
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 Rhyme Time Bingo 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 
instructor, 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 & AROUND THE WORLD ADVENTURE 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  

Campers participate in playing the online Wonder Red 
Rhyme Time Bingo game as a whole class. With the whole 
class helping and calling out, each camper gets a turn 
choosing a word that rhymes with the word Wonder Red says. 
When they rhyme all of the words on the board, a special 
picture will be revealed!  

 
9:15-9:45     FUN WITH MR. SUN 

Each camper will create a sun-man and learn to recognize    
–un words as they play with their suns.  Campers will learn to 
read -un words as they express themselves creatively.  
Campers will practice rhyming using -un words. 
 

9:45-10:00  SNACK 
 
 



10:00-10:30 WORD FRIENDS THEATER 
 
 Campers learn about word families.  They learn how to use 

onsets and rimes to create words.  They work together to 
become –un” friends” and then put on an –un word 
performance for their peers. 

 
10:30-11:00 WONDER RED’S WONDERIFFIC -UN RUN AND FINDING SUPER 
LETTERS 

Red transforms the game “Duck-Duck Goose” into a rhyming 
fun run where campers get to practice reading – un words.  
Following the activity, campers 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) –un family words. 
 

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

Campers review and are assessed on ability to sound out –un 
words and learn and sing the HIP HIP HOORAY song to 
celebrate what they have learned that day.  Today campers 
will also color two more continents for their final projects, Asia 
and Europe. 
 

 



READING CAMP DAY 2 
Wonder Red—Word Family 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) 

 The Syllabi (In curriculum) 
 A 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) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 

 
SUPER WHY &HANSEL AND GRETEL:  A HEALTHY 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 

 Wonder Red Mask (PDF – print and cut) 
 Scissors  
 Hole Puncher 
 String 
 Wonder Red’s –UN Word Family Song (on website) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 

 
WONDER RED RHYME N’ ROLL COMPUTER GAME 

 Computer set Wonder Red Rhyme Time Bingo 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 (In curriculum) 
 

 



FUN WITH MR. SUN 
 Scissors (one for each camper) 
 Glue Sticks (one per each pair of campers) 
 Alphabet stickers (letters b, s, f, r) or stampers 
 Markers 
 Orange construction with one large circle traced on each paper  
 Yellow construction paper cut into triangles (write __un on each 

triangle so that campers can fill in the first letter) OR PDF Printed 
for each child (PDF – print and cut) 

 Strips of short and long orange/yellow construction paper for 
legs and arms 

 Google eyes 
 Sandwich buns and running shoes printed for each child (PDF – 

print and cut) 
 Chalk or dry erase board with sentences written out 
 Poster board for -un word chart 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS AND SCRIPT (In curriculum) 

 
WORD FRIEND THEATER 

 Hole Punch 
 -un word family words written on whole sheets of paper.  These 

words should be cut into two pieces, one with the onset (b,r,s,f) 
and the other with the rime (un).  Holes should be punched on 
the top of each half. 

  (PDF – print and cut) 
 Markers 
 Yarn 
 Props including play sandwiches, hamburger buns, sunglasses, 

running shoes 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS AND SCRIPT (In curriculum) 

 
WONDER RED’S WONDERIFFIC -UN RUN  
 

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

the letters evenly. (PDF – print and cut) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 

 
SUPER LETTERS   

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

 Dry Erase Marker or Chalk  
 Super Letters (PDF – print and cut) 



 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 
 
EXTENDED LEARNING 

 –un Family word cards (PDF – print and cut) 
 WONDER WORDS Basket or trash can   
 Dry Erase or Black board  
 Dry Erase Marker or Chalk 
 Markers  
 Wonder Red – Rhyming Song(-un) (on website) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT (In curriculum) 

 
 
 
WRAP UP, COMPUTER GAME, COLORING ACTIVITY AND ASSESSMENT (IF 
USING ASSESSMENTS) 

 –un Word Cards (PDF – print and cut) 
 Antarctica Continent Coloring Page (PDF – print) 
 HIP HIP HOORAY song (on website) 
 Assessment tool (If using assessments) (PDF – print) 
 Computer set to Wonder Red Rhyming Bingo  
 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 bun, fun, run, sun). 

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

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

 
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) 
 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 
 ALPHABET SONG  
 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 run, bun, sun and fun.  We 
are also going to HAVE FUN WITH MR. SUN, play WORD 
FRIENDS THEATRE, and play WONDER RED’S FUN RUN! 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. Wait for directions.  
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 r, o, p, e (If time and skill level permits:  

s, u, n, m, a) using word cards. 
 

Instructor:  Hold up a letter.  What letter is this?   
Campers: R! 
Instructor: Lickety Letter r! You really know your alphabet! 
 
Try to be sure that every camper is able to identify the letter 
before moving on to the next letter. 
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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 talk about the show and be sure that comprehension is attained. 

 
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 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 MAGICAL AROUND THE WORLD ADVENTURE!  
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. Who was Mr. Wigglesbottom trying to find? 
c. Do you remember what Princess Presto had to make to get 

rid of the fog? That cloudy weather that was in the jungle? 
d. Right, she had to make sun! Sun is an un word! 
e. Who can tell me what Wonder Reds power is? 
f. What other words rhyme with sun? 

 
 

 



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) Instructor 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) 
 



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 RHYME TIME BINGO COMPUTER 
GAME 
 
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 Rhyme Time Bingo 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 Rhyme Time Bingo 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 Rhyme Time Bingo. 

 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 Rhyme Time 
Bingo Game. Let’s listen and Wonder Red will tell us what to 
do (Listen to the Game Intro.).  Ok, does everyone know how 



to play?  What do we have to do?  Wonder Red is going to 
say a word and we have to find the word that rhymes with 
the word to see what is under that space on the board. Once 
we have rhymed all of the words we will see the special 
picture that is underneath!  OK, Wonder Red is asking us to 
find a word that rhymes with (FILL IN WORD) Does (FILL IN THE 
WORD) rhyme with (FILL IN WORD)? GREAT!  
 
Class participation Everyone will get a turn to come up and 
use the mouse to click on the correct rhyming 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 which 
word rhymes with the word Wonder Red said.  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 the rhyming word.   

 
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 Wonder Red Rhyme Time Bingo 
Game (Do not click on any other games), Play together, Take 
turns, Play until I call you and it is time for the next activity.  
There will be a computer game every day 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. 

 



9:15-9:45 FUN WITH MR. SUN 
 
GOALS:   WHAT CAMPERS WILL LEARN 

 To recognize, repeat, and create rhyming words 
 To sound out –un words 
 

WHAT YOU NEED 
 Scissors (one for each camper) 
 Glue Sticks (one per each pair of campers) 
 Alphabet stickers (letters b, s, f, r) or stampers 
 Markers 
 Orange construction paper with one large circle traced on each 

paper 
 Yellow construction paper cut into triangles (write __un on each 

triangle so that campers can fill in the first letter 
 Strips of short and long orange/yellow construction paper for legs 

and arms 
 Google eyes 
 Sandwich buns and running shoes printed for each child 
 Chalk or dry erase board with sentences written out 
 Poster board for -un word chart 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 
 

SET-UP FOR ACTIVITY 
 

 Campers should be sitting at the table 
 Cut out triangles, long and short strips of paper for arms and legs, 

running shoes, and sandwiches, and trace circles ahead of time 
 Materials can be passed out.  Each child will need scissors, glue 

stick, two long strips, two short strips, two googly eyes, markers, 
alphabet stickers/stampers, 6-8 triangles, running shoes, a sandwich, 
orange circles to cut out.  These materials can be separated and 
handed out individually to each camper, or materials can be 
placed at the center of the table for sharing and using as needed. 

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

 
ACTIVITY INSTRUCTIONS 
 
1) Create an –un word chart.  Write the word sun at the top and have the 

campers come up with other –un words.  Write all their words down.  If 
a camper comes up with a non-sense word that ends in –un write it on 
another section of the chart or board.   Chant these rhyming words as 



you point out each one.  This chart can be used as a reference for 
children as they complete their sun projects. 

2) Have children cut out circles and fill out their –un triangles.  Instructor 
will walk around the room helping campers put the first letter of –un 
words in front of the _un on each triangle.  Campers will use alphabet 
stickers or stampers to fill in the missing letter. 

3) Instructor will model creating the sun one step at a time. 
a. Glue triangles all around the circle 
b. Fold arm and leg strips to make accordion style folding 

forward and back and then glue them to the sun. 
c.  Glue googly eyes on the sun 
d. Make a nose with marker 
e. Make a happy face with marker 
f. Give sun a sandwich on a bun 
g. Give sun running shoes  

4)  Instructor will narrate a story about Mr. Sun as children fill in the blanks  
     using –un words (see demonstration).  

There once was a man named Mr. Sun who sat on a 
mountain enjoying a bun.  He spotted a fog and began to 

run.  Float away he yelled you’re ruining my fun! 
 
 
SKILL LEVEL OPTIONS 

 
Level 1:   The instructor and assistant should write –un on the 
triangles in marker for the campers. Then, ask the campers to 
find a letter by its name and ask what sound it makes.  After the 
campers put on the sticker, sound out the word together. 
 
Level 2:  Ask campers to write the -un words; sun, run, fun, bun on 
each triangle without breaking the words down for them. 

 
 
3) DEMONSTRATE 
 
There are many different steps and materials involved in this project.  
Explain to campers what the materials are and how they should be 
handled.  It may be necessary to pass out each piece as you 
demonstrate so that campers do not have too much in front of them 
at once.  
 

 



Script: 
Instructor: In The Magical Around the World Adventure story 
Red and the rest of the Super Readers got caught in a fog 
and couldn’t see.  What did Princess Presto spell to make the 
fog go away?   
Campers:  Sun. 
Instructor:  Wonderrfic remembering campers!  You must 
have been watching closely! Today we are going to make 
our own suns and learn about words that rhyme with sun.  We 
are going to have fun with Mr. SUN!  
 
First, let’s write the word sun.  Sun is an –un word so it ends 
with –un.  Write _un on the chart paper/poster.  What letter is 
this? (hold up the letter s) 
Campers: S! 
Instructor: S! And what sound does the S make?  
Campers: /s/ 
Instructor: /s/ You are out of this WORLD!  If we put an s in front 
of the _un (do this on the chart paper) /s/-un, /s/-un, what 
word is this? 
Campers: Sun!   
Instructor: Sun! Now let’s try to make more –un words for our 
chart.   
Instructor assists campers as they come up with –un words.   
Now we are going to make a sun.  What shape is the sun?  
Hold up circle paper.   
Campers:  Circle!   
Instructor:  Super, a circle!  We need to cut out our circles.  
Pass around circles and scissors.  Next, we need to make the 
rays of our sun.  The rays go around the sun and light up the 
sky.  Hold up rays.  What shape are the rays? 
Campers:  Triangles! 
Instructor:  Super Smart Super Readers!  Triangles!  [Pass out 
triangles.]  These rays are special rays because they are 
RHYMING RAYS!  We are going to make –un words on each 
ray.  Instructor models making writing the first letter of each –
un word on the triangles.  Instructor walks around and makes 
sure all the campers are able to make –un words on their 
triangles. 
 
For example:  What letter is this? R! 
   What sound does it make? /r/ 

If I put /r/ and un together what word did I 
make? Run!   



 
Next, we need to glue the triangles all around the sun.  
Instructor models how this is done.  Now we are ready for 
arms and legs.  Pass out strips of paper.  Model folding paper 
like an accordion (it’s okay if campers don’t do this perfectly, 
as long as there are some bends in the strips) Model gluing 
arms and legs on the sun.   
What is Mr. Sun missing? 
Campers:  A face!   
Instructor:  Why of course!  He needs a face!   Mr. Sun is 
having fun, so what kind of face do you think we should give 
him.   
Campers:  Happy!   
Instructor:  Yes, make him smile.  Model making a smile.  Then 
pass out googly eyes and model making a nose wand gluing 
on eyes.   
Now, Mr. Sun is hungry, so we need to give him something to 
eat.  Who knows the –un word that is something Mr. Sun can 
eat? 
Campers:  A bun!  
Instructor: Which word is bun?  
(hold up three un words and have campers pick) 
Instructor:  Terrific!  Bun!  We are going to give him a sandwich 
on a bun.  Pass out sandwiches on buns and model gluing 
them at the end of the arm or on the mouth. 
Last, Mr. Sun is very fast.  He loves to, What’s the –un word 
that means to move fast? 
You’ve got it!  RUN!  Which word is run? (hold up three un 
words and have campers pick) 
Instructor: We need to give Mr. Sun some running shoes.  Pass 
out running shoes and model gluing them on. 
Begin to read the story on the board.  Leave out the –un 
words and let campers fill in the blanks. 
As you read have campers come up and find the word that 
fits in the blank.  They can point to the word on the chart and 
instructor can write word in the blank.   
 

There once was a man named Mr. Sun who sat on a 
mountain enjoying a bun.  He spotted a fog and began to 

run.  Float away he yelled you’re ruining my fun! 
 

 
 
 



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

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

9:45-10:00 SNACK BREAK 

 
 
 







10:00-10:30 WORD FRIENDS THEATER  
 

GOALS:  WHAT CAMPERS WILL LEARN 
 To read –un family words and understand their meaning, specifically 

bun, sun, fun, run  
 To make words using onsets b, s, r, f and the rime -un 

 
WHAT YOU NEED 

 Hole Punch 
 -un word family words written on whole sheets of paper.  These 

words should be cut into two pieces, one with the onset (b,r,s,f) and 
the other with the rime (un).  Holes should be punched on the top of 
each half. 

 Markers 
 Yarn 
 Props including play sandwiches, hamburger buns, sunglasses, 

running shoes 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

 Create letter “costumes” by punching two holes at the top of each 
piece of onset/rime paper and then attaching them with yarn so 
that campers can wear them with the letters hanging down in front 
and in back of them for all to see.  Attach –un’s together, b’s 
together, s’s together…etc.   

 Have campers seated in a semi-circle  
 Find part in INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT that 

applies to this activity 
 

ACTIVITY INSTRUCTIONS 
1. Model how this activity is done with your teaching assistant.  You 

put the –un on and he/she can choose an onset (b, s, r, or f) 
2. You stand in front of the class wearing the –un and help campers 

sound it out.  Have teaching assistant come up and stand to your 
left and hold hands.  Have campers figure out what word you have 
become. 

3. Act out your word using props if necessary. 

 
 
 
 



DEMONSTRATE 
 

Script:   
Instructor:  Show the class the –un word chart made 
previously in the day.  All these words have something in 
common or something that is the same.  Who can tell me 
what is the same? 
Campers:  -UN! 
Instructor:  Stupendous!  All the words have –un in them.  That 
makes them all part of the same family.  We call it a word 
family.  You all have families too.  Here in our class we have 
friends and you are going to work with your friends to make 
 -un words today.  We will call them –un friends and you will 
get to be actors on stage at your own –Un Friend Show!  Let’s 
get started! 
 
Instructor helps campers put on their letter “costumes”.  Each 
child should have either an –un or an onset letter.  There will 
be multiple onsets.  Campers can trade with peers 
throughout the activity until everyone gets a turn being an 
 –un. 
 
SKILL LEVEL OPTIONS 
 
Level 1:   One camper is the -un and he/she chooses an onset 
letter by choosing a peer.  The onset comes up and holds –
un’s hand and then they read their word to the class.  Last, 
they act out their word together. 

 
Level 2:  Two campers wearing –un words come up.  They 
each choose a different onset.  Each team reads their word.  
The two teams work together to act out a skit with two words. 
They then pick new onsets and play again. 
 
Level 3: Same as Level 2, but use additional word families 
such as –all and –ake after mastering the –un word family. 

 
Instructor:  Everyone please take your seats.  Welcome to the 
wonderful “WORD FRIEND THEATER” where our friends will 
amaze you with their rhyming and reading skills!  Go over rules 



and what is expected of the audience while other campers 
are performing.   
 
Instructor chooses –un child to come up.  She introduces 
him/her as –un by asking the campers to read the word 
family.  
 
Instructor:  Oh no, -un it seems you have lost your friend!  You 
are not a word without your beginning sound.  I think it got 
lost out in the audience.   
Camper:  Un picks out one of the letters. He/she comes up to 
the center “stage”.  
Instructor:  There you are!  And what letter are you? 
Camper:  says letter name (f, s, r, b)  
Instructor:  And what sound do you make (letter name)?  
Camper:  says letter sound (f, s, r, b)  
Instructor:  WONDERIFIC!  Now, join hands and show the class 
your word.   
Campers:  Onset says his/her sound, and –un says his/her 
sounds and then they read their word together. 
 Instructor:  Prompts the entire class to read the word 
together. Wow!  You are rolling now readers! 
 
This continues until all campers have had a chance to be 
both an –un and one of the onsets (b, p, s, r).  Props are 
available but not necessary. 
 

 
 



b



f



r



s



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

 
GOALS:  WHAT CAMPERS WILL LEARN 

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

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

 
WHAT YOU NEED 

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

letters evenly. 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

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

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

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

applies to this activity. 
 
ACTIVITY INSTRUCTIONS 

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

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

 
 SKILL LEVEL OPTIONS 

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



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

2)  DEMONSTRATE 
Script: 

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

 
 

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



SUPER LETTERS 
GOALS:  WHAT CAMPERS WILL LEARN   

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

 
WHAT YOU NEED 

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

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

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

applies to this activity 
 

ACTIVITY INSTRUCTIONS 
The assistant instructor should quietly and discreetly put the m, a, p 
SUPER LETTERS up somewhere that the campers will find once they 
begin their search.   
 
Instructor will lead campers in a discussion that identifies: 

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

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

Script:   
Instructor:  In the AROUND THE WORLD ADVENTURE episode 
we were looking for the Sophie the seal.  What else were we 
looking for in that book?  
Campers: Super Letters! 
Instructor:  Yes …In the show and yesterday we looked for 
SUPER LETTERS just like the SUPER READERS!  We are going to 
do that again today.  But, watch out because they are not 



going to be in the same place as yesterday!  The SUPER 
LETTERS that we found yesterday were PURPLE, correct? 
Campers:  No.  They are RED!!! 
Instructor:  Did you say ORANGE? 
Campers:  No they are RED! 
Instructor:  Oh, right, red.  Once the SUPER READERS find the 
RED SUPER LETTERS they put them into a basket? 
Campers:  No, they put them in the SUPER DUPER COMPUTER! 
Instructor :  What does the SUPER DUPER COMPUTER do? 
Campers:  It collects all the SUPER LETTERS. And it makes a 
word.   It gives us our Super Story Answer. 
Instructor:  The Super Duper Computer collects the letters.  
And those letters make a word.  That word is our Super Story 
Answer.  What was the question that we had to find the 
answer to? 
Campers: How can Pig, Red, Whyatt, and Princess Pea figure 
out where a place is that is surrounded by water and has 
kangaroos so that they can figure out where their computer 
friend lives.  
Instructor: How can Pig, Red, Whyatt, and Princess Pea figure 
out where a place is that is surrounded by water and has 
kangaroos so that they can figure out where their computer 
friend lives?  We need to write the answer in our…Super 
Duper Computer. Here is our SUPER DUPER COMPUTER board! 
Pull out the board.  
 Instructor:  Today we are looking for the same number of 
SUPER LETTERS as yesterday.  Yesterday there were 6 SUPER 
LETTERS. 
Campers:  No, there were 3. 
 Instructor:  Oh, three is right, we are looking for THREE Super 
Letters.  Let’s count. Count to 3 and draw the hash marks on 
the board as you UN count together.  We are looking for 3 
SUPER LETTERS.   Keep your eyes on the lookout for SUPER 
LETTERS!  When you see them, make sure to let me know. As 
we find the SUPER LETTERS we will put them in the right place 
in the SUPER DUPER COMPUTER and when we have our 
answer 

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

Try to get every camper to identify the letters that were found. 



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

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

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

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



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

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



11:00-11:20 FREE PLAY OUTSIDE 

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

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

 











11:20-11:40 EXTENDED LEARNING 
 

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

the SUPER WHY episode. 
 
WHAT YOU NEED 

 -un Family word cards and chart 
 Wonder Red’s word basket 
 Dry erase board  
 Markers 
 Wonder Red –un Song Clip 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

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

 RED RHYMING SONG  
 -un 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 and her special power.  Discuss rhyming 
and have children come up with –un words.  
 

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

 
Script:  

1) Play the Red Rhyming song. 
 

2) Script: 

Instructor:  What –un words did you hear in Red’s song? 
Campers:  sun, run, fun, bun 
Instructor:  Wonderrific you are Terrific!  
 

3) Have campers sing the Red Rhyming Song. 



Instructor:  It’s time to rhyme! Let’s sing WONDER RED’S rhyming song 
together. 
Campers:  Un, Sun, Fun 

Wonderrific, you're terrific  

Bun, sun, run 

Wonderrific, you're terrific 

"UN!" 
 

a. Play the song 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.  

 
4) 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 –un family.  Look, I am going to put the –un 
family words up here.  Write the word s – un, r - un, and f-un 
on the dry erase board.  Keep the first letter separate from 
the –un until the whole word is read. 
Instructor:  Let’s read the words together.  Point to the 
s….what letter is this?  What sound does an s make. 
Campers:  S!  Ssssssss -   If the campers can’t produce the 
sound model it for them: sssss. 
Instructor:  Now, let’s read this part of the word (model) -un.  
Read it with me! 
Campers:  -un. 
Instructor:  Wonderrific! Now we are going to push the two 
parts of the word together and then read them together. 
Write the s next to the un so that the word is a seamless sun. 



Instructor:  Let’s read….ssssssss, -un,  sun.  Now you try.  What 
word is this? 
Campers:   rrrrr, -un, run. 
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 in the song!  (fun, 
bun). 
 

5) Extend learning of the –un 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:  bun, sun, run, fun. 

 





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, sounding 
out words in the –un Family 

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

 -un Word Cards 
 Continent coloring pages - Asia and Europe 
 Crayons 
 HIP HIP HOORAY song 
 Assessment tool (PDF) (If using assessments) 
 Computer set to Wonder Red Rhyming Bingo Game 
 Take-home sheets 

 
SET-UP FOR ACTIVITY 

 Have –un Word Cards ready to go 
 Have tables set up with Antarctica coloring sheets and crayons 
 Have assessment tool ready to go (If using assessments) 
 Have computer set to Wonder Red Rhyming Bingo Game 
 Have take-home sheets ready to go 

 
ACTIVITY INSTRUCTIONS 

 
1)  Instructors will review campers abilities to sound out -un Family       
Words.  Each camper is assessed by instructor on their ability to read 
the -un Family Words (If using assessments)  

 
2) COMPUTER GAME 

 
While campers 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 Rhyming Bingo Game (Do not click on any other games), 
Play together, Take turns, Play until I call you. 

 



1) The remainder of the campers will work on the Antarctica sheet for 
their final project which they will be able to complete and take 
home on the last day.  Ask the campers to recall what the weather 
was like in Antarctica, can they draw snow in their picture? Make 
sure to collect the pictures for the project on the last day. 

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. WONDER RED’S FUN –UN  
B. WONDER RED’S FOLLOW THE –UN  

 
 

7) Campers are sent home with their Mr. Sun craft activity 
 







Camper’s Name: ___________________ 
 

SUPER WHY & Around the World Adventure 
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: ___________________  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: 
 
 

 Word Flash Cards:  bun, run, sun, fun 
 
 



Camper’s Name: ___________________ 
 

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 c-ake, 
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  

___ bun ___bl-    -un  
___ run ___ r-   -un  
___ sun ___ s-    -un  
___ fun ___ f-  -un  
   
 
[INTERVIEWER] Great word reading. 



bun fun 

run sun 



 



Wonder Red’s Fun -un
Pick the letter or letters that will make each word match the picture in its box.

Write the letter or letters in the blanks to complete the word.

Cross out each letter in the box once you have used it.
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un un

unun



Wonder Red’s Follow the -un

Funding provided by The Corporation for Public Broadcasting

The PBS KIDS logo is a registered mark of PBS and is used with permission.
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Circle the un word in each line.

Then connect all of the un words so Wonder Red can follow the un sounds to Sophie!

sun  take  ball  hat  sit

sat  run  best  flew  dip

bank  bun  tall  cab  bake

cake  can  fun  pink  dog

chick  pop  bit  run  saw  heat

junk  sky sun wall  string

cow  clip  fun  train  rain

ran  mall  rake  sun  mail

nail  spell  call  map  run
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