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Message to Educators &         
the Educated in Process 

The concepts in this and the other booklets in the “Little Books of 
Great Ideas” collection draw on a great deal of knowledge, 
experience,  and creative energy.  In the spirit of collegial 

generosity, these original ideas are offered as innovative stimuli to: 

classroom teachers striving to go beyond the ordinary in their 
pedagogical effectiveness 

motivated learners looking for efficient, engaging ways to 
increase their language proficiency 

classroom materials developers needing guidance in 
pedagogical design and classroom-tested techniques for                     
their own and/or their school’s or program’s use. 

Anyone interested in collaborative ways of spreading                       
the knowledge and preserving the legacy of effective, motivating 

language teaching and learning is invited to contact:  

Authors & Editors  
(Elaine Kirn-Rubin & Arthur E. Rubin) 

10736 Jefferson Blvd., # 604 
Culver City, California 90232-4969 

Telephone 310-836-2014   Fax 310-836-1845 
e-mail info 2learn-english.com 

website www.2learn-english.net 
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creative ideas for effective language activities & games 

ALPHABET ACTIONS 
Language Learning Levels =  

Literacy and Beginning Reading & Writing 

T he letters of every alphabet are symbols.           
In most world alphabets, letter-symbols 
represent sounds of the language. Knowing           

how to use these symbols is the first step in 
literacy—basic reading and writing of the language. 

Everyone learning English needs to know the 26 
letters of the alphabet—not only children preparing    
to read but also adult new readers and learners of 
English as a Second Language. Knowledge of                 
the names of the letters and their order in                  
the English alphabet enables learners to: 
 understand oral spelling  
 spell names and other words aloud 
 write down letters and words from dictation 
 look up words in the dictionary 
 alphabetize words   
 differentiate between letters and sounds in               

phonics instruction 
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Activity or Game pages 
 Teaching the Alphabet 5 

A. Alphabet Chains 6-7 

B. Alphabet Rhythm 8 

C. Alphabet Bingo 9-10 

D. Alphabet Card Games 
 1. THE GAME OF CONCENTRATION  

2. THE GAME OF “SAME LETTERS” 
3. THE GAME OF “PASS THE CARD”  

4. THE GAME OF “ALPHABET SUITS” 
Bonus Idea: Fun with Fonts 

11 
13-14 
14-15 
16-17 
17-18 
18 

E. Tell-and-Spell Chains 19-20 

F. Hit the Letters 21-24 

G. Letter Words 25-27 

H. Letter Dictation 28 

I. Looking for Letters 29-31 

What Comes Next? 32-35 

Following are suggestions for creative language 
activities and games designed to teach the names      

of the letters and their order in the English 
alphabet. Most require little or no preparation.      

All add variety, motivation, collaboration, and/or 
competition to lessons and learning pursuits. Here are 
the names and pages of ideas offered in this booklet.  
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T eaching the Alphabet:  
Before beginning practice activities, it 

may be necessary to teach the names of the 
letters. Here are some suggested steps:   
1. On a board or strip, print the 26 lower-

case letters of the English alphabet in 
order. Begin with a. Say each letter as you 
print it. Have learners repeat several times. 
Repeat in reverse order. Begin with the last 
letter of the alphabet, z. Point to each letter and 
pronounce it. Have learners repeat several times.  

2. Point to letters in random order and say them. 
Emphasize those that learners have difficulty with. 
Participants repeat the letter names again.  

3. Point to the alphabet letters in order again and 
have the group tell their names. Repeat in reverse 
order. Then point to letter-symbols in random 
order; learners name them. Provide additional 
practice of characters that may seem confusing          
to learners—such as a vs. e vs. i, p vs. b vs. v          
vs. f vs. w vs. u, c vs. s, k vs. q, d vs. t, etc. 

4. If learners are ready, repeat the previous steps 
with capital letters. Later, if or when appropriate, 
repeat with cursive writing—lower and upper case.    
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A = Alphabet Chain 
 The simplest way to practice the 
names of  letters and their order 

in the alphabet is to perform various 
versions of an “alphabet chain.” Create  
and display a large alphabet poster. Follow these steps:  
1. Say the first letter. Indicate that the next person 

in the Chain is to say the second. The next person 
says the third, and so on around the class or group. 
When everyone has said one letter name, repeat 
the process as many times as necessary until the 
group reaches the end of the alphabet. If anyone 
gets stuck, point to the appropriate letter for that 
person’s turn. Have the group pronounce it. 

2. Say the last letter of the alphabet, Z. Indicate 
that the next person is to say the second-to-last 
letter, Y. The next person says the third-to-last 
and so on until the group reaches the beginning of 
the alphabet. If anyone gets stuck, point to the 
appropriate letter for that person’s turn. Have the 
group pronounce it. 

3. Remove or cover the letters. Participants repeat 
the above versions of the Alphabet Chain, forward 
and backward, without looking at the letters. 
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How can the names of the letters of the alphabet in 
sequence be reviewed without boring faster learners? 
Here are some variations of the Alphabet Chain 
idea that add competition and challenge:  
4. Show different character displays with 

various fonts, even decorative or funny ones. 
5. Time the Alphabet Chain. The group tries to             

“beat their own record” by saying the names of           
the characters in forward or reverse order without 
mistakes—faster than ever before. Another time, 
eliminate participants when they make mistakes or 
hesitate in their turn for more than a few seconds.      
The “winner” is the last participant left.   

6. For a group of between ten and 26 learners,              
make 26 big alphabet cards—one letter per card. 
Put them in order. If there are fewer than 26 
partipants, remove the appropriate number from  
the end of the alphabet. Shuffle the set and give 
one card to each participant. As fast as they can, 
learners arrange themselves in sequence according  
to their letters. Then they tell their letter names  
in an Alphabet Chain. If enough letters remain, 
repeat with the same number of other cards.  
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B = Alphabet Rhythm 
 Here is an alphabet version of the children’s          
(or adult) party game called “Rhythm.”  

1. There should be between six and 26 participants. 
They sit in a circle. They “letter off”—the first 
person says “A,” the second “B,” and so on—until 
each player is assigned a different letter in order.   

2. In unison, all players clap twice and then snap            
their fingers to the same rhythm. On the first snap 
(with the right hand), the first player says his/her 
letter (“A”). On the second snap (with the left 
hand), the same person says any other letter 
represented in the circle (for example, “E.”)              
After two more claps, on the next snap the person 
just “named” says his/her letter, followed by 
someone else’s—for example, “E” (snap)—”C” (snap).  

3. The rhythm (clap, clap, snap, snap) continues until 
someone makes a mistake. That player moves to          
the end of the circle. Everyone behind him/her  
moves up and “reletters.” For example, if the “C” 
player loses the third place in the circle, “D” 
becomes “C,” “E” becomes “D,” and so 
on. Play continues until time is called. 
Whoever is in the “A” (first) place of 
the circle is the winner.  A 

E

M B 

I 
K 
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C  = Alphabet Bingo 
 The Bingo format fits many kinds of language-
learning activities. Here are some ideas for   

ways to use it with letters of the alphabet:   
1. If they can print or write the symbolic characters, 

game players can create their own Bingo 
Boards. Here are the steps to follow: 
 Each participant divides a piece of paper 

into the same number of equal-sized 
boxes—either nine (three columns and 
three rows), sixteen (four across and 
four down), or twenty-five (five by five). 
“Bingo boards” can be created by 
folding the paper or by drawing lines.   

 “Dictate” the appropriate number of letters of            
the alphabet one by one—in mixed-
up order. As you say each letter, 
participants print it in one of the 
boxes of their boards. So that 
they don’t create identical boards, 
they should put the characters in 
random locations, not in the usual 
sequence. After a few seconds, 
print or write each letter on                     
a board so learners can check  
their handwriting.  

   

   

   

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

  
  

  
  

  
  

  
  

 

 

 

 

     

Some Bingo 
Board options 

Cc Gg Ii Ee 

Pp Aa Nn Ll 

Dd Oo Kk Mm 

Jj Hh Bb Ff 
A sample Alphabet 
Bingo Board—with 
both upper & lower-
case block letters.  
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2. Now call out the character names, one 
by one, in mixed-up order. Learners 
either “X-out” each letter that is 
called or—so that Boards can be 
reused—place small markers (small pieces of paper, 
chips, buttons, beans, coins, etc.) on the boxes as 
they hear those letters. Repeat each letter two or 
three times. If necessary, point to the image of  
the symbol on a board or a large sheet of paper. 

3. The first person to cover a “Bingo line” (all boxes        
in a horizontal row, a vertical column, or perhaps 
diagonally) calls out “Bingo.” That person is the 
winner if he/she can read aloud all the marked or 
covered letters in the line correctly. 

4. The winner of the first game can be the caller for 
the next game. Alternatively, each player in turn 
can call out a different letter for players to cover.  

5. Repeat Steps 1-4 with those letters of the alphabet 
not practiced in the first game.  

6. Here’s another way to play Letter Bingo at a low 
level: instead of calling letter names, write the 
characters on a board one by one in various forms. 
For example, play one game with lower-case block 
letters and another with cursive. Learners say 
letters names while marking or covering them.  
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D = Alphabet Card Games 
 Card decks for motivating learning games require 
preparation—but once created, they can be used 

again and again. Begin with either blank index cards or 
colorful card stock, cut apart into equal-sized cards. 
There are two possibilities for each full 52-card deck:  
 For a simple deck, on half the cards paste up  

upper-case alphabet letters. On the other 26 
cards, show the same symbols in lower-case form.  

 For more challenging and versatile Alphabet Card  
Decks, on thirteen cards print the first half of 
the alphabet (A-M) as block capitals. Print the 
same letters in lower-case form on thirteen other 
cards. On 52 more cards, write the same letters    
two more times—first as cursive upper-case and             
then as cursive lower-case letters. Make two more  
52-card decks for the rest of the alphabet, N-Z. 

A B 

a b 

A B 

a b 

C D 

c d 

C D 

c d 

E F 

e f 

E F 

e f 

G H 

g h 

G H 

g h 

I J 

i j 

I J 

i j 

K L 

k l 

K L 

k l 

M 

m 

M 

m 

two possible 52-card Alphabet Decks 

z 

z 

z 
Z 
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Half the cards in Authors & Editors “Alphabet Letters” Version 5 pack 
show 52 block letters—26 capitals and 26 lower-case. Because each 

upper-case letter includes a picture and key word, cards can also be used 
for basic spelling instruction in sounds that begin words. The other 52 

cards display cursive letters—26 upper-case and 26 lower-case.  

In addition, each letter card includes a small image of a regular playing 
card—the ace of clubs, the two of hearts, the three of spades, etc.               

All “A” and “N” cards have aces on them, all “B” and “O” cards include 
twos, all “K” and “X” cards display jacks, and so on. These symbols will 
help learners familiar with traditional 52-card decks to read and match 

letters—as well as to understand the rules of strategic card games.   

Here are the backs of four kinds of cards in the 104-card                        
“Alphabet-Letter Cards Version 5” pack available from Authors & Editors.  
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Following are ideas for only a few games (out of many) 
that might be played with an Alphabet Card Collection 
consisting of pairs or sets of matching cards.  

1. THE GAME OF CONCENTRATION (MEMORY). Each 
group uses a pack of cards of appropriate size for 
the time allotted—at least 16 but no more than 52. 
The pack should consist of an even number of 
matching pairs. If necessary, allow time for learners 
to look at card faces before beginning game play.  
a. After shuffling the pack, each group arranges their 

cards face down on a playing surface. The cards can 
be placed neatly in rows and columns  
or randomly in all directions.  

b. The first player turns one card face  
up and tells the name of that letter. 
He/She then turns over another card and names           
its letter. Do the two symbols have the same name? 
If so, he/she keeps the pair and gets another turn. 
If not, the cards are turned face down again.  

c. As non-matching cards are exposed and turned face 
down again, players try to remember their location—
so they can make matches more easily when they 
turn up the corresponding cards for the first time. 
The game ends when all the cards have been 
matched and removed from the surface. Whoever 
has the most pairs of cards wins the game.  

E
g 

partial layout;              
not a match 
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Following are ideas for only a few games (out of many) 
that might be played with an Alphabet Card Collection 
consisting of pairs or sets of matching cards.  

1. THE GAME OF CONCENTRATION (MEMORY). Each 
group uses a pack of cards of appropriate size for 
the time allotted—at least 16 but no more than 52. 
The pack should consist of an even number of 
matching pairs. If necessary, allow time for learners 
to look at card faces before beginning game play.  
a. After shuffling the pack, each group arranges their 

cards face down on a playing surface. The cards can 
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d. For review, the winner shows the cards of the deck 
to the group one by one. The group says the names 
of the letters aloud.  

e. For another game, each group exchanges their cards 
for a pack with different letters.  

2. THE GAME OF “SAME LETTERS.” Adapt the size of 
each pack to the number of players and the time 
available for play. Each collection must consist of  
matching pairs or groups of four letter cards.  
a. All the cards are dealt out, one at a time to all  

the players. Without looking at the card faces,           
everyone places his/her cards in a face-down             
stack in front of him/her on the playing surface.  

b. The first player turns over the top card of his/her 
stack, says the letter aloud, and places the card 
face up so everyone can see it easily. The next 
player does the same, and so on around the group.  

c. When play returns to the first player, he/she places 
the next card face up on top of the previous card—
as do all the other players on their turns. Soon, 
everyone will have a separate face-down stack  
and a face-up stack.    

 a game of “Same Letters”     
in progress. Here are three  

players’ cards: no matches yet.    
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“Basic letter matching” implies upper & lower-case block & cursive 
characters. But for visual  stimulation, there can also be various fonts, 
including clever, textured, artistic, postural, hand-formed, funny ones.  

d. As each card is turned face up and the letter 
pronounced, everyone looks around quickly to see if 
there are any matching pairs on top of two stacks. 
If there is a pair, the first player to recognize it 
and say “Same” wins all the cards on both face-up 
stacks. Whoever puts the newly-won cards at            
the bottom of his/her face-down stack. If two 
players say “Same” at the same time, they divide 
the “winnings” equally.  

e. To prevent players from shouting out “Same” 
carelessly, there can be a penalty point for 
mistakes. Perhaps the group can make a rule that 
three penalty points put a player out of the game.  

f. The game ends when one player has won all the 
cards. Or set a time limit for this game. When    
it’s reached, the player with the most cards in          
his/her possession is the winner.  

For another game, each group exchanges their card 
deck for a deck of different letter matching pairs           
or sets of four.   
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3. THE GAME OF “PASS THE CARD.” Use Alphabet Card 
collections consisting of sets of four (or five, six,  
seven, or even more) versions of the same letter.  
The object of each round of the game is to be           
the first to collect a set of the predetermined 
number of cards displaying the same letter.     
(Their visual images are likely to vary somewhat.)    
a. Each group receives a card collection containing          

the same number of matching-card sets as there 
are players. For example, a group of four gets  
a 16-, 20-, 24-, 28-, or even larger card pack 
(4 sets of 4, 5, 6, 7, or more matching cards); 
six players receive a 24-, 30-, 36-, 42– or . . . 
card pack; and so on. The shuffled cards are 
dealt out equally to all players. In their hands, 
players arrange the 4, 5, 6, 7, or more cards 
displaying images of the same kind together.  

b. At a signal everyone discards one unwanted card 
from his/her hand by placing it face down in 
front of the player to the left. All players 
pick up the cards they’re given, putting them 
into their hands. If no one has the designated  
number of matches, the game continues in this way 
until someone can “play out” by placing a set of the 
specified number of cards on the table. After 
saying the name of its letter, that player receives 
the most points—equal to the number of players.  

Z 

z 
z 

z 

z 

z 
z 

8 kinds 
of Z’s 
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c. Play continues until another player plays out with         
a set of matches. That person receives the number 
of points equal to the number of players minus one.  
The game goes on. The next winner receives one 
point less than the previous winner, and so on until 
all the cards have been placed on the table in sets 
of the pre-determined number. 

c. For another round, each group exchanges their 
cards for a collection of different alphabet letters.  

4. THE GAME OF “ALPHABET SUITS.” This game 
requires a deck of 52 cards in thirteen sets of 
four—either the A through M or N to Z cards.  
a. From the shuffled deck, each person receives as 

many cards as there are players in the game.             
For instance, in a group of five, everyone gets five 
cards to begin with. On the table, the other cards 
are placed face down in a pile to draw from.  

b. The first player that can do so places any block 
capital letter card face up on the playing surface.       
If possible, the next person contributes any other 
block capital letter, and so on once around the 
group. The person that played the letter closest          
to the end of the alphabet wins the stack of cards. 
For instance, an M card would beat an L, an F, or  
any of the other twelve letters that precede M.  

F  Whoever played the M card wins this round.  L D M E 
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a. The winner of the stack now “owns” those cards. 
That player draws the top card from the face-   
down pile, placing it face up on the playing surface.      
All others players add letter cards of the same 
kind—block or cursive, upper or lower case—if they 
can. Again, the person with the “highest” letter wins 
the stack and draws the next card from the pile.  

b. The object of the game is to win as many cards          
as possible and to be the last person left after 
everyone else has run out of cards.   

EXTRA IDEA: FUN WITH FONTS. The proliferation of 
computerized font styles in past decades may make it 
harder to “define” block lettering vs. cursive writing  
or distinguish between upper and lower-case images.  
And for each of the 26 letters, there’s a huge number 
of creative, artistic, and utilitarian variations, perhaps 
classified as clip art, icons, templates, script, cartoon,  
embroidery, calligraphy, drawings, photography, etc. 
Both teachers and learners may enjoy looking these up 
online, downloading and printing them, and 
even pasting them up on cards that can be 
used in Alphabet-Card Games like those 
suggested on pages 11-18. If the images 
are collected and displayed in big posters, 
participants can count the number of each 
symbol they see, comparing calculations.      
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E =Tell & Spell Chains 
A “Name Chain” provides effective practice in  
the recognition and pronunciation of the letters 

of the alphabet, beyond the rank beginning level.    
1. In each group, four to ten people sit in a circle.  

The first person pronounces and spells his/her            
first name aloud. As that person says each letter, 
everyone else in the group writes down the name.  

2. From what he/she has written, the second person  
tells the first participant’s name. That person then 
tells his/her own name and spells it aloud. Everyone 
else writes the second name down in his/her list. 

3. The third person tells the names of the first two 
people in the group and then says his/her own name, 
telling its letters in order. Everyone writes it down.  

4. The “Tell & Spell Name Chain” continues in this way 
until all group members have said their names and 
spelled them aloud. Then each person tells all other 
participants’ names, spelling them aloud if there’s time. 

His name is Sean O’Donnelilly. His first name 
sounds different from its spelling. the last is 
too long to spell. Her name is Ana, spelled       
A-N-A. My name is Michaella, not Michelle. 

That’s M-I-C-H-A-E-L-L-A. My last name . . . 
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5. In a large class or group, repeat Steps 1-4 several 
times. Each time, at least half the people in each   
small group move to other groups and rearrange 
themselves in another order in those circles.  

6. Finally, reconvene the whole class or large group.            
Give an oral “Spell & Tell Quiz.” Tell something about 
each participant that the others should know or be  
able to see—for example, where a person is sitting, 
what he/she is wearing, where he/she is from, or           
the like. The first learner to find that person’s name 
in his/her list, to pronounce it correctly, and to spell  
it aloud correctly wins a point. Continue in this way 
until everyone’s name has been reviewed. The winner  
of the game is the participant with the most points.  

7. Now that learners have gotten the point or the idea  
of “Spell & Tell Chains,” repeat the activity at other 
times with different kinds of information. For instance, 
if appropriate for the class or group, participants can  
say and spell their last or middle names, street names, 
their hometowns or countries of birth, relatives’ names, 
vocabulary words provided beforehand, etc.   

IDEAS FOR KINDS OF “SPELL & TELL” INFORMATION CHAINS: first (given), 
middle, maiden, and/or last (family) names, nicknames; contact info              
like e-mail addresses, social media user names; family members’,               
co-workers’, friends’, acquaintances’, or pets’ names; job titles,    

company names; personality traits; most visited country, city, town, or 
other place to go; favorite song, entertainer, celebrity, role model, movie, 
sport, book, TV show, subject, free-time activity, animal, food, drink, etc.  
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F = Hit the Letters 
The rules for this “peaceful” pencil-and-paper 
activity are based on an old children’s game  

called “Battleship.” To play this version successfully, 
learners should be able to recognize and pronounce          
the letters A through Z (as well as numbers up to 26).  

1. For each pair of participants there should be two 
identical grids, of a size appropriate to learners’  
proficiency levels and the time available for games.   
At most, put 26 boxes across and 26 boxes down. 
Above the 26 or fewer columns, print letters of             
the alphabet in order. Number the horizontal rows 
consecutively 1 through 26 (or a lower number)—or   
for even more alphabet practice, put the same letters 
in another form or other letters. Make as many copies 
as might be needed for several activities and games.  

 A B C D E F G H I K 
1           

2           

3           

4           

5           

6           

7           

8           

9           

10           

A basic grid for a                   “Hit-the-Letters” game can be of any size and contain any number of horizontal rows. There should be no more than 26 vertical columns, however—one for each alphabet letter.  p

 A B C D E F G H I K 
L           

M           

N           

O           

P           

Q           

R           

S           

T           

U           

In an alternative grid 

design, there could be 

more letters to the left of 

the rows. These could 

be either another form 

of the letters above 

(e.g., a, b, c, d, e, f, . . .) 

or different letters from 

the rest of the alphabet.  

21 e-mail info 2learn-english.com  website www.authorsandeditors.net 

F = Hit the Letters 
The rules for this “peaceful” pencil-and-paper 
activity are based on an old children’s game  

called “Battleship.” To play this version successfully, 
learners should be able to recognize and pronounce          
the letters A through Z (as well as numbers up to 26).  

1. For each pair of participants there should be two 
identical grids, of a size appropriate to learners’  
proficiency levels and the time available for games.   
At most, put 26 boxes across and 26 boxes down. 
Above the 26 or fewer columns, print letters of             
the alphabet in order. Number the horizontal rows 
consecutively 1 through 26 (or a lower number)—or   
for even more alphabet practice, put the same letters 
in another form or other letters. Make as many copies 
as might be needed for several activities and games.  

 A B C D E F G H I K 
1           

2           

3           

4           

5           

6           

7           

8           

9           

10           

A basic grid for a                   “Hit-the-Letters” game can be of any size and contain any number of horizontal rows. There should be no more than 26 vertical columns, however—one for each alphabet letter.  p

 A B C D E F G H I K 
L           

M           

N           

O           

P           

Q           

R           

S           

T           

U           

In an alternative grid 

design, there could be 

more letters to the left of 

the rows. These could 

be either another form 

of the letters above 

(e.g., a, b, c, d, e, f, . . .) 

or different letters from 

the rest of the alphabet.  



little books of ALPHABET ACTIONS ISBN 978-1-891077-03-6 22 

2. In the boxes of one of each pair of grids, print words 
that learners already know or could sight read—one 
letter in each adjacent box.  
 For beginners, put words in one direction only—from 

left to right horizontally. More proficient learners           
will also be able to read words printed from top to 
bottom (vertically), including intersecting words.  

 Higher-level learners can prepare their own grids,  
from supplied lists of words or from their own 
knowledge of vocabulary and spelling. Or they can  
print personal information in the boxes: their names 
and names of family members; addresses; countries         
of origin; favorite color, foods, hobbies; and so on.   

 Leave the remaining boxes of Grid 1 blank, or fill    
them in with color or shading. On the second grid  
(Grid 2), leave all the boxes empty. Here are samples:  

 A B C D E F G H I K 
L   l   n a m e  

M  r e a d  l    

N y  t   s p e l l 

O o  t  l  h   o 

P u  e  e g a m e s 

Q   r  a  b   e 

R w  s  r  e    

S o    n  t e n  

T r          

U d  n u m b e r s  

Grid 1 
 A B C D E F G H I K 
L           

M           

N           

O           

P           

Q           

R           

S           

T           

U           

Grid 2 
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Here’s how to use each pair of grids for a game 
providing practice in (number and) letter recognition  
and pronunciation. This is a two-person activity. 
3. One person in each pair receives Grid 1 (filled in).          

The other gets Grid 2 (empty). During the activity, 
they don’t look at each other’s papers. The object           
is to communicate orally—the names and locations of 
the letters in the words of the prepared grid.  

4. To find out the location of the letters, the partner 
with the blank grid names squares by telling their 
corresponding letters and numbers—for example, A5, 
D7, B2, F8, etc.—or A-P, C-R, F-L, K-N, I-N, etc.    
After each “location,” the other person tells what 
appears in that box—either “nothing” or a “hit”—            
a letter of the alphabet, which he/she reads aloud.  

5. On hearing the letter name, the questioner prints            
it in the appropriate box of Grid 2. To “hit” letters 
quickly, that person will develop a “stategy” of asking 
about boxes next to those already filled in.  

6. The game continues until all the letters of all the 
words have been “hit.” Then the two participants 
compare grids. The positions of the letters should           
be the same. If they can, learners read the words. 

7. Either of the filled-in grids can serve as Grid 1            
of another game, for which a different partner 
receives an empty Grid 2.   
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7. Once participants get the point of this game, there  
are several ways to add competitive challenge: 
Making sure that pairs of partners have grids with            

the same number of boxes and letters, have them 
compete in completing the task. The winning pair is            
the first one to finish. Or set a time limit for the 
paired activity. When time is called, the two learners 
that have communicated the most words (or simply             
the most letters) is the winner.  

 Have participants in each pair compete with each other. 
To do so, give each person a filled-in grid with the same 
total number of boxes and the same number of boxes 
filled in—but with different letters in different words. 
Each learner also receives a blank grid of the same size. 
Then they alternate in asking for information (letters).       
The first participant asks for the contents of any box, 
the second person gets a turn, and so on. The winner  
of the game is the first to fill in his/her blank grid  
with the words from the other person’s prepared grid.  

8. Provide follow-up. Perhaps learners can copy the  
words of their grids on paper or list them on a board. 
Next, with the whole group, not only the names of          
the letters can be reviewed but also the pronunciation, 
spelling, and meanings of the words. Then there can  
be short oral vocabulary games with the words: a 
leader gives clues to their meanings (definitions or 
phrases with blanks to fill in); to answer, listeners          
tell and spell the corresponding words.    

little books of ALPHABET ACTIONS ISBN 978-1-891077-03-6 24 

7. Once participants get the point of this game, there  
are several ways to add competitive challenge: 
Making sure that pairs of partners have grids with            

the same number of boxes and letters, have them 
compete in completing the task. The winning pair is            
the first one to finish. Or set a time limit for the 
paired activity. When time is called, the two learners 
that have communicated the most words (or simply             
the most letters) is the winner.  

 Have participants in each pair compete with each other. 
To do so, give each person a filled-in grid with the same 
total number of boxes and the same number of boxes 
filled in—but with different letters in different words. 
Each learner also receives a blank grid of the same size. 
Then they alternate in asking for information (letters).       
The first participant asks for the contents of any box, 
the second person gets a turn, and so on. The winner  
of the game is the first to fill in his/her blank grid  
with the words from the other person’s prepared grid.  

8. Provide follow-up. Perhaps learners can copy the  
words of their grids on paper or list them on a board. 
Next, with the whole group, not only the names of          
the letters can be reviewed but also the pronunciation, 
spelling, and meanings of the words. Then there can  
be short oral vocabulary games with the words: a 
leader gives clues to their meanings (definitions or 
phrases with blanks to fill in); to answer, listeners          
tell and spell the corresponding words.    



25 e-mail info 2learn-english.com  website www.authorsandeditors.net 

2. By pronouncing the names of the letters (with the 
correct syllable stress), learners will be saying words. 
If necessary, explain their meanings.  

3. In random order, give meaning clues for the words.  
For example, say “the ocean.” Learners find the 
matching item and pronounce the letter(s)—e.g., “C”         
= sea. Some other examples of clues for the above 
words are “an insect that makes honey,” “part of            
the face,” “plural of is,” “a hot breakfast drink,” etc.  

G = Letter Words 
 A few common words in English—like bee and 
easy—are pronounced the same as the names of 

letters of the alphabet. Also, there are acronyms 
formed by the first initials of words in phrases, such 
as USA and RSVP. The following ideas for activities         
to practice the alphabet are designed for learners  
that know some of the vocabulary of English.  
1. Write some letters that sound like words learners may 

know. Here are suggestions:  

letter = word(s) letter(s) = word letters = word 
B be, bee T tea, tee IV ivy 
C see, sea U you MT empty 
I I, eye Y why NRG energy 

O oh, owe EZ easy XL excel 
R are IC icy XS excess 
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4. For more advanced learners, repeat Steps 1-3 with 
common abbreviations, acronyms, or initializations            
in which the names of the letters are pronounced. 
Discuss what the letters stand for if helpful. More 
importantly, make sure learners understand how these 
items are used. Here is a chart of some of the more 
common of such items. There are many others.   

ACRONYM What the letters stand for Meaning 
AARP (formerly) American Association 

of Retired Persons  
biggest organization (interest group) of 
people over 50 years of age 

aka also known as  (used to introduce other names)  

a.m. ante meridiem (Latin) in the morning 

ASAP as soon as possible quickly 

B.A. Bachelor of Arts  academic (university) degree  

B.C. before (the birth of) Christ part of a date 

CSI Crime Scene Investigation forensic inspection of site of a crime 

D.C. District of Columbia Washington, the U.S. capital  

e.g. exempli gratia (Latin) for example 

ER emergency room part of a hospital  

ESP extra sensory perception special mental powers 

ET extraterrestrial from outer space 

IQ intelligence quotient a measure of mental ability 

IRS Internal Revenue Service a U.S. government agency 

M.A. Master of Arts an advanced university degree 
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RV TV H2O UFO 

ACRONYM What the letters stand for Meaning 

M.D. Medical Doctor a physician 

NFL National Football League a professional sports association 

omg Oh, my God! expression of shock or disbelief 

PC personal computer;                 
politically correct 

a microcomputer for one person; 
unoffensive or nonpartisan 

P.E. physical education a school course 

Ph.D. Doctor of Philosophy a university doctorate degree 

p.m. post meridiem in the afternoon 

P.O. Post Office (box) a place for letter delivery 

PR public relations publicity for public “image” 

p.s. postscript an addition to a letter 

RSVP Répondez s’il vous plaît (French) Please respond to this invitation. 

RV Recreational Vehicle a trailer, camper, or mobile home 

SOS Save our Ship Help! 

TV television television 

UFO Unidentified Flying Object mysterious object in the sky 

VIP very important person a person of great importance 

WC water closet a flush toilet 

MYOB mind your own business a gentle insult 

WC 
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H = Letter Dictation 
 Literacy and second-language learners need to 
be able to print or write letters as well as to 

recognize them in different forms.  Here are some 
efficient and effective ways to provide practice in 
putting the letters on paper.  
1. One at a time, “dictate” the letters of the alphabet      

in random order. Learners compare their letters with 
those you put on a board seconds later. Repeat for 
each “new” kind of printing or writing—upper and             
lower case, block and cursive.   

2. Continue dictating letters to spell out words learners 
know. Learners print the letters one after another.      
At first, keep them from shouting out a word until          
you finish saying the letters—so that everyone gets a 
chance to write. Pronounce the words together. 

3. When learners become proficient at this oral spelling 
activity and have begun to read, give one point to the 
first person to recognize each word and say it aloud.  

4. Repeat Steps 2 and 3 at regular intervals with              
other words that participants are learning. Or give          
a “spelling quiz.” As you dictate the letters of words, 
learners take them down, silently, in a numbered list. 
To check their lists, they spell the words aloud as 
someone prints the letters on the board. Practice           
the pronunciation and meaning of each item.  
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I = Looking for Letters  In English-speaking countries, the letters  of the 
English alphabet are everywhere, of course. 

Literacy-level students should become aware of them. 
Observant learners will see big letters on signs, 
including billboards, and smaller letters on every             
kind of product or object in every imaginable place. 
Even before they can put together the letters to read 
words, they’ll recognize their basic forms—no matter 
how different or how decorative the print or typeface.  
On the next two pages are numbered picture                
examples of the kinds of items that display letters. 
Such illustrations can be duplicated, enlarged, and/or 
projected onto a large screen.  Learners can identify 
the items, read aloud the letters, 
discuss their meanings, and so on. 
Individuals can bring objects into                  
a classroom, where everyone can 
examine and pass them around, 
perhaps copying down letters and 
words they see. Learners can collect 
drawings of items and photograph 
things that clearly display letters.               
In learning situations, such pictures 
can be used in many fun ways.    

Even natural or man-
made shapes can 

remind observers of 
alphabet letters.  
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W hat comes next? 
Learning to recognize and copy or write the 
letters of the alphabet is only a first step in 

the process of becoming literate. Next, learners need 
to connect letters to sounds—and the reverse—through 
regular phonics patterns. For very common words and 
exceptional spellings, they need to learn sight reading.   

The five 104-card “Letters of the Alphabet” doubled 
decks available from Authors & Editors (ISBN 978-1-
934637-02-9, -03-6, -04-3, -05-0, and -06-7)           
can be used for some rudimentary spelling lessons—    
most conveniently, activities involving the initial sounds 
of words. For instance, card users can name pictures 
included on the Version 3 capital block letter cards, 
reading aloud printed words if they can.  
With these, downloaded, or self-created 
alphabet-letter images, learners can 
compete in finding, naming, or thinking                
of words that begin with each letter.  
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With alphabet packs containing several or 
many cards for letters frequently used               
in spelling (preferably all in the same 
format), more advanced learners can put 
letter cards together to form simple 
words. In teams, they might compete in 
making as many words as they can within 
a given time limit. Each group lists their 
words on paper and on a board.  
Other learners try to read aloud and tell the meanings 
of the words in each list. They can mark the letters 
they have trouble distinguishing, giving instant feedback 
on the clarity of various printing or writing styles. 
They can also copy the words, comparing their lists to 
the originals. (Are the words all the same and spelled 
correctly in all versions? If not, what went wrong—and 
what can participants learn from the activity?) 
Even with their variations, the nine (9) A-I ideas of 
Alphabet Actions comprise only a small sampling of  
creative games and activities to teach or reinforce          
the names, shapes, and order of the 26 English 
alphabet letters. The complete, full-sized Alphabet 
Answers: 80-Page How-to-Resource Book offers a  
lot more! So do Alphabet LetterCards AaAa to ZzZz; 
Alphabet-Letters Bingo/Lotto; and Alphabet- 
Letters Paired Grids, all described on the next pages.  

The frequency of 
letters in spelling 
is approximated 
by Scrabble tiles.   
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The 80-page Alphabet Answers Book 
ISBN: 978-1-934637-01-2 offers 26 
Ideas A to Z for proven and creative 
language activities for instruction and 
practice in the forms, names, and order 
of the letters in the English-Roman 
alphabet and other writing systems. 
Educators as well as pre-literate to 
intermediate students will appreciate                
the variety, motivation, cooperation,                   
and/or competition these generic 
concepts, instructions, sources of 
downloadables, and reproducibles         
add to classrooms, tutoring situations, 
learning groups, and/or individual study.  

Alphabet LetterCards AaAa-ZzZz  + 
24-Page Activity Idea Book (ISBN 978-1-934637-19-7): 
Version 1 contains 104 letter cards in Second Grader block 
print and mostly Script MT Bold  for cursive. Version 2 
consists of 104 D'Nealian letter cards of all types 
(upper– and lower-case manuscript and cursive) with 
writing guidelines. Version 3’s 104 cards include 26 
Initial-Letter Word-Pictures for block capitals.   
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 In Version 4, there are 104 letter cards in various 
fonts with two decks of 52 Standard Playing-Card 
Faces on the other side. Either face works for games.  

  
 The 104 letter cards of Version 5  have small standard 

playing cards to correspond to the letters on the card 
faces; there are four different card backs.  

Alphabet-Letters Bingo & Lotto, ISBN 978-1-
934637-19-7 provides natural listening practice, 
pronunciation models, and practice in visual 
discrimination of printed symbols that stand for 
sounds—the four forms of the 26 letters of the 
English alphabet. This reusable pad contains 15 varieties 
of Caller/Matching Cards that indicate how to pronounce 
letter names vs. the sounds they produce. They’re useable 
in flexible ways with—or without—eight “Bingo Grids” for 
each of 15 games.   

Alphabet-Letters Paired Grids. ISBN 9781-
934637-32-6 enable learners in pairs to practice 
the names of the characters of a target writing 
system over and over—in motivating, competitive 
strategy-game formats.  Once players have 
“mastered the target alphabet,” the Grids are also useful 
for spelling practice. Both products are available for six 
other world alphabets and abjads as well.  
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