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P.2 English : The Smartest Giant in Town (Julia
Donaldson

Discussion

-
How do you think the animals felt | =@ Q
Pla'a new page for the book.

before they met George? What other types of clothing

could be used to help an animal in

How do you think the animals felt trouble.
after they met George? -

What animal would Giant
encounter?

Have you ever felt sad like George? . What problem would the

animal be suffering from?

What made you feel like that and . What types of clothing could
what helped you to feel better? be used to help?




P.4 English : Magic Finger (Roald Dabhl)

Putting yourself into the character’s shoes.

Anger Management

o

. o
EMEAREASTHENT DEATFOINTHENT

VORRY

Let’s read Pg. 4, Pg. 5,
Pg. 8, Pg. 56-57

What do all these pages
share?

What did the girl do when
she got red with someone

Have you ever had this
experience? Why?

What made you see red?
What did you do then?
What happened?

Did the problem get
so!ved?p %

Why am |
frustrated? Why
is this making

Control Anger— Before

It Controls You!

We are going to design a

poster to help people with

anger management
problems

Control Anger — Before It Controls You!

The girl in the storx]used her magic finger to deal with
someone or something that made her angry.

We all have magic fingers. What can we do
w?lth our magic fingers to deal with our angry emotion

Can you think some of some
effective ways to deal with angry emotions

Visitthese sites for some ideas.
http://www.apa.org/pubinfolanger.html

https:/iwww.thehelpfulcounselor.com/35waystohelpa
nangrykid/
Toomiwn g [have o magle fngerl
Write down your ideas. ”

Looking for appropriate ways to
control your anger.

A =
oy

é{‘ b,el' nalOSC hg R

‘;hu can we deal with anger?

@,wqesmdm!mdoum. ﬁ

0 Eat some gummy food .
*Think of some hn”y moments., ..
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Blessed are those who can

give without remembering

and take without forgetting.
-Elizabeth Bibesco




