Color-coded Rules game, Lessons 1-16b

by Nancy Decker. Rules for Lessons 15, 16a&b added by Margarita Kortsenshteyn
Description: This game has one board and six example cards for each rule. The color of the rule text matches
the color of the highlighted example on the cards, providing an extra hint for younger learners. Because each
board has only three blank spaces on which to place any subset of its six example cards, you can vary the
game from lesson to lesson by selecting a different set of three matching cards for each rule.
Please Note: the examples sometimes use letters/words from more advanced lessons than the lesson in which
the rule itself is taught. This is so that the examples can be richer and use more common words! But if you
have a learner who is easily overwhelmed, avoid using the more advanced examples — Either wait until you
get to the appropriate lesson to read the text, or make up your own.
Preparation: Glue sheets onto card stock. Label the back of each board and card with the lesson number at
which you can introduce that card (taking into consideration all the letters/combinations of each example), for
easy sorting and identification when choosing the appropriate cards for play during the lesson you are
teaching. Lamination optional. Cut out the boards and their matching cards on the heavy black lines. DON’T
CUT on the lighter black lines.
Option 1: Match cards to boards: Lay the boards you are using out on the table, and place the matching
cards in a bag or pile, or spread them out face up. Choose a card, and decide which board it goes on. Learner
should read the examples aloud. Discuss how the example illustrates the rule.
Option 2: Playing “Happy Families”: Without the boards, you can play with a deck of the example cards
only, trying to collect all six matching cards for each rule (or you could play with a subset of two, three, or
four cards for each rule). The players have to ask each other for cards to match those they have according to
family, identified by color and naming the rule.

Lesson 1 rule, cards through Lesson 5:
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Lesson 1 rule, rule cards through lesson 5:
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Lesson 1 rule, rule cards through lesson 7:
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Lesson 1 rule, rule cards through lesson 5:
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Lesson 1 rule, 3 cards lesson 1, 1 lesson 2, 1 lesson 5, 1 lesson 23:
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Lesson 5 rule
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Lesson 6 rule & 3 examples; examples from lesson 23, 26
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Lesson 7 rule, 3 examples; examples from 16a, 25a, 88 but common words
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Lesson 8 rule, 4 cards lesson 8, 1 card lesson 23, 1 card lesson 26
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Lesson 11 rule with 4 cards, 1 card lesson 14, 1 card lesson 23
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Lesson 12 rule
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Lesson 13 rule & 5 examples: 1 example lesson 49
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Lesson 13 rule & 3 examples, plus 2 lesson 26, 1 lesson 39
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Lesson 13a - magic "e" rule with 3 -i_e examples plus lessons 21, 24, 28
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Lesson 15: -lI; the -ll rule:




Lesson 16 a & b: -y; the -y rule:
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