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Dear Detectives-in-training,

With our fourth case in the bag, I cannot 
believe how much I’ve learned about being 
a detective! But did you know that even ace 
detectives aren’t always right the first time? 

Super sleuth Dash Marlowe put us on the 
right track when he told us, “A prediction 
may be wrong. Until you test it, you can’t 
be sure!” Now I’m no dope, but in The Case of the Amazing Zelda, 
Westview’s new “pet psychic” almost had me fooled. Almost. Good thing I 
wised up in time . . . before Bitsy took over my bed for keeps!

In this Detective’s Guide, you’ll find out:

	� What predictions are and how to make them

	 How to test a prediction

	� How to use descriptive adjectives to describe someone

	� How to write a friendly letter.

Get ready to learn everything I’ve found out about how to solve a mystery 
using our latest and greatest sleuthing strategies!

		  Your pal,

		  Jazz
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Detective Skill: Predicting

A prediction is a guess made based on the 
information or clues you have. Detectives 
make predictions all the time during their 
investigations. 

Before reading the book, look carefully at  
the cover and at the picture below, from  
page 12. Based on these illustrations, what predictions can you make  
about what might happen in this story? 

I bet you’ve heard the phrase “A 
picture’s worth a thousand words.”

The picture on page 12 gives you lots 
of information about what will happen 
in our book. Observe it carefully and 
think like a detective so you can make 
an educated guess.
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Can you read people’s minds like the 
Amazing Zelda? Maybe! Zelda didn’t really 
have a superpower—she just looked for clues 
to help her make predictions.

Detective Skill: Making and  
Testing Predictions

See if you can use clues around you to  
correctly predict the favorite colors of  
some of your friends or family members.  
Look at what they are wearing, the color  
of their backpack, the color of their pencil box, and other colors that they surround 
themselves with. See if you can use those clues to help you predict their favorite color. 

After you have looked for clues and predicted a color, ask the person to tell you their 
favorite color. Remember not to tell them your prediction. 

Name Clues Predicted  
Favorite Color

Actual Favorite 
Color

Summarize: How well were you able to predict people’s favorite colors? 

Extend: What is something else you might be able to make predictions about? What 
clues would you look for when making those predictions? 
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Detective Skill: 
Understanding Characters

Two of the characters in this book are Zelda  
and Spencer. 

Inside the outlines below, write adjectives  
that you think describe them. 

Jazz was convinced that the Amazing 
Zelda was fake. After reading our 
story, how would you describe Zelda? 
How about—arrrr!—our matey 
Spencer?

  

ZELDA SPENCER
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We like to keep Dash Marlowe 
updated on all the mysteries we 
solve, but we’ve had so many cases 
that it’s hard to find the time!

Help us out by writing our letter to 
Dash explaining how we cracked 
The Case of the Amazing Zelda.

Detective Skill: Letter Writing

There are five parts to a friendly letter: the heading, the 
greeting, the body, the closing, and the signature. 

Write a letter to Dash Marlowe explaining how Milo and 
Jazz proved Zelda was a fake.

Month Day, Year

Dear Jazz,

Sincerely,

Milo

Heading

Greeting

Body

Closing Signature
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Detective Skill: Recording Information

Chapter 1: What is a psychic? Why is Spencer taking his parrot to see one?         

Chapter 2: How do you think Milo felt at the end of the chapter? Why?

Chapter 3: What do Milo and Jazz want to find out?    

Chapter 4: Does Jazz think the Amazing Zelda is able to read minds?  
How do you know?  
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Chapter 5: How do you think Jazz felt at the end of the chapter? Why?       

Chapter 6: Why does Milo think Zelda stole Jazz’s pig?    

Chapter 7: What do you predict will happen next? 

Chapter 8: What could Milo and Jazz do to set a trap for Zelda?   
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Chapter 9: Why is it an important detail that the girl with the mouse is Zelda’s sister?   

Chapter 10: Would you want to be friends with Zelda? Why or why not?  

For more activities, visit  
www.kanepress.com/milo-and-jazz-activities
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Predicting
Learning objective: Students will use clues from illustrations to make 
informed predictions about what will happen in the story.   

Extension
• �After students read the book, have them go back and read their 

predictions. Were the predictions correct? Were there details in the 
pictures that now make sense that did not make sense before reading?  

 
Standards
Grade 2
CCSS.RL.2.7 Use information gained from the illustrations and words 
in a print or digital text to demonstrate understanding of its characters, 
setting, or plot.      

Grade 3
CCSS.RL.3.7 Explain how specific aspects of a text’s illustrations 
contribute to what is conveyed by the words in a story.  

Teacher Resources

for The Case of the Amazing Zelda

Detective’s Guide

Activities Aligned to Common Core State Standards
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Making and Testing Predictions
Learning objective: Students will make predictions based on 
observations.    

Extension
• �Connect the concept of making and testing predictions to the science 

curriculum. Have students make a hypothesis and then collect data to 
test the prediction. Discuss the reasoning behind each hypothesis.  
Examples:  
w Sink/Float test: Predict whether items will sink or float; then test.  
w Paper airplanes: Predict if a certain style of airplane will fly farther 
(wider wings, pointier nose, made of heavier paper). 
w Growth of a plant: Record growth of a plant for three weeks. Then 
ask students to predict the growth pattern for the next three weeks. 

Standards
Grade 2
K-2-ETS1-1 Ask questions, make observations, and gather information 
about a situation people want to change to define a simple problem that 
can be solved through the development of a new or improved object or 
tool.  

Grades 3
3-5-ETS1-3 Plan and carry out fair tests in which variables are 
controlled and failure points are considered to identify aspects of a 
model or prototype that can be improved.  

Understanding Characters
Learning objective: Students will use a variety of adjectives to describe 
characters in the story.   

Extension
• �Ask students to share questions that they would want to ask Zelda 

if they met her. Then ask other students to predict how she would 
respond.  

Standards
Grade 2
L.2.6 Use words and phrases acquired through conversations, reading 
and being read to, and responding to texts, including using adjectives 
and adverbs to describe.

Grade 3
RL.3.3 Describe characters in a story and explain how their actions 
contribute to the sequence of events. 

Grade 4
RL.4.3 Describe in depth a character, setting, or event in a story or 
drama, drawing on specific details in the text. 

Teacher Resources for The Case of the Amazing Zelda Detective’s Guide
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Letter Writing
Learning objective: Students will write a friendly letter to Dash 
Marlowe clearly explaining the solution of the story.  

Extension
• �Have students work in pairs over a two-day period. On day one, have 

one of the partners write a friendly letter to one of the characters 
in the book. Encourage them to include questions about details in 
the book in their letter. On day two, have the second partner write a 
friendly letter back to their partner as if they were the character.      

Standards
CCRA.W.2 Write informative/explanatory texts to examine and convey 
complex ideas and information clearly and accurately through the 
effective selection, organization, and analysis of content. 
CCRA.W.4 Produce clear and coherent writing in which the 
development, organization, and style are appropriate to task, purpose, 
and audience. 

Recording Information
Learning objective: Students will answer questions to demonstrate 
their understanding of the text.   

Extension
• �Divide students into small groups. Have students role-play possible 

interactions between the Amazing Zelda and children with their pets.  

Standards
Grade 2
RL.2.1 Ask and answer such questions as who, what, where, when, 
why and how to demonstrate understanding of key details in a text.  

Grade 3
RL.3.1 Ask and answer questions to demonstrate understanding of a 
text, referring explicitly to the text as the basis for the answers.  

Grade 4
RL.4.1 Refer to details and examples in a text when explaining what 
the text says explicitly and when drawing inferences from the text. 

Teacher Resources for The Case of the Amazing Zelda Detective’s Guide

For more activities, visit  
www.kanepress.com/milo-and-jazz-activities

Copyright © 2015 Kane Press, Inc.


