Teacher’s Guide for 

COWBOY CAMP

Written by Tammi Sauer * Illustrated by Mike Reed

Pre-Reading/Predicting:

Have you ever been to camp before? What kind? What did you do there?
 

Look at the cover. What can you tell by the boy’s expression? What can you tell by the bull’s expression?
  

Knowledge:
1. Describe Cowboy Dan.
2. Describe the setting.
 

Comprehension:
1. Give at least three examples why Avery had a hard time fitting in at camp. 

2. Explain why Black Bart wanted to put a stop to Cowboy Camp.
 

Application:
1. Predict what happens after the last page. 

2. Create a picture to go with that prediction. 

 

Analysis:
1. Why do you think Avery went to Cowboy Camp?
2. How are Cowboy Dan and Black Bart alike? How are they different? Set it up in a Venn Diagram.
 

Synthesis:
1. Imagine you are at Cowboy Camp. What would be the best part? The worst?
2. What camp do you suppose Black Bart ended up at? Space Camp? Cooking Camp? Dance Camp?  Did he stay? Why or why not?
 

Evaluation:
1. Which is your favorite illustration in the book? Why did you pick that one? 
2. How did you feel when Black Bart rode away? Why?
ACTIVITIES:
TECHNOLOGY:

Go to http://www.nationalcowboymuseum.org/diamondr/index.html for cowboy games, songs, recipes, and printables.  Other activities include exploring cowboy exhibits and touring parts of The National Cowboy & Western Heritage Museum.  
LANGUAGE ARTS:
Divide class into groups of two. One person in each pair pretends to be a reporter for the Giddyap Gazette and writes interview questions for Avery about his experience with Black Bart. The other person answers the questions how he/she thinks Avery would. Each group sets up the article like a real newspaper piece and adds a “photograph” of Avery and/or Black Bart.
Perform the Reader’s Theater version of “The Legend of Lightning Larry” by Aaron Shepherd. Script is located at: http://www.aaronshep.com/rt/RTE01.html. 
LOGICAL/MATHEMATICAL:

Brainstorm five different kinds of camps. Have each student choose his/her favorite kind of camp. Graph the results.

VISUAL/SPATIAL:

Create a scrapbook page about Avery’s time at Cowboy Camp. You can include drawings, awards, menus, tickets, comments from other campers, etc.
MUSIC:
Play Rustlin’ Rattlesnakes. Place some dried beans into a small plastic container (such as a film canister) and tuck the container inside a sock. Add stuffing to the sock and tie off the end. Students sit in a circle and toss the “rattlesnake” around while country music is played (like hot potato game). When music stops, the one who has the snake is “bitten” and is out of the game. Continue until one person is left.

Listen to music played on the harmonica. Many cowboys carried this instrument. In the evenings, cowboys would gather around the fire and play their music to calm restless herds, soothe their horses, and entertain themselves on lonely nights.
BODILY KINESTHETIC:
Jump rope or participate in a three-legged race.

Have an old-fashioned sack race. Divide students into two equal teams. Give each team a burlap bag and have team members take turns racing to a specified distance and back. Continue until one team has completely finished. The team who finishes first wins.
INTERPERSONAL:
Pretend you are Avery. Write a letter to your parents about your first week at Cowboy Camp. What do you want your parents to send you in a Care Package?
INTRAPERSONAL:

Describe a camp experience that would be perfect for you. What would be the theme of the camp? What would you do there? Would it be a day camp or an overnight camp? Who would be in charge of the camp?
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