
READING CAMP DAY 4 
Super Why—Reading Day! 

 
Please note, this is the suggested schedule for the day based on previous 
reading camps. The daily schedule can be modified based on your 
estimates of how long children will be engaged in individual activities. 
 
Also note that the online Super Why Right On Reader Matchup game 
should be loaded and available for children to play throughout the camp 
day. You will play it together as a class as described below and then 
campers can play in small groups of 2-3 after they have completed an 
activity or while they are waiting to be assessed. Campers are not to play 
the computer games in place of another activity.   
 
8:30-8:40  INTRODUCTION AND REVIEW OF PREVIOUS DAYS’ MATERIAL 

Campers are re-introduced to each other and to the 
instructor, introduced to the day’s activities, and provided 
with a review of the camp rules and the content learned on 
Day 1, 2 & 3.   

 
8:40-9:05      SUPER WHY & AROUND THE WORLD ADVENTURE EPISODE 

VIEWING 
Campers watch the same full episode to promote mastery of 
the SUPER WHY series and the literacy skills it teaches.  They 
transform into Super Whys to activate their imaginations and 
get ready to play vocabulary and comprehension activities.   

 
9:05-9:15     CLASS COMPUTER TIME  

Campers participate in playing the online Super Why Right 
On Reader Matchup game as a whole class. With the whole 
class helping and calling out, each camper gets a turn 
picking two cards to try to find matching synonyms. 
 

9:15-9:45 POSTCARDS  
 Campers practice reading and writing skills they learn about 

continents and climates.  Campers learn how to use words to 
complete sentences as they create their own postcards.  
Campers use words and illustrations to express themselves 
creatively. 

 
 
9:45-10:00 SNACK 
 



10:00-10:30  WOOFSTER WORDS 
 Campers work on their word power by creating take-home, 

picture dictionaries.  They will learn new vocabulary and will 
have to match words with pictures.  Campers will also use 
alphabet knowledge to find letters in words.    

 
10:30-11:00 SUPER WHY’S POWERFUL PROPS 
 Campers try reading a short story about the episode but 

there are too many words missing.  They have to choose a 
prop from Super Why’s Mystery Box and find its corresponding 
label from a group of words, and then they have to use their 
reading power and context clues to figure out which blank 
space the word goes in.  Finally, the campers try to act out 
the sentence to show the effects different words have on the 
meaning of a sentence. 

 
11:00-11:20 FREE PLAY OUTSIDE  
 
11:20-11:40 EXTENDED LEARNING 

Campers View & Play the clip of SUPER WHY changing the 
sentence WIGGLESBOTTOM HAS A PICTURE OF SOPHIE to 
WIGGLESBOTTOM HAS A PICTURE OF THE WORLD learn that 
words in a sentence can be changed to change the 
meaning of that sentence and that there is one word written 
for each word said (one to one correspondence). 

 
11:40-12:00   WRAP UP, COMPUTER GAME, COLORING ACTIVITY, AND 
ASSESSMENT 

Campers review and are assessed on their abilities to read 
words in a sentence and change some of those words to 
change the meaning of the sentence and learn and sing the 
HIP HIP HOORAY song to celebrate what they have learned 
that day.  Campers will work on completing their final project.  
Today they will color in Africa and a coloring page of animals 
from around the world.   

 
 
 



READING CAMP DAY 4 
Super Why—Reading Day! 

 
(All PDFs, songs, and episodes are available on the 

Reading Camps website.) 
 
 
INTRODUCTION AND REVIEW OF PREVIOUS DAYS’ MATERIAL 
 Storybrook Village Name Tags for each camper (same as from 

previous day) 
 The Syllabi (In curriculum) 
 The list of rules (Brainstorm with campers – see curriculum for 

ideas) 
 ALPHABET SONG  (on website) 
 Letter Cards to be used for review – r, o, p, e (If time and skill 

level permits:  s, u, n, m, a) (PDF – print and cut) 
 –un Family Word Cards (PDF – print and cut) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 
 
SUPER WHY &HANSEL AND GRETEL:  AROUND THE WORLD ADVENTURE 
VIEWING 

 Around the World Adventure episode (on website) 
 Computer to view episode of Around the World Adventure episode  
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 

 
TRANSFORM INTO SUPERHEROES 
 SUPER WHY Mask (PDF – print and cut) 
 Scissors  
 Hole Puncher  
 String  
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 
 
SUPER WHY’S RIGHT ON READER MATCHUP COMPUTER GAME 
 Computer set to Super Why’s Right On Reader Matchup on 

http://pbskids.org/superwhy. This game should be loaded before 
the day begins 

 Mouse  
 List of campers to track who has used the computer throughout 

the day  
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 
 
 



POSTCARDS 
 Postcard printable (PDF – print and cut) 
 Crayons or Marker 
 Real postcards to show the campers 
 A map 
 Word “stickers” including different types of weather (sunny, 

foggy, rainy, and  snowy) different continents (Africa, Asia, South 
America, and Antarctica) and animals (camel, panda, penguin, 
and monkey)  to use when filling in the blanks on the postcards 
(PDF – print and cut) 

 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 
 
WOOFSTER WORDS 
 Woofster Game Clip 
 8 images of words for picture dictionary – fog, sun, rope 

quicksand, map of the world, desert, vine, panda, kangaroo  – a 
set for each child and one set for teacher (PDF – print and cut) 

 Cover page for dictionary featuring Woofster and Super Why 
and a blank line for child’s name(PDF – print and cut) 

 Black board, dry erase board, or chart paper 
 Stapler 
 Black board, dry erase board, or chart paper 
 Crayons (not markers, they will bleed through pages) 
 A completed dictionary to show students  
 A real children’s dictionary (optional) 
 INSTRUCTOR’S ACTIVITY AND SCRIPT  THAT APPLIES TO THE LESSON 

(In curriculum) 
 
SUPER WHY’S POWERFUL PROPS 
 Printouts of the “Powerful Props” (i.e. quicksand, sun, world, map, 

seal, etc.) (PDF – print and cut) Enough for each child to get one 
“prop”.  If available, feel free to use actual props instead of the 
printouts (for instance, cotton balls for fog, wet sand in a bag for 
quicksand, a stuffed seal…) 

 Super Why’s Mystery Box – a shoebox covered in construction 
paper with question marks drawn all over it and a picture of 
Super Why glued on it, cut a large hole in the top (large enough 
for children’s hands and prop to come out of) 

 Picture of Super Why (PDF – print and cut) 
 Glue 
 Construction paper 
 Marker 



 Shoe box 
 Scissors 

 Chalk or dry erase board 
 Word labels:  sun, globe, seal, quicksand, fog,  rope, world(PDF – 

print and cut) 
 Scotch tape 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 
 
SUPER LETTERS 
 Dry erase or chalk 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.)  

 Super Letters (PDF – print and cut) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 
 
EXTENDED LEARNING 
 View SUPER WHY Clip (on website) 
 Dry erase or black board on which to write the sentence that is 

being changed  
 Cards of words that can be used as substitutes in a sentence:  

quicksand, the sun, the world (PDF – print and cut) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 
 
WRAP UP, COMPUTER GAME, COLORING ACTIVITY AND ASSESSMENT 
 Continent Coloring Sheets – Europe and Asia (PDF – print) 
 HIP HIP HOORAY song (on website) 
 Assessment tool (If using assessments) (PDF – print) 
 Computer set to Super Why’s Right On Reader Matchup Game 
 Take-home work (PDF – print) 

 



8:30-8:40 INTRODUCTION AND REVIEW OF 
PREVIOUS DAYS’ MATERIAL 

 
GOALS:  WHAT CAMPERS WILL LEARN 

 To make campers feel welcome and comfortable 
 To familiarize campers with expectations and provide excitement 

for the activities of the day including what they are going to learn 
today (reading words and sentence comprehension). 

 To clearly understand rules of the camp 
 To review what was learned throughout Camp Day 1:   

Letter Identification by letter name of letters r, o, p, e (If time and 
skill level permits:  s, u, n, m, a) 

 To review what was learned throughout Camp Day 2:  
Reading -un Family words. 

 To review what was learned throughout Camp Day 3:   
Identify letters by their sounds using letters s, u, n (If time and skill 
level permitted:  m, a, p, f, o, g) and spell sun.   

 
WHAT YOU NEED 

 Storybrook Village Name Tags for each camper (same as from 
previous day) 

 The Syllabi 
 A list of rules 
 ALPHABET SONG   

Letter Cards to be used for review – r, o, p, e (If time and skill level 
permits:  s, u, n, m, a) 

 -un Family Word Cards 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET UP FOR ACTIVITY 

 Arrange children seated into semi-circle with instructor as focus 
 Storybrook Village ID Cards ready to be attached to campers 
 Know the activities of the day and be ready to teach campers 
 Have LETTER CARDS ready to go 
 ALPHABET SONG ready to play 
 Have  -un Family Word Cards available 
 Find part in INSTRUCTORS INSTRUCTIONS & SCRIPT that applies to 

this activity 
 

 
 
 



ACTIVITY INSTRUCTIONS 
 

1)  Instructor goes around the circle and has each camper re-
introduce himself/herself. 
 

2) Instructor takes out the Syllabi and tells campers about Day 4 -  
SUPER WHY DAY (Reading Words and Reading Comprehension).  
Explain how changing words in a sentence changes what that 
sentence means. 
 

Script: 
Instructor:  Today is SUPER WHY DAY.  SUPER WHY has the 
POWER to (PAUSE)…READ.  Today we are going to change 
words in sentences to change the meaning of the sentence.  
We are also going to create postcards, make take-home, 
picture dictionaries, and play with Super Why’s Powerful 
Props! 

 
3)  Instructor will review CAMP rules by soliciting them from campers 

 
 Raise your hand to speak 
 Listen while others are sharing 
 Follow directions 
 Have fun! 

 
4)  Campers will sing the alphabet song, and review letter identification 

of r, o, p, e (If time and skill level permitted:  s, u, n, m, a) using word 
cards. 
 

5)  Campers will sing Red’s –un word family song (lyrics below) and 
review reading –un Family words using word cards. 

UN, SUN, RUN, Wonderrific you're terrific  

BUN, RUN, FUN, Wonderrific you're terrific 

"UN" 
 

6)  Campers will identify a letter by hearing its sound (s, u, n, and if time 
and skill level permits – m, a, p, f, o, g) and practice spelling the 
words sun. 

 
 



 

 

 

   

 

 

 

   

 

 

 

 
 
 
 
 



Alpha Pig 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 
 
with Alphabet Power! 

 



 
 
 

Wonder Red... 
 

 
 

with Word Power! 
 
 
 



 
 
 

Princess Presto... 
 
 

 
 

with Spelling Power! 
 



 
 
 

Super Why... 

 

with the Power to Read!
 





8:40-9:05 SUPER WHY & “AROUND THE WORLD 
ADVENTURE” VIEWING  

 
GOALS:  WHAT CAMPERS WILL LEARN 

 To familiarize campers with the SUPER WHY Series 
 To understand and practice the reading skills introduced in this 

SUPER WHY episode. 
 
WHAT YOU NEED 

 Computer with internet connection 
 Around the World Adventure episode 
INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET UP FOR ACTIVITY 

 Load the episode page from the website in advance. 
 Arrange campers in a semi-circle so that each has a clear view 

of the computer screen.   
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this lesson 
 
ACTIVITY INSTRUCTIONS 
 

1) Instructor should provide a verbal introduction to the show.   
Script:   
Instructor: 
We are going to watch AROUND THE WORLD ADVENTURE 
episode of SUPER WHY one more time before we show it to 
our guests tomorrow.  We have been a different Super 
Reader each day this week.  Who have we been?   
Campers:   
ALPHA PIG, WONDER RED, PRINCESS PRESTO. 
Instructor:  
And today is…SUPER WHY DAY!  We get to be Super Why all 
day, so pay close attention when his part comes onto the TV, 
ok?! 

 
2) Watch episode 
 
3) After Viewing:  Ask questions about the episode to start 

conversation.   
 

 



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

a. What animal does Mr. Wigglesbottom talk to in Africa? 
b. What does the camel say and what does he show Mr. 

Wigglesbottom? 
c. What does the picture on the Sophie’s postcard show?  
d. Does the postcard show Mr. Wigglesbottom and the Super 

Readers where in the world Sophie is? 
e. What does Mr. Wigglesbottom bottom need so that he 

can find Sophie? 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



TRANSFORM INTO SUPERHEROES 
 
GOALS:  WHAT CAMPERS WILL LEARN 

 To activate campers’ imaginations and make them part of the 
learning adventure. 

 
WHAT YOU NEED 

 SUPER WHY Mask 
 Scissors 
 Hole Puncher 
 String 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

 Have campers stand in a circle with the instructors leading “arms 
in.” 

 Have props cut out and ready for the children to wear 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity. 
 
ACTIVITY INSTRUCTIONS 
 

1) Follow the script below to help campers transform into “Super Why” 
just as in the SUPER WHY episode they just   watched. 
 

Script: 
Instructor:  Today is SUPER WHY DAY!!!  In the show Super Why 
was one of the Super Readers.  What is Super Why’s Super 
Power?  (PAUSE for campers to answer question) SUPER WHY 
with the POWER to READ!  Super Why can read and change 
the words in a sentence to change the meaning of the 
sentence.  We are all going to be Super Why today…with the 
Power to Read.  
 

2) Instructor and assistant help campers put on Super Why masks. 
 
Script continues: 
Instructor:    

 
Okay, Super Readers let’s TRANSFORM and change into 
SUPER WHY.  Ready?  Ready! 

 



“Everyone stand up and put your arm in…..Put your arm in!  
(Everyone should be standing in a circle with their arm in.)  
Super Why…to the Rescue (everyone raises their arm in 
unison)!” 
 

3) Make sure to collect the props. These will need to be saved for Day 
5 when the campers will choose who they want to transform into. 

 





9:05-9:15 SUPER WHY RIGHT ON READER MATCHUP 
COMPUTER GAME 
 
GOALS:  WHAT CAMPERS WILL LEARN 

 To use technology to enhance learning and reinforce 
comprehension and letter identification skills  

 
WHAT YOU NEED 

 Computer set to Super Why Right On Reader Matchup game on 
http://pbskids.org/superwhy. This game should be loaded before 
the day begins 

 Mouse 
 List of campers to track who has used the computer throughout the 

day 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

 Make sure the computer is placed on a table or chair that is high 
enough for the children to all see the screen 

 Have campers sit in a circle around the computer 
 Have computer set up to the Super Why Right On Reader Matchup 

game 
o To load, go to http://pbskids.org/superwhy. Click on Games 

on the Left side of the screen. Scroll through the games and 
click on Super Why Right On Reader Matchup. 

 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity. 
 
ACTIVITY INSTRUCTIONS 

Demonstrate computer game:  Have children sit around the computer 
so that they can see and interact with the computer as they do with 
the television screen.  If possible, move the computer screen up high 
enough for UN children to see. 

Instructor: 
Today you are also going to be able to take turns playing a 
Super Why computer game! We are going to play it here, 
right now, together.  Then throughout our camp day when I 
tell you, you will be allowed to go to the computer and play 
this game in small groups. 
 
Demonstrate the Game This is the Super Why Right On Reader 
Matchup Game. Let’s listen and Super Why will tell us what to 



do (Listen to the Game Intro).  Ok, does everyone know how 
to play?  What do we have to do?  We need to find two 
cards with words that are synonyms. Who can tell me what a 
synonym is? [Campers: Words that mean the same thing] 
That’s right! They are words that mean the same thing, like 
small and little are synonyms or clever and smart are 
synonyms.  
 
Class participation Everyone will get a turn to come up and 
use the mouse to pick two cards.  But everyone should play 
along every time.  I will call on one of you.  You come up and 
together with the class tell me if the two words are synonyms, 
if they mean the same thing.   
 
Call on campers one by one to take a turn using the mouse 
to pick two cards. Make sure that everyone gets a turn to use 
the mouse. The camper with the mouse should encourage 
the other campers to help them by calling out if the words 
are synonyms.  Encourage the campers to remember where 
words already picked were on the board.   

 
After the game is played and before moving on to the next activity, 
explain the rules for playing during the day, including: 
 

Only play this Super Why Right On Reader Matchup 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.  
Remember, a computer game will be available everyday 
and everyone will have a chance to play.  If you haven’t had 
a chance and you want to, be sure to tell me and we will 
make sure you get a turn. 
 
Throughout the day, allow children who are waiting for the 
next activity or waiting to be assessed to go play the 
computer game in groups of 2-3 campers.  DO NOT allow 
campers to play on the computer instead of participating in 
the activities provided in the curriculum. 

 
TRANSITION INSTRUCTIONS: 
 

INSTRUCTOR:  Super Why and all the Super Readers traveled around 
the world to different continents in their Around the World 
Adventure.  When I call on you, tell me one place the Super 



Readers visited during this episode (accept answers such as desert 
and jungle as well as the actually names of continents. 

 



9:15-9:45 POSTCARDS 
 

GOAL:  WHAT CAMPERS WILL LEARN 
 To create write a postcard by completing pre-written sentences 
 To create illustrations on a postcard using knowledge of various 

continents 
 

WHAT YOU NEED 
 Postcard printable – enough for each child to have four postcards.  
 Crayons  
 Real postcards to show the campers 
 A map 
  Word “stickers” including small pictures or rebus symbols including 

different types of weather (sunny, foggy, rainy, and  snowy) 
different continents (Africa, Asia, South America, and Antarctica) 
and animals (camel, panda, penguin, and monkey)  to use when 
filling in the blanks on the postcards  

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

 Have a large map of the world including all of the continents on 
display in the room.    

 Pass out crayons, markers, postcards, and stickers. 
 Write post card sentences on the board so that all the campers can 

see them  
We are having fun in _____________. 
The weather is ____________________. 
I saw a _________________ today. 
See you soon. 

                                                    Your friend,  
 

 Find the part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 
applies to this activity 

 
ACTIVITY INSTRUCTIONS 
 

1) Instructor points out 3-4 continents on the map and discusses 
each continent using details from the episode. 

2) As a class, campers choose which continent they would like to 
visit first. 

3) Instructor guides campers in filling out each sentence on the 
postcard.  Instructor writes in the correct word for each blank 



and campers find the matching word sticker and put it in the 
same blank on their postcards. 
 
SKILL LEVEL OPTIONS: 
Level 1: After choosing a continent, instructor passes out only 
three word choices to put in the blanks on the postcards.  After 
deciding on which word goes in the first blank, campers find the 
word and put it on their postcard blank. The teacher gives the 
students clues for the correct word such as naming the first or last 
letter in the word. This continues until all three blanks are filled in.  
Campers sign the postcard with a name sticker. 
 
Level 2: Instructor passes out six words to choose from.  After 
deciding on which word goes in the first blank, campers find the 
word and put it on their postcard blank. The teacher gives the 
students clues for the correct word such as naming the first or last 
letter in the word. This continues until all three blanks are filled in.  
Campers sign the postcard with a name sticker or by writing their 
own name in the blank. 
 
Level 3:  Instructor passes out nine words to choose from.  After 
deciding on which word goes in the first blank, campers find the 
word and put it on their postcard blank. T This continues until all 
three blanks are filled in.  Campers sign the postcard by writing 
their own name. 

 
4) DEMONSTRATE: 

 
SCRIPT 
Instructor: What did Sophie the Seal send her friend Mr. 
Wigglesbottom?   
Class:  A postcard! 
Instructor:  Yes, a postcard!  Has anyone here ever received a 
postcard?  Has anyone ever sent a postcard? Who sent a 
postcard in the Super Why show we watched this morning? 
Campers:  (allow campers to discuss personal experiences 
and the story from the episode) 
Instructor:  Here are some postcards from around the world.  I 
will pass them out for you all to look at.  When you are far 
away from a friend or a family member you could call them 
on the phone, write them a letter, or send them a post card. 
 
Today you are all going pretend to travel to a different 
continent and you are going to create your own postcards.   



 
All of your postcards have three sentences on them.  Read 
the sentences with blanks.  We have to decide where we are 
traveling and then fill in the blanks.   
 
Let’s look at the map.  The Super Readers started out in North 
America then they went to South America, then Asia, then 
Africa, and finally Antarctica.  The Super Readers didn’t go to 
this continent (point to Australia) but this is where there 
computer friend lives.  Who knows what this continent is 
called? 
Campers:  Australia 
Use a pointer to show campers the path that the Super 
Readers took.    Instructor has campers raise hands to vote on 
a continent to visit.  If campers are not yet able understand 
and participate in this type of vote, instructor should choose 
continent. 
 
SUPER!   (EXAMPLE) We are going to travel to Africa!  
Everyone put out your arms, shut your eyes and imagine you 
are a Super Reader flying to Africa!  Make flying noises as you 
model this for the class.   
 
We’ve landed in Africa.   Now we have to fill in our postcards.  
I am going to pass out word stickers for you to glue on your 
postcards.   
 
 Let’s figure out what word goes in the first.  The sentence 
says:  
  We are having fun in _______________.   
 
Where are we? It is very hot and we are in a big desert! 
[WRITE Africa, South America, Asia on the board] Are we in 
Africa, South America or Asia? Oh yes!  Africa.  Now you find 
the word Africa and stick it in the blank on your post card in 
the sentence We are having fun in ______. 
 
The next sentence says: 
               The weather is __________________. 
 
When the Super Readers went to Africa, they landed in a 
desert.  Is the desert [WRITE sunny, rainy, snowy on board] 
rainy, sunny or snowy?  
Campers: Sunny! 



Instructor: The desert is very hot, so it is sunny!  So find the 
word sunny and glue it to the space in the sentence, The 
weather is ______. 
 
The last sentence says: 
 I saw a _____________________ today.   
What would we see when we got to the African desert?  
[WRITE moose, panda, camel on board] 
Class:  A camel!   
Instructor:  My word, you really are super!  Yes, they met a 
camel.  Camels live in deserts.  Now you find the word camel 
and glue it to the space in the sentence, I saw a ______ 
today. 
 
 
The last thing to fill out is your name! Write your name 
underneath where it says From on the postcard.  From starts 
with the letter F. 
 
Now color in a picture of what you would have seen in Africa 
on the front of your postcard!  Think about who you would 
want to send this postcard to. I will come around and write 
in/help you write their name for you! 
 
 
CONTINUE making as many postcards as possible using the 
words appropriate for each continent: 
 
Asia, Foggy, Panda 
South America, Rainy, Monkey 
Antarctica, Snowy, Penguin 
 
Make sure to give the campers three words to choose from 
for each question. 
 
Make sure to send postcards home at the end of the day. 
 
 

 
 
COMPUTER GAME 
 
If campers finish the activity early, send 2-3 children at a time to use the 
Super Why 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 Super 
Why Right On Reader Matchup 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. 

 
 
 
 
 
 
 
 
 



9:45-10:00 SNACK BREAK 
 







10:00-10:35 WOOFSTER WORDS 
 
GOAL:  WHAT CAMPERS WILL LEARN 

 Increase vocabulary knowledge 
 Learn about the purpose of a dictionary 
 Create a picture dictionary to take-home and share with family 

members 
 
WHAT YOU NEED 

 The Woofster Game Clip 
 8 images with words for picture dictionary – fog,  rope, quicksand, 

map of the world, desert, jungle, panda, kangaroo  – a set for each 
child and one set for teacher  

 Cover page for dictionary featuring Woofster and Super Why and a 
blank line for child’s name 

 Black board, dry erase board, or chart paper 
 Stapler 
 Black board, dry erase board, or chart paper 
 Crayons (not markers, they will bleed through pages) 
 A completed dictionary to show students  
 A real children’s dictionary (optional) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
 

SET UP FOR ACTIVITY 
 Have Woofster Game Clip ready 
 Hand out the eight pages from the dictionary to each child  
 Pass out glue sticks, crayons and pages (LEVEL 2&3)/books (LEVEL  

1) for each table 
 Have children sit in a semicircle around instructor 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity 
 
ACTIVITY INSTRUCTIONS 
 

1) Watch the Woofster Game Clip together. 
 
2) Show campers a real children’s dictionary and explain the purpose 

of a dictionary.  Show campers a model of a completed picture 
dictionary.  Show campers pictures and words on each page. 

 
3) Pass out the pictures to each child. 



 
4) Read one of the words and allow campers to find the picture that 

matches the definition.  These should be in alphabetical order. 
(desert, fog, jungle, kangaroo, map, panda, quicksand, rope) 

 
 

SKILL LEVEL OPTIONS 
 
Level 1:  Instructor says a word, defines it and then asks the campers to 
find the matching picture 
 
Level 2: Instructor says a word and then asks the campers to define it 
themselves and then find the picture. 
 
Level 3:  Instructor says a word, the campers have to find the matching 
picture and use the word in a sentence. 

 
 

5) Have the children color in that page 
 
6) When all eight pictures have been colored in, staple the books 

together with the images in order and the cover on top. 
 

7) Have campers describe the characters on the front of the page.  
Talk about Super Why and his dog Woofster.  Discuss Woofster’s 
power.  Instruct campers to color in the cover.  Help campers write 
their names.  
 

8) When the book is complete, go through and show campers how 
the words are in alphabetical order.  Be sure an alphabet is posted 
so campers can see that the first word, desert, begins with d, which 
comes before the other beginning letters in the alphabet.    

 
 

DEMONSTRATE 
 

Instructor:  Hold up a picture of Woofster.  Does anyone know who 
this is?   
Campers:  That’s Woofster! 
Instructor:  Wooftastic! This is Woofster, Super Why’s dog.  He has a 
special power called Dictionary Power.  Does anyone know what a 
dictionary is? 
Campers:  Prompt and encourage answers – many children may 
refer to them as “books” others will not know anything about them 



Instructor:  There are many different dictionaries; this one is a picture 
dictionary.  It shows you pictures and tells you what words mean.  If 
you are reading or listening to a story and don’t know what a word 
means, you can look it up in this dictionary to find out. 
 
Hold up your model dictionary.  I made this dictionary myself.  
Today, you are all going to make your own dictionaries using words 
from Super Why’s Around the World Adventure!  You will get to take 
them home and read them to your families! 
You all have 8 pages for your dictionary.  You have words written on 
each page.  I am passing out pictures for your dictionaries.   
Hold up each picture and say its name as you pass it out.  Spread 
out your pictures and your words in front of you.  I am going to say 
one of Woofster’s words and your job is to find the picture that goes 
with that word. 
 

Use leveling instructions here 
 

1st WORD – Fog, A large wet, cloud on the ground  

Campers hold up the picture fog 
Instructor:  Fog!  Wow!  You all have dictionary power! 
Instructor:  Excellent, give yourselves a thumbs up.  Now you need to find 
the page that has the word fog on it.   
Campers:  Hold up page with fog written on it. 
Instructor:  WHAT WODERFUL WORD FINDING!  You have dictionary power!   
Now glue the picture of fog above the word and set this page aside.   
Continue this procedure for all words.  Use leveling as needed for helping 
campers find words. For level 3, encourage the students to use the words 
in a sentence, if they can, they can write the sentence in the space under 
the word in the dictionary. 
 

Definitions: 
1. Fog:  a cloud of small drops of water that is close to the 

ground 
2. Jungle:  a hot, rainy place covered with trees and 

vines, where lots of animals and bugs live 
3. Kangaroo:  a large animal that hops on its two back 

legs and carries a baby in its pouch 
4. Map:  a picture of the world that shows where places 

or things are 



5. Panda:  a large animal with black and white fur that 
looks like a bear 

6. Quicksand:  loose, wet sand that things sink into and 
get stuck 

7. Rope:  A strong, thick string sometimes used for pulling, 
hanging or lifting things. 

8. Desert: A hot, dry sandy area of land  

TRANSITION INSTRUCTIONS:  
 

Instructor:  Dictionaries are always in alphabetical order.  Let’s 
practice out alphabet by singing Alpha Pigs song.  I am going 
to sing the song and skip letters.  I will point to you when it’s 
your turn.  Your job is to say the letter I skipped.  After you sing 
your letter, you can have a seat at the table.  ABC Sing with 
me! 
___, b, c, d, ______, f, g, h, I, j, k, l, _____, n, _______, p, q, ______, 
s t, ______, v, w, ______, y, _____ 
 
You will need to sing the song 2-3 times depending on how 
many children are in the class.  Be sure to skip targeted words 
as much as possible (r, o, p, e, m, a, p, s, u, n) 

 
           CAMPERS: (call out missing letters as you sing)  

 



_________________________’s

Dictionary



















10:30-11:00 SUPER WHY’S POWERFUL PROPS AND 
FIND SUPER LETTERS 
 
GOAL:  WHAT CAMPERS WILL LEARN 

 To use context clues to figure out a missing word in a sentence 
 To act out scenes using props 
 To read words: quicksand, rope, cloud, sun, seal, world 
 To demonstrate understanding of the words: quicksand, rope, fog, 

sun, seal, world, map 
 To label and match objects to words 
 To recall and retell events from the episode 

 
WHAT YOU NEED 

 Printouts of the “Powerful Props” (i.e. quicksand, sun, world, map, 
seal, etc.) Enough for each child to get one “prop”.  If available, 
feel free to use actual props instead of the printouts (for instance, 
cotton balls for fog, wet sand in a bag for quicksand, a stuffed 
seal…) 

 Super Why’s Mystery Box – a shoebox covered in construction paper 
with question marks drawn all over it and a picture of Super Why 
glued on it, cut a large hole in the top (large enough for children’s 
hands and prop to come out of) 

 Picture of Super Why  
 Glue 
 Construction paper 
 Marker 
 Shoe box 
 Scissors 

 Chalk or dry erase board 
 Word labels:  sun, globe, seal, quicksand, cloud,  rope, world 
 Scotch tape 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

 Have campers sit in a semicircle leaving a large enough area for 
children to act out scenes from the episode.   

 Write the following story on the board  
The Super Readers were stuck in the ___________________.   
Pig used his __________ to pull them out. 
Next, the Super Readers were stuck in a big wet cloud close 
to the ground called ______. 
Princess Presto made the  _____ shine so the Super Readers 
could see. 



Mr. Wigglesbottom couldn’t find Sophie the ________, but 
Super Why turned Sophie’s picture on the postcard into a 
picture of the __________. 
A picture of the world is a _________! 

 Gather props and/or create props 
 Make Super Why’s Mystery Box 
 Tape word labels for props onto the chalkboard next to the 

sentences (map, sun, quicksand, world, seal, sun, rope) 
 Hide all props in the Mystery Box 

 
 

ACTIVITY INSTRUCTIONS 
 

1) Start at one of the semicircle and have each child stick their hands 
in the box and pull out a prop.   

2) Once all campers have a prop.  Point to the sentences written on 
the board.  Read each sentence leaving a blank.  All campers are 
to listen this time.  

3) Next, read each sentence and have campers hold up their props if 
they think their prop represents the missing word.   

4) Have the camper or campers who have the correct prop come up 
and find the word label on the board.  Give them clues if necessary.  
Example:  Sun starts with an s.  Camper/campers will take the label 
and place it in the blank and then read the entire sentence 
including the new word.    
 
SKILL LEVEL OPTIONS 

 
Level 1: Campers are given letter hints to find the right word 
to match their object 
 
Level 2:  Campers find the word label that matches their prop 
or object from the set of seven words that will be used to fill in 
the blanks in the sentences.  
 

 
1) Continue until all of the words are used/all of the sentences 

are complete.  



2) Have campers come up 1-3 at a time and act out a scene.  Call on 
campers who have related props.  For example:  have sand, and 
rope come up, sun, cloud and magic wand, map, globe, seal, and 
postcard. 

5) After using the props and acting out scenes.  Refer back to the 
sentences.  Read the sentences together as a class.  Point to each 
word as it is read.   

6) Instructor can play with putting words in wrong place/trying wrong 
answers and seeing what the campers say! Ask them why the 
sentence is wrong and what they would change it to. 

 
DEMONSTRATE 

Script: 
Instructor: Today we are Super Why, and Super Why loves to 
zap words into sentences.  Who’s ready for some zapping? 
Campers:  We are! 
Instructor:  Well, first we need to figure out the words will need 
for our sentences.  Take out the Mystery Box.  I have a box 
here with something all over it….What’s written all over my 
box? 
Campers:  Question marks!   
Instructor:  Right on Readers!   This is Super Why’s Mystery Box.  
We call it a Mystery Box because we don’t know what’s 
inside.  The question is…what will you find in Super Why’s 
Mystery Box? 
 
Pass around the box and allow each camper to take a prop.  
Have them reach in without looking.  Have them label each 
prop as they take it out. 
 
All of these props or objects were in Super Why’s Around the 
World Adventure.  I want you all to think about the adventure 
and how your object was used in the adventure.   
 
Call on campers to tell about their props and recall events 
from the episode. 
 
Instructor:  Who has the quicksand? 
Camper:  I do! 
Instructor:  Do you remember what happened to the Super 
Readers when they were on the way to the jungle? 



Campers:  They got stuck in the quicksand!   
Instructor:  What is quicksand?   
Campers:  Loose, wet sand that things sink into and get stuck! 
Instructor:  Super!   
 
Continue encouraging campers to discuss each prop by 
asking questions. 
 
Instructor:  Now that we have talked about Super Why’s 
words, we need to use them to complete these sentences. 
 
Read through the sentences on the board and ask campers 
to listen carefully. 
 
Instructor:  Now I am going to read these sentences again.  
When you think you’re word or prop is what is missing from the 
sentence, hold it up.   
 
When campers hold up their props, have them come up and 
find the word that matches their prop from the set of word 
labels taped to the board.   
 
Instructor:  Now that you have used your reading power to 
find the missing word, use the word to complete the 
sentence! 
 
Campers complete each sentence and read the sentences 
including the new words. 
 
Instructor:  Now I want you all to get a chance to act out 
parts of the episode.  I will go first.  Teaching assistant and 
instructor model acting out the rope and quicksand scene.   
 
Call on groups of 2-4 children that have related props and 
have act out parts of the episode. 

 

 
 
 
 
 



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 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, and 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:  Are you ready?  We are going to talk about Super 
Letters one more time before we show them to our guests 
tomorrow.  Tomorrow we are going to see if THEY can find 
and figure out the Super Story Answer.  First, we need to look 
for… 
Campers: SUPER LETTERS!  
Instructor:  And, then we put them in our Super Duper  



(Pull out the board) 
Campers: COMPUTER! 
Instructor:  And, today we are looking for 10 super letters…. 
Campers:  No…..no we are not! We are looking for 3 super 
letters. 
Instructor:  Let’s count 1, 2, 3. (write out hash marks).   We are 
looking for 3 Super Letters!  Thanks for the help.  And, the 
Super Story Answer is WORLD. 
Campers:  It’s not WORLD, it’s MAP…… 
Instructor:  Oh yeah, a MAP is a picture of the world though. I 
got confused. What are the letters we are looking for? 
Campers:  M-A-P 
Instructor:  Super Job Super Readers! Why did we need the 
word M-A-P? 
Campers:  Because The Super Readers needed a map to 
help Mr. Wigglesbottom find Sophie the seal and so that they 
could figure out where their computer friend lives.   
Instructor:  Yes, because Mr. Wigglesbottom and the Super 
Readers both needed a map to find their friends!  Don’t 
forget to keep your eyes out for 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 board. 
 

Instructor:  We found UN of our Super Letters. Super Job, Super 
Readers!   Read the letters in the word along with me:  M-A-P 
NOTE:  Instructor should point to each letter as it is said. 
Instructor: And the SUPER STORY ANSWER is... 
Campers:  MAP 
Instructor:    Who can tell me what they think would have 
happened if Mr. Wigglesbottom never got a picture of the 



world? (skill: predicting outcomes)  And what would have 
happened if they had not gotten the answer MAP?  What 
would Mr. Wigglesbottom and the Super Reader’s do?  Do 
you think Mr. Wigglesbottom would have found his friend 
Sophie the Seal?  Would the Super Readers have figured out 
where their computer friend lives?  Would this have been 
good or bad?  Why? Work with the answers that the campers 
come up with. 

 

 
 
 
 
 
 
 
 



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 Super Why 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 Super 
Why Right On Reader Matchup 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. 

 













sun globe

seal quicksand

fog rope

world









11:20-11:40 EXTENDED LEARNING 
 

GOALS:  WHAT CAMPERS WILL LEARN 
 Individual words in a sentence can be changed to change the 

meaning of a sentence. 
 One to one correspondence (There is one word written for each 

word said.) 
 The way words are arranged in a sentence has an effect on 

comprehension. 
 
WHAT YOU NEED 

 SUPER WHY game clip 
 Dry erase board on which to write the two sentences that are being 

changed 
 Cards of words that can be used as substitutes in a sentence: 

quicksand, the sun, the world 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

 Have campers seated in a semi-circle with a clear view of the 
television. 

 Have SUPER WHY Game Clip ready 
 Dry erase board should be positioned so that all campers can see it 
 Marker available 
 Tape 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity 

 
ACTIVITY INSTRUCTIONS  
 

1) Show clip of the SUPER WHY game. 
 
2) Talk about the Super Why game and ask campers to retell what 

Super Why did during the game and why he did it.  
 

Instructor:  What did Super Why do in this game?  Why? 
 

3) On the dry erase board, write out the sentence Wigglesbottom has 
a picture of Sophie.  Practice reading the sentence aloud pointing 
to each word as it is said.   

 



Instructor:  Let’s read this sentence.   (Point to each word as 
you read it.)  “Wigglesbottom has a picture of Sophie.”  Super 
Job! We can’t find Sophie by looking at her picture.  What 
should we do? 
Campers:  Change the words and turn the picture of Sophie 
into something else. 
Instructor: Right on readers! Let’s change the word Sophie. 

 
4) Post word substitute cards (quicksand, the sun, the world) on the 

side of the board. 
 
5) Ask for a volunteer to point out the word Sophie. Then cover it or 

erase it. 
 

Instructor:  What picture will help Wigglesbottom find Sophie?  
A picture of the sun, a picture of quicksand, or a picture of 
the world?  Let’s think… what did Princess Presto spell to help 
the Super Readers find Panda when a big cloud of fog was in 
their way? 
Campers:  The sun! 
Instructor:  Awesome job! Which words say “the sun”?  (Hint:  
It’s an –UN word.) 
Ask for a volunteer to point to the words “the world”! 
Instructor:  SUPER JOB SUPER READERS! 

 
6) Have the campers reread the new sentence aloud while pointing 

to each word as it is read. 
 

Campers: Wigglesbottom has a picture of the sun. 
Instructor:  Zap.  Now Wigglesbottom has a picture of the sun.  
Hold up a picture of the sun.  Does this help us find Sophie?  
Why? 
Campers:  NO! Because it’s just a big, bright yellow star that 
gives us light and heat.  It doesn’t show us where people or 
places are (help campers produce this response if 
necessary). 
Instructor:  What should we do now? 
Campers:  Try another word. 
Instructor:  Which word should we try? 
Campers:  The world! 

 
7) Erase the word the sun. 
 

 



8) Put the sun in the blank space. 
Instructor: Let’s read it one more time and see what happens. 
Campers:  Wigglesbottom has a picture of the world. (Point to 
each word as the campers read the sentence.) 
Instructor:  Hold up a map of the world.  Look, does anyone 
see Africa?  Asia?  South America?  Where is Sophie?   
Campers:  There, the place with ice and penguins!  
Antarctica! 
Instructor:  Did a picture of the world help us find Sophie? 
Campers:  Yes! 
Instructor:  Super Job! We changed the sentence and now 
we can… 
Campers:  Find Sophie! 

 
 



the quicksand

the sun

the world



11:40-12:00 WRAP UP, COMPUTER GAME, 
COLORING ACTIVITY AND ASSESSMENT 
 
GOALS:  WHAT CAMPERS WILL LEARN 

 To review what was learned throughout the camp day.   
 To understand that the words in a sentence and where they are 

placed changes the meaning of a sentence.    
 To learn to sing the concluding song HIP HIP HOORAY 

 
WHAT YOU NEED 

 Extended Learning activity from earlier in the day. 
 Continent coloring pages – North and South America 
 HIP HIP HOORAY song 
 Assessment tool (If using assessments) 
 Computer set to Super Why Right On Reader Matchup Game 
 Take-home work 

 
SET-UP FOR ACTIVITY 

 Have sentences from the extended learning activity written on the 
dry erase board. 

 Have substitution word cards available. 
 Have tables set up with coloring sheets and crayons 
 Have assessment tool ready to go 
 Have computer set to Super Why Right On Reader Matchup Game 
 Have take-home sheets ready to go 

 
ACTIVITY INSTRUCTIONS 
 

1)  Instructors will review with the campers how changing words in a 
sentence changes the meaning of the sentence. Each camper is 
assessed by instructor on their ability to read words in a sentence 
and change some of those words to make the sentence make 
sense. (If using assessments) 

 
 2) COMPUTER GAME 

 
While campers are being assessed, send 2-3 children at a time to 
use the Super Why computer game. Make sure campers restart the 
game to start from the beginning each time. Check off their names 
from the list of children next to the computer so that as many 
children as possible get to use the computer game today.  

 



If necessary, remind children of the rules; Only play this Super 
Why Right On Reader Matchup Game (Do not click on any 
other games), Play together, Take turns, Play until I call you. 

 
1) The remainder of the campers will color in a picture of Asia and 

Europe.  Ask the campers to recall what the weather was like in 
Asia? Can they draw fog in Asia? We visited what kind of forest in 
Asia? Can they draw a Bamboo forest? What kind of animals did 
we meet in Asia? 

4)  Campers will learn to sing the concluding HIP HIP HOORAY song 
 

5)  Clean up: Remove masks and save for Day 5, collect nametags  
 
6)  Campers are told that the next day will be SUPER YOU DAY during 

which everyone will show their guests what they have learned.  Tell 
campers that they will play and lead their favorite activities from the 
week.  Remind campers to bring a guest. 

 
1) Campers are given “Take Home” activities. 

 
A. SUPER WHY’S SUPER SENTENCE!  
B. WOOFSTER’S DOGGIE DICTIONARY! 

 
 

2) Campers are given their Postcards to take home. 
 

 





Camper’s Name: ___________________ 
 

SUPER WHY & Around the World Adventure 
Reading Camp Post-Interview Assessment 

Day 4:  Super Why Day 
 
 

 [INTERVIEWER] Hi my name is _______.  Today, we are going to play some 
games with letters and words. First I need to ask you just a few questions. 
What is you name? How do you spell that?  

 
Camper’s Name: ___________________  Ethnicity: ______________ 
 
 
Ok, now how old are you? When is your birthday? 
 
 
Age: ______  Birthday: __________     
 
 
Great, now we can play. 
 
 
To Get Ready: 
 

 Sit on the floor or at a table, and ask the child to sit across from you, 
facing you.  

 
 
MATERIALS: 
 

 A visual of three words listed:  ‘sun’ ‘quicksand’ ‘world’ 
 

 
 



Camper’s Name: ___________________ 
 

Day 4:  Super Why Day:  Reading Words & Opposites  
 
[INTERVIEWER] We’re going to play a game with words. I’m going to ask 
you a question and you pick the word that answers my question, ok? 
  
[INTERVIEWER] We’re going to play a game with words. I’m going to ask 
you a question and you pick the word that answers my question, ok? 
  
 
[CODING:  Write a mark next to the word the child picks.  They need to 
pick one word.]  
 
[INTERVIEWER- SAY WITH NO VISUALS] What is something that would help 
Wobblebottom find Sophie? A picture of the  
 
___ sun  ___ quicksand  ___ world 
 
 
 
[INTERVIEWER] Which is the word world?   
 
___ sun  ___ quicksand  ___ world 
 
 
 
 
 
 
 

         Total:  _________ 
 





Super Why’s Super Sentence

Funding provided by The Corporation for Public Broadcasting

The PBS KIDS logo is a registered mark of PBS and is used with permission.

© 2011 Out of the Blue Enterprises LLC. All Rights Reserved.

What else could be in Wobblebottom’s picture? Draw a picture in the frame and fill in the sentence below!

Wobblebottom has a picture of _____________________________



Woofster’s Doggie Dictionary

Funding provided by The Corporation for Public Broadcasting

The PBS KIDS logo is a registered mark of PBS and is used with permission.

© 2011 Out of the Blue Enterprises LLC. All Rights Reserved.

Woofster’s Dictionary can tell us what any word means, like quicksand!

Draw a picture in the first box that shows what quicksand means. Look through a book or magazine

and find new words. Look them up in a dictionary at home, and talk about what they mean.

Write the word on the bottom of the dictionary page and draw a picture of what it means!

______________________________quicksand ______________________________

____________________________________________________________
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