle df your book at the top of your question page. : co

b ‘Phe ahswer*s ol another sheet of paper.
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F. Be prepared to glve qn oral summary"of %he‘Bo’ék Be fqmiliar with the characters, setting,

problem and solution,

13, I.T S AlL ABOUT. ME
A. Gather 7 to 10 items ‘rth ‘rhe Inain chamcfer* m|gh+ hut in a "Me Bag",

B, Before you put the 1”rems,m;,c\ .bag,-deoomte the-bag with the title of the book, the
author's name, and youn name. Draw: pictures of desugns that relate to the story,
| C. Infroduce themain character of the book o the ciass by explaining why that character
! woyld choose each of the 1+ems in The bag..
D. Be prepared to give an oral summdry of the; book, Be’ Fainiliar with the characters, setting,
probletn and solution,

14. WO[QD,, QCA&CH

A Fmd 20 key wowds o hew vacabulary words from your book,

B. N\ake £l Wol‘d sear'ch with the words in 1,

o Ma\ke d word ligt to gé with the word search,

D. Make an answer sheet with the 20 words hlghhgm“ed.

E. Turnin aword I'}s5r','d 'w.o'i‘r"d gearch, an dnswer sheet, Make sureyour
name and the title of your book is on everything you turn in,

F. Be prepared to give an aral summary of the book, Be familiar with

the characters, setting, problem and solution,
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Book Genres

Mystery: The chardcters are usudlly fictional but
they behave in realistic ways. There is a problem
that needs to be solved. A mystery may: have a
detective or a spy as o main character, Clues are
used by characters to find a solution to the mystery.

Blographles: A biography is o book of frue stories
about the Jife of a real person. The author is o
different person than the book is wiitten about, The .
person in the blography can be dead or alive, The author describes how fthe person
affected others.

Fantasy: A fantasy is a fictional story where there Is o struggle between good and evll,
and often involves magic. The chardcters or objects do things that couldn’t happen
In real life. Creatures may be in the story that-don't exist in life.

Fables: Fables are short stories with animal characters -
that act like humans. There is d lesson or moral fo be
learmed from each story, :

Myths; Myths take place before people were on earth,
They fry fo explain things.

Reglistic Fiction: The characters in these stories behave
In realistlc ways,

Histotleal FlcHion; Some characters may be real and others are fictional. The story
takes place durlng o perlod In history, Real events from history dre mixed with
fictional events.

Sclence Flellon: These stories are written with future deas such as space travel and
new technology. The characters are fictional. A problem Is usually solved using
sclence, ,

Non-lction: Non-fiction books provide fiue facts and information about different
sublects.

F'c‘:x‘i?"i'{i?d;léé: The characters i fairy tales are make believe, Fairy tales may Tnvolve
m¥gic. They often begin with "Once upon a fime" and end with "they lived happily
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