
Year 5 Reading Magazine
Example test

© Australian Curriculum, Assessment and Reporting Authority.



W
ha

t 
yo

u 
do

 in
 y

ou
r 

ga
rd

en
en

ds
 u

p 
in

 o
ur

 w
at

er
w

ay
s.

P
re

ve
nt

 r
un

-o
ff

 fr
om

 fe
rt

ili
se

rs
 a

nd
 p

es
tic

id
es

. 
A

pp
ly

 c
ar

ef
ul

ly
 a

nd
 o

nl
y 

w
he

n 
th

e 
w

ea
th

er
 is

 fi
ne

.
TH

E
 D

R
A

IN
 IS

 J
U

S
T 

FO
R

 R
A

IN
w

w
w

.e
pa

.n
sw

.g
ov

.a
u

P
os

te
r 

1

W
ha

t 
yo

u 
do

 in
 y

ou
r 

ga
rd

en
en

ds
 u

p 
in

 o
ur

 w
at

er
w

ay
s.

Le
av

es
 a

nd
 c

lip
pi

ng
s 

re
m

ov
e 

ox
yg

en
 fr

om
 

w
at

er
, k

ill
in

g 
aq

ua
tic

 li
fe

. K
ee

p 
ga

rd
en

 w
as

te
 

ou
t 

of
 t

he
 g

ut
te

r. 
C

om
po

st
 o

r 
m

ul
ch

 it
.

TH
E

 D
R

A
IN

 IS
 J

U
S

T 
FO

R
 R

A
IN

P
os

te
r 

2

w
w

w
.e

pa
.n

sw
.g

ov
.a

u

2



How to play  SPUD

Rules of the game
1.  Pick a player to start with the ball. The player 

with the ball is called It. 

2.  It stands in the middle of the playing area 
with the ball. All the other players gather 
around.

3.  It tosses the ball into the air, and calls 
another player’s name. This player is now It 
and has to get the ball. Everyone else runs 
away. 

4.  It yells ‘SPUD!’ as soon as It gets the ball. 
Everyone else has to freeze.

5.  Then It takes three giant steps towards 
another player, and throws the ball at that 
player’s feet. The other player must not 
move, even if there’s a chance of being hit 
by the ball.

6.  If It hits the other player, or if that player 
moves, then the player gets a letter (S first), 
and becomes It. 

  If It misses, then It gets a letter and 
stays It.

7.  The first letter for a player who is hit is S, 
the second letter is P, and so on. Any player 
who has spelled S-P-U-D is out. 

The winner is the last player in the game.

What you need Setting up a playing area Aim of the game

• five or more players
• a soft rubber ball
• a clear space outside

Choose trees, fences, 
footpaths or buildings 
to mark the edges of a 
playing area.

To be the last player in 
the game. (You are out 
as soon as you spell the 
word SPUD.)
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Young adventurer

Thirteen-year-old Angus Paradice lives on a farm in New South 
Wales. In 2008, he travelled with his family on holiday to Asia. 
In Mongolia, he saw the famous Naadam festival horseraces. 
All of the jockeys were children. Angus wanted to race too, so he 
decided to enter the 2009 competition.

After he returned to Australia, Angus trained for the long distance 
competition by riding 22 kilometres after school each day and by 
running and doing sit-ups.

In 2009, Angus returned to Mongolia. Some of his Mongolian 
friends arranged for him to ride in a 10 kilometre race for 
two-year-old horses, and a 15 kilometre race for five-year-old 
horses. Although he had a bad fall before the races, Angus 
finished in the top 10 in both events. 

His efforts won him the 2009 Young Adventurer of the Year Award.

2009
2009

Riders at the Naadam festival horseraces. 
Angus is the rider in green.

Young adventurer
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The outsider
On an Arctic island long ago, a stranger is approaching 
a village.

“Papa,” I yell. “Someone is coming.”
Papa gathers Uncle and the other men. They come to 

stand beside Finn, Tuaq and me in a show of communal 

strength.

 “He must be from one of the groups that have 

already arrived at the coast,” Uncle suggests.

Papa nods. He doesn’t take his eyes off the approaching 

fi gure.

  “Get Nana,” he tells Miki.

 If the man wants to stay, Nana will decide. She’s 

already walking towards us, wearing her priestess cape 

trimmed with raven feathers and arctic fox fur.

 “Hullo-o-o,” the man calls into the wind.

 Papa waits until he can see the stranger’s eyes. The 

man is not from any villages we join with on the coast.

 “Good morning,” Papa says cautiously.

 “I am Hulag,” the man responds.

 Papa doesn’t say his name. Instead he nods in 

Nana’s direction. “This is Ananaksaq.” Nana is famous 

throughout the icelands and Papa is reminding Hulag 

how powerful our village is.

 “It’s an honour to meet you.” Hulag’s eyes measure 

Nana up and down. He doesn’t look impressed. His grin 

says he thinks it will be easy to charm this old woman 

with an oil-stained parka and dirty face.

 Papa leads, but Nana decides, and she has made her 

fi rst decision. This man must wait out in the cold.
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Many dinosaurs used their horns, spikes or armour 
to defend themselves. But even those without 
armour had their own defence weapons. 

Apatosaurus could rear up on its hind legs and crush an 
attacker with its front feet, or use its tail to injure a predator. 

Many other sauropods travelled in herds, relying on safety in 
numbers so that only weak or sick animals would be attacked. 

The bird-mimic dinosaurs such as Gallimimus used their speed 
to escape. 

Pachycephalosaurus could use its thick skull to defend itself 
against both predators and other members of its own species. 

Meat eaters had speed, agility and sharp teeth for effective 
attack and defence. 

Large predators such as Tyrannosaurus hunted alone, and 
relied on a surprise rush. 

Attack and
Defence

Stabbing tail
To defend itself against a 

predator, Tuojiangosaurus 
used its muscular tail, 

which was armed at the 
tip with two pairs of sharp 

spikes.

Built like a tank
Euoplocephalus 
was protected by 
bands of armour, 
bony studs on the 
shoulders and a 
heavy, bony skull. 
It could injure 
a predator by 
lashing out with 
a bony club at 
the end of its tail.

A spiky shield
Triceratops’s 
neck was a 
massive frill 
of solid bone 
with horns one metre long 
that protected its neck and 
chest from an attack by 
another Triceratops 
or a predator.

p

Multi-purpose tail
Diplodocus’s tail was longer than a tennis court. 
It used the tail for support when it reared up to 
crush a predator with its front legs. It also swung its 
tail like a whip to blind or stun an attacker.
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Tim

On Monday, Tim dressed for school.

First, he put on his shorts.

Then, he put on his shirt.

Next, he put on his socks.

Last, he put on his shoes.
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