
10:55-11:25  AROUND THE WORLD ADVENTURE 
PUZZLE ACTIVITY 

 
GOALS:  WHAT CAMPERS WILL LEARN 

 To use letters in a creative project 
 To make a special keepsake so campers and their guests 

remember reading camp and their literacy work together. 
 
WHAT YOU NEED 

 Poster board large enough to fit the entire world map (1 piece per 
child) 

 Foam Letters M-A-P and for each child’s name (or printable letter 
squares) 

 Colored continent pages  
 Glue sticks 
 Animal pictures or stickers-moose, monkey, panda, camel, 

kangaroo, penguin 
 INSTRUCTOR’S ACTIVITY INSTRUCTIONS & SCRIPT 

 
SET-UP FOR ACTIVITY 

 Seat campers/guests around the tables 
 Make sure glue sticks and foam letters easily accessible to 

participants 
 Pass out continent coloring pages from previous days – be sure they 

are all cut out so they fit together like a puzzle 
 Pass out animal pictures or stickers 
 Complete a model map 

 
DEMONSTRATION 

Demonstrate to the campers and the guests how to piece their 
continents together.   
Instructor: All week we have been exploring the world with Super 
Why on an Around the World Adventure.  Each day we have 
colored in part of the world.  Today we are going to put all the 
parts or continents of our world together to make a picture of 
the world!  What’s another name for a picture of the world? 
Campers:  MAP 
Instructor:  A MAP!  You’re out of this world!  Guests, help your 
campers cut out each piece of the puzzle.  Then put the pieces 
together just like a puzzle.  When you are done, your map should 
look like this.  Hold up a completed map.   



While traveling the world in search for Sophie the seal, the Super 
Readers saw many different animals.  Who can remember some 
of them? 
Campers:  (Elicit answers) Moose, penguin, camel, kangaroo, 
monkey, panda 
Instructor:  Super remembering Super Readers!  We are going to 
add these animals to our maps.  Show and discuss where each 
animal lives using your completed map. 
  

Moose – North America 
 Monkey – South America 
 Panda – Asia 
 Camel – Africa 
 Kangaroo – Australian 
 Penguin – Antarctica 
 
 
When all of your animals are on your map, you can use felt 
letters to label your map with super letters m-a-p!  Put these 
letters at the top of your map.  You should also find the letters in 
your name and place them at the bottom of your map.  We 
want to make sure we all go home with our own maps!   

 
 

ACTIVITY INSTRUCTIONS 
 

1) Campers and guests piece the continents together and glue 
them onto poster board to form a map of the world 

2) Both the guest and camper place animals in correct continents 
on the map. 

3) Campers find letters m-a-p and glue to the top of their maps.  
Campers also find the letters in their names and glue to the 
bottom of the maps.   

 
COMPUTER GAME 
 
If campers finish the activity early, send 2-3 children at a time to use the 
Super Why computer game. Make sure campers restart the game to start 
from the beginning each time. Check off their names from the list of 
children so that as many children as possible get to use the computer 
game today.  

 



If necessary, remind children of the rules; Only play this Super 
Why Storybook Creator 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. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



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:  Let’s explain the Super Duper Computer and Super 
Letters and what we do with them. 
Instructor and/or Camper(s): When we jump into a book on 
SUPER WHY, we find the Super Letters and put them into our 
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:  Super Job! 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 the Super Readers figure out where a 
place is that is surrounded by water and has kangaroos live 
so that they can figure out where their computer friend lives? 
Instructor: We need to write the answer in our…Super Duper 
Computer. 
Instructor:  Here is the SUPER DUPER COMPUTER board! 
(Point out the board) 
 Instructor and/or Camper(s): How many Super Letters do we 
need?  Let’s count.  Count to 3 along with everyone 
Three, we are looking for THREE Super Letters. Right on 
Readers!  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 to figure out where our 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 dry erase 
board. 
 

“We found all of our Super Letters.  Now we can get our Super Story 
Answer.”  Now that all the SUPER LETTERS are found, the SUPER 
STORY ANSWER can be discussed. 

 



And we’ll know how to find a place that is surrounded by water and 
has kangaroos so that we can find our computer friend! 

 
Instructor:  Look, the SUPER DUPER COMPUTER gave us the 
SUPER STORY ANSWER!   Read the letters with me:  m-a-p 
NOTE:  Instructor should point to each letter as it is said. 
Instructor:  The SUPER STORY ANSWER is …….. 
Campers: m-a-p.    
Instructor: That’s right, map, but why? 
Campers:  Because, Wigglesbottom had a picture of Sophie 
with penguins and ice, but he needed a picture of the world, 
or a map, to show him where he could find Sophie. 
Instructor:  It’s true.  Wigglesbottom used a map to find a 
place with ice and penguins so that he could find his friend 
Sophie. So how can the Super Readers figure out where their 
computer friend lives?   
Campers:  Look on a map! 
Instructor:  Yes, if the Super Readers look on a map, they will 
find a place that is surrounded by water and has kangaroos 
and then they will figure out where their computer friend lives! 

 


