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Journey into the jungle for

reading adventures! Players
stop to sightsee and answer
Story Cards along their trek.
The first player to reach the
camp at the end of the trail
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Students will find the main idea as they journey through the jungle!

Easy directions allow for more learning time! Learning Well games let students focus on learning!
Head out on a sightseeing safari! As they journey through the 1. Winning is based on knowledge and skills, 1

pungle, players stop to read and answer Story Cards. Stary Cards random facton.

feature leveled passages and a question that asks players to 2. Games address Important content, Nt trivis

determine the main idea. Correct answers send them plowing

down the path. The first player to reach the camp at the end of 3. Graphics and content are high-interest and oo tions

thr trail wing the game! are gasy 1o understand, o a% NOE 1 ) leaning
Opporiunities.

4. Players never lose points for wiong answers

Example Cords from the Red Level:
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E ) + Sequence Bullders + Following Directions
+ Reading for Detail + Vocabulasry Bullding

1 & « Fact or Opinion + The Main idea
Look for more best-selling Learning Well isdp o . Reading Skils

H!Idlﬂg Cﬂ'I'I'IFI'I'Eh'Eﬂ!-Iﬂ'H, Phonics, and ¢ Inference + Reading Between the Lines

Math games—available individually or « Cause & Effect - Predicting Outcomes
in cﬂmp[ﬂt. sets! RL 2.0-3.5: LRNTD11 AL 2.0-3.%; LAN7013
RL 3.5-5.0: LRN7010 AL 3.5-5.0: LENTO
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