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READ WORDS

Treasure or Trash: For this game, you will need a
treasure chest and a trash can. If you don’t have these
as real items, you can simply print and stick the picture
versions onto boxes. Place the treasure chest and trash
can on the table, lay the picture cards in front of them,

and put the word cards into a bag- if you have a

drawstring pirate-style bag, even better! The child

draws word cards one at a time from the bag and reads
them. The child must decide whether each word is real
or fake, placing real words in the treasure chest and fake
words in the trash can. Additionally, encourage them to

find the matching picture card for the real words. This
not only helps the child determine if the word is real but

also shows that they understand what they’ve read.
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