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Level 1, color and havefun. Level 2, play the spelling game. Level 3, makea
sentence.

The object of thisgameisto ingtill in children the fun of spelling and thejoy
of learning.

Thereisa pad with 25 large pages with the 26 letter s of the alphabet. On
each letter thereisaicon, A, pictureof an apple, and info, “ Did you know there are
114 different apples?” Thisinfo ischanged with each letter. Thechild drawson
each letter and upon completion of drawing, spelling and creating a sentence,
discar ds page of this pad.

To start the game each child cutsand selectsa card. Thelowest card deals
clockwise, seven cardsto each player, from a deck of a 90 with the variousletters of
the alphabet, each having a point value.

AEIOx10-pt.Valuel. NRSTx5-Pt.value2. BCDFG
HKLMPUVXx2-pt.value3. JQ XY Z x1—pt. valueb.
JOKER x1-0.

The object of the gameisto make as many two to seven letter words as
possible. A oneminute sand timer isused. The size of theword enablesthe child to
move that many squares around the board.

Thelettersused in creating a word are kept before child to be used at the end
of game and new lettersaredrawn to replace letter sused.

Landing on RAINY DAY thechild losesitsnext turn.

Passing SUNNY DAY child getsone new card. Landing on SUNNY DAY the
child pickstwo new cards.

Spelling one of the words of any squar e gives owner ship to child of that
squar e and picks additional card asa bonus. If a child landson squarethat is
owned, owner then selects one card from child blindly, thusthe owner has more
cardsto spell with and the child hasoneless. Spelling a seven-letter word, in
addition to the points, 10 point are had asa bonus. A child may add on to aword,
ie. SP added to LICE making it SPLICE and the new total of pointsare added to
new child and word is moved to that side.

When challenged, the word islooked up in dictionary. If challenger is
correct he blindly selects one-letter from child, if wrong child selects one letter
blindly from challenger.

When there are no more cards, all have the opportunity to construct a
sentence using all of their words. Child may use additional wordsto help formulate
a complete sentence. One point isdeducted for every new word used. The onewith
the highest point scorewins. Should a child be able to construct a sentence with all
the words created by every child, that child automatically wins



