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A Letter Identification Game

i The notorious Letter Gang has escaped!!! It's up to the brave officers to work together to round up all the members of the gang ¥
7 before the shift ends!
Before playing: print (cardstock preferred) and laminate (recommended) the “Police Chase” board, jail cards, and playing pieces.

‘ Tape or glue the game board onto the inner sides of a file folder if you prefer. Cut out the orange upper and lower case letters, b
the shift clock, and the 4 badges (player pieces). You will also need one dice.

To Play: Lay the two pieces of the game board next to each other (or open your file folder). Choose whether you will be finding

lowercase or uppercase letters. Choose the matching JAIL CARD and lay the orange upper/lowercase letters around the game

board. (Note: Another option of play would be to match the orange lowercase letters to the uppercase letter jail card, or
vice versa.) Place the clock piece on the clock in the center of the game board. Place badges on START.

a

The first player rolls the dice and moves forward that number of spaces. The number you land on is the number of letters you are

§ allowed to round up on that turn. In order to “capture” them, you must correctly identify their name (and/or sound if desired), and

3 place them on the Jail Card.

Jail Break Spaces: one letter breaks out of jail and must be removed from the Jail Card and replaced around the game board.
Cold Trail Spaces: the trail has run cold! No Letter Gang members to be found. Advance the shift clock one square.

To Win: Round up all 26 members of the Letter Gang before the shift clock reaches the last square! (Note that the clock
only advances when a player lands on a “Cold Trail” space.)
(Alternate Play: print 3 extra jail cards and letter cards for all players and race each other to see who can round up the most gang

members before the shift ends!) s
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