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Wacky Wonders of Whoville: A Dr. Seuss
Creative Adventure!
Introduction: Welcome to Seussville! (10-15 minutes)
Educator: "Welcome, young adventurer, to the wonderful, wacky world of Dr. Seuss! Today, we're
going to dive into his amazing books and even create some Seussian magic of our own!"

Begin by reading aloud one or two short Dr. Seuss books, or excerpts from longer ones. Choose1.
books known for strong rhymes and fantastical characters (e.g., "Hop on Pop," "Fox in Socks,"
or parts of "The Cat in the Hat").
As you read, emphasize the rhyming words. Ask the student: "Did you hear any words that2.
sound alike? What are they?"
Talk about what makes Dr. Seuss's stories special: silly words, funny characters, and lots of3.
rhymes!

Activity 1: Rhyme Time Hat Game! (10-15 minutes)
Educator: "Dr. Seuss loved rhymes! Let's play a game. I'll put on this special 'Rhyme Time Hat.'
When I say a word, can you think of a word that rhymes with it?"

Put on a fun hat (the "Rhyme Time Hat").1.
Say simple words (e.g., cat, dog, sun, blue, big, mouse).2.
Encourage the student to shout out rhyming words. If they get stuck, offer clues or simple3.
rhymes.
You can also make up some silly Seuss-like nonsense words to rhyme with (e.g., "Zizzer-4.
Zazzer-Zuzz" rhymes with "fuzz" or "buzz").
Write down some of the rhyming pairs on a whiteboard or large paper.5.

Activity 2: Create a Seussian Character! (20-30 minutes)
Educator: "Dr. Seuss created so many amazing characters like the Cat in the Hat, the Grinch, and
Horton the Elephant. Now it's your turn to create your very own Seussian character!"

Brainstorm ideas:1.
What does your character look like? (Tall, short, furry, spotty, many legs, one eye?)
What is its name? (Make it silly and fun, like a Zizzle-Zop or a Floopy-Doo!)
What special thing can it do? (Fly with its ears, sing backwards, change colors?)

Provide drawing paper and art supplies (crayons, markers, colored pencils).2.
Encourage the student to draw their character. They can also use optional craft materials3.
(googly eyes, yarn for hair, pipe cleaners for antennae, fabric scraps for clothes) to make it 3D
or add texture.
While the student works, talk about their character, asking open-ended questions to encourage4.
imagination.

Activity 3: My Character's Mini-Story (15-20 minutes)
Educator: "Wow, what a fantastic character! Now, let's make up a tiny story for them. Remember,
Dr. Seuss loved rhymes!"

Help the student develop a very short (2-4 lines) rhyming story or a descriptive couplet about1.
their character.
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Example: "This is a Floof. He sits on the roof. He likes to say 'Poof!' and eat purple goop!"2.
Focus on simple AABB rhyme schemes or even just one rhyming pair.3.
Write down the student's story on the bottom of their character drawing, or on a separate4.
piece of paper. The student can try to write some words themselves if they are able, or they
can dictate to you.

Conclusion: Seuss Celebration! (5 minutes)
Educator: "You did it! You've become a Seussian storyteller and artist today! Let's share your
amazing character and their story."

Have the student proudly present their character drawing and read (or have you read) their1.
short story aloud.
Give lots of praise for their creativity and effort.2.
Suggest displaying their artwork. Maybe they can even make more Seussian characters later!3.

Differentiation & Extension:
Support:

For rhyming: Provide choices ("Does 'cat' rhyme with 'hat' or 'dog'?").
For drawing: Offer simple shape templates or draw an outline for the student to color and
decorate.
For storytelling: Heavily scaffold the story, providing sentence starters or most of the
rhyming lines. Adult can act as scribe for the entire story.

Challenge:
Encourage more complex rhyming patterns or longer rhymes.
Challenge the student to write a longer story (a full page).
Have them create a friend or a setting for their character.
Introduce more complex Seussian vocabulary or have them invent more nonsense
words.


