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Phonic Chart Games

Procedure for Most Games

	 •	 Children	may	play	singly	or	in	teams.	

	 •	 When	players	 lay	chips	on	 the	charts,	before	saying	 the	 letter	or	sound	of	
a	place	on	the	board,	 they	should	point	at	 the	place	 in	question.	This	 is	 to	
focus	 the	attention	of	 the	 teacher	and	other	students	on	 that	space	on	 the	
board.	When	students	point,	their	fingers	must	not	cover	the	letter.

	 •	 We	also	may	have	players	say	the	color	of	the	space	and	the	column’s	vowel	
or	number,	for	added	pronunciation	challenge.

	 •	 If	a	player	cannot	pronounce	a	sound	or	word	correctly,	 in	most	cases	his	
turn	ends	at	once.

	 •	 Team	members	 take	 turns	 being	 the	 one	 to	 select	 a	 space,	 but	 then	 both	
should	speak	in	unison.	

	 •	 Keep	the	tempo	high.	If	kids	are	not	ready	for	their	turns	or	dally	in	answer-
ing,	 they	forfeit	 that	turn.	However,	when	we	hear	borderline	pronunciation	
or	wish	to	give	a	weaker	kid	or	team	a	second	chance,	we	may	ask	for	one	
or	more	quick	repeats.

	 •	 Maintain	 the	strictest	of	pronunciation	standards.	Correct	pronunciation,	 in	
addition	 to	 having	 intrinsic	merit,	 is	 closely	 tied	 to	 the	 ability	 to	 read	 and	
understand	written	English.

	 •	 Children	may	not	speak	Japanese,	shout,	speak	out	of	turn,	or	speak	before	
they	have	pointed	at	the	space	they	want.	

	 •	 Penalize	offenders	with	missed	turns.	

	 •	 When	a	team	has	mispronounced	a	letter	or	sound	and	the	teacher	has	cor-
rected	them,	the	next	team	in	turn	may	not	attempt	the	same	letter	or	sound.	
This	prevents	“parroting.”

	 •	 In	 games	 in	 which	 students	 produce	words,	 the	whole	 word	must	 be	 pro-
nounced	 correctly,	 not	 just	 the	 targeted	 phonic	 sound.	 For	 example,	 if	 a	
student	used	“thin”	as	a	word	for	the	“th”	space	on	Chart	5	and,	though	she	
pronounced	the	“th”	sound	correctly,	mispronounced	the	short	“i”	to	make	it	
sound	like	“theen,”	she	would	not	earn	a	point.

	 •	 When	pronouncing	consonant	phonic	sounds,	append	a	short	vowel	 to	 the	
consonant.	We	accept	the	traditionally	appended	schwa	(ə)	sound	as	being	
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most	appropriate,	being	the	least	intrusive	of	the	English	vowel	sounds.	Not	
to	append	a	vowel	makes	some	consonants	impossible	to	clearly	pronounce	
and	be	heard.

	 •	 When	 starting	 a	 new	 phonic	 chart	 game,	 especially	 one	 with	 complicated	
rules	 or	 strategy,	 it’s	 a	 good	 idea	 for	 the	 teacher	 to	 play	 for	 the	 first	 two	
or	 three	weeks.	You	can	teach	game	rules	without	 long	explanations	(e.g.,	
surrounding	others’	chips	 in	Othello)	and	cheat	 fairly	(e.g.,	blocking	strong	
players	lines	in	Tic	Tac	Toe).

	 Bear	in	mind	that	the	above	rules	apply	to	most	of	the	Phonic	Chart	games	
on	the	following	pages.
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Direct Chip
Use	with Phonic	Charts	1–5

Goal Recognition	of	phonic	sounds	(T→Ss→T	level)

	 1.	Players	or	teams	choose	chips	of	a	single	color.
	 2.	Each	player	holds	a	chip	to	his	or	her	ear.	(If	playing	in	teams,	teammates	

take	turns,	only	one	participating	per	round.)
	 3.	The	teacher	calls	a	letter	name	or	phonic	sound.
	 4.	Players	first	eyeball	the	right	space	on	the	board,	then	move	their	chip	di-

rectly	toward	it.	No	“hover-blocking”	is	allowed.	The	first	to	lay	a	chip	on	the	
board	has	captured	that	space.	(We	may	allow	‘ties,’	stacking	two	or	more	
different	students’	chips	on	a	single	space.)

	 5.	 If	a	player	moves	her	chip	 toward	a	space,	changes	her	mind,	and	alters	
course	for	a	different	space,	she’s	out	of	the	game	for	that	round.	What	she	
must	 do	 if	 she	 changes	her	mind	 is,	withdraw	her	 chip	 to	 her	 ear	 before	
once	more	attempting	to	lay	it	on	the	board.	This	‘direct	chip’	rule	is	to	dis-
courage	a	rough	elbowing	style	of	play.

	 6.	Children	carried	away	 in	 the	game	may	smack	chips	onto	 the	board	with	
more	 force	 than	 is	proper.	Punish	 this,	or	any	other	violation	of	decorum,	
with	loss	of	a	turn	or	other	quick	penalty.

	 7.	Play	ends	when	the	board	has	been	entirely	covered,	or	when	the	teacher	
calls	time.	The	player	or	team	with	the	most	chips	on	the	board	wins.
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The I .D. Game
Use	with Phonic	Charts	1–5

Goal Recognition	of	phonic	sounds	(T→Ss→T	level)

	 This	game	 is	 identical	 in	principle	 to	Direct	Chip,	but	 less	active.	Rather	
than	 competing	 to	 lay	 chips	 on	 the	 board,	 players	 compete	 to	 be	 the	 first	 to	
verbally	identify	a	space.	Example:
	 You:	“id.”
	 Ss:	“i,	yellow.”	(The	first	to	answer	receives	a	point.)
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Point and Say
Use	with Can	use	with	Phonic	Charts	1–5	(may	be	too	simple	past	Phonic	Chart	2)

Goal Production	of	phonic	sounds	in	teams	(Ss→T	level)	or	individually

	 This	game	is	a	simple	exercise	 in	production	and	involves	no	strategy.	 It	
might	be	used	with	Phonic	Charts	1	through	5	but	may	be	too	simple	past	Chart	
2.
	 1.	Students	(or	teams)	each	choose	chips	of	a	single	color.
	 2.	When	ready,	players	raise	their	hands.
	 3.	When	called	upon,	players	point	to	an	uncovered	space	on	the	board	and	

say	 its	 phonic	 sound.	They	 lose	 their	 turn	 if	 they	 cover	 the	 space	with	 a	
chip	or	their	fingers	while	speaking.

	 4.	 If	playing	in	teams,	each	teammate	must	point	and	speak	perfectly	in	uni-
son.	To	do	this,	they	will	have	to	(very	quietly)	confer	before	each	turn.

	 5.	 If	the	teacher	has	confirmed	that	the	player’s	or	team’s	pronunciation	was	
correct,	they	lay	a	chip	on	that	space.

	 6.	Play	ends	when	the	board	has	been	entirely	covered,	or	when	the	teacher	
calls	time.	The	player	or	team	with	the	most	chips	on	the	board	wins.
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Tic Tac Toe (or Bingo)
Use	with Phonic	Charts	1–4

Goal Production	of	phonic	sounds	in	teams	(Ss→T	level)	or	individually

	 The	chip-laying	procedure	is	identical	to	Point	and	Say,	but	play	proceeds	
in	turns	around	the	table,	not	with	hand-raising.	As	with	other	games,	a	turn	is	
forfeited	by	unreadiness	or	any	rule	infraction.

	 Teams	compete	 to	 lay	 three	 (four	 if	 there	are	only	 two	 teams)	chips	 in	a	
row	(tic	tac	toe)	or	to	stretch	a	line	of	chips	from	edge	to	edge	across	the	board	
in	 any	 direction	 (bingo).	 Encourage	 students	 to	 block	 their	 competitors.	 This	
game	is	suitable	for	charts	1-4.

	 Tic	Tac	Toe	 is	 a	 step	more	 difficult	 than	Point	 and	Say,	 both	 because	 it	
involves	 strategy	 and	 because,	while	 in	Point	 and	Say	 students	may	 choose	
whichever	 space	 on	 the	 board	 they	 feel	 confident	 saying,	 in	 Tic	 Tac	 Toe	 or	
Bingo	they	are	pushed	to	choose	spaces	necessary	to	win	the	game.
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Phonics Othello
Use	with Phonic	Charts	2–4

Goal Production	of	phonic	sounds	in	teams	(Ss→T	level)	or	individually

	 Teachers	 familiar	with	 the	 “Othello”	board	game	will	 recognize	 the	 rules.	
By	placing	their	own	chips	at	each	end	of	a	straight	line	of	other	teams’	chips,	
a	 team	 captures	 those	 spaces,	 replacing	 each	 chip	 with	 one	 of	 their	 own—
provided	 they	can	pronounce	 the	phonic	sound	at	 that	space	correctly	and	 in	
unison.	If	either	player	makes	a	mistake,	they	may	still	try	to	capture	any	other	
chip(s)	in	the	line.	

	 When	placing	a	chip,	players	may	only	choose	a	space	next	to	a	chip	al-
ready	on	the	board.	A	move	need	not	result	in	a	‘capture’	to	be	valid.

	 At	the	outset,	the	teacher	specifies	a	space	on	the	board	(for	example,	at	
the	center),	from	which	the	game	will	proceed.	The	first	team	must	choose	this	
space,	and	other	teams	must	choose	adjacent	spaces.

	 When	 every	 space	 has	 been	 filled	 (or	when	 the	 teacher	 calls	 time),	 the	
team	with	the	most	chips	on	the	board	wins.
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The Attack Game
Use	with Phonic	Chart	5

Goal Production	of	phonic	sounds	in	teams	(Ss→T	level)	or	individually

	 1.	Students	or	teams	choose	chips	of	a	single	color.
	 2.	Students	raise	hands	and,	when	called	upon,	point	to	a	space	on	the	board.
	 3.	To	lay	a	single	chip	on	that	space,	the	player	or	team	must	say	(in	the	fol-

lowing	order)	the	color	of	the	space,	the	number	of	the	column,	the	phonic	
sound,	a	word	that	begins	with	that	sound,	and	the	Japanese	equivalent	of	
that	word.

	 	 Example:	“Blue	two:	st,	star,	hoshi.”
	 4.	A	space	with	only	one	chip	on	it	is	vulnerable	to	attack	by	other	teams,	who	

may	 steal	 the	 space	 by	 supplying	 their	 own	word	 or	 words	 on	 their	 turn	
(thus	gaining	two	or	even	three	points	relative	to	the	attacked	team).	They	
may	not	give	a	word	that	has	already	been	used	in	the	game.	(Loss	of	turn	
for	that	infraction.)

	 5.	To	protect	a	space	on	 the	board	 from	attack,	and	 in	doing	so	gain	an	ad-
ditional	point,	a	team	must	provide	two	words	(either	on	a	single	turn	or	in	
two	separate	turns).	They	may	then	stack	two	chips	on	the	space.

	 	 Example:	“Blue	two:	st,	star,	hoshi,	store,	mise.”	(Note	that	they	are	not	to	
re-identify	 place	 and	 phonic	 sound	 if	 both	 words	 are	 given	 on	 the	 same	
turn).	 If	 the	second	word	effort	 is	 too	slow	or	an	error	 is	otherwise	made,	
they	may	still	lay	down	a	single	chip.

	 	 A	space	with	two	chips	on	it	may	not	be	attacked.
	 6.	At	 the	end	of	 the	game,	 the	 team	with	 the	most	chips	on	 the	board	wins.	

Spaces	with	two	chips	count	for	two	points.
	 •	 In	 this	game,	 the	 teacher	may	play	as	well,	 in	 the	 role	of	space-stealer	

(especially	from	a	leading	team).	This	is	to	prod	students	to	come	up	with	
two	words	and	thus	protect	their	spaces	from	attack.

	 •	 The	educational	purpose	of	the	chip-stacking	rule	is	to	push	students	to	
think	of	multiple	words	beginning	with	the	same	blend	or	digraph	sound.
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The Chart 6 Game
Use	with Phonic	Chart	6

Goal Production	of	phonic	sounds	in	teams	(Ss→T	level)	or	individually

	 The	rules	of	this	game	are	similar	to	the	Attack	Game	for	Phonic	Chart	5.	
The	differences	are	these:
	 1.	There	is	no	stealing	of	spaces.
	 2.	There	is	no	providing	of	a	second	word	with	crowning	of	a	space.
	 3.	 In	addition	to	providing	a	word	containing	a	given	sound	and	its	Japanese	

translation,	a	student	must	correctly	spell	the	word;	the	words	depicted	in	
pictures	on	chart	6	may	not	be	used.	Example:	“Pink	one:	ar,	star,	hoshi,	s-
t-a-r.”	(‘Car’	would	not	be	allowed,	since	a	car,	as	an	example	of	the	target	
sound,	is	pictured	in	this	space	on	the	board.)
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Vowel Game
Use	with Phonic	Chart	2

Goal Recognition,	then	individual	production	of	phonic	vowel	sounds.

	 This	game	comes	in	two	versions:	recognition,	then	production.

Recognition

	 1.	Place	five	stacks	of	chips	above	each	of	the	five	vowels	atop	chart	2,	thus:	
a	-	red;	e	-	yellow;	i	-	blue;	o	-	green;	u	-	white.

	 2.	Pronounce	a	short	vowel	sound.	(See	Phonics	and	Reading	for	more	infor-
mation.)

	 3.	Choose	a	student	 from	among	those	raising	their	hands,	who	will	say	the	
color	 of	 the	 chip	 next	 to	 that	 vowel.	 For	 example,	 when	 the	 teacher	 has	
said	the	/u/	of	‘under,’	the	correct	answer	is,	“white.”

	 4.	A	successful	student	then	takes	one	chip	of	that	color	from	the	stack.
	 5.	After	students	are	doing	well	at	this,	begin	to	say	two,	three,	or	more	vowel	

sounds	in	quick	succession;	students	may	only	take	chips	if	they	correctly	
identify	all	the	sounds	in	order.	For	example,	the	teacher	says,	“/u/	/i/	/a/”	
(the	 sounds,	 not	 the	 letter	 names);	 the	 correct	 response	 is,	 “white,	 blue,	
red.”

Production

	 1.	Arrange	chips	as	before.
	 2.	Say	a	chip	color.
	 3.	Choose	 a	 student	 from	 among	 those	 raising	 hands,	 who	 will	 supply	 the	

short	 vowel	 sound.	For	 example,	 the	 teacher	 says	 “blue”;	 the	 correct	 re-
sponse	 is	 the	/i/	of	 ‘inch.’	A	successful	student	may	take	a	blue	chip	from	
the	stack.

	 4.	For	a	higher	challenge,	the	teacher	may	say	more	than	one	color	in	succes-
sion.	Example:

	 	 Teacher:	“Blue,	red,	white.”	
	 	 Student:	“/i/,	/a/,	/u/”	(pronouncing	phonic	sounds,	not	letter	names,	and	tak-

ing	one	of	each	chip).
	 •	 By	using	different	colored	chips	 for	each	sound,	we	can	tell	at	a	glance	

which	students	have	answered	for	which	spaces	and	call	on	them	accord-
ingly.
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“Cuh-Buh-Duh”
Use	with Phonic	Chart	1

Goal Recognition,	then	individual	production	of	single	letter	sounds.

	 This	 game	 is	 a	 fun	 exercise	 in	 recognition,	 followed	 by	 production,	 of	
single	letter	sounds	(consonant	plus	schwa	(ə)).	The	teacher	says	any	number	
of	phonic	sounds;	in	turn,	students	attempt	to	repeat	the	sounds	exactly	while	
touching	the	corresponding	letters	on	Phonic	Chart	1.	Example:
	 Teacher:	kə,	bə,	fə,	mə.	(Teacher	quickly	says	phonic	sounds.)
	 Kumiko:	kə	(says	phonic	sound,	and	touches	k)	bə	(touches	d)—
	 Teacher:	Sorry.	Haruka?
	 Haruka:	kə	(touches	k)	bə	(touches	b)	hə	(touches	f)—
	 Teacher:	Nope.	Risa.
	 Risa:	kə	(touches	c,	no	penalty)	bə	(touches	b)	fə	(touches	f)	mə	(touches	
m)...
	 And...	Risa	made	no	mistakes!	Class	celebrates!
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Phonintensity
Use	with Phonic	Charts	2–4

Goal Individual	production	of	2-letter	combination	sounds.

	 1.	Each	student	chooses	chips	of	a	single	color.
	 2.	Going	around	the	table,	players	say	a	single	space	on	the	chart	at	a	time,	

proceeding	left	to	right,	top	to	bottom.
	 3.	 If	 a	 player	makes	a	mistake,	 he	or	 she	puts	 a	 chip	on	 that	 space	on	 the	

chart.	Teacher	models	correct	sound	after	each	and	every	mistake.
	 	 Example:
	 	 Student	A:	ab.	(No	mistake.)
	 	 Student	B:	eb.	(No	mistake.)
	 	 Student	C:	ib.	(Pronounces	as	‘eeb’,	must	put	chip	on.)
	 	 Student	D:	ob.	(No	mistake.)
	 	 Student	A:	ub.	(Pronounces	as	‘oob’,	must	put	chip	on.)
	 	 Student	B:	ad.	(Pronounces	as	‘at’,	must	put	chip	on.)
	 	 Student	C:	ed.	(No	mistake.)
	 	 And	so	forth.
	 4.	Proceed	 thus	 to	 the	 end	 of	 the	 phonic	 chart	 (or	 halfway	 with	 a	 weaker	

class),	then	restart	from	the	top.	Students	will	retry	any	space	with	one	of	
their	chips	on	 it.	 If	 successful,	 they	may	 reclaim	 the	chip.	 If	not,	 the	chip	
remains.

	 5.	Repeat	step	4	until	all	chips	have	been	removed	and	the	board	cleared.
	 •	 When	 five	 students	 play,	 if	 we	 do	 not	 take	 preventive	 measures,	 the	

same	 student	 will	 pronounce	 sounds	 from	 only	 one	 column	 throughout	
the	game:	in	other	words,	for	example,	the	first	student	will	only	get	to	try	
combinations	containing	‘a.’	To	prevent	this,	the	teacher	says	every	sixth	
space	on	the	board.	(These	spaces	can	be	returned	to	at	the	end	of	the	
game.)	Example:

	 	 Student	A:	ab
	 	 Student	B:	eb
	 	 Student	C:	ib
	 	 Student	D:	ob
	 	 Student	E:	ub
	 	 Teacher:	ad
	 	 Student	A:	ed
	 	 Student	B:	id...	(And	so	forth.)
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	 The	 class	 plays	 together	 as	 a	 single	 team,	 unlike	 in	 most	 other	 phonic	
chart	games.

	 1.	Put	a	chip	on	every	space	on	a	phonic	chart.	(Enlist	student	help	to	speed	
this	up.)

	 2.	Prepare	a	stack	of	five	or	so	boo-boo	chips.
	 3.	Going	around	 the	 table,	 each	 student	 takes	a	 turn	 lifting	 a	 chip	 from	 the	

phonic	chart	and	saying	the	letter	or	sound	underneath.
	 4.	The	 teacher’s	 hand,	meanwhile,	 slowly	 descends	 from	 above	 toward	 the	

stack	of	boo-boo	chips.	The	students’	object	is	to	make	it	all	the	way	around	
the	 table—e.g.,	 every	 student	 completing	 a	 successful	 turn—before	 the	
teacher’s	hand	descends	and	swipes	a	boo-boo	chip.

	 5.	 If	a	student	makes	a	pronunciation	error	or	misbehaves,	the	class	loses	a	
boo-boo	chip	on	the	spot.

	 6.	 If	 the	class	 finishes	a	 round	before	 the	 teacher	can	 take	a	boo-boo	chip,	
the	hand	rises	again	and	begins	another	descent.

	 7.	The	students	vie	collectively	to	remove	as	many	chips	as	they	can	from	the	
board	before	all	the	boo-boo	chips	are	exhausted.	This	score	is	compared	
to	that	from	the	time	before.

	 The	 rate	 of	 descent	 of	 the	 teacher’s	 hand	 is,	 of	 course,	 variable.	 It	 will	
depend	 on	 a	 number	 of	 practical	 and	 psychological	 factors:	 how	 challenging	
to	make	the	game	to	hold	student	focus,	whether	to	ease	up	on	the	challenge	
to	boost	the	morale	of	a	weaker	student,	how	near	the	class	is	to	beating	last	
week’s	record,	and	so	on.

Make It  Take It
Use	with Phonic	Charts	2–4

Goal Whole	class	(group)	production	of	phonic	sounds	(Ss→T	level)


