
Helpful Hints for Working with Letters of the Alphabet

The Basics - Have your child arrange the letters in alphabetical order.
Sing the song pointing to each letter as you sing it.
What is Missing? - Once the letter are in alphabetical order, have your
child cover his/her eyes while removing 4 or 5 letters or turning them
face down. Have him/her open his/her eyes and tell you what letters are
missing and then put them where they belong.
Upper/Lower Matching - Have your child match upper and lowercase
letters on a table. Have him/her practice saying the letters.

*> Alphabet Swat - Spread a few letters out on a table or floor. Have the
parent name a letter and the child tries to whack the letter with a
flyswatter.

>t* Beat the Clock - To practice fluency, the above activity could be done
using a timer and seeing how many letters the child can 'swat" in 1
minute. He/she should then try again to see if he/she can beat his/her
previous time.
Mv Pile. Your Pile - The parent shows a letter and the child tries to
name the letter (or its sound). If he/she gets it right, he/she gets to put it
in his/her pile. If he/she gets it wrong, the parent gets to put it in his/her
pile. The person with the most cards in his/her pile is the winner.

'> Fast Flash Cards - Cards are placed facedown. The parent turns 1
card over at a time and the child tries to say a word that begins with the
letter. To incorporate more movement, the child can find objects in the
room that begin with the letter and then touch them.

'> I'm Thinking of a Letter - Place 5 or 6 cards on a table and give clues
about the letter that you are thinking about. (For example; cat begins
with this letter, it comes after B or before E, it is the letter of the
alphabet, it is made of only curved lines, it is shaped like a cookie with a
bit taken out of it.) The child then tries to guess the letter.

i* Memorv/Concentratlon - Place 12 cards of matching upper and
lowercase letters face down on a table. Take turns turning 2 cards over
at time. If the cards make an upper/lowercase match you keep the
cards and get another turn. If the cards do not match they are turned
back over and your turn is over. Continue until all letters have been
matched The person with the most matches is the winner.

> Switcheroo - Put the letters in random on a table. Take turns swapping
the first letter for the letter A, the second letter for the letter B, etc.
Continue playing until all the letters are put in alphabetical order.




