
READING CAMP DAY 2 
Wonder Red—Words 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 Wonder Red Freeze Dance 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 DAY’S MATERIAL 

Campers are re-introduced to each other and to the 
teacher, introduced to the days’ activities, and provided with 
a review of the camp rules and the content learned on Day 
1.   

 
8:40-9:05      SUPER WHY & THE THREE LITTLE PIGS VIEWING  

Campers watch the same full episode to promote mastery of 
the SUPER WHY series and the literacy skills it teaches.  They 
transform into Wonder Reds to activate their imaginations 
and get ready to play rhyming/decoding activities.   

 
9:05-9:15     CLASS COMPUTER TIME (optional) 

Campers participate in playing the online Wonder Red Freeze 
Dance Rhyming game as a whole class. With the whole class 
helping and calling out, each camper gets a turn choosing a 
word that belongs to a certain word family to make Wonder 
Red dance.  

 
9:15-9:45     TISKET A TASKET LET’S MAKE A BASKET CRAFT ACTIVITY 

Campers use letters and markers to decorate wood baskets 
to reinforce the –ALL family and to express themselves 
creatively. 
 

9:45-10:00  SNACK 
 
 
10:00-10:30 WORD CHARADES GAME 
 Using demonstration flash cards that have both –ALL words 

and pictures, campers read and act out –ALL family words 



while the other campers guess the –ALL word they are 
performing.   

 
10:30-11:00 FREEZE DANCE RHYMING GAME AND FINDING SUPER LETTERS 

Campers use auditory discrimination to decipher between –
ALL and non-ALL family words and learn to express 
themselves through creative movement by dancing to 
signature SUPER WHY music and freezing when an –ALL family 
word is called out. Following the activity, children will search 
the room for Super Letters and discuss the Super Story Answer. 

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

Campers view & sing the signature Wonder Red Rhyming 
Song and view & play the Wonder Red game to learn to 
read/decode (sound out) –ALL Family Words. 
 

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

Campers review and are assessed on ability to sound out –
ALL words and learn and sing the HIP HIP HOORAY song to 
celebrate what they have learned that day. 

 
 



READING CAMP DAY 2 
Wonder Red—Words Day! 

 
  (All PDFs, songs, and episodes are available on the Reading Camps 
website.) 

 
 
INTRODUCTION AND REVIEW OF PREVIOUS DAY’S MATERIAL  
 

 Storybrook Village Name Tags for each camper (same as from 
previous day)  (PDF – print and cut if more are needed) 

 The Syllabi (PDF - print) 
 A list of rules  (Brainstorm with campers – see curriculum for ideas) 
 Letter Cards to be used for review - W, O, L, F (If time and skill level 

permits:  B, P, I, G, T, A)  (PDF – print and cut) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT  (In curriculum) 
 

SUPER WHY &“The Three Little Pigs” VIEWING  
 

 Episode The THREE LITTLE PIGS (on website) 
 Computer to view episode of THE THREE LITTLE PIGS  
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 

 
TRANSFORM INTO SUPERHEROES 
 

 Wonder Red Mask  (PDF - print) 
 Scissors  
 Hole Puncher  
 String   
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT  (In curriculum) 

 
 
WONDER RED FREEZE DANCE RHYMING COMPUTER GAME (optional) 
 

 Computer set to Wonder Red Freeze Dance Rhyming game (game 
is on http://pbskids.org/superwhy. This game should be loaded 
before the day begins.) 

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

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

 



TISKET-A-TASKET LET’S MAKE A BASKET CRAFT ACTIVITY  
 

 A plain wood basket   
 Glue Sticks   
 Foam Alphabet letters   
 Pieces of Felt   
 Markers   
 Newspaper to protect table  
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT  (In curriculum) 
 

WORD CHARADES GAME 
 

 Large Basket or trash can 
 -ALL Family Word Cards: WALL, TALL, BALL, SMALL, FALL, CALL   (PDF 

– print and cut) 
Level 1: Use cards that have visuals of the words alongside 
the ALL word. The visuals demonstrate how to act out the 
word. (CHARADES CARDS WITH IMAGES) 
Level 2: For readers, use cards that only have ALL words with 
no visuals  (CHARADES CARDS_NO IMAGES) 

 Super Duper Computer dry erase board or Chalk board 
 SUPER LETTERS:  E, D   (PDF – print and cut) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT  (In curriculum) 

 
FREEZE DANCE RHYMING GAME  
 

 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.  (PDF – print 
and cut) 

 Basket or trash can  
 Play  SUPER WHY Music  (on website) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT  (In curriculum) 

 
 
 
INTRODUCE AND FIND SUPER LETTERS 
 

 Dry erase board 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.)  

 Dry Erase Marker  or chalk 



 Super Letters – F, R, I, E, N, D  (PDF – print and cut) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT  (In curriculum) 

 
 
 
 
EXTENDED LEARNING 
 

 -ALL Family word cards   (PDF – print and cut) 
 WONDER WORDS Basket or trash can 
 Dry erase board or chalk board 
 Markers or chalk 
 Watch WONDER RED Clip  (on website) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT  (In curriculum) 

 
WRAP UP, COLORING ACTIVITYAND ASSESSMENT 
 

 -ALL Word Cards   (PDF – print and cut) 
 Coloring Pages   (PDF - print) 
 Play  HIP HIP HURRAY song (on website) 
 Assessment tool   (PDF - print) 
 Take-home work   (PDF - print) 

 



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

 
GOALS:  WHAT CAMPERS WILL LEARN 

 To make campers feel welcome and comfortable. 
 To familiarize campers with expectations and to excite campers for 

the activities of the day including what they are going to learn 
today (to read the words WALL, BALL, TALL). 

 To clearly understand RULES of the camp. 
 To review what was learned through out the Camp Day 1:  Letter 

Identification of letters W, O, L, F (If time and skill level permits:  B, P, 
I, G, T, A).   

 
WHAT YOU NEED 

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

 The Syllabi 
 A list of rules 
 Computer- ALPHABET SONG   
 Letter Cards to be used for review - W, O, L, F, B (If time and skill 

level permits:  B, P, I, G, T, A) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 
 

SET UP FOR ACTIVITY 
 Arrange children seated in semi-circle with instructor as focus 
 Storybrook Village ID Cards ready to be attached to campers 
 Know the activities of the day to be ready to tell campers 
 Have LETTER CARDS ready to go 
 CD of ALPHABET SONG cued to the correct spot 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity 
 
 ACTIVITY INSTRUCTIONS 
 

1)  Instructor goes around the circle and has each camper 
           re-introduce themselves. 

 
2) Instructor takes out the Syllabi and tells campers about Day 2 -          
     WONDER RED DAY (WORD FAMILIES). 

 
 
 
Script: 



Instructor:  Today is Wonder Red Day.  Wonder Red 
has…what power?  (PAUSE) WORD POWER.  Today we are 
going to learn to read the words WALL, TALL and BALL and 
even learn to read some other –ALL words.  We are also 
going to make a Wonder Words basket, play word charades 
and play Freeze Dance! Ready to roll? 

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

 
Instructor:  Yesterday we talked about our camp rules.  Does 
anyone remember any of them?  What are they? 

 
a. Raise your hand to speak (No calling out) 
b. Listen while others are sharing. 
c. Don’t touch any of your “supplies” (activity manipulatives) 

until directed to by instructor. 
d. Have fun! 

 
4)  Instructor and Campers will sing along with ALPHABET SONG from 
     the day prior.  

 
Instructor:  Yesterday we heard and sang Alpha Pig’s ABC 
Song.  Does anyone remember it?  Let’s sing it together.  If the 
Alphabet board is available point to the letters on the board 
as you all sing the song. Amazing Alphabet Singing!! 

 
5)  Review letter identification of W, O, L, F (If time and skill level 

permits:  B, P, I, G, T, A) using word cards. 
 

Instructor:  Hold up a letter.  What letter is this?   
Campers: W! 
Instructor: Lickety Letter s! You really know your alphabet! 
 
Try to be sure that every student is able to identify the letter 
before moving on to the next letter. 

 



 

 

 

   

 

 

 

   

 

 

 

 
 
 
 
 



Alpha Pig... 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 
 
with Alphabet Power! 

 
 
 



Wonder Red... 
 
 
      
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

with Word Power! 
 
 
 
 
 
 



Princess Presto... 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

with Spelling Power! 
 
 
 
 
 



Super Why... 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 
with the Power to Read! 

 



 

W O L F T 

B I G P A 



8:40-9:05 SUPER WHY &“The Three Little Pigs” 
VIEWING  

 
GOALS:  WHAT CAMPERS WILL LEARN 

 To familiarize campers with the SUPER WHY Series 
 To talk about the show and be sure that comprehension is attained. 

 
WHAT YOU NEED 

 Computer to view  THE THREE LITTLE PIGS episode 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 
 

SET UP FOR ACTIVITY 
 Arrange campers in a semi-circle so that each has a clear view of 

the television. 
 Have episode cued to starting position 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this lesson 
 
ACTIVITY INSTRUCTIONS 
 

1) Instructor should provide verbal introduction to the show.   
 

Script:  
Instructor:  Remember the show we watched yesterday?  
What was it called?  
Campers:  SUPER WHY   
Instructors:  Who were the main characters of the show? 
Campers:  The SUPER READERS. 
Instructors: Does anyone remember what book they jumped 
into?  
Campers:   THE THREE LITTLE PIGS!  
Instructor:   Wonderrific! Let’s watch it again.   Today we are 
going to be Wonder Red, so watch that part carefully. 
 

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. Who is your favorite Super Reader? 
b. What did Jill do to make Pig upset? 
c. What was blocking us from getting to the Wolf? 
d. The Super Readers wanted to get to the wolf, but there was a 

wall in the way! What did Wonder Red have to change the 
wall into?  (If they go right to BALL, ask “Did she try something 
else?”). 

e. What word family did she use? (What did each of those 
words end with?) 

 
 

 



TRANSFORM INTO SUPERHEROES 
 
GOALS:  WHAT CAMPERS WILL LEARN 

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

 
WHAT YOU NEED 

 Wonder Red 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 “WONDER 
RED” just as in the SUPER WHY episode they just watched. 
 

Script: 
Instructor:  Today is WONDER RED DAY!!!  In the show Wonder 
Red was one of the Super Readers.  What was Wonder Red’s  
Super Power?  (PAUSE for campers to answer question) 
WONDER RED with WORD POWER!  Wonder Red can read 
words and rhyme!  We are all going to be Wonder Red 
today…with Word Power. It’s time to rhyme! 
 
Okay, Super Readers let’s TRANSFORM and change into 
WONDER RED.  Ready?  Ready! 

 
2) Teacher and assistant help campers put on masks. 

Script continues: 
Instructor:   “Everyone stand up and put your arm in...Put your 
arm in!  (Everyone should be standing in a circle with their 
arm in.)  Wonder Red…to the Rescue!” (everyone raises their 
arm in unison, as in the episode) 
 



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 WONDER RED FREEZE DANCE RHYMING 
COMPUTER GAME (OPTIONAL) 
 
GOALS:  WHAT CAMPERS WILL LEARN 

 To use technology to enhance learning and  reinforce word family 
and decoding skills   

 
WHAT YOU NEED 

 Computer set to Wonder Red Freeze Dance Rhyming 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 Wonder Red Freeze Dance 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 Wonder Red’s Freeze Dance Rhyming. 

 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 all children to see. 
 

Instructor: 
Today you are also going to be able to take turns playing a 
Wonder Red 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 Wonder Red Freeze Dance 
Rhyming Game. Let’s listen and Wonder Red will tell us what 
to do (Listen to the Game Intro.).  Lets see what wonderrific 



dance moves Wonder Red can do! Ok, does everyone know 
how to play?  What do we have to do?  Wonder Red is going 
to say a word family and we have to find all the words that 
rhyme with the word to make her dance.  OK, Wonder Red is 
asking us to find words that rhyme with (FILL IN WORD FAMILY) 
Does (FILL IN THE WORD) rhyme with (FILL IN WORD FAMILY)? 
GREAT!  
 
Class participation Everyone will get a turn to come up and 
use the mouse to click on the correct word family word.  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 
new word is a rhyming word.  When Wonder Red is telling us 
which word we need to rhyme with, everyone has to listen or 
else we won’t know which words she needs.   
 
Call on campers one by one to take a turn using the mouse 
to pick the correct word until everyone has had a chance to 
play. 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 whether the word and 
word family rhyme.   

 
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 Wonder Red Freeze Dance Rhyming 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.  There will be 
a computer game 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: 
To transition into the next activity, call each camper by saying the 
syllables in his or her name. Ask all the campers to blend the syllables 
together to figure out who should move to their table next. Continue until 
all the children are seated. 



9:15-9:45  TISKET-A-TASKET LET’S MAKE A BASKET 
CRAFT ACTIVITY  
 
GOALS:   WHAT CAMPERS WILL LEARN 

 To enjoy creating a prop from the show. 
 To learn to express themselves in a creative medium. 
 

WHAT YOU NEED 
 A plain wood basket 
 Glue Sticks 
 Foam Alphabet letters 
 Pieces of Felt  
 Markers 
 Newspaper to protect table 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 
 

SET-UP FOR ACTIVITY 
 

 Line the tables with newspaper 
 Campers should be sitting at the table 
 Adequate amount of materials for campers should be provided 
 Instructor sample of basket 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity 
 
ACTIVITY INSTRUCTIONS 
 

1) Allow campers to express themselves creatively by decorating 
baskets with materials provided. Teachers should walk around with 
the markers and assist the campers with writing on the baskets as 
the markers will not wash off. 

 
 SKILL LEVEL OPTIONS 

 
Level 1:   The teacher and assistant should write –ALL family 
words on the basket in marker for the campers; WALL, TALL, BALL, 
SMALL  
 
Level 2:  Write –ALL a couple of times around the basket and ask 
campers to put a letter in front of the –ALL’s to make –ALL words. 
 
Level 3:  Ask campers to write –ALL words on their baskets as part 
of the decoration; WALL, TALL, BALL, SMALL 



 
 
2) In addition the teacher and assistant teacher should go around the 

room , working with campers individually to make –ALL words on the 
pieces of felt  (used as picnic blankets)and then rolling the blankets 
back up for the campers to put inside their fully decorated baskets. 

 
 SKILL LEVEL OPTIONS 

 
Level 1:  Put the letters ALL on the felt for the child.  Then ask 
them to put the letter W, T or B in front of the –ALL.  Together, 
identify the first letter and its sound.  Then blend the word 
together with –ALL and read the word.  Take the first letter off 
and ask the camper to put another letter in front of –ALL.  Go 
through the same reading process. When they have made and 
read all three of the –ALL words with your help he/she should roll 
up the letters in his felt as if it was a picnic blanket.  After their 
basket is fully decorated they should place the rolled blanket in 
the basket. 
 
Level 2: Ask the camper to find the letters –ALL and tell them 
where to put those letters on the felt.  Then ask the camper to 
find W, T or B and put it in front of the –ALL,.  Ask the camper to 
identify the first letter and its sound.  Then ask them to read the 
word in front of them.  Ask them to take the first letter off and to 
find another letter to put in front of –ALL.  Repeat the reading 
process. When they have made and read all three of the –ALL 
words he/she should roll up the letters in his felt as if it was a 
picnic blanket.  After their basket is fully decorated they should 
place the rolled blanket in the basket. 
 
Level 3:  Ask the camper to make –ALL words.  They should place 
the letters on the felt and then read the word they have made.  
Then they should continue by changing the first letter in front of –
ALL and continue to read the words he/she is making.  When 
they have made and read all three of the –ALL words he/she 
should roll up the letters in his felt as if it was a picnic blanket.  
After their basket is fully decorated they should place the rolled 
blanket in the basket.  
 
 
 
 
 



3) DEMONSTRATE 
 
Explain to campers what the materials are and how they should be 
handled.  1) Decorate the basket; 2) Make ALL words (picnic blanket 
activity). 
 

Script: 
Instructor: In The Three Little Pigs story Wonder Red had to get 
past the (PAUSE) What did she have to get past to get to the 
Wolf? 
Campers:  WALL. 
Instructor:  WALL.  And what did she need - to get past the 
WALL? 
Campers:  Another word. 
Instructor:  She needed to read other words.  Where did 
Wonder Red get the words to read? 
Campers: Her Wonder Words Basket! 
Instructor: Her Wonder Word Basket! Today we are all going to 
make our own Wonder Words Basket!   
 
We will first use these markers, glue and foam letters to 
decorate our baskets!  
 
We watched her change the W-ALL to T-ALL and then 
change the TALL WALL to a B-ALL that we could get past. So 
first we are going to decorate our baskets, like this.  Then we 
are also going to make –ALL words on these felt picnic 
blankets. Then we can roll them up and keep our ALL words in 
our baskets.  See this piece of felt? If we roll it up like this we 
can put it in our baskets as our picnic blankets.  If we unroll it 
like this, we can use our felt letters to write –ALL words like this 
(PLACE ALL ON THE RIGHT SIDE OF THE PIECE OF FELT.  THEN 
PUT A LETTER IN FRONT OF THE LETTERS ALL.  IDENTIFY THE 
LETTER.  SAY THE SOUND OF THAT LETTER.  THEN SAY ALL.  THEN 
BLEND THE FIRST LETTER(S) AND READ THE WHOLE WORD).  
Then once we are done we can roll up our picnic blankets 
with the letters inside and keep them in our baskets.  Are you 
ready to roll? 
 
Everyone start decorating your baskets.  We are going to 
walk around while you are decorating and make –ALL words 
with you on your picnic blankets.     

  



While explaining each material, the instructor should demonstrate how 
to use it on a sample basket. Show the campers a completed basket 
before they begin their projects. 

 
COMPUTER GAME 
 
If students finish the activity early, 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 Freeze Dance Rhyming 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. 

 



10:00-10:30 WORD CHARADES GAME  
 

GOALS:  WHAT CAMPERS WILL LEARN 
 To read –ALL Family words and understand their meaning. 

Specifically WALL, TALL, BALL, SMALL, FALL and CALL 
 
WHAT YOU NEED 

 Large Basket 
 -ALL Family Word Cards: WALL, TALL, BALL, SMALL, FALL, CALL 

Level 1: Use cards that have visuals of the words alongside 
the ALL word. The visuals demonstrate how to act out the 
word. (CHARADES CARDS WITH IMAGES) 
Level 2: For readers, use cards that only have ALL words with 
no visuals (CHARADES CARDS_NO IMAGES) 

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

 Put –ALL Family Word Cards in a basket 
 Have campers seated in a semi-circle with the instructor at the 

center 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity 
 OPTIONAL: This activity can be played outside, if weather and 

space permits. 
 

ACTIVITY INSTRUCTIONS 
 

We have provided two sets of word cards for your campers 
depending on the skill level option you choose: 
 

 SKILL LEVEL OPTIONS 
 

Level 1: Use cards that have visuals of the words alongside the 
ALL word. The visuals demonstrate how to act out the word. 
 
Level 2: For readers, use cards that only have ALL words with no 
visuals 

 
 
DEMONSTRATE 
 
Working with the assistant teacher, clearly demonstrate how to play Word 
Charades to the class. 



 
Script: 
Instructor:  Let’s play Word Charades.  Here is how you play.  I 
am going to pull out a word.  (Pull out the word ball). Then I 
am going to ask one of you to come up, read the word and 
act out the word on the card. Everyone else has to watch 
you act out the word and guess what you are pretending to 
be.  Watch this (Show the assistant teacher the word ball) See 
if you can guess what her word is! (Assistant should read the 
word, think about how she is going to be that word and then 
pretend to be a ball) Everyone guess what she is being.  After 
the class calls out that she is being a BALL show them all the 
word (and the picture)  Read the word with them by 
identifying the letter B and then sounding it out /b/, then 
pointing to the –ALL and reading that.  The first student to get 
the answer right should have the first turn to act out the next 
ALL word).  Wonderrific! You are Terrific! 
 
Everyone should get practice reading the word from the 
card. 

 
1) One at a time, campers pick –ALL Family words from the Wonder 

Word basket and, read the word. Help non readers by asking them 
to sound out the initial sound and pair it with the –ALL family. 

 
Script: 
Instructor:  Who’s ready to act out an –ALL word?  I will show 
you a word.  You read it and then act it out.  The other Super 
Readers will guess one at a time.   

 
2) Campers take turns picking a word from the basket and reading 

the card (If the camper has trouble reading the word the instructor 
should turn away from the group with that camper and work with 
them to read the word.) 

 
3) Children should act the word out in silence (ex. Word card says 

BALL:  Child puts his/her body into the shape of a ball) and other 
campers guess the -ALL word.  

 
4) After each word is “performed” the word should be shown to all of 

the campers.  Show the card and read it together first identifying 
the first letter, then identifying the sound of the first letter and then 
reviewing –ALL.   

 



Try to get as many campers as possible to read the word. 
 

5) Place the used cards back in the basket.  Go through the words as 
many times as the campers still seem engaged and seem to be 
mastering reading the words.  Be sure that each word has been 
read and acted out at least once.  If campers keep getting the 
same words as previous campers ask them to act out the same 
word but try to act it out in a different way. 

 



 TALL CALL 

WALL

 

BALL

 

                  



SMALL 

                           

FALL 

 



WALL BALL 

TALL CALL 



FALL SMALL 

 



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 



11:20-11:40 EXTENDED LEARNING 
 

GOALS:  WHAT CAMPERS WILL LEARN 
 To learn to read/decode (sound out) –ALL FAMILY WORDS taught in 

the SUPER WHY episode. 
 If time allows and campers are ready, to identify the additional –ALL 

family words. 
 

WHAT YOU NEED 
 -ALL Family word cards 
 WONDER WORDS Basket 
 Dry erase board  
 Markers 
 Computer 
 Computer to view  WONDER RED Clip 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

 Campers should be sitting in semi-circle with a clear view of the 
computer 

 Music  should be cued to the WONDER RED Clip that includes the 
RED RHYMING SONG and Wonder Red game 

 -ALL word cards should be ready 
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity 
 

ACTIVITY INSTRUCTIONS 
 

1) Show WONDER RED Clip including the Red Rhyming song. 
 

Talk about the Wonder Red game and ask campers to retell what 
Wonder Red did during the game and why she did it.  
 

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

 
Script: 
Instructor: What did Wonder Red do in this game?  Why did 
she have to make a ball?  Did she read and try another –ALL 
word?  Which one?  What other –ALL word could she have 
used? (Small, Fall) Wonderrific! You are Terrific! 
 

 



2) Have campers sing the Red Rhyming Song. 
 

Instructor:  It’s time to rhyme! Let’s sing WONDER RED’S 
rhyming song together. 

Campers:  All, Ball, Call,  

Wonderrific, you're terrific  

Tall, Small, Wall,  

Wonderrific, you're terrific 

"ALL!" 
 

a. Play the CD and sing along with the music.  
b. Ask campers to sing without the music.  Instructor can help by 

pointing to the words on the board as the campers sing.  Or 
the instructor can ask campers to come up and point to the 
words as they sing.  As many campers as can, should get a 
turn. 

c. Another option is to have the boys come up and sing the 
Wonder Red song to everyone and then ask the girls to come 
up and sing.  Or each group can each sing one verse 
alternatively.  

d. If campers seem to have mastered the –ALL words in the 
song, see if they can sing the –ALL rhyming song with different 
–ALL family words; Fall, Hall, Mall, Small… 

 
3) Explain that we know the letter names, and that each letter makes 

a different sound.  Learn how to make letter sounds, and blend 
those sounds together to read a word. 

 
Script: 
Instructor:  My WONDER WORDS BASKET is filled with words 
that belong to the –ALL family.  Look, I am going to put the –
ALL family words up here.  Write the word W –ALL, T-ALL, and 
B-ALL on the dry erase board.  Keep the first letter separate 
from the –ALL until the whole word is read. 
Instructor:  Let’s read the words together.  Point to the 
W….what letter is this?  What sound does a W make. 
Campers:  W!  Wwwwwww   If the campers can’t produce 
the sound model it for them: wwwww. 



Instructor:  Now, lets read this part of the word (model)  
aaaaalllllllll.  Read it with me! 
Campers:  aaaaalllllll. 
Instructor:  Wonderrific! Now we are going to push the two 
parts of the word together and then read them together. 
Write the w next to the all so that the word is a seamless wall. 
Instructor:  Let’s read……wwwwww, alllllllll,  WALL.  Now you 
try.  What word is this? 
Campers:   wwwwww, allllll, WALL. 
NOTE:  Assess that each camper can do this individually 
before moving on to the next word. 
Instructor:   Wonderrific, you are Terrific!!!! 
Repeat this procedure for the other words shown in the clip!  
(TALL, BALL). 

 
 
4) Extend learning of the –ALL family by reading other words that 

belong to the same family.  Pull word cards from the basket and 
write them on the board.  Words covered will be:  CALL, FALL, HALL, 
MALL, SMALL. 

 
NOTE:   The procedure for SMALL is a bit longer…ID the Letters 
S and M…make their sounds, blend them together to make 
the initial consonant blend sound SM- and then blend the SM- 
with the –ALL. 

 
 



WALL BALL 

TALL CALL 



FALL HALL 

MALL SMALL 



 



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

 To review what was learned through out the camp day, sounding 
out words in the –ALL Family 

 To learn to sing the concluding song HIP HIP HOORAY 
 
WHAT YOU NEED 

 -ALL Word Cards 
 Coloring Pages 
 Computer 
 Computer to listen to  HIP HIP HOORAY song 
 Assessment tool 
 Computer set to Wonder Red Freeze Dance Game 
 Take-home work 

 
SET-UP FOR ACTIVITY 

 Have –ALL Word Cards ready to go 
 Have tables set up with coloring sheets and crayons 
 Have assessment tool ready to go 
 Have computer set to Wonder Red Freeze Dance Game 
 Have take-home work ready to go 

 
ACTIVITY INSTRUCTIONS 

 
1)  Instructors will review campers abilities to sound out –ALL Family       
Words. Each camper is assessed by instructor on their ability to read the 
-ALL Family words 

 
2) COMPUTER GAME 

 
While students are being assessed, 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 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 Wonder 
Red Freeze Dance Rhyming Game (Do not click on any other 
games), Play together, Take turns, Play until I call you. 

 



3)  The remainder of the campers are given a coloring activity to keep 
them busy as each  camper is assessed. 

 
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 PRINCESS PRESTO DAY 

 
7) Campers are given “TAKE HOME” activities: 

 
a. CIRCLE THE –ALL FAMILY WORD!  
b.   –ALL MATCHING 

 































SUPER WHY & The Three Little Pigs 
Reading Camp Post-Interview Assessment 

Day 2:  Wonder Red 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: ___________________   
 
 
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: 
 
 

 Word Flash Cards:  WALL, TALL, BALL, FALL, HALL, CALL 
 
 
 



Day 2:  Wonder Red Day:  Decoding Assessment 
 
[INTERVIEWER] We’re going to read some words.   I am going to put down 
a word, and you read it.  Ok?! 
 
[PUT DOWN A WORD] 
 
[INTERVIEWER]  Ask, “What word is this?”  DO NOT TELL THEM THE WORD.  
Mark whether the kid reads the word fully (as fluent readers would read it) 
or can only blend it (segmented reading). Move on to the next question. 
 
[REPEAT FOR EACH WORD] 
 
[CODING:  Write a ‘1’ in the Read Word column if the camper read the full 
word as a fluent reader would.  If child reads the whole word as W-ALL, 
mark 1 in the segments column. If the child could not read the word at all, 
mark both columns with a ‘0’] 
 

Read 
Word 

Read word in 
segments Transfer 

___ WALL ___ W-    -ALL (near) 
___  TALL ___ T-      -ALL (near) 
___ BALL ___ B-     -ALL (near) 
___FALL ___ F-     -ALL (far) 
___ HALL ___ H-    -ALL (far) 
___ CALL ___ C-    -ALL (far) 
 
[INTERVIEWER] Great word reading. 



WALL BALL 

TALL CALL 



FALL HALL 

MALL SMALL 
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