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Spin and Spot a Sight Word: Spin the spinner
and read the sight word where it lands. Find the
matching sight word on the response sheet. Color or
‘dot' one of the matching sight words. Keep spinning
until you have ‘dotted’ each word on your sheet. Or
if you'd like to play with a friend, see who can 'dot’
fourin a row first or dot their entire paper.
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it. You can play with a friend to see who can
get their picture colored first or play alone.
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3:3 hcg: Lasteciiiod and write it on your recording sheet. Read
The other plg with your completed sheet to a friend.

to find the sight word that was called and slap it. If
they are the first to slap the correct card, they get to
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ead if, circle it and then write it on one of the lines
provided. When you have filled your paper with all th
sight words you have found, read your sheet to a
iend.

€ ogﬁizing and réid”mg the word where they beﬁéve
is hidden. The person who finds it gets to hide it next.

them. Take turns turning two cards, read the cards you
turned. If you match the cards, you keep them and go
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Sight Word Race: Turn the cards up right and place
in a line on the floor. Using a timer, students will see
how quickly they can read the cards comrectly starting
from one end of the lined up cards to the other. They
“are not racing each other, but simply trying to better
their time each attempt. Use the recording sheet to
ecord your progress.

“.\ I correctly, they keep it. If not, the card goes back
-\\f in the bucket. There are some special cords to
make play more fun.
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