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Oh no! Something strange is happening in
the school library... the letters inside the
books have mysteriously disappeared!
Pages are filled with puzzling blanks,
and favorite stories make no sense P H o N I S
| at all. Characters are stuck, plots C

| are scrambled, and titles have
turned info jumbled nonsense. CHAL L E N G ES
The librarian is stumped, and the
books are counting on you to solve

the mystery and bring the words
back to life!

YOUR MISSION

Solve tricky phonics puzzles and decode
hidden messages to collect 10 books, save
the library, and earn your magical library
card.
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TASK # |

Some of the letters were replaced with pictures. Use the
secret alphabet code below. Look at the picture, find the
matching letter, then write that letter on the line.

Hint: Each letter begins with the same sound as the picture.
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What do you do in a library?

But hurry—the clock is ticking! When the
final book closes, the library doors will lock
for good.
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2. Find the word on the right that is missing the same
beginning sound as the word on the left.

3. Draw a line to match the picture and word.

4. Unscramble the underlined letters on the line below fo answer
the question.
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i Look at each picture. Say the word.

i Write the first sound you hear on the line fo find the clue.
I Circle the right picture in the box at the bottom.
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PHONICS ESCAPE

How long does this activity take to complete?
It really depends on a lot of things. Estimated completion fime is 30+
minutes but it's based on the kids' puzzle skills, group size, and age.

How many kids can play at once?
Kids can play individually, with friends, or in large groups. There really
is no limit to the number of players.

What if the kids get stuck on one of the puzzles?

First off, let them think for a bit! This is where critical thinking skills
come in. If they get stuck, have them ask other students or an adult
for hints. Hint cards for 5 of the puzzles are included to help guide
adults and students.

Where do kids start?
Kids can start on any puzzles and complete the puzzles in ANY order!

How do you know if their answers are correct?
There is an answer key provided in the PDF.

How do | set up the activity?

Just print and play! Everything you need is included in your
download. You don’t need locks, envelopes, or special equipment.
You can hang or hide the puzzles or just spread them out on the
table.

Do | have to print out the game materials for every kid?

Nope! You ONLY have to print out one set of puzzles. Print one
escape task map for each group. Just one set of the actual puzzles is
all you need! If you want students to write on the worksheets, then
print a set for each group or student.
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Find the H . Follow the arrows to find

the letter and write it on the line.
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Read the story and determine which letters
should replace the X. Unscramble the letters
and circle correct word below.

| sXe a big book.
| look in Xhe book.

Oh no! The words are not righX!
The letters zip and zoom.
They flip, fXop, and hop.

Can we fix the book?
We tap, snap, and clap.
Yes! ThX words are in the

Xight spot.

Take the center or middle letter from each .
word. Which word below can you make with

the letters?
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