Words Matter Game:
User Guide




Login
There are two different login modes for the iLearnRW game — a student can play alone or under the
supervision of a teacher.

1.1.1 Independent play (Single Player mode)

If the student is playing the game alone, without teacher supervision, they can login to the software
using the single player mode and the software willrecommend activities for the student to complete via
the events tab in the ghostbook.

1.1.2 Teacher guided play (Player & Teacher mode)

If the student is playing the game during a session with a feacher, they can login using the player &
teacher play mode and the teacher will have a degree of control over the selection of actfivities,
difficulty/frequency of the words, the use of fext-to-speech and the speed/fime opftions.

Character Customisation

Once you have logged in you are able to choose the character that you wish to play the game as.
Firstly choose the boy or girl character by clicking on one of the pictures at the top of the screen. You
can then change their clothing by using the blue left and right arrows on either side of your chosen
character. Once you have finished tap on the green “Done” button to enter the game world.




Character Customisation screen

Game World
When you first enter the game world you will appear in the middle of a village. There are two main ways
you can access the different games.

1.1 Game Story

The first time you log into the game you will be taken through the game story about why your character
happens to be in the world of the dead. Press the blue arrow to move through the story or the pink exit
button fo proceed to the game world. You can access this story at any time by fapping on the image
of Mr Biggles.

This morning,
my life changed.

Mr Biggles

1.2 Missions

As you explore the game world you will come across different characters. If you tap on a character you
can talk to them and this will start a mission. You can close the conversation using the cancel button at
the top right of the conversation. You have two options you can either listen to the character’s story,
which explains the reason behind the mission by tfapping on the left hand icon (character and
information speech bubble) or tapping on the right hand icon (with an image representing the game).




- ' Her name Is Stela and she is the
‘ station master.
5\@4

[ Steta |

Game World - tap icons to select story or game (left) / story is read aloud (right)

To accept the mission drag the game icon into the left hand box and your character will be taken to
the activity. A mission represented a recommended activity that would be beneficial for the student to
do at that particular stage, based on the student’s current profile.

Game World - drag icon to the left

If the activity chosen is in a different location within the world your character will walk there. If your
character does not begin walking there tap the right hand character head on the pop-up at the
bottom of the screen (see below) and the character should start walking. If you wish to cancel the
mission tap on the red cross at the bottom of the screen.

1.3 Ghostbook

The Ghostbook allows you to see the progress you have made within the iLearnRW game. To access it
tap on the Ghost icon in the bottom left hand corner of the screen within the game world.




Ghostbook icon

1.3.1 Contacts

The Contacts page shows a list of characters that you are currently friends with and the other
characters are greyed out.

Contacts Page - characters that you are currently friends with




Each character represents a particular skill that you have worked on and in total there are 20
characters to befriend, which are summarized below:

(1) Consonants
*  Maya: Identifying single letter consonants
e Gita: Identifying double letter consonants
*  Molly: Identifying consonant digraphs and frigraphs

(2) Vowels
e Pefter: Identifying short vowel sounds
*  Milfon: Idenftifying long vowel sounds
*  Owen: Identifying diphthong vowel sounds

(3) Blends and Letter Patterns
e Cherie: Blends and Letter patterns at the end of the word
* Monica: Blends and Letter patterns at the beginning of the word
e Colin: Blends and Letter patterns with vowel patterns combined with consonants
e Conrad: Blends and Letter patterns in the middle of the word
e Timothy: Blends and Lefter patfterns with silent letters

(4) Syllables
e Pauline: Different ways of splitting words info syllables
e Ella: Multi-syllabic words

(5) Suffixes
e Stella: Adding suffixes to words with no changes
* Finn: Doubling letfters before adding a suffix to words
e Jane: Changing letters before adding a suffix fo words
e Travis: Dropping letters before adding a suffix fo words

(6) Prefixes
e Saul: Adding prefixes to words (where if you remove the prefix you still have a word)
e Drew: Adding prefixes to words (where if you remove the prefix you don’'t have a word left)

(7) Confusing Letters
e Lauren: Identifying the difference between two confusing letters

A complete breakdown of how these difficulties are split amongst the various Ghostbook characters
can be found at the end of this guide.

If you tap on the character’s picture then this will take you to their profile, where you can find out more
about their story and also your progress within that particular skill. For every skill there are a number of
difficulties associated with this, which are represented by a photo album at the bottom right of the
profile.




Character Profile page

The number of photos shows the amount of progress towards completing that particular difficulty. If
there are no photos within the album then no progress has been made. If the photo album is
compleftely filled with all 4 photos then this means that this particular difficulty has been completed
within the game.

Example of Adding Suffixes to Words skill - on left shows all the associated difficulties and on right shows
detail on for the suffix “ing”.

To practice a particular difficulty then simply tap on the play button below the photos and you will be
taken to an activity, which focuses on that difficulty.

1.3.2 Events (recommended for Single Player mode)

You can access the events page within the ghostbook by tapping on the middle tab. This is a list of
recommended activities, which are suggested to play for a specific skill based on your current user
profile. If you tap on an event you will be fransported to a particular location within the game world,
where you can play that activity.




1.3.3 Newsfeed

You can access the newsfeed within the ghostbook by tapping on the right hand tab. This is a list of the
most recent activities that have been played within the game and includes information about the
specific activity, language area (skill), specific difficulty, character and date/time played. If you wish to

play the exact same activity again simply tap on the news item.




1.4 Activities

The iLearnRW game contains 9 different activities and within each activity a student can practice a
number of different skills. Below each of these activities is described in terms of how the gameplay works
and also the skills that they target.

Junkyard

Junkyard is a Teftris-based game, where the aim is fo help Saul to break down words (by syllable, prefix,
suffix) into piles of junk, which then need to be arranged so that the towers of junk don’t pile up. If a
complete row of junk is made, the special junk machine recycles them.

Targeted skills:
°  (4) Syllables

e (5) Suffixes

e (6) Prefixes

Play the game:

The first screen that appears is the tutorial, which demonstrates the game to you. To go forward in the
tutorial screens press the blue arrow on the right hand side of the screen and to go back press the blue
arrow on the left hand side of the screen. To enter the game, press the pink progression button at the
top right of the screen.

A pop-up appears which tells you how to split up the words. Press OK and the game will begin.

A word gradually begins to appear from the top left. While this word is being moved into the middle you
are able to rearrange the junk at the bottom of the screen to begin to form rows. To move the junk
simply put your finger on the piece you wish fo move and drag it. You may need to move other pieces
of junk out of the way first if you cannot move a particular piece info the position you want. If you have
successfully managed to form a complete row of junk (it does not necessarily have to be af the bottom
of the screen) then the row will be sucked away intfo the pipe on the left hand side of the screen.

Junkyard game - Word to split moves into the middle of the screen

Once the word at the top has reached the middle, two gates close across the screen and you are
unable to rearrange the junk at this point. If you finish rearranging the junk before this happens, you can
move the word directly to the middle by pressing the green ‘Go’ icon on the right hand side of the
screen. Next you are required to split the word, by swiping up or down with your finger, in one of the
following four ways (depending on the skills that is currently being targeted):




e For syllable division swipe the word at each of the syllable split points e.g. fea-cher or un-der-
stand.

e For suffixing swipe the word before the suffix e.g. learn-ing or complet-ed
e For prefixing swipe the word after the prefix e,g, dis-advantage or extra-curricular

If you correctly split the word then it will turn into pieces of junk and fall fo the bottom of the screen. You
can then arrange these pieces into rows again as the next word is starting to appear. If you swipe in the
incorrect position three times then you will be shown where the correct split is and the word will turn into
black pieces of junk which cannot be moved around — however they can sfill form part of a row of junk.

The amount of progress you have made through the activity is displayed in the fop left hand corner of
the screen. If you click on Saul’s picture you can find out more information about the task including the
language area and specific difficulty you are currently working on as well as the goal of the activity. If
you wish to pause the game at any point you can press the pause button in the top right hand corner.
From this menu you can return to the futorial (your game will continue fo be paused), exit the game or
return to the current game.

Completing the game:

You win the round by splifting all of the words that round. However, if the junk piles up too high (more
that six rows) you lose the round. Either way you will receive a feedback screen at the end of the game,
which provides a summary of your performance including the number of lines of junk created as well as
providing a list of the words that have been split and an indication of whether they were split correctly
or incorrectly.

Links with English national curriculum:

The Junkyard game is infended to help children understand and practice how to break words into
syllables and also provides the building blocks for spelling words with prefixes or suffixes — covering
vocabulary from year 1 to year 6.




Town Square

Town Square is a puzzle-style game, where the aim is to create a path for Maya the Mayor to cross the
town square by identifying files containing the correct letter or letter pattern (depending on the skill
being worked on) and linking them together by swapping the ftiles to create a path to meet the
character who is waiting to speak with you.

Targeted skills:
e (1) Consonants

* (2) Vowels
* (3) Blends and Lefter Patterns

e (7) Confusing Letters

Play the game:

The first screen that appears is the tutorial, which demonstrates the game to you. To go forward in the
tutorial screens press the blue arrow on the right hand side of the screen and to go back press the blue
arrow on the left hand side of the screen. To enter the game, press the pink progression button at the
top right of the screen.

A pop-up appears which tells you which files you can walk on. Press OK and the game will begin.

Characters start to appear around the town square, with one character standing by a shaded file
teling you the letfter, pattern or word that Maya needs to step on in order to create the path. You
should fry to move onto an adjacent tile that displays the letfter, pattern or word (displayed in a bubble
in the top right hand corner) by tapping on it. If you tap on an incorrect file Maya will not move.

Town Square game - moving the mayor to the next ‘p’ tile by tapping on it

If there is no adjacent files that match you will need to rotate the tiles to move one over. You can do
this by double-tapping the blue circle in the middle of the three files you wish to rotate — the files will
rotate clockwise. You can rotate any set of three tiles that displays a blue circle at the centre. You can
also reuse files that you have already stepped on (i.e. turned green), but you cannot rotate the tile you
are currently standing on.




Town Square game - double-tapping to rotate tiles

The aim is fo help Maya reach the shaded file. Once you have achieved this Maya will have a short
conversation with the character and then a new character will appear at a different tile and you will
have to repeat the same process for a different letter, pattern or word.

You can monitor your progress through the task by viewing the percentage of the task you have
complefed in the top left corner. If you click on Maya'’s picture you can find out more information
about the task including the language area and specific difficulty you are currently working on as well
as the goal of the activity. If you wish fo pause the game at any point you can press the pause button
in the top right hand corner. From this menu you can return to the tutorial (your game will continue to
be paused), exit the game or return to the current game.

Completing the game:

You win the game by completing the required number of paths. You will receive a feedback screen at
the end of the game, which provides a summary of your performance including the number of paths
completed, the number of missteps, the time taken and level of difficulty the game was played at.

Links with English national curriculum:
The Town Square game is infended to help children identify confusing lefters as well as helping to
recognise specific graphemes and phonemes within words, covering vocabulary from year 1 to year 6.




Bridge

The aim of Bridge is to help Ella fix weak parts of the word bridges to allow traffic to cross safely, which
can be achieved by identifying the specified segment of the word. This could be a consonant, vowel,
blend or letter pattern, specific syllable or suffix depending on the skill being worked on.

Targeted skills:
e (1) Consonants

* (2) Vowels

e (3) Blends and Lefter Patterns
* (4) Syllables

e (5) Suffixes

Play the game:

The first screen that appears is the tutorial, which demonstrates the game to you. To go forward in the
tutorial screens press the blue arrow on the right hand side of the screen and to go back press the blue
arrow on the left hand side of the screen. To enter the game, press the pink progression button at the
top right of the screen.

A pop-up appears which tells you which elements to focus on. Press OK and the game will begin.

The green box at the bottom of the screen displays the word segment you need to identify in order to fix
the bridge. This could be the suffix of a word, a specific vowel or consonant sound, a blend or lefter
pattern or a syllable segment. Select the correct segment of the word by tapping on each letter or
pressing and dragging across multiple letters — this will cause the background to change colour, which
confirms that letter has been selected.

Bridge game - select the first syllable of the word

Once you have selected the entire segment, tap the go button in the bottom right hand corner. Ella will
then move along the bottom of the bridge and fix all of the bridge segments that were correctly
selected, which will then turn green after the red tfruck has driven over them. If all segments are
correctly selected then the traffic will move safely across the bridge and onto the next bridge.

If you do not select all of the correct segments then Ella will be unable to fix all of the segments she
needs to, fo ensure the bridge is safe to cross. When the red fruck drives over the bridge any incorrectly
selected letters will turn pink and correct letters that were not selected will turn purple, with their
supports falling down. You have three attempts at each word before the bridge is fixed for you.




You can monitor your progress through the task by viewing the percentage of the task you have
complefed in the bottom left corner. If you click on Ella’s picture you can find out more information
about the task including the language area and specific difficulty you are currently working on as well
as the goal of the activity. If you wish to pause the game at any point you can press the pause button in
the top right hand corner. From this menu you can return fo the tutorial (your game will continue to be
paused), exit the game or return to the current game.

Completing the game:

You win the game by fixing the required number of bridges and safely getting all of the traffic to the
other side. You will receive a feedback screen at the end of the game, which provides a summary of
your performance including the time taken to complete, the number of completely correct bridges and
the number of fallen bridges, and the words associated with these bridges.

Links with English national curriculum:
The Bridge game is infended fo help children identify consonants, vowels, blends and lefter patterns,
syllables and suffixes covering vocabulary from year 1 to year 6.




Field

The aim of Field is fo help Finn sort the word plant flowers into the correct machines in order to correctly
extract the word energy from them. The flowers can be sorted according to the vowels, syllables,
suffixes in the word or confusing letters depending on the skill being worked on.

Targeted skills:
e (2) Vowels

* (4) Syllables
e (5) Suffixes

* (7) Confusing Letters

Play the game:

The first screen that appears is the tutorial, which demonstrates the game to you. To go forward in the
tutorial screens press the blue arrow on the right hand side of the screen and to go back press the blue
arrow on the left hand side of the screen. To enter the game, press the pink progression button at the
top right of the screen.

A pop-up appears which tells you how to decide which machines to move the flowers into. Press OK
and the game will begin.

The first word is displayed in the middle of the screen and above the word are a number of flowers that
need fo be sorted info the correct machine — each word will have 2-3 flowers to be sorted. The aim is to
drag each flower to a machine that has a correct statement about the word in the middle. Drag the
flower over to the machine untfil it is highlighted, if you let go of the flower without a machine being
highlighted then it will fly back to the middle.

Field game - 2 flowers that need to be sorted into the correct machines

If you drop the flower info one of the comrrect machines the machine will furn green. If you drop the
flower into the incorrect machine it will turn red. Once you have sorted all of your flowers a button
saying ‘Next Word' will appear at the bottom of the screen and you should select this fo move ontfo the
next word. You should then repeat the same exercise for this new word.




Field game - sorting a flower by dragging it into one of the machines

You can monitor your progress through the task by viewing the percentage of the task you have
completed in the top left corner. If you tap on Finn's picture you can find out more information about
the task including the language area and specific difficulty you are currently working on as well as the
goal of the activity. If you wish to pause the game at any point you can press the pause button in the
top right hand corner. From this menu you can return to the tutorial (your game will continue to be
paused), exit the game or return to the current game.

Completing the game:

You win the game by harvesting the required number of words and sorfing the flowers into the correct
machines. You will receive a feedback screen at the end of the game, which provides a summary of
your performance including the number of words correctly harvested, the number of machines broken
and the words associated with these as well as the time taken to complete.

Links with English national curriculum:
The Field game is intended fo help children identify vowels, syllables, suffixes and confusing letters,
covering vocabulary from year 1 to year 6.




Train Station

The aim of Train Station is to help Stella to label the frains with parts of words to help the passengers find
the correct seat. The trains can be labeled by splitting the word into phonemes, syllables or by splitting
the word into root + suffix.

Targeted skills:
e (1) Consonants

* (2) Vowels
* (4) Syllables
e (5) Suffixes

Play the game:

The first screen that appears is the tutorial, which demonstrates the game to you. To go forward in the
tutorial screens press the blue arrow on the right hand side of the screen and fo go back press the blue
arrow on the left hand side of the screen. To enter the game, press the pink progression button at the
top right of the screen.

A pop-up appears which tells you how to divide the word and label the trains. Press OK and the game
will begin.

The first train pulls into the station and the first word is displayed at the top of the screen. This word needs
to be used to label the carriages by splitting the word into the required components as follows:

e For syllable division type one syllable per carriage in the correct order
e.g. tea-cher or un-der-stand.

e For suffixing type the root of the word in the first carriage and the suffix in the next carriage
e.g. learn-ing or complet-ed

To type within a specific carriage tap anywhere within that carriage and then use the keyboard at the
bottom to type the corresponding word segment. If you make a mistake you can use the backspace
button to delete letfters. You can also move between carriages using the left and right arrows.

If you have extra carriages that are not labeled then you can remove them by tapping the “remove
carriage” button. If you need more carriages to complete your labeling then tap the “add carriage”
button and this will add an extra carriage to the end of the train.

Once you have finished labeling all of the carriages press the green tick button. The passengers will then
aftempt to board the train and if you have labeled the carriages correctly they will get on that carriage
and it will furn green. If all of the carriages are labeled correctly the signal will change to green and the
tfrain will depart the station.
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Train Station game - passengers will board correctly labeled carriages

If you incorrectly label a carriage the passengers will not be able to board that carriage and will return
to where they were waiting on the platform. The frain will remain in the platform and you are able to
have another attempt to change the labeling to the correct answer.

You can monitor your progress through the task by viewing the percentage of the task you have
completed in the top left corner. If you click on Stella’s picture you can find out more information about
the task including the language area and specific difficulty you are currently working on as well as the
goal of the activity. If you wish to pause the game at any point you can press the pause button in the
top right hand corner. From this menu you can return to the tutorial (your game will continue to be
paused), exit the game or return to the current game.

Completing the game:

You win the game by correctly labeling the required number of train carriages according to the
language skill you are working on. You will receive a feedback screen af the end of the game, which
provides a summary of your performance including time taken to complete, the number of correct and
incorrectly labeled trains as well as the words associated with these.

Links with English national curriculum:
The Train Station game is infended to help children to split words info phonemes and syllables as well as
identify suffix and root of a word - covering vocabulary from year 1 to year 6.




Monkey Hotel

The aim of Monkey Hotel is to help Monica train the monkeys to read by feeding them with bananas as
a reward for identifying the correct words or word segments, which are displayed on the board they are
holding up.

Targeted skKills:
* (1) Consonants

*  (2) Vowels

(3) Blends and Letter Patterns

(5) Suffixes

(6) Prefixes

(7) Confusing Letters

Play the game:

The first screen that appears is the tutorial, which demonstrates the game to you. To go forward in the
tutorial screens press the blue arrow on the right hand side of the screen and to go back press the blue
arrow on the left hand side of the screen. To enter the game, press the pink progression button at the
top right of the screen.

A pop-up appears which tells you which word segment you are working on. Press OK and the game will
begin.

The green box at the bottom of the screen displays the word or word segment that you need to identify
on the boards that the monkeys are holding up. The windows will open start opening and monkeys will
appear holding up boards with correct or incorrect answers. You must throw bananas to the monkeys
with the correct answers on by tapping on that monkey. If you get the answer correct the monkey will
eatf the banana. You have a limited number of bananas to throw and throwing bananas at the wrong
monkeys will waste them.

Monkey Hotel game - tap a monkey to throw a banana and if correct the monkey eats the banana

You can monitor your progress through the task by viewing the percentage of the task you have
completed in the top left corner. If you click on Monica’s picture you can find out more information
about the task including the language area and specific difficulty you are currently working on as well
as the goal of the activity. If you wish to pause the game at any point you can press the pause button in
the top right hand corner. From this menu you can return to the tutorial (your game will continue to be
paused), exit the game or return to the current game.




Completing the game:

You win the game by feeding the required number of monkeys correctly according to the language
skill you are working on. You will receive a feedback screen at the end of the game, which provides a
summary of your performance including the time taken to complete, the number of fimes the correct
monkey was fed, the number of times the incorrect monkey was fed and the number of times the
correct monkey was missed as well as the words associated with these.

Links with English national curriculum:
The Monkey Hotel game is infended to help children identify specific phonemes/blends, prefixes and
suffixes as well as differentfiate between confusing letters — covering vocabulary from year 1 to year 6.




Mail Room

The aim of Mail Room is to help Peter quickly sort the packages into the appropriate mailbags so they
go to the correct part of fown. You will need to identify individual consonants, vowels, suffixes or prefixes
contained within the word on the package label.

Targeted skills:
e (1) Consonants

* (2) Vowels
e (5) Suffixes

e (6) Prefixes

Play the game:

The first screen that appears is the tutorial, which demonstrates the game to you. To go forward in the
tutorial screens press the blue arrow on the right hand side of the screen and fo go back press the blue
arrow on the left hand side of the screen. To enter the game, press the pink progression button at the
top right of the screen.

A pop-up appears which tells you what aspects of the words you are trying to matfch. Press OK and the
game will begin.

The first parcel comes along the conveyor belt from the left hand side of the screen and goes info the x-
ray machine in the middle. The x-ray machine displays the label on the parcel for a short time, which is
a word or word segment.

Mail Room game - X-ray machine displays the label on the parcel

The parcel then continues along the conveyor belt and you need to remember what the label said and
drag the parcel into the correct mailbag (on the front of the delivery bikes) at the boftom of the screen.
These mailbags are also labeled and you can reveal the label by tapping on the mailbag. In order to
drop the parcel into the mailbag you need fto drag the parcel so it is overlapping with the mailbag and
then let go of it. If you have sorted it info the correct mailbag the parcel will stay in the mailbag and
turn green.




Mail Room game - Tap on the basket to reveal label (left) and if you drag parcel to correct basket it will
turn green (right)

If you drag the parcel info the incorrect mailbag it will furn red and the postmaster will return the parcel
back to the conveyor belt. If you do not attempt to sort a parcel after it has exited the x-ray machine
then it will continue to go around the conveyor belt.

Mail Room game - If you drag parcel to incorrect basket postmaster returns it to the conveyor belt

Once you have correctly sorted all of the parcels info the correct mailbags the postmen will cycle the
packages off to be delivered and some new parcels and mailbags will appear on the screen.

You can monitor your progress through the task by viewing the percentage of the task you have
complefed in the botftom right corner. If you click on Peter’s picture you can find out more information
about the task including the language area and specific difficulty you are currently working on as well
as the goal of the activity. If you wish to pause the game at any point you can press the pause button in
the top left hand corner. From this menu you can return to the tutorial (your game will continue to be
paused), exit the game or return to the current game.

Completing the game:

You win the game by correctly sorfing the required number of parcels into the correct mailbags
according to the language skill you are working on. You will receive a feedback screen at the end of
the game, which provides a summary of your performance including the time taken to complete, the
number of correct pieces of mail sorted, the number of incorrect mail sorfed and the words associated
with these.

Links with English national curriculum:
The Mail Room game is infended to help children identify specific phonemes, prefixes and suffixes —
covering vocabulary from year 1 to year 6.




Music Hall

The aim of Music Hall is to help Milton sing his songs correctly by filing in the gaps in some of his lyrics and
to encourage as many people as possible to join in with the performance.

Targeted skKills:
* (1) Consonants

* (2) Vowels

* (3) Blends and Letter Patterns
* (4) Syllables

* (5) Suffixes

* (6) Prefixes

Play the game:

The first screen that appears is the tutorial, which demonstrates the game to you. To go forward in the
tutorial screens press the blue arrow on the right hand side of the screen and to go back press the blue
arrow on the left hand side of the screen. To enter the game, press the pink progression button at the
top right of the screen.

A pop-up appears which tells you which parts of the lyrics are missing. Press OK and the game will
begin.

The first word will appear from the top of the screen and the words/word segments that you can use to
fill in the gaps in the words will appear at the bottom. You need to select the correct word segments
from these and drag them to the appropriate gap in order to successfully complete the word. The skull
pacer at the top indicates how much time you have left to fill in each gap, you need to fill the in the
word segment before the skull reaches that part of the sentence. If you have correctly filled in a word
segment then that word will turn green when the skull reaches it. You can speed the skull pacer up by
clicking the “Go” button in the bottom right hand corner. If you have successfully completed the entire
sentence then another band member will enter from the left and join in with the song. Other music
loving characters will also begin to appear at the windows of the building.

Music Hall game - drag the correct word or word segment to complete the lyric

If you do not fill in a gap in tfime or fill it with an incorrect word segment then it will furn red. If you have
more than one band member playing then one of them will leave and also characters at the windows
will begin to disappear.




Music Hall game - if the skull pacer reaches the gap before it is filled it will turn red

You can monitor your progress through the task by viewing the percentage of the task you have
completed in the bottom left corner. If you click on Milton’s picture you can find out more information
about the task including the language area and specific difficulty you are currently working on as well
as the goal of the activity. If you wish to pause the game at any point you can press the pause button
on right hand side of screen. From this menu you can return to the tutorial (your game will continue to
be paused), exit the game or return to the current game.

Completing the game:

You win the game by correctly completing the required number of words according to the language
skill you are working on. You will receive a feedback screen at the end of the game, which provides a
summary of your performance including the number of correct words, the number of incorrect attempts
and the words associated with these as well as the number of musicians who have joined the band and
the time taken to complete.

Links with English national curriculum:
The Music Hall game is infended to help children to add prefixes and suffixes onto words as well as
identify specific syllables, letter patterns/blends and phonemes — covering vocabulary from year 1 to

year 6.




Bike Shed

The aim of Bike Shed is to help Pauline deliver the mail fo the correct people by knocking on their door
the correct number of times.

Targeted skills:
* (4) Syllables

Play the game:

The first screen that appears is the tutorial, which demonstrates the game to you. To go forward in the
tutorial screens press the blue arrow on the right hand side of the screen and to go back press the blue
arrow on the left hand side of the screen. To enter the game, press the pink progression button at the
top right of the screen.

A pop-up appears which tells you how to open the doors to deliver the parcels. Press OK and the game
will begin.

The game takes place within the game world and you move your character around by tapping where
you want them to walk fowards. A blue arrow guides you to the direction you need fo head towards to
deliver the parcel. You should keep following the blue arrow until you come to a house with a yellow
square outside — indicating where the parcel should be delivered.

Bike Shed game - blue arrow shows direction of house and yellow arrow shows direction of parcel

When you step onto the yellow square a door will appear on your right hand side, with a word displayed
on it. You need to tap on the door for each syllable in the word (e.g. for wa-ter-me-lon you would need
to tap four fimes), with a number of the door displaying the number of times you have tapped.

Bike shed game - tap on the door for each syllable in the word “teacher”




If you have tapped on the door the correct number of times the number will flash green and the door
will open. To deliver the parcel you should drag it fowards the character that opened the door. Once
you have successfully delivered the parcel the blue arrow will reappear to direct you to the next house.

Bike Shed game - to deliver the parcel drag it towards the characters at the door

If you tap on the door an incorrect number of times the number will flash red and the door will not open.
You will then need to have another attempt to tap the correct number of times.

Within the game world there are monkeys who are looking to steal your parcels and if they do this you
will have to go back and retrieve the parcel from wherever the monkeys drop them. You can distract
the monkeys by feeding them bananas. You can do this by tapping on the monkey. However, you
need to use your bananas carefully as you only have a limited supply of bananas, shown in the bottom
right hand corner of the screen.

You can only deliver parcels that you are currently carrying, with the number of parcels you have
displayed in the boftom left hand corner. If you have yet to reach your goal and have no parcels left
you will need to pick up more parcels, which can be found within the game world. If you need to find
more parcels a yellow arrow will appear to guide you fo the location of a parcel. To pick up a parcel
simply walk over it.

You can monitor your progress through the task by viewing the percentage of the task you have
completed in the top left corner. If you click on Pauline’s picture you can find out more information
about the task including the language area and specific difficulty you are currently working on as well
as the goal of the activity. If you wish to pause the game at any point you can press the pause button in
the top right hand corner. From this menu you can return fo the tutorial (your game will confinue to be
paused), exit the game or return to the current game.

Completing the game:

You win the game by successfully delivering the required number of parcels to their recipients. You will
receive a feedback screen at the end of the game, which provides a summary of your performance
including the time taken to complete the game, the number of packages lost o monkeys, the number
of successful deliveries made and the number of wrong deliverables and the words associated with
these.

Links with English national curriculum:
The Bike Shed game is infended to help children identify the number of syllables within a word —
covering vocabulary from year 1 to year 6.




Literacy Difficulty Reference Guide

(1) Consonants

* f(pronounce as 't' e.g. to, i)

* p (pronounce as ‘p' e.g. up, put)
* n (pronounce as ‘n’' e.g.in, on)

* s (pronounce as ‘s’ e.g. so, say)

Maya is in charge of Single Letter * C (pronounce as ‘s’ e.g. city, cell)
Consonants. Those are consonant * d(pronounce as ‘d" e.g. do, and)
sounds that are spelling with just 1 * h{pronounce as 'h’ e.g. he, his)
letter. * r(pronounce as ‘r' e.g.run, red)

* m (pronounce as'‘'m’ e.g. my, me)

* b (pronounce as ‘b’ e.g. be, by)

* | (pronounce as ‘I' e.g. let, old)

e f(pronounce as ‘f' e.g. if, for)

* g (pronounce as ‘g’ e.g. go, gef)

* k (pronounce as ‘k' e.g. ask, make)

* C (pronounce cs ‘k’ e.g. can, come)

* v (pronounce as ‘v’ e.g. have very)

e w (pronounce as ‘W' e.g. we, way)

* s (pronounce as ‘[’ e.g. sugar, sure)

* vy (pronounce as ‘|’ e.g. you, year)

* j(pronounce as ‘d3’ e.g. just, job)

* g (pronounce as ‘d3’ e.g. gene, agent)

* z(pronounce as ‘'z’ e.g. zone, dozen)

* s (pronounce as ‘z' e.g. as, Us)

* X (pronounce as ‘gz’ e.g. exist, exactly)

* X (pronounce as ‘ks’ e.g. six, tax)

e ft (pronounce as ‘' e.q. little, better)

* pp (pronounce as ‘p' e.g. happen, appear)

-3 * nn (pronounce as ‘n’ e.g. funny, runner)

__Gita_| * ss (pronounce as ‘s’ e.g. pass, less)

Gitais in charge of Double Letters. e dd (pronounce as ‘d’ e.g. add, odd)

* T (pronounce as ‘'r' e.g. carry, worry)

°* mm (pronounce as ‘m’ e.g. summer, common)

* bb (pronounce as ‘b’ e.g. lobby, bubble)

e |l (pronounce as ‘I' e.g. all, will)

* ff (pronounce as ‘'f’ e.g. off, offer)

* gg (pronounce as ‘g’ e.g. egg, struggle)

* ss (pronounce as ‘[’ e.g. pressure)

* 7z (pronounce as ‘'z’ e.qg. jozz)

* ph (pronounce as ‘f’ e.g. phone, photo)

e ck (pronounce as ‘k' e.g. back, pick)

* ng (pronounce as 'y’ e.g. thing, long)

* nk (pronounce as ‘gk’ e.g. link, think)

e th (pronounce as '8’ e.g. three, through)




Sophie is in charge of Consonant
Digraphs and Trigraphs. Those are
two or three consonant letters
pronounced as one sound.

sh (pronounce as ‘[’ e.g. she, should)

dg (pronounce as ‘d3’ e.g. budget)

que (pronounce as 'k’ e.g. queen)

ch (pronounce as 'tf" e.g. much, which)
tch (pronounce as ‘1f’ e.g. watch, catch)
th (pronounce as ‘&’ e.g. the, that)

(2) Vowels

Peteris in charge of words with
Short Vowels.

i (oronounce as ‘i’ e.g. in, if)

a (pronounce as ‘ce’ e.g. at, as)

o (pronounce as ‘v’ e.g. of, on)

i (oronounce as ‘ar’ e.qg. fine, child)

e (pronounce as ‘e’ e.g. get, let)

U (pronounce as ‘A’ e.g. up, but)

y (pronounce as ‘i’ e.g. any, very)

00 (pronounce as ‘v’ e.g. foo, school)

ea (pronounce as ‘e’ e.g. head, dead)

o (pronounce as ‘A’ e.g. other, another)
ice (pronounce as ‘1s’ e.g. office, service)
y (pronounce as ‘1’ e.g. system, gym)

Ui (pronounce as ‘1’ e.g. suit, fruit)

ine (pronounce as ‘in’ e.g. imagine, defermine)
a (pronounce as ‘v’ e.g. what, wanf)

Monica is in charge of words with
Long Vowels.

ar (pronounce as ‘a’ e.g. far, car)

ee (pronounce as ‘i’ e.g. see, need)

or (pronounce as 'a:" e.g. for, nor)

er (pronounce as ‘s’ e.g. her, over)

00 (pronounce as ‘u:’ e.g. too, school)
uCe (pronounce as ‘ju:C’ e.g. minute, tube)
ea (pronounce as ‘i.’ e.g. mean, leave)
igh (pronounce as ‘ar’ e.g. high, mighf)
eCe (pronounce as 'i.C’ e.g. these, gene)
ir (pronounce as ‘3.’ e.g. first, sir)

ur (pronounce as ‘s:" e.g. furn, hurt)

ie (pronounce as ‘i.’ e.qg. field, piece)

au (pronounce as ‘o’ e.g. sauce, cause)
aw (pronounce as ‘a:" e.g. law, draw)

ore (pronounce as ‘a:" e.g. more, core)
ew (pronounce as ‘ju:’ e.g. new, few)

ue (pronounce as ‘u:’ e.g. blue, true)

ear (pronounce as ‘s’ e.g. earn, learn)

ei (pronounce as ‘i.’ e.g. receive, protein)
our (pronounce as ‘s’ e.g. your)

ar (pronounce as ‘s’ e.g. sugar, year)

Ui (pronounce as ‘u:’ e.g. suit, fruif)

ey (pronounce as ‘i’ e.g. key)




* eu (pronounce as ‘ju:’ e.g. nevtral)
* eur (pronounce as ‘a’)
* ine (pronounce as ‘in’ e.g. machine, magazine)

* vy (pronounce as ‘ar’ e.g. by, my)

* e (pronounce as ‘ar’ e.g. die, lie)

e iCe (pronounce as '‘aiC’ e.g. fime, like)

e aCe (pronounce as ‘er’ e.g. make, take)
* ay (pronounce as ‘er’ e.g. say, way)

Nigel is in charge of Diphthongs. + 0Ce (pronounce as ‘aoC' e.g. those, home)
Long vowels that are two vowels e 0u (pronounce as ‘au’ e.g. out, about)
squished together. e ai(pronounce as ‘er’ e.g. aim, aid)

* oW (pronounce as ‘auv’ e.g. own, know)

* Oow (pronounce as ‘auv’ €.g. how, now)

* 0a (pronounce as ‘auv’ €.g. road, goal)

* 0O (pronounce as ‘auv’ €.g. go, so)

* 0O (pronounce as ‘o' e.g. oil, join)

* oy (pronounce as ‘o1’ e.g. boy, toy)

e yCe (pronounce as ‘aiC’ e.qg. type, style)
* ou (pronounce as ‘av’ e.g. out, about)

* ei(pronounce as ‘i’ e.g. receive, protfein)
* eigh (pronounce as ‘er’ e.g. weigh, eighf)
* ey (pronounce as ‘er’ e.g. hey, survey)

* oe (pronounce as ‘au’ e.g. foe)

* ine (pronounce as ‘ain’ e.g. line, fine)

* qir (pronounce as ‘es’ e.g. hair, pair)

* are (pronounce as ‘ed’)

* ear (pronounce as ‘12’ e.g. hear, near)

* ear (pronounce as ‘es’ e.g. wear, bear)
* eer (pronounce as ‘v’ e.g. beer, peer)

* ere (pronounce as ‘12’ €.g. here, merely)
* Uure (pronounce as ‘va’ e.g. sure, ensure)
* 0Or (pronounce as 'va' €.g. poor)

* our (pronounce as ‘v’ e.g. four)

(3) Blends and Letter Patterns

* ip (pronounce as 1p' e.g. chip)

* in (pronounce as in' e.g. brain)

* ad (pronounce as ‘ced’ e.g. bad, dad)

* and (pronounce as 'cend' e.g. stand)

* acft (pronounce as 'cekt' e.g. contact)

* ed (pronounce as ‘t' e.g. increased, mixed)
* ed (pronounce as 'd' e.g. used, armed)

°* am (pronounce as ‘cem’ e.g. program, dam)
* amp (pronounce as ‘cemp’ e.g. camp, lamp)
* im (pronounce as ‘im’ e.g. him, victim)

e elf (pronounce as ‘elf’ e.g. himself, shelf)

Cherie is in charge of Blends and
Patterns at the End of Words.




e ath (pronounce as ‘a: 6 ' e.g. path, bath)

e oth (pronounce as ‘v 8’ e.g. cloth)

* ength (pronounce as ‘en 6’ e.g. length, strength)
* ic (pronounce as 'k’ e.g. basic)

* 7z (pronounce as ‘'z’ e.qg. jozz)

e arch (pronounce as ‘tf’)

* ble (pronounce as 'bal' e.g. stable)

e fle (pronounce as ‘fal’ e.g. rifle)

e ple (pronounce as 'pal' e.g. people)

e tle (pronounce as 'tal' e.g. title)

e dle (pronounce as ‘dal’ e.g. middle, handle)
e kle (pronounce as ‘kal’ e.g. ankle, tackle)

e cle (pronounce as ‘cal’ e.g. cycle, arficle)

* gle (pronounce as ‘gal’ e.g. single, struggle)
e Zle (pronounce as 'zl e.g. puzzle)

* stle (pronounce as ‘sal' e.g. castle)

e pt(pronounce as 'pt' e.g. adopt)

* nd (pronounce as 'nd' e.g. bond)

* nf (pronounce as 'nt' e.g. want)

* nch (pronounce as ‘ntf’ e.g. lunch, bunch)
°*  mp (pronounce as ‘mp’ e.g. camp, jump)

* nk (pronounce as ‘nk’ e.g. think, bank)

* st (pronounce as 'st' e.g. stress)

* sp (pronounce as 'sp' e.g. spends)

* sn (pronounce as ‘sn’ e.g. snow, snap)

* sm (pronounce as ‘sm’ e.g. small, smile)

* de (pronounce as 'de' e.g. demonstrated)

Milton is in charge of Blends and

Patterns at the Start of Words. *  sc (pronounce as sk’ e.g. school)
* cr (pronounce as 'kr' e.g. crime)

* dr(pronounce as 'dr' e.g. drop)

* pr (pronounce as 'pr' e.g. process)

* fir(pronounce as 'tr' e.g. fripped)

e sir (pronounce as 'str' e.g. stress)

* spr (pronounce as ‘spr’ e.g. spring, spread)
* scr (pronounce as ‘scr’ e.g. screen, scream)
* br (pronounce as 'br' e.g. bright)

* Dbl (pronounce as 'bl' e.g. blue)

e cl(pronounce as klI' e.g. cloud)

* pl (pronounce as 'pl' e.g. plane)

* sl (pronounce as 'sI' e.g. sleep)

* spl (pronounce as ‘spl’ e.g. split)

e fl (pronounce as 'fl' e.g. floor)

e fr(pronounce as 'fr' e.g. frame)

* gl (pronounce as ‘gl’ e.g. glad, glass)

* gr(pronounce as 'gr e.g. great)

e thank (pronounce as ' 8 cepk’ e.g. thankful)




* sw (pronounce as 'sw' e.g. sweet)

e tw (pronounce as ‘tw’' e.g. twin, twice)

* dw (pronounce as ‘dw’)

* wa (pronounce as ‘wp’ e.g. want, watch)

e fion (pronounce as ‘fan’ e.g. nation, action)
* swa (pronounce as ‘swo’ e.g. swallow)

* shr (pronounce as ‘[t e.g. shrug, shrimp)

* wh (pronounce as 'W' e.g. white)

* C (pronounce as's' e.g. century)

* sc (pronounce as's' e.g. science)

* ch (pronounce as 'k’ e.g. character, chemical)
* gu (pronounce as'g' e.g. guest)

e sch (pronounce as ‘sk’ e.g. school, scheme)
e quarC (pronounce as ‘kwp’)

* wor (pronounce as 'ws' e.g. wording)

* thr (pronounce as'0r' e.g. throw)

* Vb (pronounce as ‘Vb' e.g. job, lab)

* VIt (pronounce as 'VIt' e.g. adult)
? e VIl (pronounce as 'VI' e.g. recall)
* Vss (pronounce as 'Vs' e.g. brightness)

e Vft (pronounce as 'Vft' e.g. left, lift)

* Vg (pronounce as 'Vg' e.g. big)

* Vsk (pronounce as ‘Vsk' e.g. ask, risk)

e VIk (pronounce as ‘VIk' e.g. milk, silk)

* Vng (pronounce as 'Vy' e.g. stressing)

* Vnk (pronounce as ‘Vyk' e,g, think, bank)

* Vck (pronounce as ‘Vk' e.g. back, pick)

* Vsh (pronounce as 'V[" e.g. push, fish)

* Vx (pronounce as ‘Vks' e.g. six, tax)

e VIf (pronounce as 'Vf' e.qg. off, staff)

* Vnch (pronounce as 'Vnt[" e.g. lunch, bunch)
* Vse (pronounce as 'Vz' e.g. expertise)

* Vze (pronounce as 'Vz' e.g. analyze)

e Vce (pronounce as 'Vis' e.g. space)

* Vnce (pronounce as 'Vns' e.g. dance)

* Vge (pronounce as ‘Vd' e.g. engage)

* Vrge (pronounce as ‘Vdsz' e.g. large, charge)
* Vnge (pronounce as ‘Vnds’ e.g. challenge, orange)
* Vdge (pronounce as ‘Vdz' e.g. edge, judge)
e Vich (pronounce as ‘Vif' e.g. watch, catch)
e alC (pronounce as ‘alC")

e 0oIC (pronounce as ‘auC’)

Warren is in charge of words with
Vowel Patterns combined with
consonants.




* sk (pronounce as 'sk' e.g. task)

* ph (pronounce as 'f' e.g. telephone)

* pph (pronounce as ‘'f’ e.g. sapphire)

* XcC (pronounce as ‘ks’ e.g. except, excellent)
Conrad is in charge of Blends and * oh (pronounce as ‘au’)

Patterns in the Middle of Words. * cqQu (pronounce as ‘kwa’)

* o (pronounce as ‘ra,re’)

e i (pronounce as'[" e.g. constfruction)

* Ci(pronounce as'[' e.g. ancient)

* ve (pronounce as 'v' e.g. resolve)

* age (pronounce as '1d3' e.g. advantage)

* ege (pronounce as '1d3’ e.g. college, privilege)
* ch (pronounce as 'k’ e.g. character, chemical)
* kn (pronounce as ‘n’ e.g. know, knee)

* gn (pronounce as ‘n’ e.g. gnome)

e gh (pronounce as ‘g’ e.g. ghost)

* ps (pronounce as ‘s’ e.g. psychological)

* rh (pronounce as 'r’ e.g. rhythm)

* mb (pronounce as ‘m’ e.g. bomb, climb)

* bt (pronounce as ‘'t' e.g. debt, doubt)

* mn (pronounce as ‘m’ e.g. column, condemn)
* wr (pronounce as 'r' e.g. write, wrap)

e st (pronounce as ‘s’ e.qg. listen)

* gue (pronounce as ‘g’ e.g. league, colleague)
* que (pronounce as ‘k' e.g. unique, fechnique)
* ngue (pronounce as 'y’ e.g. fongue)

e Cre (pronounce as ‘ta’)

* sci (pronounce as 'sar’ e.g. scientific)

e scle (pronounce as ‘sal’ e.g. muscle)

* sure (pronounce as ‘3a’)

* zure (pronounce as ‘3a’)

* cise (pronounce as ‘saiz’ e.g. exercise)

Timothy is in charge of Silent
Letters.

(4) Syllables

e Words containing only 1 syllable

*  Words containing only 2 syllables

*  Words containing only 3 syllables

*  Words containing only 4 syllables

*  Words containing only 5 or more syllables

Ella is in charge of words with 2
Syllables or More.

v * Closed syllables (e.g. in-to)
P »r! * Open syllables (e.g. ov-er)
5(@‘/ + Syllables divided according to the ‘vc/cv' pattemn
(e.g. on-to)
Pauline is in charge of the e Syllables divided according to the ‘v/cv' pattern
(e.g. o-pen)




different ways of Splitting Words * Syllables divided according to the 'v/v' pattern (e.g.
into Syllables. cre-ate)
* Syllables divided according to the ‘vc/v' pattern
(e.g. sev-en)

e Syllables divided according to the ‘qu:vc/cv’,
‘quiv/cv’ or ‘quiv/v' pattern (e.g. ques-tion)

* Syllables divided according to the ‘ture:vc/cv’,
‘ture:v/cv’ or ‘ture:vc/v' pattern (e.g. cul-ture)

(5) Suffixes

* s (e.g.says, gefts)

* ed (e.g. asked, owned)

* es(e.g.goes, passes)

* less (e.g. endless, homeless)
* ness (e.q. likeness, greatness)

Stellais in charge of Adding e en (e.g. eaten, beaten)
Suffixes. They are the kind of suffix » ing (e.g. doing, going)
that is simply added to the word. « ful (e.g. useful, careful)

e ish

e st (e.g. artist, tourist)

* Yy

* ly (e.g. dryly, shyly)

* 1y (e.g. safety)

* er (e.g. newer, older)

e ed-d (e.g. owned, sfilled)

* ed-t (e.g. asked, hissed)

* est (e.g. oldest, shyest)

e al

e Suffix -ing on words longer than one syllable
* Suffix —ed on words longer than one syllable
* ous (e.g. dangerous)

e or

e able (comfortable, reasonable)

* ment (e.g. movement, freatment)

* ing (e.g. gefting, lefting)

* ed (e.g.stopped, hissed)

* en (e.g. forbidden)

e ish
Finn is in charge of Doubling * Y
Suffxes. They are the kind of suffix * er(e.g.newer, older)
that doubles the last consonant in * ed-d(e.g. canned, jobbed)
the word. e ed-t (e.g.stopped, fopped)

* est (e.g. hottest, wettest)




o ity

o lity

* s (e.qg. fries, countries)

* ed (e.g. tried, studied)

* |y (e.g. heavily, easily)

* ness (e.g. business, easiness)

e ful (e.g. beautiful)

* less

* er (e.qg. earlier, sorrier)

* est (e.g. driest, busiest)

e gatfion (e.g. nation, station)

e ofion (e.g. motion, emotion)

e jfion (e.g. position, condition)

e ufion (e.g. solution, institution)

e qcftion (e.g. reaction, intferaction)
e ection (e.g. section, election)

e icfion (e.g. fiction, conviction)

e uction (e.g. production, construction)
e ention (e.g. mention, attention)

e asion (e.g. occasion, invasion)

e usion (e.g. conclusion, illusion)

* ision (e.g. decision, television)

* osion (e.g. explosion)

* mission (e.g. commission, emission)
* ession (e.g. expression, depression)
e ussion (e.g. discussion)

* version (e.g. conversion)

e ulsion

°*  OUS

e fious (e.g. ambitious)

* cious (e.g. precious, conscious)

* jous (e.g. serious, various)

e fial (e.g. intial, potential)

* sion (e.g. decision, television)

e sure

e cial (e.g. official, commercial)

e fial (e.g. initial, potential)

* ology (e.g. fechnology)

Jane is in charge of Change
Suffixes. They are the kind of suffix
that changes the end of the
word.

e fory

* cian (e.g. musician, politician)
e dual

e tual

e sual

e ayor

e ayer

*  UOUS




able

Travis is in charge of Drop Suffixes.
They are the kind of suffix that
drops the last letter of the word.

ing (e.g. using, having)
ed (e.g. timed, liked)

Y

en (e.g. risen, faken)

er (e.g. fimer, finer)
ed-d (e.g. timed, used)
ed-t (e.g. liked, iced)
est (e.g. palest, rarest)
al

ous (e.g. famous, nervous)
or

able (e.g. comparable)

(6) Prefixes

Saulis in charge of words with
Prefixes. He only looks after
prefixes that you can chop off
and get a new word.

un (e.g. unusual)

mis

under

over

pro (e.g. proactive)

pre (e.g. premature)

ad (e.g. admit, adopt)
con (e.g. control, concern)
in (e.g. include, index)

ex (e.g. expect, exist)

Drew is in charge of words with
Prefixes. He only looks after words
that don't have a word left when
you chop off the prefix. They are
simply regular patterns that share
spelling and meaning.

abb

acc (e.g. accept, according)

aff (e.g. affect, affair)

agg (e.g. aggressive)

all (e.g. allow, ally)

ann (e.g. annual, announce)

app (e.g. appear, apply)

arr (e.g. arrive, arrest)

ass (e.g. assef, assume)

aftt (e.g. attack, attention)

coll (e.g. college, collect)

corr (e.g. correct, correspond)
comm (e.g. common, community)
ill (e.g. illegal, iliness)

imm (e.g. immediately, immigrant)
irr

im (e.g. imply, impact)

ir (e.g. irony)

sub (e.g. subject, substance)

succ (e.g. success)




o suff (e.qg. suffer, sufficient)

* sugg (e.g. suggest)

* supp (e.g. support, supply)
e summ (e.g. summif, summary)
e surr (e.g. surround)

e dis (e.g. disease, discuss)
o diff (e.g. difficulty)

* ob (e.g. object, obtain)

e Off (e.g. office)

* opp (e.g. opponent)

e occ (e.g.occur)

o eff (e.g. effect)

(7) Confusing Letters

* n/h

e a/o

e r/t

e m/n
Lauren is in charge of Confusing * m/h
Letters. > b/d

o /r

e b/g

e d/g

o f/f

o r/f

e b/q

e d/q

* a/g

e k/x




Links with English National Curriculum

The content used within the iLearnRW games directly supports the following English National Curriculum
targets.

Spelling Y1:

(1) Consonants
e Thesounds /f/, /I/, /s/. /z/ and /k/ spelt ff, I, ss, zz and ck
e The /tf/ sound spelt tch
e The /f/ sound spelt ph
e The /k/ sound spelt k

(2) Vowels
e The vowels digraphs and trigraphs ai, oi, ay, oy, a-e, e-e, i-e, o-e, u-e, ar, ee, ea (/i:/), ea (/e/), er
(/a/), ir, ur, oo (/u:/), oo (/uv/), 0, oe, ou, ow (/auv/), ow (/av/), ue, ew, ie (/ai/), ie (/i:/). igh, or,
ore, aw, au, air, ear, ear (/ea/), are (/ea/)

(3) Blends and Letter Patterns
e Thesounds /f/, /I/, /s/. /z/ and /k/ spelt ff, I, ss, zz and ck
e The /y/ sound spelt n before k
e The /tf/ sound spelt tch
e The /f/ sound spelt ph

(4) Syllable Division
e Division of words into syllables

(5) Suffixes
e Adding -s and -es to words
* Adding the endings —-ing, -ed and —er to verbs where no change is needed to the root word
e Adding —er and —esf to adjectives where no change is needed to the root word
e Words ending -y

(6) Prefixes
e |dentifying the prefix un-

(8) Irregular Words
e Common exception words




Spelling Y2:

(1) Consonants
e The /s/ sound spelt c
* The /3/ sound spelt s

(2) Vowels
e The /ai/ sound spelt -y
e The /a/ sound spelt o
e The /i:/ sound spelt —ey
e The /pn/sound spelt a
e The /3:/ sound spelt or

(3) Blends and Letter Patterns
e The /d3/ sound spelf ge and dge
e The /n/ sound spelt kn and gn
e The /r/ sound spelt wr
* The /l/ or [1l/ sound spelt —-le af the end of words (specifically ble, fle, ple, tle, dle, kle, cle, gle, zle)

(5) Suffixes
e Adding -ed, -ing, -er and —est to a root word ending in -y with a consonant before it
e Adding -ed, -er, -est and -y to words ending in —e with a consonant before it
e Adding —es to nouns and verbs ending in -y
e Adding -ing, -ed, -er, -est and -y to words of one syllable ending in a single consonant letter
after a single vowel letter
e |dentifying -ment, -ness, -ful, -less and -ly suffixes
*  Words ending in —fion

(8) Irregular Words
¢ Common exception words

Spelling Y3 and 4:

(2) Vowels
* The /1/ sound spelty
e The /el/ sound spelt ei, eigh and ey

(3) Blends and Letter Patterns
e Words with the /k/ sound spelt ch
e Words with the /f/ sound spelf ch
*  Words ending with the /g/ sound spelt —.gue and the /k/ sound spelt —que
*  Words with the /s/ sound spelf sc




(5) Suffixes
e Adding suffixes beginning with vowel letters to words of more than one syllable
e The suffix -ation
e The suffix -ly
* The suffix —sion (specifically asion, usion, ision, osion)
e The suffix —ous
e Endings which sound like /11In/, spelf —tion, —sion, —ssion, —cian
e The ending sounding like /3a/ spelt —sure
* The ending sounding like /3an/ spelt —sion
* The ending sounding like /fon/ spelt —tion and sion

(6) Prefixes
e The prefixes in-, dis- and mis-, in-, il-, im-, ir-, and sulb-

Spelling Y5 and é6:

(2) Vowels
e Words with the /i:/ sound spelt ei after c

(5) Suffixes
* Endings which sound like /fes/ spelt —cious or —tious
¢ Endings which sound like /[al/
*  Words ending in -able
* The ending sounding like /fal/ spelt —cial and —fial

(8) Irregular Words
e Words with 'silent’ letters




