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Association Cards & Games Sample Pages

1. Consonant Reading Pack Card  - with a visual stimulus to remember the phonic of
the letters 'qua'

2. Vowel Reading Pack Card - is it 'ic', 'ik' or 'ick' for the (ik) phonic at the end of
words?

3. Spelling Pack Card - showing all the spelling choices for the long vowel sound (e)
4. Dyslexia Games Manual  -  game to enhance auditory sequential memory
5. Dyslexia Games Manual  -  use of mnemonics
6. Dysexia Games Manual   -  syllable building game

Develop literacy skills with fun and interactive resources, 
designed to stimulate visual & auditory recall.

MSL Reading and Spelling Association Cards have been designed to develop 
an automatic response to the printed word we see and the phonic we hear.  

The Reading Pack  includes 144 cards depicting the written symbol of all 
phonemes for reading, with clue words, an image and the correct phonic on 
the reverse side.  

The Spelling Pack  includes 71 different phonic cards with all possible 
spelling choices shown on the reverse side.  The use of this pack provides 
an auditory stimulus which requires an oral, tactile and visual response 
from the pupil.  This technique will increase the likelihood of making the 
correct spelling choice in the future.  

MSL Dyslexia Games Manual is full of  games and activities designed to make 
the task of improving literacy skills fun.  Recommended for the development 
of visual and auditory discrimination and recall; sequencing and 
organisational skills; word and story building.

The sample pages which follow show: 
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10. e equals

24. y babyas a vowel

25. y sunnysuffix

51. ee tree

63. e-e centipede

70. ea seat

71. ie chief

81. ey money

87. ei receive

Sample  card



 Game 2 
I went to market 

Equipment 

For the simple version of this game no 
equipment is needed.  In later versions you 
will need magazines and newspapers, a 
scrapbook, scissors and sticky tape. 

Aim 

To enhance auditory sequential memory. 

Instructions 

a) The pupil/student says, “I went to the market and I bought....” and completes the sentence 
with an object that was purchased.  (Let us assume that item is “an apple”). 

b) The second player says “I went to the market and I bought an apple and....” and a second 
item is added. 

c) The next player - or the first player again if there are only two - repeats the previous two
purchases and adds a third item.  The game continues until an error is made.

Follow up activities 

The game can be played away from the market.  “I went to school and I found...”.  Or “I went 
to Auntie Joan’s and I saw...” or even “I went to the seaside and I heard...” 

If this activity causes particular problems for the pupil/student then the pupil/student should cut 
out about ten related items from a magazine or newspaper and stick them in a circle in a 
scrapbook.  The ten items must be ones that could be bought at market or found in a 
particular shop, or at a particular place.  Alternatively they could all have something in 
common - such as musical instruments. 

The pupil/student then uses the images as a reminder of what is being purchased or seen, and 
only has to remember the order. 

You can then make the game more complex by adding items to the picture, having some items 
that are in the picture and some that are not, and finally by using the same items, but taking 
the picture away.  In this way the pupil/student has to learn the items from the picture and the 
order in which they were placed. 

This is the sort of game that can be played in a car.  Every moment that is available can be 
used - especially if you return from time to time to this game, and make sure that it is never 
challenging.  The pupil/student should never get to the stage of saying, “I never win,” or “I 
can’t do that.”  Keep the game at a level that the pupil/student can do, but which makes 
demands on the pupil/student’s level of concentration. 
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Game 11 
  Mnemonics 

Equipment 

Pen and paper 

Aim 

To help pupils/students learn irregular and often mis-spelled words. 

Instructions 

a) Explain to the pupil/student how mnemonics work.
b) Take any common word that the pupil/student spells wrongly, and work out a mnemonic

for it. For example, Sam and Isabelle Dance is a mnemonic for “said” - an irregular word.

Big elephants can always upset small elephants can help the spelling of “because”.
c) To help secure the meanings in the pupil/student’s mind encourage the pupil/student to

draw a picture that the mnemonic represents.

Follow up activities 

Encourage the pupil/student to bring irregular words to you, and for you to work them out 
together.  After that let the pupil/student select a word and try for the answer on his or her own, 
bringing the result to you with both the word and the mnemonic. 

With each mnemonic that you evolve or receive from the pupil/student, it is important that the 
pupil/student is then encouraged to use it and get the spelling right.  Thus the accepted 
mnemonics must be put in a book and used whenever the spelling of that word comes up.  The 
activity of finding mnemonics itself is not enough - although this can be a very useful tool for 
the pupil/student. 
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Game 44 
Syllable building 

Equipment 

Two packs of cards. 

Aim 

To help pupils to see how syllables and words 
can come together to make new words. 

Instructions 

a) On the first pack write the first half of two syllable words.
b) On the second pack write the second syllable.
c) Shuffle the packs and then lay them out.
d) The child has to match the correct first and second syllable and say the word.

Sample words that you might use are 

Foot ball 
Black board 
Con tain 
Pic nic 
Win dow 
Break fast 
Down stairs 
Gi ant 
Po et 
Den tist 
Rab bit 
Hat pin 
Hand set 
Sand pit 
Arch way 
Sham poo 
Wind mill 
Con tact 
Nut meg 
Kind ness 
Stress ful 
Wig wam 
Ad mire 

It is important only to use words that the child will know, and not to lay out too many options 
initially, as the child may feel unable to find any pairs. 

As the child learns to spell and write new two syllable words, add them to the list.  Alternatively 
look through the child’s spelling list to find two syllable words that can be laid out in this game. 
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