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

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

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

 
WHAT YOU NEED 

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

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

 Picture of Super Why  
 Glue 
 Construction paper 
 Marker 
 Shoe box 
 Scissors 

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

 
SET-UP FOR ACTIVITY 

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

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



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

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

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

 
 

ACTIVITY INSTRUCTIONS 
 

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

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

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

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

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

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

are complete.  



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

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

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

 
DEMONSTRATE 

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



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

 

 
 
 
 
 



SUPER LETTERS 
 
GOALS:  WHAT CAMPERS WILL LEARN   

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

 
WHAT YOU NEED 

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

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

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

applies to this activity 
 

ACTIVITY INSTRUCTIONS 
 

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

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

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

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



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

 
 

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

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

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

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



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

 

 
 
 
 
 
 
 
 



11:00-11:20 FREE PLAY OUTSIDE 
 

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

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