PHENOMINOES
The purpose of this game is to reinforce sound pattern rather than spelling families.
It is the phoneme sound which leads the game rather than dice patterns on the back of the cards. 

The cards are dealt equally to each player, leaving one spare as a starter. The players then look at their cards, and follow the lead sound. If they cannot, they can use a    to change the sound(phoneme)
 Or miss a go. The winner is the first to first to lose all their cards. If possible the children should be encouraged to decode the word and put it into context explained if unknown (hare - rabbit.)

And any other mixed phoneme sounds you can think of…


I am all ‘ thought out.’





Uff sounds


Rough stuff enough tough gruff puff huff





Ile sounds


Dial while style stile mile pile while aisle Kyle


Smile trial 





Ort sounds


Taught fort fought thought sort brought caught sport daughter


naught  important wart











OO sounds


Oo ough ew ue oe ou


Too do threw grew blue flew new knew stew through to drew hue shoe glue chew you











Ir sounds


(ir ur er ear)


The stir fir fur church burn turn her dirt shirt hurt furl curl stern church perch search learn ear churn fern curt





Or sounds


(or oor ore our aw ar)


Or ore for four for pour poor door more store more moor jaw paw law war straw shore 





Air sounds


(Air ear air are eir ere eir)


air pear pair stair stare care fair fare dare tear share spare wear spare bare bear hair heir hare where  there their





Takea  sheet of coloured paper and laminate.





Cut into 32 cards as shown.





Then using a permanent pen write words based on phoneme patterns not grapheme patterns (i.e. what they sound like not word families like and sand band etc.)





I have listed a selection of ideas, but adapt these as you wish.





It is essential to allow at least 8 cards with a 


to allow a player to change the sound (phoneme) and continue the play.








