READING CAMP DAY 2
WonderRed—Word Day!

Please note, thisisthe suggested schedule forthe day,based on previous
reading camps. The daily schedule canbe modified based on your
estimatesofhow long chidren willbe engaged in individual ac tivitie s and
yourcampers previousexperence with SUPER WHY Reading Camps.

Also note thatthe online WonderRed Rhyme and Rollshould be loaded
and available forchildren to play throughoutthe camp day. You willplay
ittogetherasa classasdescrnbed below and thencamperscan playin
smallgroupsof2-3 afterthey have completed an activity orwhile they
are waiting to be assessed. Campersare notto play the computergames
in place of anotherac tivity.

8:30-8:40

8:40-9:05

9:05-9:15

9:15-9:45

9:45-10:00

INTRODUCTION AND REVIEW OF PREVIO US DAY’S MA'TERIAL
Campersare re-introduced to each otherand to the
teacher,introduced to the days activities, and provided with

a review ofthe camp rulesand the contentleamed on Day
1.

SUPER WHY & HANSELAND GREIEL: A HEALITHY ADVENTURE
VIEWING

Camperswatch the same fullepisode to promote mastery of
the SUPER WHY series and the literacy skillsit teac hes. They
transform into WonderRedsto activate theirimaginations
and getready to play thyming/decoding ac tivitie s.

CIASS COMPUIER TME
Campersparticipate in playing the online WonderRed
Rhyme and Rollgame asa whole class. With the whole class

helping and calling out,eachcampergetsa tum playing
WonderRed Rhyme and Roll

BAKE A FAKE CAKE CRAFT

Camperscreate and —ake cake using papercandles with —
ake word family wordson them. Campersreinforce the —ake
word family by drawing in picturesofthe —ake wordsoneach
candle.

SNACK



10:00-10:30

10:30-11:00

PASS THE PEPPER

Camperswilpassarmund a pepperto the WonderRed
“Word Power” Song. When the music stopsthey mustread
an -ake family word.

AILACROSS THE - AKETAKE AND FINDING SUPER IETIERS

Using a jump rope to representan —ake lake,campershave
to throw in —ake word family wordsto stop the wavesso they
canwalkoverorunderthe lake and through the woods to
the witc h’s house Following the activity, children willsearc h
the mom forSuperletters and disc ussthe SuperStory Answers

11:00 -11:20 FREE PIAY O UTSIDE

11:20-11:40

and

11:40-12:00

EXTENDED IEARNING
Campers wilsing the signature WonderRed Rhyming Song

play the WonderRead game to leam to read/decode
(sound out) ~AKEfamily words

WRAP UP, COMPUIER GAME, COIORING ACTIVILY, AND
ASSESSMENT (IF USING A SSESSM ENTS)

Campersreview and are assessed on ability to sound out —
AKE words (Fusing assessments)and leam and sing the HIP
HIP HOORAY song to celebrate whatthey have leamed that
day.



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 PREVIO US DAY’S MATERIAL

Storybrook Village Name Thgsforeachcamper(same asfrom
previousday)

The Syllabi(In c umic ulum)

A list of rule s (Brainstorm with campers—see cumic ulum forideas)
ATPHABETSONG (on we bsite )

IetterCardsto be used forreview -b, f, h, ¢, a, r, o, t (PDF - print
and cut)

INSTRUC TOR' S ACTIVITY INSTRUC TIO NS & SC RIPT(In ¢ urric ulum)

SUPER WHY &HANSELAND GREIEL: A HEALTHY ADVENTURE VIEWING

Hanseland Gretel: A Healthy Adventure episode (on website)
Computerto view episode of Hanseland Gretel: A Healthy
Adventure episode

INSIRUCTOR' S ACTIVITY INSTRUC TIO NS & SC RIPT (In ¢ urric ulum)

TRANSFORM INTO SUPERHERO ES

WonderRed Mask (PDF - print and cut)

Sc isso 13

Hole Puncher

String

WonderRed’s —-AKEWord Family Song (on we b site )

INSTRUC TOR' S ACTIVITY INSTRUC TIO NS & SC RIPT(In ¢ urric ulum)

WONDER RED RHYME N’ ROILCOMPUIER GAME

Computerset WonderRed Rhyme N’ Rollgame on
http://pbskids.org/superwhy. Thisgame should be loaded before
the day begins

Mo use

Listofcampersto trackwho hasused the computerthroughout
the day

INSIRUCTOR' S ACTIVITY INSTRUC TIO NS & SC RIPT (In ¢ urric ulum)

BAKE A FAKE “AKE’ CAKE CRAFT



Printable —ake candles (PDF - print and cut)

Printable blackline cake (PDF - print)

Crayonsand ormarkers

—-ake word cards (PDF - print and c ut)

Foam lowercase letters(enough forallkids, specifically, b, c, |,
sn, and 1)

Glitter

Glue

INSIRUCTOR' S ACTIVITY INSTRUC TIO NS AND SCRIPT (In ¢ urric ulum)

PASS THE PEPPER GAME

WonderRed Word PowerSong (on website)

Ared orgreen pepper

—ake family word cards (PDF - print and cut)

INSTRUC TOR' S ACTIVITY INSTRUC TIO NS AND SC RIPT(In ¢ urric ulum)

AILACROSS THE AKE IAKE

Blue orGreen streamersornbbon

—ake and non —ake family word cards House, Healthy, Canot,
Witc h, Hansel, Gretel, Milk, Adve nture, Woods, Energy (PDF —

print and cut)

Pic ture of witc h (PDF — Print)

INSIRUCTOR' S ACTIVITY INSTRUC TIO NS & SC RIPT(In ¢ urric ulum)

SUPER IETTERS

Dry erase orBlackboard with NO hash marks wrtten on it (Hash
marks wilbe written on the board asthe Superlettersand Super
DuperComputerare explained.)

Dry Erase MarkerorChalk

Superletters (PDF - print and c ut)

INSIRUCTOR S ACTIVITY INSTIRUC TIO NS & SC RIPT (In ¢ urric ulum)

EXTENDED IFARNING

—AKEFamily word cards (PDF - print and cut)

WONDER WORDSBasketortrash can

Dry Erase orBlackboard

Dry Erase MarkerorChalk

Ma ke rs

WonderRed — Rhyming Song(-AKE) (on we b site )
INSIRUCTOR' S ACTIVITY INSTRUC TIO NS & SC RIPT (In ¢ urric ulum)



WRAPUP, COMPUIER GAME, COIORING ACTIVITY AND ASSESSMENT (IF
USING A SSESSM EN'TS)

e -AKEWord Cards (PDF-print and cut)

e Colorng Pages (PDF- print)

e HIP HIPHOORAY song (on website)

e Assessment tool (I using assessments) (PDF— print)

e Computer setto WonderRed Rhyme N’ Roll

e Thke-home work (PDF - print)




8:30-8:40 INTRO DUCTION

GOAILS: WHATCAMPERS WILLIEARN
e T make campersfeelwelcome and comfortable.
e T familarnze camperswith expectationsand to excite campers
forthe activitiesofthe day and week.
e T cleardy understand RUIESofthe camp.

WHATYO U NEED
e StorybrookVilage Name Tagsfilled outforeach child
o Alstofrules
e Imagesofeach SuperReader
¢ INSIRUCTOR SACTIVIIY INSIRUC TIO NS & SCRIPT

SETUP FOR ACTIVITY
e Amange chidren seated in a semi-circle with instructorasfocus
e StorybrookVillage ID Cardsready to be attached to campers
e Know the activitiesofthe day and the weekto be ready to tell
campers
e Find partin INSIRUCTOR S ACTIVITY INSIRUC TIONS & SCRIPTthat
appliesto this ac tivity.

ACTIVITY INSTRUC IO NS
e Ihstructoraskseach child to mtroduce him orherself to the class.

e Instructoraskscampersaboutthe SUPER WHY seres, and
explains the SUPER WHY Reading Camp and whatcamperscan
expectthroughoutthe rest ofthe week

Ty to getasmanycampersto tellyou the answersaspossible.
Script:

Instructor: severybody ready? What show is this? (Show
image of SUPER WHYIOGO)

Campers: SUPER WHY

Superdob! Yes, this is the show SUPER WHY!

Instructor: Isthere anyone thatdoesnot know SUPER WHY?
(PAUSE) let’'s have the campers who know the show help
teach the campers who do not know the show about SUPER
WHY! What c hannelis SUPER WHY on?



Campers: PBSKids (Make sure you know the numb e r PBS KIDS
ISON IN YO UR MARKEI)

Instructor: Yes,ittson PBSKids Channel . Iet'stalk
aboutthe characters.

Iet’'ssee, who is on the show SUPER WHY? (PAUSE)

Who is this? (SHOW AIPHA PIG.)

Campers: Alpha Pig

Instructor: Yes, thisis Alpha Pig. And what Powerdoes Alpha
Pig have?

Campers: Alphabet Power, build letters...

Instructor: Yes! Alpha Pig has Alphabet Power! He builds
lettersand can follow the alphabet.

Instructor: And who is this? (SHOW WO NDER RED)

Campers: WonderRed

Ihstructor: And whatpowerdoes WonderRed have?
Campers: Word Power! Rhyming! Word Familes...

Instructor: Wondemnific! You are Te mrific! WonderRed has Word
Power,she canread words, and she can change word family
words to save the day.

Instructor: And who is this? (SHOW PRINC ESS PRESIO )
Campers: Princ e ss Pre sto

Instructor: Yes, Princess Presto, and what powerdoesPrincess
Pre sto have?

Campers: Spelling Power!

Instructor: You gotit! Speling Power, Princess Presto can spell
and write wordsto help save the day!

Instruc tor: And finally, who is this? (SHOW SUPER WHY)
Campers: Super Why!

Yes! Super Why, and what powerdoes Super Why have?
Campers: The Powerto Read.

Instructor: Superdob, SuperReaders! Super Why has the
Powerto Read, he changeswordsin sentencesto save the
day! Those are the main c haractersin SUPER WHY - together
and with yourhelp they are the SuperReaders! We are all
going to geta chance to be SuperReadersthisweek.

Tdayisallaboutthe show “SUPER WHY & Hanseland Gretel
A He althy Adventure.” We are going to watch thisepisode of
SUPER WHY everyday in the moming. Afterwe watch, we are
going to play games from the show. Watching SUPER WHY
and playing the SUPER WHY games willhelp youbecome
betterreaders.



One more thing before we start. oday you willget to
transform into one ofthe SuperReadercharactersand play
gamesasthatcharacter.

Thday we are going to become Alpha Pig and leam the
namesofthe lettersb,fand h and more!

e Instructordoesa quick brainstorm disc ussion with campers
to generate a listofcamp rules. Make sure the basic rules
are allide ntified.

1) Raise yourhand to speak (No calling out).

2) Listen while others are sharng.

3) Don’ttouch anyofyour“supplies” (ac tivity
manipulatives) untildirected to by instruc tor.

4) Have fun!



b f h ¢ a






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 & “Hanseland Gretel: A
He althy Adve nture” VIEWING

GOAILS: WHATCAMPERS WILLIEARN
e T familarze campers with the SUPER WHY Se rie s
e T talkaboutthe show and be sure thatcomprehension is
attained.

WHATYO U NEED
e Computerwith intemetconnection
e Hanseland Gretel: A Healthy Adventure episode
¢ INSIRUCTOR SACTIVITY INSIRUC TIO NS & SCRIPT

SETUP FORACTIVITY
e Ioad the episode page from the website in advance.
e Amange campersina semi-circle so thateach hasa clearview
ofthe computerscreen
e Find partin INSIRUCTOR' S ACTIVIIY INSTRUC TIO NS & SCRIPTthat
appliesto thislesson

ACTIVIIY INSTRUCTIONS
1) Instructorshould provide verbalintro duc tion to the show.

Script:

Instructorr Rememberthe show we watched yesterday?
Whatwasitcalled?

Campers: SUPER WHY

Instruc tors: Who were the main charactersofthe show?
Campers: The SUPER READERS.

Instructors: Doesanyone rememberwhatbooktheyjumped
into ?

Campers: Hanseland Gretel, A Healthy Adventure!
Instructorr Wondenific! letswatchitagain. Tbday we are
going to be WonderRed!.

2) Watchepisode

3) AfterViewing: Ask questionsaboutthe episode to start
conversation.

Ty to getasmanycampersto tellyou the answersaspossible:



o

o o0

Who isyourfavorte SuperReader?

. Whathappened to Red while she was playing with her

friend s?

. Why did she feelso tired?

Did someone else have the same problem asRed? Who?

. Why did the witch feelso tired?

Whatdid Red need to do to feelbetter?



TRANSFO RM INTO SUPERHERO ES

GOAILS: WHATCAMPERS WILLIEARN

™ activate campers imaginationsand make them part ofthe
leaming adventure.

WHATYO U NEED

WonderRed Mask (PDF)

Sc isso 1s

Hole Puncher

String

WonderRed’s -AKEWord Family Song
INSTRUC'TOR' S ACTIVITY INSTRUC TIO NS & SC RIPT

SET- UP FORACTIVIIY

Have campersstand in a circle with the instructorsleading “amms
]'n.”

Put to getherthe masks

Have propscutoutand ready forthe children to wear

Find part in INSIRUCTOR SACTIVITY INSTRUC TIO NS & SCRIPTthat

appliesto this ac tivity.

ACTIVIIY INSTRUCTIONS

1) Follow the scriptbelow to help campers transform into “WONDER
RED” just asin the SUPER WHY e pisode they just watc hed.

Script:

Instructor: Tbday is WONDER RED DAY!!! In the show Wonder
Red wasone ofthe SuperReaders. Doesanyone know what
WonderRed’s SuperPoweris? (PAUSEforcampersto answer
que stion) WONDER RED with WORD POWER! WonderRed
canread wordsand thyme! We are allgoing to be Wonder
Red today...with Word Power. It's time to thyme!!

[Disc uss thyme s/ word families] Who can tellme, whatisa
thyme? What word thyme s with tall? [Elic it many answe 15]
What word thyme s with bat? [Elicit many answe rs]

Red ate a lotofunhealthy food and thatmade herfeelvery
tied. Who can tellme, whatdo you think Red could have
ate thathad so much sugarinitthatit made herso tired?

(Probe forcake). She might have had cake too.



Cake isan —-ake word (show the word family card —ake) and
who can tellme, what le tteris this? (Show the letterc) c!
That's right! What sound the letterc make? (Probe for/c/)
Right,/c/ /c¢/ /c/. So whatword doesitmake if Iputtogether
c -/c//c/ and —ake? C....ake c....ake —cake! Cake isan ake
word!

Who can tellme otherwordsthat thyme with cake? (probe
forbake, lake, rake, snake), write them down on the board as
chidren say them). Rightthese are allake words! (IF BAKE,
IATE SNAKEorIAKEwere notcalled out, please breakdown
the wordsinto initialle ttersound and word family and review
with children asin cake above).

Ilet'slisten to WonderRed sing about some —ake words! [PLAY
SONG]

Okay, SuperReaderslet’'s TRANSFORM and change into
WONDERRED. Ready? Ready!

2) Teacherand assistant help campers put on masks.
Script c o ntinue s:
Instructor: “Everyone stand up and put youram in...Put your
am in! (Everyone should be standing in a circle with their
am in.) WonderRed...to the Rescue!” (Everyone raises their
amm in unison, asin the episode)

3) Make sure to collectthe props. These wilneed to be saved forDay
5 when the camperswillchoose who they want to transform into.






9:05-9:15 WONDER RED RHYME N’ ROIL.C O MPUTER

GAME

GOAILS: WHATCAMPERS WILLIEARN

T use technology to enhance leaming and reinforce word
family and decoding skills

WHATYO U NEED

Computersetto WonderRed Rhyme N’ Rollgame on
http://pbskids.org/superwhy. This game should be loaded before
the day begins

Mo use

Listofcampersto trackwho hasused the computerthroughout
the day

INSTRUCTOR' SACTIVITY INSTRUC TIO NS & SC RIPT

SET-UP FORACTIVIIY

Make sure the computerisplaced on a table orchairthatis high
enough forthe chidren to allsee the screen

Have camperssitin a circle around the computer

Have computerset up to the WonderRed Rhyme N’ Rollgame —
medium levelforlowercase letters.

™ load, go to http://pbskids.org/superwhy. Clickon Gameson
the Ieft side ofthe screen. Scrollthrough the gamesand clickon
WonderRed Rhyme N’ Roll

Find part in INSIRUCTOR SACTIVITY INSTRUC TIO NS & SCRIPTthat
appliesto this ac tivity.

ACTIVITY INSTRUCTIONS
Demonstrate computergame: Have children sit around the computer
so thatthey can see and interact with the computerasthey do with
the television screen. Fpossble, move the computerscreen up high
enough forallchildren to see.

Instructor:

Tdayyouare also going to be able to take tums playing a
WonderRed computergame! We are going to play it here,
right now, together. Then throrughoutourcamp day when I
tellyou, you wilbe allowed to go to the computerand play
thisgame in smallgroups.

Demonstrate the Game 'Thisis the WonderRed Rhyme N’ RollL
Iet'slisten and WonderRed wiltelluswhatto do (Listen to



the Game Intro). Oh, we need to help WonderRed skate
through the woodsand getto Grandma’shouse! OK does
everyone know how to play? Whatdo we have to do?
WonderRed isgoing to say a word family. Listen to the word
and then skate to allofthe wordsthatrthyme with it! OK
WonderRed is asking usto find words that thyme with (FILLIN
WORD FAMILY). Does (FILIN WORD) thyme with (FILLIN
WORD FAMILY)? Great!

Class participation Everyone willgeta tum to come up and
use the mouse to move WonderRed to a thyming word. But
everyone should play along every time. Iwillcallon one of
you. Youcome up and togetherwith the classchoose the
word that thymes with the word family WonderRed hasto
follow. When WonderRed is teling us which word family we
need everyone hasto listenorelse we won’t know which
thyming words she needs.

Calloncampersone by one to take a tum using the mouse
to pickthe comectword untileveryone hashad a chance to
play. Make sure thateveryone getsa tum to use the mouse.
The camperwith the mouse should encourage the other
campersto help them by calling out where the letteris.

Afterthe game isplayed and before moving on to the next ac tivity,
explain the rules forplaying during the day, inc luding:

Only play this WonderRed Rhyme N’ Rollgame (Do notclick
on any othergames), Play together, Take tums, Play untilIcal
you and itistime forthe next activity. There willbe a
computergame everyday and everyone wilhave a chance
to play. Fyouhaven’thad a chance and youwantto,be
sure to telme and we wilmake sure you geta tum.

Throughout the day, allow children who are waiting forthe
next activity orwaiting to be assessed to go play the
computergame in groupsof2-3campers. DO NOTallow
campersto playon the computerinstead of participating in
the activities provided in the c umc ulum.

TRANSITION INSTRUC TIONS:

To transition into the next activity, calleach camperand askthem to say
an-ake word. Probe them by asking them to think o f some thing that
thymes with cake. Then they can sitattheirtable. Continue untilallof the



children are seated.



9:15-9:45 BAKEA FAKE “AKE’ CAKE CRAFT

GOAILs: WHATCAMPERS WILLIEARN

™ leam to read —ake family words
™ leam that words from the same family thyme
T create an —ake craftto take home

WHATYO U NEED:

Printable —ake candles(pdf)

e Printable blackline cake (pdf)

¢ Crayonsand ormarkers

e -ake word cands

e Foamlettersb,c,s, n,L r, make sure there are enough for
everycamperto geta fullset (forlevelone only)

o Gltter

e Glue

e INSIRUCTOR SACTIVIIY INSIRUC TIO NS AND SC RIPT

SETUP FORACTIVITY

e Printoutand cutoutenoughlettercandlesforeach child

and place them ateachchild’sseat
o levell: With empty flames
o level2: With lettersalleady in flames

e Printoutenoughcakesforeach chid (make sure there are
e xtra s)

e Putcommunity coloring supplies, glitterand glue oneach
table

e Have kidsseated atthe table

¢ Find partin INSIRUCTOR S ACTIVITY INSTRUC TIO NS AND SC RIPT
THATAPPLIES TO THIS ACTIVITY

ACTIVIIY INSTRUCTIONS:
1) Scrpt

Instructor: (Hold up ake word family card) Who can tellme
wha't this says?
Campers: -ake
Instruc torr Wondeniffic! You are Temiffic ! This says ake!

Now what letteris this? (Hold up the letterc)
Campers: “c”
Instructor: Great! And, whatsound doesa ¢ make?
Getas many kids as possible to answereven if you have to
ask the same question several times.

Campers:/c/ /c/



2)

Instructor “C” makesthe sound /c/ like in carmot. Now let’s
putthem alltogether. C ....ake sayswhat?

Campers: CAKE

Instructor: Iet’'ssee, what letteris this? (Show the letterb) What
sound doesthe b make? (Probe for/b/ if kidsdon’t know) So
whathappensif Iputthe b nextto, whatdoesthissay? (Show
the —ake card) Oh right, ake. B....ake, whatdoesthissay? (Probe
forbake)

Instructor: Well, today we are going to (show the cardsforbake
and probe forkidsto read aloud with you) MAKEa (show the
cardsforcake and probe forkidsto read aloud with you) CAKHE,
Hey! These wordsrhyme! Make, and Cake are both ake words!

But this CAKEisn’t going to be real, it'sgoing to be FAKE, hey!
That'san —ake word too!

We are going to make a FAKE(show the cardsforcake and
probe the kidsto read aloud) CAKEby decorating it with —ake
word candlesand drawing picturesofwords that thyme with
cake!

DEMO NSTRA'TE
Cleardy demonstrate how the campersare to make theirake
cakes.

Ievell: Have the campersfind a letterand then putittogether
with an —ake candle to make an ake word. (Use candles with
le tte rs missing from flames). Once the campergluesthe candle

on the cake,theyare rewarded by drawing a pic ture ofthe new
word.

Sc rip t:

Instructor: OK everybody ready to make a fake cake? 'Thisis
how we are going to do it. Iam going to say a letter, ike b. Now
IThave to find the letterb. Whatsound doesthe b make?
[CAMPERS: /b/] The b makesthe sound /b/! Now Iam going to
glue the b on the flame ofthe ake candle and whatword do
we have? B...ake b....ake bake! So Iam going to glue on my
bake candle onto mycake! Now Igetto draw a picture of
something baking in the circle underthe bake candle!

Continue with the lettersc,r, sn,and L Rememberto firstaskfor



the campersto find the initialle tte r, id e ntify the le tte s so und
and then combine the first le tter with —ake to form a new word.
Ik wilbe importantto do thisforeachletterin orderto reinforce
the word family skill.

Ievel2: Have the campersfind candlesby reading the whole
word on the candle (use candles with the flamesfilled in, so they
are fulwords). Once the campergluesthe candle on the cake,
they are ewarded by drawing a picture ofthe new word.
Continue with the wordscake, rake, snake, and lake.

Sc rip t:

Instructor: OK everybody ready to make a fake cake? Iam
going to say a word, like bake, and you find the candle with the
word bake onit. Iet'ssee, thiscandle hasa b in the flame
whic h makesthe sound /b/ /b/ B...ake b....ake bake! Now Iam
going to glue on my bake candle onto mycake! Now Iget to
draw a picture ofsomething baking in the circle underthe bake
candle!

Continue with the wordscake, snake, rake, and lake. Askthe
campersto find the whole words without breaking them down at
first to practice whole word reading. fthey need additional
help,break down the word into firstletterand word family for
them.

3) Fnally the kidsgetto decorate the cake by coloring in and
g litte ring the ir FAKE C AKES.
4) Make sure each cake hasthe child’sname onitand isready to
send home atthe end ofthe day.
COMPUIER GAME

If stud e nts finish the activity eary, send 2-3 children at a time to use the
WonderRed computergame. Make sure campersrestart the game to
start from the beginning each time. Checkofftheirnames from the listof
chidren so thatasmany children aspossible get to use the computer
game today.

Fnecessary, emind children ofthe rules; only play WonderRed
Rhyme N’ Rollgame (Do notclickon any othergames), Play
together, Take tums, Play untiiIcallyou and it is time forthe



ne xt ac tivity.

DO NOTallow campersto play on the computerinstead of
participating in the activities provided in the ¢ umic ulum.
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10:00-10:30 PASS THE PEPPER GAME

GOAILS: WHATTHE CAMPERS WILLIEARN

e T be able to read the —ake words(bake, cake, lake, rake,
sna ke)

e T understand whatisa rhyme

¢ I understand that words from the same word family thyme

WHATYO U NEED
e WonderRed Word PowerSong
e Aredorgreenpepper
e -ake family word cards (PDF)
e INSIRUCTOR SACTVIITY INSIRUC TIO NS AND SC RIPT

SETUP ACTIVITY
¢ (Cue up WonderRed -Word PowerSong
e Have cardsready to go

e Have studentssitin a fullcircle, ready to play this“hot potato”

like game
e INSIRUCTOR S ACTIVITY INSIRUC TIO NS AND SC RIPT
ACTIVIIY INSTRUCTIONS
1) Script
Instruc tor:

Hey Reds, who canremember, whatisa word family?
Camper. F'sa group of words where allthe words rhyme.

Ihstructor: Great! And, what word family are we working on today?

Camper. The AKEFAMILY

Instructorr Wonderfic! You are tenific! Iet's see how many ake
wordsyou WonderRedscan remember.

(Solictasmany asyoucan and provide the rest showing them
visually on board orwith the cards.)

Wonderific! You are Tenific! let’'splay anotherrhyming game with

the —AKE family.
This game is called PASS THE PEPPER

2) DEMONSIRATE



3)

Instructor: Iam going to play a WonderRed song and you are
going to passthe pepperarmund the circle like this,it'sa HOT
pepper,so move it fast (like hot potato, demonstrate with the
assistant.) When the music stops whoeverisholding the
pepperhasto read the -ake word Ishow you and then tell
me a thyming word (with the word card)

Ievell: Have the studentsread the -ake word and say another
thyming word

Script:

Instructor: let’'s see. Thisis the letter Land the Lmakes the
sound /V and Iknow that thissays-ake, so thisword islake!
Anotherword that thymes with lake israke!

Ievel2: Have the studentsread the -ake word (without breaking it
down) and say a sentence with that word and anotherrhyming —
ake word.

Scrip t:

Instruc tor: This is the word lake! Afteryouread the word, tell
me a sentence with lake and anotherrhyming word, just a
short story with that word. So if the music stopsand Iread the
word lake. Ibrought my rake to the lake! Everyone should
have a different story to tell

Play the WonderRed song and pause aftera few moments. Show
the camperholding the peppera word card and askthem to read
the word. fthey need assistance, askthem forthe initialle tter
name, sound and then help them putthe whole word together.. ¥
the campergetsthe answerwrong, give them the initialletter
sound and remind them to putittogetherwith the —ake family.
Wo rk with the m untilthey have read the right word. Then ask the
camperto say a thyming word. Proficientreaders should then say a
sentence using the word and anotherrhyming —ake word, asin
Ievel2. Continue untilallcampershave had atleast one tum.






10:30-11:00 AILACROSS THE - AKEITAKE AND
FHNDING SUPER IETIERS

GOAL WHATTHE CAMPERS WIILIEARN

e ™ be able to use auditory and/orvisualdisc imination to decipher
between —ake family words and NON -ake family words
e I practice gross mo torskills

WHATYO U NEED

e Blue and/orGreen streamersorrnbbon
e Picture of 'The Witch
e -ake and non -ake family word cards
o Additionalwords from the Hanseland Gretelepisode: House,
Healthy, Camot, Witc h, Hansel, Gretel, Mik, Adventure,
Woods, Energy (PDF)
¢ INSIRUCTOR SACTIVIIY INSIRUC TIO NS & SCRIPT

SETUP FORACTIVITY

e Iayoutthe strramersorrbbon on the floorso thatthey form a
shape somewhatlooking like a lake (lay them nextto each otherso
thatitisbig enough thatkids wilhave to jump overit).

e Hang up the picture ofthe witc h next to one side ofthe pretend
lake

e Have the chiddren sitin a clusterwhile you explain the ac tivity to
the m

e Have —ake and non -ake family word cardsavailable

e Find the partin the ACTIVIIY INSIRUC TIONS AND SCRIPTthat applies
to this ac tivity

ACTIVITY INSTIRUCTIONS

1) Script
Instructor: When the SuperReadersmet Hanseland Gretel where
were they walking? (CAMPERS: In the woods!) That’'s right! They
were in the woods, let'stake a little walk through ourpretend
woodshere and bring the witch some healthy foods. (March
campersamund the mom and come to the “lake” setup, talk to
them about whatpretend healthy foodsthey are bringing) Oh



2)

3)

WonderReds! Iookwhat we have here! K'sa lake! Iake, hey! Iake
isan ake word!! We need to crossthislake to getto the Witch’s
house.

But thisisa very differentlake. See how wavy thislake is! (Have
assistant wave the streamersvery stongly). We can’t cross the lake
with allthose big waves! But the lake’s waveswillonly calm down if
we throw in an ake word!

DEMO NSTRA'TE:

Have the assistant waving the rope very strongly so it is impossible
to get through.

INSIRUCTOR: Thave three words here, (pick three words, only one
ake word) Ibetterfigure out which one isan ake word so Ican get
acrossthislake! OK Ineed a word thatendsin ake, this word
doesn’thave ake init(show card) letslook at thisword (show cake)
c and ake,/c/ake,cake! Hey! That'san -ake word! Tm going to
throw it into the lake (throw the word card onto the floorunderthe
rope, the wigglng/waving should stop) and look! The waves
calmed down, Ican go acrossthe lake now. Ithinkllgo overthis
lake (jump over) so Ican bring the witch my healthy snack, an.....
apple! [Pretend to bring an apple to the picture ofthe witc h].

Have each child take a tum picking an ake word out of from the
word set. Make sure thatthere isonly one ake word persetofcamrds
given to the student.

Ievell: Give each studentone ake word and one non ake word.
Help the studentread the word by asking what the initialle tte ris
and whatlettersound that makesand then combining it with the —
ake word family before the go through the lake

Ievel2: Give each studentone ake word and TWO non ake words.
Ask the studentto read the ake word, providing help where
needed)

Ievel3: Give each student one ake word and THREEnon ake
words. Ask the studentto read the ake word AND the non ake
wordsthatthey have in theirhands.

The campers should then jump overthe lake towardsthe witch and



tellthe classwhathealthy foodsthey are bringing her.

4) Play asmany timesasholdstheirinterest orthey show mastery of
the —ake wordsbeing shown.



SUPER 1ETIERS

GOAIS: WHATCAMPERS WILLIEARN
e T identify the purpose ofthe SUPER DUPER C O MPUIER
The lettersare puttogetherto make a word that re pre se nts
the answerto the proble m ide ntifie d in the HANSELAND
GREIEL, A HEALTHY ADVENTUREe pisode .

WHATYO U NEED
e Dryerase orBlackboard with NO hash marks written on it (Hash
marks wilbe written on the board asthe Superlettersand Super
DuperComputerare explained.)
e Dry Erase MarkerorChalk
e Superletters
e INSIRUCTOR SACTIVITY INSIRUC TIO NS & SCRIPT

SEIFUP FORACTIVIIY
e Camperssitin semi-circle around instructor
e SUPER DUPER Dry erase board should be cleady visible to
campers.
e Find partin INSIRUCTOR' S ACTIVIIY INSTRUC TIO NS & SCRIPTthat
appliesto this ac tivity

ACTIVITY INSIRUCTIONS

1) The assistantteachershould quietly and discreetly putthe HEA LT
HY SUPER IETIERS up somewhere thatthe camperswill find once
they begin theirsearch.

2) Instructorwilllead campersin a disc ussion that id e ntifie s:
a. the purpose ofthe SUPER LETIERS
b. the problem ofthe day
c. whatthe campersshould do if they find SUPER IETTERS
d. the numberoflettersthe campers wilneed to find

Ty to getasmanycampersto tellyou the answersaspossible:
3) Script:
Instructor: In the show we were looking forthe Witch’s house. What
else were they trying to find in that book?
Campers: Super Le tte s!
Instructor: Yes...In the show and yesterday we looked for
SUPER IETIERS just like the SUPER READERS! We are going to
do thatagain today. But, watch outbecause they are not



going to be in the same place asyesterday! The SUPER
IETIERS that we found yesterday were GREEN cormrec t?
Campers: No. They were RED!!!

Instruc tor: Did you say BLUE?

Campers: No they were RED!

Instructor: Oh, right, red. Once the SUPER READERS fo und the
RED SUPER IETTERS the y put the m into the garbage?
Campers: No, they put them in the SUPER DUPER C O MPUIER!
Instructor: Whatdoesthe SUPER DUPER COMPUIER do ?
Campers: Ecollectsallthe SUPER IETIERS. And it makesa
word. kEgivesusourSuperStory Answer.

Instructor: The SuperDuperComputercollec ts the lette rs.
And those lettersmake a word. That word isourSuperStory
Answer. What wasthe question that we had to find the
answerto?

Campers: How can Red getherenergy backso she canplay
again?

Instructor- How can Red getherenergy backso she canplay
again? We need to wrte the answerin our...SuperDuper
Computer. Here is o ur SUPER DUPER COMPUIER board! Pull
out the board.

Instructorr hday we are looking forthe same numberof
SUPER IETTERS as yesterday. Yesterday there were 7 SUPER
LETTERS.

Instructor: Tbday we are also looking for7 Superletters. Iet's
count. Dmw 4 hash manrks WITHO UT'C O UNTING the hash
markson the boand .

There, Imade 7 hash marks.

Campers: No there are only 4.

Instructor: Tknow Idrew 7 butlet'scountand check Count
and check Youare so smartIneed to add three more to
make seven. Add the hash mark. let'sallcount one more
time to make sure we have 7.

Keep youreyeson the look out for SUPER IETIERS! When you
see them, make sure to let me know. As we find the SUPER
IETIERS we will put them in the right place in the SUPER DUPER
COMPUTER. And when we have ouranswerwe willknow how
Red cangetherenergy backso she canplay again!

Campersshould ook forSuperletters. Hopefully, they willno tice them.
Fnot,promptdiscovery, say “Do you see any Superletters?” Once
they have acknowledged thatthey have found some ask, “What
lettersdid you find?”



Ty to getevery camperto identify the lettersthat were found.

Once the lettersare found and identified, have the campers who
possessthe letterscome to the front ofthe class. Askthe class“what
lettersdid they find?” and place them on the comecthash marks.

SUPER STO RY ANSWER DISCUSSION
SuperStory Answeriscomplete on the SUPER DUPER C O MPUTER d e mo
board

Instruc tor: Just like ye sterday the SUPER DUPER C O MPUIER is
giving us the SUPER STO RY ANSWER.

Instructor: Read the letters with me: H-E-A-I-TH-Y

NO'TE: Instructorshould pointto each letterasitissaid.
Instruc tor: What is the SuperStory Answer?

Campers: HEALTHY

Instruc torr WONDERRIFIC yo u’re TERRIFIC! The SUPER STO RY
ANSWER is... HEALIHY. What is the question we are trying to
answer?

Campers: How can Red getherenergy backso she canplay
again?

Instructor: So, why is HEALIHY the answe 1?

Campers: Because, both the Red and the Witch were eating
too much sugarand losing energy fast. They need to eat
healthy foodsinstead to gettheirenergy backso theycould
play.

Instructor: Yes,both Red and the Witch need to eata lot
more HEALTIHY foods.

Ihstruc tor:
Canyoutellme something healthy thatyou ate today?
Who can tellme why itisimportant to eat healthy
foods?
What are activitiesthat you need energy for?
Whatisyourfavorte sportto play?

TRANSITION INSTRUC TIO NS:
T transition into free play,callouta letter, A, K E C,R,S L Nand askthe
kids whose names start with thatletterto line up by the door.

































11:20-11:40 EXTENDED IEARNING

GOAILS: WHATCAMPERS WILLIEARN
e Tleamto read/decode (sound out) —~AKEFAMILY WORDS taught in
the SUPER WHY episode WonderRed Day.
e Iftime allowsand campersare ready, to identify the additional —
AKE family words.

WHATYO U NEED
e —AKEFamily word cards
WONDER WORDS Baske t
Dry Erase orBlackboard
Dry Erase MarkerorChalk
Ma ke rs
WonderRed — Rhyming Song(-AKE)
INSIRUCTOR' S ACTIVITY INSTRUC TIO NS & SC RIPT

SEI-UP FORACTIVIIY

Campersshould be sitting in se mi-c irc le

The RED RHYMING SONG should be ready to be played
-AKEword cardsshould be ready

Find part in INSIRUCTOR' S ACTIVIIY INSTRUC TIO NS & SCRIPTthat
applies to this ac tivity

ACTIVIIY INSTRUC TIO NS
1) Play the Red Rhyming song.
2) Scrpt:
Instructorr What -AKEwordsdid you hearin Red’ssong?
Campers: Bake, Cake, Iake, Rake, Snake

Instructor: Wondemific you are Te mific !



3) Have camperssing the Red Rhyming Song.

Instructor: 'stime to thyme! Iet’'s sing WONDER RED’ S
rhyming song together.

Campers: Ake, Snake, Cake
Wo nd e nific, you're te mific
Rake, Iake, Bake
Wo nd e nrific, you're te mific

“AI{E,"

a. Play the song and sing along with the music.

on

. Askcampersto sing without the music. Instructorcan help by

pointing to the wordson the board asthe camperssing. Or
the instructorcan askcampersto come up and point to the
wordsasthey sing. Asmany campersascan, should geta

tum.

c. Anotheroptionisto have the boyscome up and sing the
WonderRed song to everyone and then askthe gidsto come

up and sing. Oreach group caneach sing one verse
altematively.

d. Fcampersseem to have mastered the —_AKEwords in the
song, see if they can sing the —~AKErthyming song with diffe rent

—AKE family word s; FTAKE, RAKE, BRAKE...

4) Explain that we know the letternames, and thateach lettermakes
a different sound. Ileam how to make lettersounds, and blend

those soundstogetherto read a word.

Sc rip t:

Instruc torr My WONDER WO RDS BASKETis filled with word s
thatbelong to the —~AKEfamily. Iook, Iam going to put the —
AKEfamily words up here. Write the word r-ake, b-ake, and
c-ake onthe dry erase board. Keep the firstletterseparate

from the —ake until the whole word isread.
Instructor: Iet'sread the wordstogether. Point to the
r...whatletteris this? Whatsound doesanrmake.

Campers: ! mmr Kthe camperscan’tproduce the sound

modelit forthe m: .



Instructor: Now, let'sread thispartofthe word (model)
aaaaakkkkkkeeeee. Read it with me!

Campers: aaaaakkkkkkeeeee.

Instructor: Wondemnific! Now we are going to push the two
partsofthe word togetherand thenread them together.
Wnte the w next to the allso thatthe word isa seamlesswall
Instructor: Iet’'sread...... mmmraaaaaakkkkkkeee,
RAAKKKEEE. Now you try. What word is this?

Campers: mmmr, aaakkkkke e e, RAKE

NO'TE: Assessthateachcampercan do thisindividually
before moving on to the next word.

Instructor: Wond e mific, you are Te mific !!!!
Repeatthisprocedure forthe otherwords shown in the clip!
(BAKE, IAKE, CAKE, SNAKE).

5) Extend leaming ofthe —~AKEfamily by reading otherwordsthat
belong to the same family. Pullword cards from the basket and
wrte them on the board. Wordscovered willbe: FAKE, TAKE,
MAKE, FIAKE

NOTE: The procedure forFIAKE isa bitlonger...ID the Letters
Fand L..make theirsounds, blend them togetherto make

the initialconsonant blend sound Fl- and then blend the FI-
with the —AKE






11:40-12:00 WRAP UP, COMPUITER GAME,
COIORING ACTIVITY AND ASSESSMENT (IF USING
A SSESSM EN'TS)

GOAILS: WHATCAMPERS WILLIEARN
e T review whatwasleamed throughoutthe camp day, sounding
out words in the —~AKE Family
e B leam to sing the concluding song HIP HIP HO O RAY

WHATYO U NEED

e -AKEWord Cands
Colorng Pages
HIP HIP HOORAY song
Asse ssment tool (¥ using a sse ssme nts)
Computersetto WonderRed Rhyme N Roll
Thke-home work

SET-UP FORACTIVITY

Have ~AKEWord CardsorDemo Board ready to go
Have tablessetup with colornng sheetsand crayons
Have assessmenttoolready to go (If using assessments)
Have computersetto WonderRed Rhyme N’ Roll Game
Have take-home workready to go

ACTIVIIY INSTRUC TIO NS

1) Instructors willreview campers abilities to sound out ~AKE Family
Words. Each camperisassessed by instructoron theirability to read the
-AKE Family word s (i using a sse ssme nts)

2) COMPUTER G AME

While studentsare being assessed, send 2-3 children at a time to
use the WonderRed computergame. Make sure campersrestart
the game to start from the beginning each time. Checkoff their
names from the list of c hildren next to the computerso thatas
many children aspossible getto use the computergame today.

Fnecessary, emind children ofthe rules; only play WonderRed
Rhyme N’ RollGame (Do notclickon any othergames), Play
together, Take tums, Play untilIcall you.



3) The remainderofthe campersare given a coloring ac tivity to keep
them busy aseachcamperisassessed. Make sure to have each
camperwrnte hisorhername and collectthe pagesatthe end ofthe
day to nclude in the Healthy Foodsbookthe kids willput togetheron
Day 5.

4) Camperswillleam to sing the concluding HIP HIP HOORAY song

5) Clean up: Remove masksand save forDay 5,collectnametags

6) Campersare told thatthe nextday willbe PRINCESS PRESTO DAY
7) Campersare given “TAKEHOME’ ac tivitie s:

A. WONDER RED’S MAKE AN AKE!
B. WONER RED’S CIRCIE THE AKE FAMILY WO RD!

8) Campersare sent home with their—-ake cake craft



melon orange

grapes

pears cherries






SUPER WHY & Hanseland Gretel; A Healthy Adve nture
Reading Camp Post-Interview Assessment
Day 2: WonderRed Day

[INIERVIEWER] HHmy name is____ . bday, we are going to play some
games with letters and words. First Ineed to askyou just a few que stions.
Whatisyouname? How do you spellthat?

CampersName:

Ok, now how old are you? When isyourbirthday?
Bithday:

Great,now we can play.
To GetReady:
e Sitonthe floororata table, and askthe child to sit acrossfrom you,
facing you.

MATERIAILS:

e Word Hash Cards: bake, cake, rake, lake, snake



Day 2: WonderRed Day: Decoding Assessment

[INTERVIEWER] We’re going to read some words. Iam going to putdown
a word,and youread it. Ok?!

[PUTDOWN A WORDI]

[INTERVIEWER] Ask, “What word is this?” DO NO T'TELLTHEM THE WO RD.
Mark whetherthe kid readsthe word fully (asfluentreaderswould read it)
orcanonly blend it (segmented reading). Move on to the next que stion.

[REPEATFOR EACH WO RD]

[CODING: Write a ‘1’ in the Read Word column if the camperread the full
word as a fluentreaderwould. Ifchild reads the whole word as c-ake,
mark 1 in the segments column. If the child could notread the word atall,
mark both columns with a ‘0’]

Read Read wond in

Word segments
___lake _ L -ake
___cake ___c- -ake
___rake __ r -ake
___snake ___sn- -ake
___bake ___b- -ake

[INTERVIEWER] Great word reading.



b ake

c ake

ra ke

la ke




sna ke




Circle the words in the -ake family, then draw a picture of each -ake word in the boxes
on the right.
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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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