
10:30 to 11:00 ALPHA PIG ROAD AND FINDING 
SUPER LETTERS   
 
GOALS: WHAT CAMPERS WILL LEARN 

 To identify the letters b, f, h, c, a, r, o, t (in lower case form) 
 To practice gross motor coordination 

 
WHAT YOU NEED 

 PDFs of large lower case letter, b, f, h, c, a, r, o, t.  You will need 
three sets of letters. (24 total) 

 A thick dark marker 
 Tape 
 Three print outs of the witch’s candy house (provided as a PDF) 
 PDF of the eight letters  

o Level 1: Lower Case 
o Level 2: Upper Case 
o Level 3: Upper Case  

 INSTRUCTOR’S ACTIVITY INSTRUCTIONS AND SCRIPT 
 
SET-UP FOR ACTIVITY 

 Glue each letter and the witch’s house onto sturdy poster board. 
 During the introduction to the game, have an assistant create three 

Alphabet Roads by laying out each set of letters as an Alphabet 
road (as in hopscotch), tape each road to the ground.  Each road 
should have the same order of letters.   

 Place the print out of the witch’s house at the end of each road. 
 Have letter cards ready 
 Split the class into 3 small “teams” each at the start of a one of the 

three roads. 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS and SCRIPT that 

applies to this activity. 
 
ACTIVITY INSTRUCTIONS 
 

1) Script: 
Instructor:    
Who can tell me what Alpha Pig did to help get his friends to 
the witch’s house? 
 
Camper:  He used his alphabet map to follow the road to get 
to the witch’s house. 

   



Instructor:  Today, we are going to follow our OWN alphabet 
roads! Are you ready? 

 
2) DEMONSTRATE 

I am going to show you a letter and you have to jump or hop   
all the way to that letter and then stop.  So, let’s say I show 
you this letter, [show the letter b], what is it? [CAMPERS: b!] 
the letter b, I’m going to hop all the way over to this letter b.  
Jump to the letter b.  Then I will call another letter and you will 
do the same thing.  When I say HOUSE, jump on the house, 
like this, [Jump on the house], and your turn is over. 

 
3) PLAY GAME 

Have one camper standing at each of the three roads jump 
on their road at the same time.  There should only be one 
camper jumping on each of the three roads at any given 
time.  

 
Level 1:  Call out the name of a letter (with no visual 
reinforcements) and ask the campers to jump to that 
letter. 

 
Level 2:  Write or show the upper case letter and the 
campers jump to the matching lower case letter. (Do 
not call out the letter’s name, so students first have to 
identify the upper case letter and then find the 
corresponding lower case letter) 

 
Level 3:  If campers have mastered all of the letters 
given, create more letters to jump to from the Super 
Story Answer, HEALTHY and create three longer roads.  
Call out letters with no visual reinforcements, as in Level 
1. 

 
 



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 HANSEL AND GRETEL; A HEALTHY 
ADVENTURE episode. 

 
WHAT YOU NEED  

 Dry erase or black 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 or chalk 
 Super Letters 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS AND 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 
 

1) The assistant teacher should quietly and discreetly put the H, E, 
A, L, T, H, Y SUPER LETTERS up somewhere that the campers will 
find once they begin their search.   

 
2) 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:  The SUPER READERS were looking for the witch in this 
episode.  What else were they looking for in Hansel and Gretel? 
(May need to give a hint – what kind of letters?) 
Campers:  The SUPER LETTERS! 



Instructor:  Super Job! Once the SUPER READERS find the SUPER 
LETTERS what do they do with them? 
Campers:  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 Red get her energy back so she can play 
again? 
Instructor: How can Red get her energy back so she can play 
again?  We need to write the answer in our ….Super Duper 
Computer...  Here is our SUPER DUPER COMPUTER board!    Pull 
out the board.   
Instructor:  How many Super Letters are we looking for today?  
Campers:   Seven! 
Instructor:   Seven!  Let’s count. Count to 7 and draw the hash 
marks on the board as you all count together.   Seven, we are 
looking for Seven Super Letters now.  Keep your eyes 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 Red can get back her energy! OK everybody 
go look for the Super Letters! 

 
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. 
 

“We found all of our Super Letters.  Now we can get our 
Super Story Answer.”  Now that all the SUPER LETTERS are 
found, the SUPER STORY ANSWER can be discussed. 



And we’ll know how Red can get her energy back so she 
can play! 
Instructor:  Look, the SUPER DUPER COMPUTER gave us the 
SUPER STORY ANSWER!   Read the letters with me:  H-E-A-L-T-
H-Y 
NOTE:  Instructor should point to each letter as it is said. 
Instructor:  The SUPER STORY ANSWER is ……..HEALTHY.   
Why? 
Campers:  Because, the Witch was eating lots of sugary 
unhealthy foods and running out of energy so she kept 
being tired.  But when she switched to HEALTHY food, she 
got her energy back!  So how can Red get her energy 
back? 
Campers:  Eat HEALTHY! 
Instructor:  Yes, if Red stops eating so many sugary foods 
and switch to HEALTHY food she’ll have more energy and 
not be so tired, she’ll be ready to play!   
 
Suggested discussion questions for the instructor:  

What are some HEALTHY foods? 
What is your favorite HEALTHY food? 
What is your favorite HEALTHY drink? 
Why is it important to eat HEALTHY? 
 
 
 
 

TRANSITION INSTRUCTIONS 
 
To transition into free play, call out the letters with the colors that start with 
that letter.  Anyone wearing that color shirt can line up at the door! 
 
B – Blue!  
B – Black! 
R – Red! 
O – Orange 
 
Continue with these other letters and colors until everyone has lined up for 
Free Play. 
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