Printables and Activities



In this packet .

IN This 4 page packeT, you wil £ind The Followmg ITems:

. | beginning digraph picture spinner:

. | beginning digraph/word picture spinner.

. |beginning digraph word spinner:

. | ending digraph picture spinner.

. | ending digraph/word picture spinner:

. | ending digraph word spinner:

. Instructional/Visual Task Cards for eagch
spinners for greater student indepen

. 3Differentiated, Ve

. 2 5pin and ClemsbdosFor , /ndg)

- 2 Jgreref fa IN{ Digraly ning sounds.

S §or endlng digro.g

v Bigraph Word Spin pages for ending sounds.

. 2 Mifferefjfiated Snowy Digraph Spin and Bump (n color or black/
W) ff ending sounds.




Using This packeT To dif ferentiate

gand

: / TMg.g/d ample
yer has jugl apicture, one a picture

T That has Just pictures, one
IS hOw an activity £rom this

Word Work Activities

CCS$/Concept/skil Activity Name Tier! | Tier2 | Tier3d |

Digraph Spinner Fun |
RF.1.3.A Know the spelling-sound Gaolore Picture with i
correspondences for common Spinner | Picture only S Digroph onty \
consonant digraphs, Polar Spin and Spot ¢ ‘
Digraph

DM, McGuire A Diferentisted Kinderpgarten




Chilly Spin and Spot a Digraph: Spin the

spinner to select a beginning digraph picture. Find
another picture on the response sheet that hos the
same digraph sound as the space on -
Color or ‘dot’ the matching digraph pi
like To play with a frlend see whosse




Spin and Color: Spin the spinner to select @
digraph. Find the matching beginning
digraph on the picture and color it. You can
play with a friend to see who can ’r e

picture colored first or play alone.

RFISA




Chilly Digraph Word Spin: Spin the spinner to
select a digraph. Place the digraph before
the snowman’s sign. Read the word. Color
the snowman's hat blue if it makeq ¢ {»
word. If it makes a nonsense Wor At

hat orange.

RFI3A




Snowy Digraph Spin and Bump: spin the spinner to
select a digraph. Place a colored marker (snap cube) on a square
with a picture of the same beginning digraph sound. If there is
adlready a snap cube on the square, you can bump it off. You can
secure a square by placing two markers on top of i '
your cube on any vacant spot or a spot with only ©
spin and can not play, you lose your turn. The persd
spots covered in the end, is the winner.
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Snow'y Digraph Spin and Bump




