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Correlations to McGraw-Hill Reading Lesson 1 Lesson 2 Lesson 3 Lesson 4 Lesson 5 Lesson 6 Lesson 7

Say-it & Move-it 2 chips

1 phoneme * * * * * * *

2 phonemes * * * * * * *

2 phoneme words * * * *

3 phoneme words

letter tiles

Letter Name & Sound Instruction

Introduce a m

Review a a a a,m m a,m

Alphabet Book (Introduce Letter Picture) a m

Hand-clapping Game a m

Alphabet Book (Color Letter Picture) a m

Tracing in the Air a,m

Sound Bingo a,m

I'm Thinking of a Word

Jingles

Go Fish

Concentration

Sound Board

Phonological Awareness Practice

Sound Categorization by Rhyme * * *

Fix-it (Puppet) * *

How Many Sounds? * *

Sound Categorization by Initial Sound

Elkonin Cards

Let's Fish

Post Office

Save the Rabbit

Say-It-And-Move-It is a segmenting and blending activity which heightens 
phoneme awareness (the ability to hear and manipulate phonemes.)  According 
to current research, this awareness is the most crucial insight that children need 
to begin to read.  This skill/activity is represented in the McGraw-Hill Reading 
curriculum in Model Blending With Blocks.  In Road to the Code, however, Say-It-
And-Move-It is used in every lesson, so this activity is a vital supplement to the 
McGraw-Hill Reading curriculum

While only 8 letters are introduced in Road to the Code, this correlates with 
McGraw-Hill Kindergarten Unit 1----2  because  letters introduced and reviewed 
by McGraw-Hill include all 8 of the letters taught in Road to the Code.                                                                                                                                                          

These skills in Road to the Code teach and review letter names and sounds and 
provide additional phoneme awareness practice. They reinforce the instruction 
that children receive through McGraw-Hill reading. These tasks, critical to 
phoneme awareness, are either the same as or similar to the tasks used in the 
McGraw-Hill Reading curriculum (e.g., rhyming, oddity tasks, blending, 
segmenting, and phoneme manipulation.) Because Road to the Code is so 
explicitly and systematically organized, it will especially benefit children who 
require additional reinforcement of letter names and sounds and phoneme 
awareness. 

There is a high level of correlation between skills taught in Road to the Code and 
the skills in McGraw-Hill Reading. Both programs employ similar activities such 
as:   Listen to Syllables, Clap Syllables for Names, Listen for the Sound,  Read 
the Poem,  Identify the Letter for the Sound, Reread the Poem, Substitute New 
Words,  Use Words From the Poem, Substitute Names,  Find words with___,  
Say the sentence backwards,  Try a longer sentence, Listen for Initial ____,  Clap 
and Tap for ___, Listen for segmented words, Model Blending with Blocks,  
Listen For Rhyming Action Words, Identifying Rhyming Words, Make Up Action 
Rhymes, Play a Name Game, Expand the Game, Use Blocks and Blend, Listen 
for Letter Sounds, Listen for Details, Play a Memory Game.



Say-it & Move-it

1 phoneme

2 phonemes

2 phoneme words

3 phoneme words

letter tiles

Letter Name & Sound Instruction

Introduce

Review

Alphabet Book (Introduce Letter Picture)

Hand-clapping Game

Alphabet Book (Color Letter Picture)

Tracing in the Air

Sound Bingo

I'm Thinking of a Word

Jingles

Go Fish

Concentration

Sound Board

Phonological Awareness Practice

Sound Categorization by Rhyme

Fix-it (Puppet)

How Many Sounds?

Sound Categorization by Initial Sound

Elkonin Cards

Let's Fish

Post Office

Save the Rabbit

Lesson 8 Lesson 9 Lesson 10 Lesson 11 Lesson 12 Lesson 13 Lesson 14 Lesson 15 Lesson 16 Lesson 17 Lesson 18 Lesson 19 Lesson 20

3 chips * 4 chips

* * * * * * * * * * * * *

* * * * * *

* * * * * * * * * * * * *

* * * * * * *

a

t i s

a,m a,m a,m,t a,m,t a,m,t a,m,t a,m,t,i a,m,t,i a,m,t,i a,m,t,i a,m,t,i a,m,t,i s

t i s

t a,m,t a,m,t

t i s

a,m a,m,t,i a,m,t,i

a,m,t a,m,t,i

a,m a,m,t a,m,t,i

a,m,t,i a,m,t,i

a,m,t,i

a,m,t,i

* *

* story story story

*

* * * *

* *

a,m,t,i



Say-it & Move-it

1 phoneme

2 phonemes

2 phoneme words

3 phoneme words

letter tiles

Letter Name & Sound Instruction

Introduce

Review

Alphabet Book (Introduce Letter Picture)

Hand-clapping Game

Alphabet Book (Color Letter Picture)

Tracing in the Air

Sound Bingo

I'm Thinking of a Word

Jingles

Go Fish

Concentration

Sound Board

Phonological Awareness Practice

Sound Categorization by Rhyme

Fix-it (Puppet)

How Many Sounds?

Sound Categorization by Initial Sound

Elkonin Cards

Let's Fish

Post Office

Save the Rabbit

Lesson 21 Lesson 22 Lesson 23 Lesson 24 Lesson 25 Lesson 26 Lesson 27 Lesson 28 Lesson 29 Lesson 30 Lesson 31 Lesson 32 Lesson 33

*

* * * * * * * *

* * * * * * * * * * * * *

* * * * * * * * * * * * *

a m t a i s i m s a i t s

r

a,m,t,i,s a,m,t,i,s a,m,t,i,s a,m,t,i,s r a,m,t,i,s,r a,m,t,i,s,r a,m,t,i,s,r a,m,t,i,s,r a,m,t,i,s,r,b b a,m,t,i,s,r,b a,i,s,r,b

r b

r b

a,m,t,i,s a,m,t,i,s,r a,m,t,i,s,r,b

a,m,t,i,s,r

a,m,t,i,s,r a,m,t,i,s,r

a,m,t,i,s a,m,t,i,s,r

a,m,t,i,s a,m,t,i,s,r,b

a,m,t,i,s,r,b

* * *

* * *

* * *

a,m,t,i,s,r a,m,t,i,s,r a,m,t,i,s,r

a,m,t,i,s a,m,t,i,s,r

a,m,t,i,s a,m,t,s,r



Say-it & Move-it

1 phoneme

2 phonemes

2 phoneme words

3 phoneme words

letter tiles

Letter Name & Sound Instruction

Introduce

Review

Alphabet Book (Introduce Letter Picture)

Hand-clapping Game

Alphabet Book (Color Letter Picture)

Tracing in the Air

Sound Bingo

I'm Thinking of a Word

Jingles

Go Fish

Concentration

Sound Board

Phonological Awareness Practice

Sound Categorization by Rhyme

Fix-it (Puppet)

How Many Sounds?

Sound Categorization by Initial Sound

Elkonin Cards

Let's Fish

Post Office

Save the Rabbit

Lesson 34 Lesson 35 Lesson 36 Lesson 37 38 39 40 41 42 43 44

5 chips

* * *

* * * * * * * * *

* * * * * * * * * * *

r i b m t a f r b i f

f

a,m,t,i,s,r,b a,m,t,i,s,r,b a,m,t,s,r,b,f a,m,t,s,r,b,f f a,m,t,r,f a,m,t,r,f a,m,t,i,s,r,b,f t,i,s,f a,m,t,i,s,r,b,f a,i,r,b,f

f

f

a,i,r,b,f

a,m,t,i,s

a,m,t,i,s,r,b a,m,t,s,r,b,f a,m,t,s,r,b a,m,t,r,f a,m,t,r,f t,i,s,f choice

 

* * *

* a,m,t,b a,m,t,b

choice choice

m,t,i,s,r,b m,s,r,b,f a,m,t,i,s,r,b,f a,m,t,i,s,r,b,f

t,i,s,b,f choice


