Oy

A OOOOOOOOOO 0000000000 000000 000000000

FOUR CORNERS

TEACHER PREP: prirt images (either in color or grayscale),
laminate, and cut apart. Place Hlarge images in each
corner of your room in a spot that is visible fo sfudents.
Place H smdller images in a brown paper bag (or other
opaque bag).
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HOW TO PLAY: Students choose a corner by sfanding in if.
Once dll students have chosen a corner, the tfeacher
reaches info the opaque bag and pulls an image. The
studenfs standing in the corner of the chosen image are
“out” and must sit af their desks. Students choose a new
corner and play confinues until only one sfudenf remains.
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BEAT THE
BOOKWORM

DIRECTIONS
mmls:lde.pbyerpleoes.gane
boar
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Objective: Avold the bookworms and ake It

o the middle.

. Each player starts on his/her matfching
animal space.

2. Player | rols the de and moves the
number of spaces that are rolled.

3. If aplayer lands on a bookworm, he/
she loses the next turn.

4 Once aplayer makes It back fo his/her
start space, he/she may make their
way tfo the middle. The player must roll
the exact number to reach the middle.

5. The first player to reach *Read” wins.

TEACHER PREP
Print gome board &
lominate.
Print pg. 2 Cut apart & fold

player pieces.

Cut out Beat the
Bookworm® label &
drections and af fix fo
plastic bag for easy game
storage.
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Aly
All-Star

Billy Baller

TRUE BLUE
TEAMMATES

DIRECTIONS
MATERIALS: | e, piayer pleces, game
boord = TEACHER PREP
Objective: Avoid the other team and stick | |1 Print game board &
with yours| laminate.
lz Place P]k"é'lf‘gtph‘fcde: ::1 “Start* - 2. Print pg. [4. Cut apart &
. Player I rols moves
number of spaces that are rolled. 3 gﬁ? OZ‘?Y-?: P B;:uees
3. If aplayer lands on the same g =
Teammates® label &
space as his/her feammate, they
get another turn. drections and affix fo
4. If a player lands on the same plastic bag for easy
space as his/her opponent, they game storage.
lose their next turn.
5. The first player fo reach Finish
wins.

Sammy
Spring

FLEE THE FREEZE

DIRECTIONS
MATERIALS: | e, player pleces, game
board

Susle
Sunshine

Objective: Avold the freeze and make It

to warmer weatherl

L Place playing pleces on “Start:

2. Player Irols the die and moves
the number of spaces that are
roled.

3. If aplayer lands on a*freeze”
space, the player Is frozen for |

turn.

4 The first player fo reach the
sunshine Finish space Is the
winner.

TEACHER PREP
Print game board &
laminate.
Print pg. 7. Cut apart &
fold player pleces.
Cut out label & directions
and af'fix fo plastic bag
for easy game storage.

RACE TO THE END OF
THE RAINBOW

DIRECTIONS

MATERIALS: | die, player pleces, TEACHER PREP

game board L Print game board &

L Place playing pleces on laminate.

5 ;;l;‘T rolicthe 45 ol 2. Printpg. 5 &16.Cut

. er | re a rt & fold
e N
that are roled 3. Cutout label & directions

3. The first player to reach the and affix to plastic bag
3\: nf;': the ranbow Is the for easy game storage.
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