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Stage 5. Stories — The Magic Key (Of8Ho| €4)
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What"“s this story about? 2& 0|0f7| 7t Q27?

Biff and Chip find a magic key inside a box. It starts to glow and they have a strange adventure in
which they get smaller and smaller.
HIZeb TO| oAt oA OiE7|E ZATLCL 7|7 SLEAM ZAt7] ofol52 HE ZotM
Of¢fot 2o MA=Z MLtA ELIC.

Talk together. &7 O|CF7|SEM Q.

Read the title on the cover and talk about what Biff is holding. Ask, "Why do you think the key is
glowing?”

2XOf e MES 2 HZJ RS &0 32 UA=X| O[OF7[SHEM Q. "Eal= of WLt

UASN"etD SO EM K.

Read the story. O|O}7|2 9!0{& A|LC}.
OW = Word recognition (Et0{ 21 X|)

OC= Language comprehension (210{0|gd})

- Read the story together. Talk about what is happening on each page.

27 O|OF7| & SAOEMR. 2 HOolM OfH 2S0| HO{X|=X| O|OF7|3HEAN K.

OW Page 4, help the child read ,glowing™ by sounding out the syllables (glow-ing).
4%, 2™ Cie|Z 2230 0f0|7} CHo| glowingg 2= AS EHFAM K: glow-ing.

OC Pages 4-5, ask, "Why did the children think that the glowing box was magic?”
4-5%, "Ol0| &2 of &At7h St AE B 1740| Oh&ol2tn M2 aSnt etn S0/EM Q.

OC Page 8, ask, "What is happening to Biff and Chip?” Look back at page 7 to find out that the
Magic happened because Biff picked up the glowing key.

8%, "HIZet TOA F& ZO| LOojLtD ALt SOHEM K. CHA| 7522 SO0t7tM OHE Ol
2ol Olf= HZZF 8lLts 718 A7 ME0|2ts FE =elstMa.

OW Pages 8, 11 and 12, help the child to sound out the phonemes for the words, ,smaller”,
LSlippers® and ,pencil.
8, 11, 12%, Of0|7} TtO| smaller, slippers, pencilE 24 G2 2SS E TIFAN Q.
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OC page 19, ask, "Why was Chip holding the pin in front of him when he and Biff were scared?”

19%, "Hub HlZ=7F dHAS I 2 off HisS FD AUSTED SOEM L.

OC page 20, ask, "Why does the mouse look so big?”
20%, "F7t Af DA A EO0[L?"2t SO EML.

OC page 21, ask, "What happened to make the children become bigger?” (Biff picked up the key
again.)
21%, "Ot0| 52 OfEA CHAl AHE == UYUX'2tD SHEM Q. (B|Z7} X 7|E CHA|

FYSUBLILH)

Play a game. A2 = A|LCt
Find the word
- To help the child to keep one word in mind, while they scan thorough the next.

O A2 oto|7t 285 H2BAM o T E HAK 7[d4ed = A=E FFLICL

Step
1. Choose a word from the book that appears more than once, e.g. ,glowing®, ,picked”, ,magic".
=0 & 2 0|y L= T 3tLHE 12M| Q. 0f) glowing, picked, magic

2. Close the book and ask the child to find the word, e.g. say, ,Find the word magic.“ The child
finds the word and reads the whole sentence to you.

Then the child chooses a word for you to find. Have two or three turns each.

ME H OO0 A O THO{E HOtEatn StM Q. Of) ,magicO|2t tHojE ZtotE"2tn 2sHH
Ol0|7} THO{Z %W 1 Trofzt mtEl MA 2E2 oiFLch

O[HO|= IBHS HITYA O{0|7} CH|Z M21 Oi2{£0| 1HS RELICL o|A 2-38] &
SOt7HEM BIESEM Q.

Other Ideas Ct2 =2z HIHE

You can use these ideas straight away or on another day.

Xg H=Z =27 L o2 & Si20t= FELICH

Find ,something® and ,everything“. Which part of the two words is exactly the same? Help the
child to work out how to write ,nothing®.

£ somethingdt everythingES ROLEM L. = THO{Q| O EE20| N2 Z27187 O0|7} T
nothingg M= AS TFAM Q.

Talk about what it would be like to be as small as a mouse. Ask, “What would be frightening?
How would you get up stairs?”

A0l F M3 ArAOrSICHH OfZX| OOF7|SHEM Q. "o FHO| M2 A2 OfEA S22
A Zopretd SOoEAM K.
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Storybook
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