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Stage 5. The Dragon Tree — Stories (82| LI2)

Cover Note
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What"“s this story about? 22 O|0F7|27IR7?

The magic key begins to glow. The children and Floppy find themselves in a wood where Floppy
gets lost. They find Floppy inside the dragon tree, where he has been tied up!
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Talk together. &7 O|CF7|SHEM Q.

Read the title on the cover and talk about any dragon stories that you know. If dragons are new
to the child, explain that they are creatures that only live in stories. They can breathe out fire and
are usually a bit scary!
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Read the story. O|0F7|& 2J0{&A|LCH
OW = Word recognition (£H0{ 21X])
(OC= Language comprehension (¢10{0]|3})

OC Look through the pictures. Ask: “Where does the story mainly take place?” and "Why does
Floppy look frightened?” Look at the last few pages to see that Floppy is rescued and that the
children get away. Listen and watch as the child reads.
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OC Page 6, remind the child how it is that the children in the story get taken on an adventure, i.e.
when someone picks up the magic key.
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OC Pages 8-9, use the picture of Floppy to guess the word ,frightened”. You can show the child

how to work out the word from its sounds: f-r-igh-te-n-ed. Reinforce the word when you come to
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it on page 16. 8-9%, 1% £9o EZEZUE EHI1 GO frightenedo| 29|02 FZHI|EA|
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OC Page 22-23, ask, "Why couldn“t the dragon chase the children and Floppy?” and “Was this
a clever idea?”
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Play a game. A& = A|Ct.
Capital letters

- To help the child to remember that capital letters are used at the beginning of sentences and
for the first letter of a name.
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Step

1. Say a page number. The child finds that page and counts the capital letters.
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2. Then it is your child“s turn to say a page number and you count the capital letters.

You can keep score and see who gets most after three turns each.
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You can use these ideas straight away or on another day.
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Choose a favorite picture from the story and say what you like about it. Then ask the child to do
the same.
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If you happen to be out for a walk, notice a tree with big roots. Imagine a creature that might live
under it. (It doesn“t have to be a scary creature!)
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Ae REE =8 dI2HR. (B FAR2 222 E2: o).

Storybook
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P1: Kipper= MZ H21 QA0la. O M2 g0 Cjet 0|0,
Kipper= O|0f7|E 812 =+ Q¥
P2: Biff= MZ QIO|F1 MX| $AU0R. dl= &2 EOISHK| $UOK.
P3: Kipper Chipe| Ho 2 7t0{2. Chip2 O|0t7|E AU KA.
"Lt= 80| Z0}," Chip2 23oiQ.
P4: EIQIZE BILEY| AlZRHOojR. OA=2 OHEol HARA0K.
"QtER!" Chip2 IO Q.
P5: Chip2 MAE S0, 1= Biffe] Hoz Eha{to Q.
"Opgo] de2l= J0[0L" = 0.
Pe: Biff& G2 E MU= R. O=2 OO A2 HUN K.
"E0| ga| U0 Biff7h LMoL,
P7: OtEO| Z2|D UAN Q. OO Z 00|52 T 0| SO{7HAH AN K.
Floppy= oM G2l 2401 Q.
P8: O 2 Of0|52 = {22 H2Zf0a.
P9: Floppy= &2 &0{20Q. Floppy= HE FMAN Q.
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P10: Biff= FloppyE BZ9i0R. "0|2| ol 1147} Lsio{R. "Hhezro| 2X|op"

P11: LIFO|A Z2H{0|7} OO Q. Floppy= 20|71 #A0 Q.
Floppy= EOt%tol Q.

P12: Floppy= 20A LIQ} S 0{R. "Sote}," Biff7} 2% 0fL.
"Z02}" ChipO| AN KQ.

P13: O} A 80| 9i90{8. Floppy= 2|1 = SE0lQ.
"o, = QFF|I" Biff 7} LgHoi Q.

P14: O}0|E2 FloppyE %0t CHIOR. 2F FloppyE 221 EX0Q.

"Floppy! S0IeH" 15 £30{8.

P15: Ot0|52 LIFO| 20jg. 1 LR "2 2" 21 =30,
LIF 2o 80| &#1 A/UN Q.

P16: 11 80| FloppyE 7t80{Q. &= FloppyE X4 AAZ HI|E AW Q.
Floppy= 2N 0| L.

P17: "OFEI" Biff 7} LaMojQ. "REl £ ZoL|ztal L 20| Alof!"

P18: Biff= 29| Mm2|E 20| 8. ZLIEIE HIEZS ZX|Q.

P19: Ol HIEZ 29| M2 UYL, Chip2 IHE =240 8.

P20: Kippere LR 2t 2 S0{2t0{Q. 1= FloppyE H {0 K.
Chip0| 12 =g0| 9.

P21: 82 22|31 A0 Q. Ol0|E2 EX| Z3H0iQ.
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P22: "3 QH "2t1 ChipO| A2/ 0{Q. Ol0|E2 |1 =H3iol8|.
FA7F Htn AU K.

P23: "YA|7b HlLt; Ql0f," Biff 7} LUgHO{Q. "RlO| Z A|ZHO|Of."

P24: "X Ot CCHs @S 0|OF" ChipO| ZH3H0{Q.
"Ltz 80| &0]" Biff= T30 Q.




