
10:30-11:00 WONDER RED’S WONDERIFIC -UN RUN 
and FIND SUPER LETTERS 

 
GOALS:  WHAT CAMPERS WILL LEARN 

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

 To have fun expressing themselves through a movement and game 
activity. 

 
WHAT YOU NEED 

 -un word chart 
 -un word cards, enough so every child has one letter. Distribute the 

letters evenly. 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

 Display –un word chart 
 Have campers sit in a large circle – there needs to be enough room 

for running around the circle.  This activity can be done outdoors or 
in a gym too. 

 Place an –un word card face down in front of each camper. 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity. 
 
ACTIVITY INSTRUCTIONS 

1) Instructor practices –un words with campers using the –un chart 
made previously in the day.   

2) Campers take turns being the “rhymers,” running around the circle 
chanting “wonderific,” as they tap each child on the head (As in 
“duck” in duck duck goose). Once they tap a child on the head 
and say -un, they read their friend’s un word card. 

 
 SKILL LEVEL OPTIONS 

Level 1: When the camper taps a child on the head and says -un, 
have the seated camper turn over his or her word card. Ask the 
“rhymer” (who was tapping) to name the initial letter, say its sound 
and to put it together with the –un word family to read their entire 
word. If they get it right, they are chased by the seated child until 
they take a seat in the empty spot. The seated child becomes the 



new “rhymer.” If they get caught, they have to be the “rhymer” 
again. 
 
Level 2: Same as level one, but the rhymer is asked to read the 
whole word without breaking it down.  
 

2)  DEMONSTRATE 
Script: 

Instructor:  Let’s review all of our –un words.  Have children 
come up with words as you point them out on the chart.  
Then read them and chant them as a class.  
 
We have learned all about the –un family and rhyming with –
un words.  Now we are going to have some FUN as we RUN 
and RHYME all at the same time!  Has anyone ever played 
Duck Duck Goose?  Well Wonder Red loves that game so 
much that she came up with a game just like it and called it 
Red’s FUN RUN!  Who’s ready to run? 
 
Instructor and teaching assistant should go first to 
demonstrate.   Have teaching assistant sit in the circle with 
the campers.  The camper who is the “ducker” is called the 
“rhymer” in this game. 
 
I’ll go first so everybody can see how the game is played.  I 
am going to be the “Rhymer”  Now I’m going to walk/run 
around this circle tapping you all on your heads as I say 
wonderific over and over.  If I tap you and say “un”, you must 
show me your word card – I will read the card. Once I read 
the word you must chase me around the circle.  If you catch 
me, I am the Rhymer again.  If I sit down in your spot first, you 
get to be the Rhymer and you have to walk around saying 
Wonderrific.   Remember to stay in your spot until you are 
chosen by the Rhymer! 
 
Instructor and teaching assistant demonstrate 1-2 times until 
children seem to understand how the game is played. 
 
Instructor:  OK, it’s your turn!  READY TO RHYME? 
Wonderrific! You are Terrific! 

 
 

Play as many times as holds their interest or they show mastery of the 
 –un 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  AROUND THE WORLD 
ADVENTURE 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 instructor should quietly and discreetly put the m, a, p 
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 AROUND THE WORLD ADVENTURE episode 
we were looking for the Sophie the seal.  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, Red, Whyatt, and Princess Pea figure 
out where a place is that is surrounded by water and has 
kangaroos so that they can figure out where their computer 
friend lives.  
Instructor: How can Pig, Red, Whyatt, and Princess Pea figure 
out where a place is that is surrounded by water and has 
kangaroos so that they can figure out where their computer 
friend lives?  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 6 SUPER 
LETTERS. 
Campers:  No, there were 3. 
 Instructor:  Oh, three is right, we are looking for THREE Super 
Letters.  Let’s count. Count to 3 and draw the hash marks on 
the board as you UN count together.  We are looking for 3 
SUPER LETTERS.   Keep your eyes on the lookout 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 

 
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:  m-a-p  
 
NOTE:  Instructor should point to each letter as it is said. 
 
Instructor: What is the Super Story Answer? 
Campers:  map 
Instructor:  WONDERRIFIC you’re TERRIFIC! The SUPER STORY 
ANSWER is...FRIEND.  What is the question we are trying to 
answer? 
Campers:  How can Pig, Red, Whyatt, and Princess Pea figure 
out where a place is that is surrounded by water and has 
kangaroos so that they can figure out where their computer 
friend lives. 
 Instructor: The SUPER STORY ANSWER is ……..m-a-p. Why? 
Campers: Because, Mr. Wigglesbottom used a picture of the 
world or a map to figure out where Sophie the seal was. 
Instructor:  Yes, Mr. Wigglesbottom couldn’t use a picture of 
Sophie to figure out where she was, he needed a picture of 
the world so he could find a place with ice and penguins. Mr. 
Wigglesbottom found Sophie in Antarctica because he 
looked at the map and found.  How did the Super Reader’s 
figure out where their computer friend lived? 
Campers: They looked at a map! 
Instructor:  Wonderrific, they used a map to find a place 
surrounded by water where kangaroos live.  So where in the 
world did their computer friend live? 
Campers:  Australia! 
Instructor:  Wow readers!  You are on a roll today! 
Instructor: 

Who can tell me where we live?   
Do we have kangaroos living around us?  What animals 
do live around here? 
Are we surrounded by water? 



Who can find our continent/country/state on a map? 
Does anyone have any friends that live far away?  
Where do they live?  Let’s find them on the map (let 
campers look at a globe as well to further expose them 
to geography and geography related vocabulary). 
 
 
 

TRANSITION INSTRUCTIONS: 
Clap out each child’s name by syllable.  Example:  Is-a-belle, Gi-anna, 
Ben-ja-min.  Use a sing-songy voice to make this more fun.  After a child 
hears there name, they can line up. 



11:00-11:20 FREE PLAY OUTSIDE 

 
[RAIN ACTIVITY: FREE PLAY INSIDE AND COMPUTER GAME] 
 
In inclement weather, if campers are interested, send 2-3 children at a 
time to use the Wonder Red computer game. Make sure campers restart 
the game to start from the beginning each time. Check off their names 
from the list of children so that as many children as possible get to use the 
computer game today.  

 
If necessary, remind children of the rules; Only play this Wonder 
Red Rhyming Bingo game (Do not click on any other games), 
Play together, Take turns, Play until I call you and it is time for 
the next activity.   
 
DO NOT allow campers to play on the computer instead of 
participating in the activities provided in the curriculum. 
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