Flagship Lesson — The Reading Helix
Climb

Reading — all eight pillars - ages 8 to adult - 30 minutes - one screen, the free game, this page

At a Glance

e Subject: reading itself — the whole craft, not one corner of it. The game drills all eight pillars of the
Reading Helix: Phonemic Awareness, Phonics, Decoding, Fluency, Vocabulary, Morphology,
Comprehension, and Critical Reading.

e Game: The Reading Helix Climb (free, no login, plays in the browser) —
read.globalsovereignuniversity.org/reading-helix-climb.html. Also embedded on the Readification hub:
globalsovereignuniversity.org/readification.

e Ages: 8 to adult. The game adapts its difficulty to the player, so a third-grader and a grandparent can
climb side by side.

e Time: 30 minutes core. You need: one screen, the game open, this page.

e Prep (2 min): read the Teaching Creed once, open the game, pick which pillar your room needs most —
or leave it on All Pillars. That's the whole setup.

Why this lesson

Most reading practice tests whether a child already reads well. This game does something different: it makes
the invisible machinery of reading visible, one move at a time. Every item asks the player to DO a reading skill
— delete a sound from a word, crack a phonics pattern, take a word apart by its roots, catch what a paragraph
implied but never said — and the moment they answer, GENO the coach shows the reasoning. Not the
answer: the reasoning. Right or wrong, the explanation is the lesson. Your job as mentor is not to teach
reading; the game does that. Your job is to slow the room down enough that the reasoning sinks in.

What the learner will be able to do

¢ Name the eight pillars of reading and say which one a given question is exercising.
e Manipulate the sounds inside spoken words (delete, blend, match) without seeing letters.
e Explain an answer in their own words after GENO explains it — the retell is the proof.

¢ Identify their own weakest pillar from the evidence of their misses — and say what they'll climb next.

The 30-Minute Climb

How to read this: the gold box in each step is your lesson, word for word — run it exactly. The notes beneath are
optional support. “The room/the group” = your family; “host” = you.

1 - The Hook (3 min)

“Everyone — ears only, no letters. Say the word CAT out loud. Now take
away the very first sound. What word is left?” (It's AT. That move —
hearing and surgically removing one sound — is the ground floor of all
reading. Today we climb the whole building.)



Say it like this: make them actually say it aloud; the answer must be heard, not spelled. Someone will say “C-A?” —
perfect; that's a speller, not a listener, and the difference is the lesson.

Watch for / if it stalls: this exact question is the game's opening scenario, so the hook pays off within the first
minute of play. If the room nails it instantly, raise it: “say BLEND — take away the /I/.”

2 - Play Together (12 min)

Leave the filter on All Pillars and climb. The group votes before anyone
clicks; every GENO explanation is read aloud — the explanation is the
lesson. When a miss comes back around later (the game resurfaces what
you missed), call it out: “we've seen this one — who remembers the
reasoning?”

Two rituals make it work: (1) everyone votes before anyone clicks, so no one just follows the screen; (2) the
reasoning is read aloud — right answers included, because the WHY behind a right answer is where reading instinct
gets built.

Watch for / if it stalls: keep the combo alive as a team goal — a streak of correct calls multiplies the points, and the
room will start coaching each other to protect it. That peer coaching IS the lesson working.

3 - The Talk (8 min)

1. Which pillar felt easiest — and which one made you slow down? - 2.
GENO said sounds come before spelling — “circle” begins with /s/. Why
does English do that to us? - 3. When a question fooled you, what exactly
fooled you — the words, or the way you read them?

You're not fishing for a right answer — you're listening for depth:

e Q1 — the slow pillar is the gold. Write each person's slowest pillar down; it becomes their personal
climb for the week.

e Q2 — English spells by history, not by sound; that's why we train the ear first and the eye second.
Anyone who says “spelling lies” has understood phonemic awareness.

e Q3 — push past “I rushed.” Rushing IS a reading behavior — fluency without comprehension. Name it
kindly; the game will resurface the item and give them their rematch.

4 - Solo Climb (5 min)

Five minutes, solo, each on their own screen or taking turns: pick YOUR
weakest pillar from the Talk and climb only that one. Scores are personal
this round — the Bench can wait.

Why solo: the filter is the whole point: a reader who chooses their weakness and trains it on purpose has just
become their own teacher. That is the top of the Helix.

5 - The Takeaway (2 min)

“Reading isn't one skill — it's eight skills holding hands. Find the weak
grip, and strengthen it on purpose.” - Homework: play the Daily Climb
every day this week (it's one fresh challenge a day, and it keeps your
streak). Saturday, report two numbers: your streak, and your tier.



The badge moment: finishing all five steps earns the Bronze ring of this lesson's badge, The Reader. Mark it on the
Passport now; the Daily Climb streak is how Silver and Gold are earned during the week.

The Teaching Creed

You are not the expert; the game is. Your job is to vote last, read GENO aloud
well, and ask “why?” one more time than feels natural. Celebrate wrong answers
loudly — in here, wrong is where the lesson lives.

GENO — the GSU tutor you can actually TALK to, free, 24/7, understands 70+ languages (32 fully optimized) — can
explain any answer a second way.

Adapt It & Measure It

Differentiation

e Younger / early reader (8-10): filter to Phonemic Awareness and Phonics only; do every item out loud,
ears first. Two pillars deep beats eight pillars thin.

e One child: the parent plays too — and deliberately loses one. Explaining the parent's miss back to the
parent is the strongest comprehension exercise on this page.

e Large co-op: two teams, alternating items, combo kept on the board like a scoreboard. The team
explaining a miss correctly steals the point.

e Reluctant teen: skip the lesson framing entirely — open The Reading Bench leaderboard and say
“anonymous handle, merit only — top 10 by Friday?” The Daily Climb streak does the rest.

e Adult learner at the table: same game, no ceiling — the adaptive difficulty will meet them. Many
parents discover their own slow pillar here. Say so out loud; it gives every learner in the room
permission.

Evidence of learning (no exam)

Look for three things — Tried (climbed all five steps and a solo round), Noticed (can name their weakest pillar
and one piece of GENO reasoning from memory), Changed (a living Daily Climb streak by week's end). Those
three words are the whole rubric, and they map onto the badge tiers below.

Gamify It — The Campus Climb

Every GSU lesson is one badge on the Climber's Passport, each earned at four depths — the GSU standard
Bronze — Silver = Gold = Platinum. The game tracks the points for you: Bronze from your first climb, Silver at
300 points, Gold at 700, Platinum at 1,500 — and your streak, combo, and rank on The Reading Bench are
saved automatically.

FLAGSHIP BADGE — “The Reader” - Bronze — The Climb: finished the
30-minute lesson, all five steps. - Silver — The Streak: reached Silver tier
(300 pts) in the game OR a 3-day Daily Climb streak. - Gold — The
Specialist: reached Gold tier (700 pts) OR climbed your weakest pillar
solo to a clean 5-streak. - Platinum — The Teacher: reached Platinum
(1,500 pts) AND ran this lesson as host for someone else. The harvest of
a teacher is teachers.



Want the whole Helix? This climb builds the instinct; Readification walks every pillar out in full — eight free
textbooks to keep — at globalsovereignuniversity.org/readification.

“Every person on Earth is born with an American spirit: an untamed yearning for a better tomorrow.” — Dr. Gene A.
Constant

The Foundation for Global Instruction - a 501(c)(3) nonprofit - Eugene, Oregon - globalsovereignuniversity.org - FREE TO KEEP -
FREE TO SHARE



