BANG!


-I have all my words on index cards and a handful of cards that say BANG! On them. The students line up and read the words one at a time. If they miss the word they are out, or if they get a BANG! card they are out. Last person standing is winner.



Around the world (also called Travel On)


-all the students are at their desks, one student stands up and starts by standing next to another student. Show the card and the first one to read the word correctly goes to the next person. If the student standing misses
then they sit down (in that seat where they are) and the student sitting gets up and moves to the next person.

Secret Word (mystery word, guess my word)


-Have the students number a sheet of paper from 1-5. Choose a word from the wall, don't tell the students. Have the students guess a word from the wall and write it on a piece of paper next to number (1.)Give the students a clue about your secret word: Starts with __. Have the students either make a new guess or keep their old one according to the clue, write new guess on number (2.).  Continue until everyone has a guess through number five. If a student figures out your word early on that is fine, they still need to write the word again each time.

Delores’ version of   “The Wheel”

I tried a version of The Wheel today but I modified it for my class.  It came out sort of like Wheel of Fortune.  Here's what I did: I divided the class into two teams (according to the way they sit).   I made up a sentence using all word wall words and instead of writing the sentence on the board I drew a line for each letter of each word in the sentence on the board.  Each team took turns guessing a letter.  If they guessed a letter correctly I wrote that letter in in every place it appears in the sentence (just like Vanna).  

The team scores a point for each letter that appears.  (If they guessed an "a" and "a" appears 5 times, they get 5 points.)  If they guessed a letter that didn't appear in any of the words, I wrote that letter on the side, so that others wouldn't guess that letter. First team to guess the entire sentence correctly scores 5 extra points

K Kennedy version of “Smack

I found a neat idea for a game of SMACK on the web last night.  I altered - tried it today - it worked really great and my 7th graders kids loved it. 

I took 13 - 3x5 index cards and cut in half.  Put letters of the alphabet on each card (26 cards).  I had the kids think of a word - the word had to be at least 5 letters long.  More was okay.  They wrote their secret word down on their paper.  Then, as I called the letters randomly (from a coffee can), they would mark off the letters that appeared in their word.  The first one to get all their letters marked off would "SMACK" his/her hand on their desk and say, "Smack."   

Here's another variation for the upper grades: At least I called this "Smack"... Write vocabulary words on index cards, tape them to the board.  Draw a line with tape on the floor; students stand behind the line in two teams; each person at the front of the line has a fly swatter; you read a definition or a sentence with context clues leaving out the word; the student smacks the word with the fly swatter.  I use red and blue fly swatters and keep up with the points.  I tally the points after each child has had a turn.  The kids love it!

 

Sherri/FL

Kelley’s game of Roll 20

I know a great game called ROLL 20.  I take down all the cards from the Word Wall and distribute them evenly into groups of 2 or 4 (either work).  The cards go upside down in the center of the group.  Player 1 rolls a die and the person sitting across from him/her picks up that many cards from the deck.  He/she then gives them to Player 1 verbally.  If Player 1 spells it correctly, it is added to a list.  If Player 1 spells it incorrectly the card is shown to him/her and not written on his/her list.  All the cards are then returned to the deck and the next person rolls.  The winner is the first one to have twenty words on his/her list.

 

Slap

Students play with a partner. Partner A names a word from the word wall. He then lays the cards face up one at a time. Partner B reads the words silently and slaps the table when he sees the word that Partner A had named. The object of the game is to slap the table before the next card is laid down. The roles are then switched.

Quick Wordo*

Students write 5 words on their whiteboards or chalkboards. Students take turns calling out a word from their board. Students put a check by each word as it is called. The first child with all 5 words checked wins.

Yours & Mine*

Students play with a partner. Partner A lays the cards face up one at a time. If partner B is able to read the word quickly, he gets the card. If he is not able to read it quickly, partner B gets the card. The partner with the most cards at the end wins. The roles are then switched. The Write Race*The teacher says a word wall word and all students race to write it quickly on their chalkboard or whiteboard. The first child to raise their board in the air with it written correctly gives himself a point. If several children tie, they each get a point. 
Divide your class into 2 lines. (It is best if there is an odd number of people in the lines. For example, 5 and 7, rather than 6 and 6.) The first person in each line races to read the word on the card as the teacher flashes it. The first person to read it 

earns a point for their team. The team with the most points wins. Follow up with time for the 2 groups to practice the words. They will want to help the students that are struggling so that their team can do better next time. (Larger classes can use more than 2 lines so that they have the opportunity to read more words.) Variation: Teacher stands to the side of the 2 lines and calls a word from the word wall. The students at the front of the line race to write the word on the chalkboard. 
Word Sorts

Each child has 10; 15 word wall words. Students sort words by features the words share (e.g. number of letters, letters begin the same, etc.) or by meaning (if using vocabulary words instead of word wall words). Or, teacher can sort words and students must figure what criteria she used to sort them.

I have/Who has

Each player receives 2-3 game cards. (Note: these cards can be laminated, so that you can use them over and over again. Leave the underlined words blank.) Example: The first player reads one of his cards. The other players check to see if they have the word called. If so, they read their card. For example, "I have can. Who has with?" After the player has read the card, he turns it over on his desk. The game continues until all cards have been turned over. Variation: Instead of using the word wall word (or Nifty Thrifty Fifty word), use the meaning of the word.
Partner Practice

Sit students in paired rows. Each child has his/her own set of word cards. These should be words that they are practicing, including a few words they know well and approximately 5 that they are working on. They practice with their partner for 5 minutes. Then, the partners on the left stand and move back one seat. The person at the back of the row moves to the front seat. Now, each person has a new partner. Practice for 5 minutes again. Rotate seats one more time and practice for another 5 minutes. (During this time, the teacher can be checking individuals on their word cards to see if they are ready for 5 new cards.)

BOO

The word wall words are written on small slips of paper and placed in a container, such as a coffee can. Partners or small groups of 3 or 4 take turns pulling out a word and reading it. If they read the word correctly, they keep the paper. If not, they return it to the can. If a student pulls out the word "Boo!" they must return all of their slips of paper, including the Boo card, to the coffee can. At the end of the time, the child with the most words wins. 

BOO

Variation: The student that pulls out the word card reads it aloud and the other students write the word. Those students spelling it correctly get a point. The next person pulls out a card and reads it for the others to write, and so on.
Be The Word

This game is most appropriate for K-1 students. Each child in the class has a card with a letter on it. (This can be worn around the neck.) The teacher calls out a word and the children with those letters come to the front of the room and make the word. (Note: When you move beyond words on the word wall (such as spelling words, vocabulary words, etc.), you move into the other 20 minutes of the word work block.) 

Variation for 2/3 students: Students (in small groups) each have a card with a letter on it. The letters in each group make a word from the word wall. Each group must figure out what word they can make and try to be the first group at the front with their word spelled correctly.

Variation for 4/5 students: Each student has a card with a word part (prefix, base word, suffix) on it. Students walk around the room looking for other word parts that can be put together with their word part to form a new word. When they make a word, they race to the chalkboard and write it. There is no winner to this game. It is simply a race to see how many words the class can create.

I call it Word Wall Jeopardy.  

This is how you make one set of cards for one game.  Choose 5 WWW that have rhyming patterns and write the words on cards.  Purposely choose words with similar sounds and different spellings or similar spellings and different sounds.  Then choose 5 words that rhyme with each of those.  Write them on cards.  Then write a brief clue/definition on the back of those word cards.  Next write the numbers 2, 4, 6, 8, and 10 on 5 cards each.  These are the point cards.  

Now the set up - Put the 5 WWW in the top pocket of the pocket chart.  Beneath each going down the pocket chart, put the 5 cards with words that rhyme with that word WITH THE CLUE FACING OUT.  Cover the clue cards with the number cards putting the 2's across the top row, then the 4's and so on.  The clue cards are now hidden behind the number cards.  Now the pocket chart may look like this: why        right        snow        how        about 

2            2             2              2            2 

 4            4             4              4            4 

 6            6             6              6            6 

 8            8             8              8            8 

 10          10           10            10          10 

Now you play the game like Jeopardy.  Split the kids into teams.  Each team had one spokesperson and one score keeper who is given a calculator.  They talk in their groups to make decisions, but only the spokesperson can answer.  They choose a word and then a number.  Remove the number card and read the clue.  For example, the clue card under why #2 may say "the opposite of ground."  After they quess, reveal the other side of the clue, "sky."  If they are correct, they get the number of points on the card.  In this case 2.  The game continues till all the words are uncovered.  The team with the most points wins

