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5 W QUESTION DICE

¢ Morning Routine/Meet & Greet
» Literature Circles

» Response Activities

» Question Formulation & Wmhng
» Study Groups

HELPING VERB DICE

Should, Have, Did, Will, Could, Would

STATE OF BEING/HELPING
VERB DICE

Is, Do, Are, Has, Can, Were




Introducing... The Alphabet

1. Letter Detective
-roll it / name it / find it / say it5 sound
- players alternate or race to find the letter
- uppercase / lowercase / linking games
- roll and write / rainbow printing

2.1Spy

- rolt it and name things in the room that begin or end with that letter
- teacher can record as students verbalize
- picture book activities

3. Build It And Sing!
- pull out some letters / kids sing and fill in
- teacher says the sound / kids puil out the letter
- alphabetizing / what’s next?

4., Alphabet Hop
- roll a reguiar die and remove the letter / build your name
- roll a regular die / build any word you know
- word capture {brainstorm and print on biank cards|

5. Theme Games
- roll it and verbalize a word that fits the theme / puzzle island

6. Rhyming Games
- word famities ie. all (make it using tiles)
- brainstorm: ali, ball, call, mall, tall, fall, wail, hal
- verbal riddie game )
“I can bounce reaily high” (ball)
“} can divide two rooms” {wall)

7. Word Deck Games
- what word do you see?
- “out of sight” stackers
- the “yes / no” spelling game
-7up
- keep your word
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RECYCLING GAME
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Golf Stackers

A= Object of the Game
Y/ V7, The object of the game is to create as many words as possible by
7 manipulating the tifes according 1o the rules and ending with as few
unused tiles as possible.

. : Number of Players
Any number of people can play. 1t is functional to work in pairs as while both people
create the words, one can manipulate the tiles while the other records the words.

. The Play

E #1 Start with the word C A T spelled out in the tile letters

#2 Manipulate the letters according to the rules

#3 Calls “Golf” before the other players can and with fewer leftover letiiers #an any

of the other players.

The Rules
stack only 1 letter at a time
you cant open up and insert a letfer in the middie of the word
once your word is 4 letters long you may stack 2 letiers at a time
any letters left over count against you :
you can call “Golf” when you have a 5 letter word.
you must record all of the words you create as you create them
all words must be standard and acceptable in the English language

e Y %% B W

Score Card

Golf Stackers
.. Round #

@ Players &
Wonrds:

Cat

Left over letters: _ Score

J. Felling, K. Epp
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Rock 1’
Ralers

What YOUf“ N EEd: Fach Rock ‘N Ruler takes 2 complete alphabets A-Z letter tiles.

, [
Let S ROCk Rackers agree on a four or five '
letzer word {ie. CAPF) to start play. Rock "N Ruler Gne
salects four of their tiles and spells CAPE.

Rock N Ruler Two then selects one, two or three of their etter tiles
and stacks them onto or inserts them into the word ieft by their
opponent. Rock ‘N Ruler Two selects S and R and changes the word
to SCRAPE Rock "N Ruler One pow tries to Stump & Stack back
with this move: TR 1 P F D. Rock "N Rulers continue trying 10 Out
stump the other by adding letters, stacking letiers of inserting letiers.
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HOW lt A“ EndS When one Rock "N Ruter stumps their
opponent the round ends and that player scores 10 points. First Ruler te
50 points wins! Unstack and get your 2 complete alphabets back and
you're ready for round two. Rock "N Ruler Two siarts the next round.




VOWEL CROSSES

REJECT ROLLS
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Let’s Brainstorm!
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