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Spin. Describe. Guess.

This Same forces the children to think beyond the habit of their most Common words. You will heed a
magnetic spinner to play.

Set Up:

1. Draw a CirCle oh the white board, Chalkboard or smart board.

2. Divide the CircCle into ¢ sections. Fill the sections with the letters n, |, r, t (Or whiChever |etters
you would like) anhd place the spinher in the middle.

3. EXxplain to the students that they can describe ANY word. In other words, the word that they
are describing can be ANYTHING. However, the words that they use to describe their word
CANNOT haVve the letter that they have spun.

For example, if a student spins the letter “t”, he/she Can’t use words that have the letter ¢ in
them to descCribe his/her chosen word.
This is confusing in the very beginning. But once the game gets going, the students CatCh on and
are up for the challenge.

Now to Play!

1. (Qne student stanhds at the front of the group.

2. Hef/she describes a word that coincides with a topiC that the group is learhing about (a place, a
person, movie, brand hame etcC.)

3. The student has to say at |east 3 sentences before voluhteers Cah guess.

4. The student chooses a student who is seated, quiet and has his/her hand up to guess.

5. TWhichever student guesses Correctly, takes the hext turn.

NOTE: This game can address the following Common Core Standards: CCSS.ELA-LITERACY.SL.K.4, SL.1.4, SL.3.4, SL.4.4 and SL.5.4
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