Competitive Games for Advanced Readers

Game 1:
PAIRSIinPEARS

Race to make grids of two
infersecting words in the
same pafttern. Each grid
can use a unique pattern.

Advanced Grid Examples

Race to make grids of
two intersecting words.

Beginner Grid Examples P

—

[

B

F T
D BUE| o
N \Y4

@ [Om=>0

[l

Competitive Games for Advanced Readers

Step 1

Place all tiles face down. Each
player takes the correct number
of files.

Step 2
When players have their tiles,
someone calls out, “GO!"” Players

2 players:
52 tiles each.
Winner is the
first to make

4 grids of proceed fo flip their tiles over and
words. start making grids of words with
X matching patterns. Words must
3 pla,yers. have at least 3 letters.

34 tiles each.
Winner is the first
to make 3 grids

When a player has
of words.

2 reached the goal
%% number of grids,

26 tiles each.
Winner is the first to
make 2 grids of words.

% “PEARS!" and
% win the game.
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Game 2:
PairPoints

A scoring version
of PAIRSINPEARS

& players:
52 tiles each.
Winner is the

Compete first fo make
to make grids of two 4 grids of
connecting words and words.
get the highest score. 3 players:
Step 1 34 tiles each.

Place all tiles face Winner is the first
down. Each player to make 3 grids
takes the correct of words.
number of tiles:

26 tiles each.
Winner is the first to

make 2 grids of words.
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Step 3

When players have their files,
someone calls out, “GO!" Players
proceed to flip their tiles over and
begin making grids of words with at
least 3 lefters.

The letters in each word do

not have to be in the same pattern.

However, players win double points
when the letters in a word are the
same pattern.

Step 3

The first player to reach their

goal number of grids shouts,
“PEARS!"” and is then done playing.
The game continues until all players
reach their goal number of grids.
When the game ends, check the

spelling of each player's words and
count the points. The player with
the most points wins the game.

If a player has used
a misspelled word, no
points are awarded for
that grid.

Shared letters are
counted with each word.
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2 points for
each letter
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2 Great GAMES +
8 Skill-Building
ACTIVITIES
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