
10:30-11:00  ALL ABOARD THE LETTER-SOUND 
TRAIN AND FIND SUPER LETTERS 

 
GOALS:  WHAT CAMPERS WILL LEARN  

 To use all three letter skills:  Sound production, letter identification, 
and finding a word that starts with that letter sound for s, u. n (and if 
time and skill level permits – m, a, p, f, o, g) 

 To use imaginative play and movement while practicing reading 
skills. 

 
 WHAT YOU NEED 

 Letter Cards of s, u, n (and if time and skill level permits - m, a, p,) 
 A large space (outdoors or in a gym work best) 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

 Have campers spread out in the instructional space, arms width 
apart 

 Have letter cards s, u, n (and if time and skill level permits – m, a, p, 
f, o, g,) accessible 

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

 
ACTIVITY INSTRUCTIONS 
 

1) Have all campers create a “train” by standing in a line and holding 
onto the shoulders of the person in front of them.   The train starts 
out in the continent of North America (let them know that’s where 
they live).  Discuss what the environment is like there and what 
animals live there based on the episode. The first camper is the 
leader/the engine who will get to call out the sound. 

2) The Instructor will show the leader a letter on a letter card.  The 
leader will shout out this letter SOUND and begin to move forward. 

3) Campers will follow the leader (being careful not to break the train) 
and take turns in the order of the train, calling out words that begin 
with that letter. 

4) After all campers had a chance to call out a word, the teacher 
shouts “STOP” and then “ALL ABOARD FOR ____________” and 
names a different continent from the episode.  This is when the 
leader moves to the back of the line as the caboose and a new 



leader takes his place (the person behind him/her).  This continues 
until everyone has a turn (time permitting). 

Try to get every camper to think of a word beginning with the letter sound 
that the leader calls out. 
 
DEMONSTRATE 
 

Script: 
Instructor:  In the book, The Magical Around the World 
Adventure, The Super Readers and Mr. Wigglesbottom get to 
travel the world.  Today we are going to go on an imaginary 
trip around the world. We’ll get to visit different continents, - 
Asia, Africa, Australia, South America… 
 
Who’s ready for an AROUND THE WORLD ADVENTURE? 
Campers:  WE ARE! 
Instructor:  First we need to make a train…a Letter-Sound 
Train.  Instructor lines children up and has them hold onto the 
shoulders of the child in front of them. 
 
Instructor:  When you are in the front of the train, you are the 
leader.  The leader has an important job.  He/she must look at 
the letter that I show him/her, call out its sound really loud, 
and then begin to move and lead the train all around.  The 
leader can go fast or slow.   
 
After you hear the leader call out a letter sound, the rest of 
you must think of a word that starts with that sound and call it 
out really loud for all of us to hear.  We will go in order all the 
way down to the caboose, the last child on our train. 
 
Ready readers!  We all live in North America, that’s we are 
starting out.  We are going to travel to South America first.  
That is where the Super Readers met a monkey in the jungle! 
ALL ABOARD FOR SOUTH AMERICA!   
 
Show leader the first letter.  Leader calls out its sound and 
begins to move.  The rest of the campers (behind the leader) 
take a turn, in order, calling out a word that starts with that 
letter. 
 
Instructor:  STOP!  SWITCH!  ALL ABOARD FOR ASIA!  Leader 
moves to the back.  Instructor shows the new leader a letter, 



that leader calls out the sound.   This continues until all 
campers get a turn being the leader. 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



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, 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:  The SUPER READERS are always searching for the 
Sophie the seal and something else inside the book.  On the 
count of three let’s shout out what they are looking for. All 
together…..1, 2, 3! 
Campers:  The SUPER LETTERS!  



Instructor:  Super Letters!  And we put them in our…Super 
Duper Computer.  Here is the SUPER DUPER COMPUTER 
board! 

  (Point out the board) 
Instructor:  We are looking for how many super letters? 
Campers: 3! 
Instructor: Three.  Let’s count. Count to 3 and draw the hash 
marks on the board as you all count together.  Oh my peas! 
Six, we are looking for three Super Letters.    
Instructor:  Who can remember what the SUPER LETTERS are 
that give us the Super Story Answer? 
Campers:  M, a, p (don’t worry if they are not in the correct 
order.) 
Instructor:  Who can remember the SUPER STORY ANSWER 
that the SUPER LETTERS spell? 
Campers:  Map!  
Instructor:  Let’s find the Super Letters again and see what 
they spell.   And then we will know how the Super Readers 
can figure out where there computer friend lives! 

 
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:  Look we found all of our Super Letters and put 
them all in our…SUPER DUPER COMPUTER.  And look we got 
our answer to how the Super Readers can figure out where 
there computer friend lives. What Word is our Super Story 
Answer? 
Campers: Map 
Instructor: It’s the word map. Read the letters with me:  m-a-p 

 
NOTE:  Instructor should point to each letter as it is said. 
 



Instructor:  Have you ever had to search for a missing toy or a 
person. 
Campers:  (Give them a simple example about not being 
able to find your dog or searching for a special toy, or playing 
hide-and-seek.) 
Instructor:  How did you find what you were looking for?  Do 
you think a map could have helped you?  Could you draw a 
map of your home or your street or your school? 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



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