DAY 1

FABLE : THE FOX IN THE TREE

Synopsis

After a nice meal a fox came across a nice loaf of bread hidden in a tree. Even
though he had already eaten a good meal he couldn’t resist and his greed
got him into trouble.

Lessons

Don’t be greedy.

Materials

Muffin Tray (with points)
Ping Pong Ball
Pens

Pencils

Pencil Crayons
Fable Books
Tokens

Pack of Cards
Magazines
Glue Stick

A4 page
Scissors

Activities
1. Maths Game -Card Difference
2.Ping Pong Bounce and Fable time
3.Chase the Ace
4. Rooster Art?

Questions

1.Why was the bread in the tree?

2.Do you think he needed the
bread?

3.What was the consequences of
his greed?

4.How did he get out in the end?

5.Have you ever been greedy and
paid the price?

Instructions

In this box we will read one fable
every day. Today you will
introduce the Maths game - Card
Difference and the children will
have personal reading time.
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FABLE : THE GOOSE THAT
LAID THE GOLDEN EGG

Synopsis

A poor couple found a magical goose that would lay golden eggs. With all
the gold the goose provided they could get all the luxuries they wanted.. until
they felt it wasn’t enough. Their greed got in the way and they lost it all.

Lessons Questions
Be happy with what you have. 1.What was magical about the
goose”?

2.Why do you think the lady
wanted more?
3.What was the ladies plan? Did

it work?
Materials
e Muffin Tray (with points) e Pencils
¢ Ping Pong Ball ® Pencil Crayons
® Pens e Fable Books

Activity 1 - Ping Pong ball bounce

Put the Muffin tray with the points on the
end of the table.

The children need to bounce the ping pong
balls to try get the ball in the muffin tray.

Give each child a few try’s and the one
with the biggest total score wins. ———

Fable

After the children are finished playing they can start to write their own fable for
the term in their Fable book. They should illustrate beautiful pictures too. They

don’t need to finish it all today because they can work on it whenever they get
a chance.
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FABLE : THE DOG AND
THE BONE

Synopsis

The Dog stole a delicious bone from the butcher and managed to escape the
men chasing him. Refusing to share the bone he wouldn’t let it go... until he
thought he found an even better one. Unfortunetly, his greed didn’t pay off and
he was left with nothing.

Lessons Questions

Be satisfied with what you have. 1.Where did the dog get the bone?
2.Who wanted to share it with him?
3.How did he loose his bone?

Materials

e Tokens
e Pack of Cards

Activity 1 - Chase the Ace

GAME SETUP

Each player is given 3 tokens. These represent the player’s lives. Each player
draws one card, the player with the highest card is the first dealer. The ace is
always low in this game (There should be no jokers in the deck). Let the
children play in groups of 5/6.

OBJECT OF THE GAME
The object of the game is to avoid having the lowest ranking card at the end
of each round; otherwise, you will lose the round. After 3 losses, you’re out.

Highest to lowest - King, Queen, Jack, 10, 9, 8,7, 6,5, 4, 3, 2, Ace
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INSTRUCTIONS

e The player left of the dealer is the first to play. During a player’s turn, s/he can
either keep their current card or exchange with the player to their left.

e |f the player decides to exchange, the player on the left has to exchange
*unless* s/he is holding a king.

¢ |f they are holding a king, they will show it to the player and they don’t have to
exchange the card.

e |f the dealer wants to exchange his/her card, s/he will draw the top card from
the discard pile.

e After everyone has gone around, everyone flips cards to face up.

¢ The player with the lowest ranking card loses a token.

e The token goes into the middle of the group.

e The game goes as many rounds as it takes to have one person with remaining
tokens.

HOW TO WIN
The last player with tokens, wins the game and gets the pot from the middle.

HOW TO LOSE
Once a player is out of tokens, then s/he is out of the game.

ADDITIONAL RULES
e A dealer can’t exchange for a king from the deck. If a king is the top card, the
dealer is stuck with his/her original card.
e |f two players tie for the lowest ranking card in a round, they both lose a token.
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FABLE : THE FOX AND
THE ROOSTER

Synopsis

The fox was hungry and the hen house was locked but sitting in a tree he
found a rooster. Sly as he was he came up with a plan to get the rooster down
but the rooster caught him out in his own lies.

Lessons Questions

Liars get tangled in their own lies. 1.What was in the tree?
2.How did the fox plan to get the
rooster out the tree?
3.How did the rooster outwit the
fox?

Materials

e Magazines ® Scissors
e Glue Stick
e A4 page

Instructions - Rooster Art

Show the children the picture on the next page and the shapes they need to cut
out to make a rooster.

They should cut the shapes from the magazine and paste them down to make a
rooster.
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