
10:30-11:00 FREEZE DANCE RHYMING GAME and  
FIND SUPER LETTERS 

 
GOALS:  WHAT CAMPERS WILL LEARN 

 To be able to use auditory and/or visual discrimination to decipher 
between –ALL family words and NON-ALL family words. 

 To have fun expressing themselves through creative movement 
 

WHAT YOU NEED 
 32  Index Cards:  -ALL Family Word Cards and NON-ALL Word Cards.  

Two cards for each of the -ALL family words (WALL, TALL, BALL, 
SMALL, HALL, CALL, MALL, FALL) and 16 additional words from the 
SUPER WHY episode:   PIG, BIG, BAD, THREE, LITTLE, RED, DOWN, UP, 
HILL, STORY, HELP, HOUSE, GOOD, THE, STRAW, BRICK.  

 Basket 
 Computer to listen to SUPER WHY Music 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

 Mix Word Cards together and put in WONDER WORDS BASKET 
 Music cued to Freeze Dance music 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity. 
 
ACTIVITY INSTRUCTIONS 
 

1) Play SUPER WHY music.  While the music is playing, campers  
begin to dance.   
 

 SKILL LEVEL OPTIONS 
 

Level 1: The instructor uses one –ALL word and one non –ALL word 
as the distracter.  She says, “Every time I say and show you BALL you 
freeze because it’s our –ALL word.  And every time I say and show 
you PIG you keep dancing because it is not an –ALL word.  Ask the 
campers to dance and use only those two words to get them to 
freeze or keep dancing.  The music should NOT be stopped when a 
word is read.   After playing this a few times then do it again 
choosing one other –ALL word and another non –ALL word. 
 
Level 2: The instructor uses three –ALL words and three non –ALL 
words as the distracters.  She says, “Every time I say and show you 



one of these three –ALL words (label them) you freeze because 
they are our –ALL words.  And every time I say and show you these 
three words (label them) you keep dancing because these are not 
–ALL words.  Ask the campers to dance or freeze depending on 
which word you say and show.  The music should NOT be stopped 
when a word is read.    
 
Level 3: The instructor has all of the words to choose from to hold 
up.  She picks one of the word cards and shows it to the campers 
(without reading it aloud).  If it is an –ALL Family word the campers 
should freeze. If a NON-ALL word is shown, the campers keep 
dancing. 
 

2)  DEMONSTRATE 
Working with the assistant, clearly demonstrate how to play Freeze 
Dance Rhyming game in the front of the class. 

 
Script: 
Instructor:  Talking about –ALL words makes me want to let 
loose and boogie! It’s time to rhyme! As you dance I will 
read/show you words.  If it’s an –ALL word you freeze.  If it’s 
not an –ALL word, keep dancing.  Here’s how it works, watch 
us.  

 
Demonstrate the game by playing the music and having the 
assistant dance and freeze when the –ALL family words are 
read/shown.   
 

The music should NOT be stopped when a word is read.  The 
music should just keep playing and the kids should stop or not 
stop based on the word that is read. 

 
Instructor:  OK, now you all try it with us.  Ready to roll?  Let’s 
all try it together.    
 
Wonderrific! You are Terrific! 
Great –ALL freezing!  You all ready to dance? Lets play Freeze 
Dance Rhyming Game! 

 
3)  This game could be varied by allowing one of the more proficient 

readers in the group to be the CARD CALLER. 
 

Play as many times as holds their interest or they show mastery of the –
ALL words being called.   



SUPER LETTERS 
GOALS:  WHAT CAMPERS WILL LEARN   

 To identify the purpose of the  SUPER DUPER COMPUTER 
The letters are put together to make a word that represents the 
answer to the problem identified in THE THREE LITTLE PIGS episode. 

 
WHAT YOU NEED 

 Dry erase board with NO hash marks written on it (Hash marks will be 
written on the board as the Super Letters and Super Duper 
Computer are explained.)  

 Dry Erase Marker 
 Super Letters  
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 
 

SET-UP FOR ACTIVITY 
 Campers sit in semi-circle around instructor 
 SUPER DUPER Dry erase board should be clearly visible to campers. 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity 
 

ACTIVITY INSTRUCTIONS 
 

The assistant teacher should quietly and discreetly put the F, R, I, E, N 
and D SUPER LETTERS up somewhere that the campers will find once 
they begin their search.   
 
Instructor will lead campers in a discussion that identifies: 

a. the purpose of the SUPER LETTERS 
b. the problem of the day 
c. what the campers should do if they find SUPER LETTERS 
d. the number of letters the campers will need to find 

 
Try to get as many campers to tell you the answers as possible: 
 

Script:   
Instructor:  In the Three Little Pigs show we were looking for the 
wolf.  What else were we looking for in that book?  
Campers: Super Letters! 
Instructor:  Yes …In the show and yesterday we looked for 
SUPER LETTERS just like the SUPER READERS!  We are going to 
do that again today.  But, watch out because they are not 
going to be in the same place as yesterday!  The SUPER 
LETTERS that we found yesterday were PURPLE, correct? 



Campers:  No.  They are RED!!! 
Instructor:  Did you say ORANGE? 
Campers:  No they are RED! 
Instructor:  Oh, right, red.  Once the SUPER READERS find the 
RED SUPER LETTERS they put them into a basket? 
Campers:  No, they put them in the SUPER DUPER COMPUTER! 
Instructor :  What does the SUPER DUPER COMPUTER do? 
Campers:  It collects all the SUPER LETTERS. And it makes a 
word.   It gives us our Super Story Answer. 
Instructor:  The Super Duper Computer collects the letters.  
And those letters make a word.  That word is our Super Story 
Answer.  What was the question that we had to find the 
answer to? 
Campers:  How can Pig get Jill to stop knocking down his 
building? 
Instructor: How can Pig get Jill to stop knocking down his 
building?  We need to write the answer in our…Super Duper 
Computer.  Here is our SUPER DUPER COMPUTER board! Pull 
out the board.   
Instructor:  Today we are looking for the same number of 
SUPER LETTERS as yesterday.  Yesterday there were 4 SUPER 
LETTERS. 
Campers:  No, there were 6. 
Instructor:  Oh, six is right, we are looking for SIX Super Letters.  
Let’s count. Count to 6 and draw the hash marks on the 
board as you all count together. Keep your eyes on the look 
out for SUPER LETTERS!  When you see them, make sure to let 
me know. As we find the SUPER LETTERS we will put them in the 
right place in the SUPER DUPER COMPUTER. And when we 
have our answer we will know how Pig can get Jill to stop 
knocking down his building! 

 
 

Campers should look for Super Letters.  Hopefully, they will notice them.  
If not, prompt discovery, say “Do you see any Super Letters?”  Once 
they have acknowledged that they have found some ask, “What 
letters did you find?”   
 

Try to get every camper to identify the letters that were found. 
 
Once the letters are found and identified, have the campers who 
possess the letters come to the front of the class. Ask the class “what 
letters did they find?” and place them on the correct hash marks. 

 



SUPER STORY ANSWER DISCUSSION 
Super Story Answer is complete on the SUPER DUPER COMPUTER dry erase 
board. 

 
Instructor:  Just like yesterday the SUPER DUPER COMPUTER is 
giving us the SUPER STORY ANSWER. 
Instructor: Read the letters with me:  F-R-I-E-N-D  
NOTE:  Instructor should point to each letter as it is said. 
Instructor: What is the Super Story Answer? 
Campers:  FRIEND 
Instructor:  WONDERRIFIC you’re TERRIFIC! The SUPER STORY 
ANSWER is...FRIEND.  What is the question we are trying to 
answer? 
Campers:  How can Pig get Jill to stop knocking down his 
building? 
Instructor:  So, why is FRIEND the answer? 
Campers:  Because, both the Wolf and Jill needed a FRIEND 
And once they had a friend they stopped being so bad and 
mean. (Prompt if campers have trouble with recall!) 
Instructor:  Yes, both Wolf and Jill were acting badly because 
they wanted someone to play with, they wanted a friend. 
What can you do if someone knocks down your blocks? 
Campers: Try to be their FRIEND. 
 
Instructor: 

Who can tell me the names of some of your friends?   
What kind of things do you do with a friend? 
When you are sad do your friends ever make you feel 
happy?   
What do they do to make you feel happy?   
 
 

TRANSITION INSTRUCTIONS: 
Hold up a flash card of each letter; A, L, W, T, B, O, F and ask the kids to 
name the letter. Tell the kids that have that letter in their name to line up 
to go outside. 
 



WALL BALL 

TALL CALL 



FALL HALL 

MALL SMALL 



 



PIG BIG 

BAD THREE 



LITTLE RED 

DOWN UP 



HILL STORY 

HELP HOUSE



GOOD THE 

STRAW BRICK 
 



F 



R 



I 



E 



N 



D 
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