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Proven program for pre-literacy skills makes learning fun!
For children who need extra assistance to become proficient readers, motivation is key. The Sounds & Symbols Early Reading 
Program, which features the lovable character High Hat and his many friends, is designed to delight and encourage children as they 
learn. This research-based tool emphasizes phonics training and phonemic awareness as the foundation of good reading skills and 
speech development. Through stories and music, your clients learn the sounds and symbols of a slightly modified alphabet. The 
program takes a multimodality approach that unites phonemic awareness and phonics with vocabulary and text comprehension.

Count on this effective, engaging instrument to help your clients develop essential skills that will lay the groundwork for success in 
school and beyond.

Take advantage of a single tool with multiple uses
Use this tool with children in preschool through third grade—or with older children who have reading, speech,  
or phonemic difficulties. Suitable for individual or group use, the program can help you:

•   Provide effective intervention for speech sound improvement, pre-reading skill mastery, or both

•   Build a supplemental early literacy program

•   Create classroom activities that reinforce reading lessons

•   Involve parents in the intervention process

Teach the essential of emergent literacy skills
Sounds & Symbols provides 40 entertaining lessons that feature the popular High Hat and other fun  
characters—and contains songs that repeat and reinforce target sounds and lesson concepts. Through these 
activities, children learn to:

•   Discriminate sounds

•   Associate sounds with visual symbols

•   Determine sound positions (initial, medial, and final)

•   Segment or sound out syllables and words

•   Delete and substitute sounds in syllables and words

•   Blend sounds and symbols into words and sentences

•   Read together to increase fluency

Rely on this research-based, relevant tool
The Sounds & Symbols Early Reading Program:

•   Focuses on the research-based, developmental sequence of learning sounds in 
spoken language

•   Addresses the building blocks of early reading development: 
phonemic awareness, phonics, fluency, vocabulary, and text comprehension

•   Is based on more than 30 years’ experience as the Goldman-Lynch Sounds 
& Symbols Development Kit and the High Hat Early Reading Program
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Entertaining, full-color stories hold reader’s attention.

Step-by-step lesson plans help you easily implement the program.

Sound sheet gives you an at-a-glance guide to  
the sounds covered in lessons. 

Order in which sound  
is introduced Sound-Symbol Character First Sound Middle Sound Final Sound

Lesson in which sound  
is introduced

1 m Marti Mouse me hammer time 2

2 e Eli Eel eat keep be 3

Catchy songs reinforce target sounds and lesson concepts.
High Hat puppets enhance your interaction with children.

Objectives

To introduce the m sound and symbol
To introduce auditory and visual discrimination of sounds and symbols
To develop the concept of likenesses and differences in pictures and 
symbols

Materials

✔ Storybook 1: Story 2, “Marti Mouse”
✔ 3 Track 1, “The High Hat Song”
✔ High Hat puppets
✔ Character Cards 1 and 2
✔ Flash Card 2 (m)
✔ Master 2-1: Make one copy for each student.
✔  Master 2-2: Make two copies and cut each into six separate picture cards. 

(Note: This master is the same as Master 1-1 used in the previous lesson.)
✔ Pairs of identical objects such as pencils, books, balls

Additional Activities (Materials available separately from AGS)
✔ High Hat and His Friends Return: 38 Encore Stories
✔ Reproducible master of Marti Mouse encore story

Activities

1. Introducing “The High Hat Song”

Play “The High Hat Song” (Track 1) as you display the High Hat puppet 
and Character Card 1. ◆

◆Play the song again, this time asking the children to listen for things the 
song says about High Hat. (He is back again today. He has games to play. 
He has something in his pocket. He is smiling.)

◆Then say: There is a word near the end of the song that we say when we 
are happy about something. Do you know the word I mean?
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Lesson 2 ◆ Marti Mouse

✔ Optional Activity
Wear the High Hat hat throughout 
the lesson to help reinforce the 
character of High Hat.

✔ Optional Materials
High Hat hat (available 
separately from AGS)

Optional Master 2-A: Make one 
copy for each student.

Optional Master 2-B: Make one 
copy for each student.

Optional Master 2-C: Make 
one copy for each student to take 
home.

m

◆ If no one responds with “hooray,” introduce the word by saying: The 
word “hooray” means we are very excited and happy about something. 
Let’s sing the song with High Hat. We will sing part of the song, and 
High Hat will sing part of the song. We’ll sing these lines:

Here comes High Hat, oh ho!
Here comes High Hat, ah ha!
Here comes High Hat, hooray!

◆After singing the song this way, have the children sing the entire song with 
High Hat.

2. Introducing the m Sound and Symbol

◆ Display Character Card 2, Marti Mouse, and write the m symbol on the 
board above the card.

 Read Story 2, “Marti Mouse,” showing the illustrations.

◆ After the story, point to the m written on the board and say: This sound 
is m. (Say the m sound, not the letter name.) This is Marti Mouse’s sound. 
The m sound is in her name. Listen carefully. Marti Mouse.

◆ Write the m symbol on the board four more times. Point to each m as you 
prolong each sound. Have the children say the sound with you.

◆ Say: Now I am going to say a sound. When I call your name, come to 
the board and point to the sound I say. Listen carefully. Say the m sound 
and call on a child to point to the sound.

◆ After the child has pointed to the m sound, say: Now I will point to the 
sound, and you will say it. Point to the sound and check the child’s ability 
to produce the m sound. Continue until several children have had a turn.

◆ Then check production of the m sound in the children still seated. Leave 
the m symbols on the board for use in Activity 3.

◆ Encourage children to look for objects in the room that have the m sound 
in their names.
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Teaching the 
production of the 
m sound

1. To make the m sound, the lips 
are closed lightly to prevent the 
airflow from leaving the mouth. 
The soft palate is lowered so the 
air stream is emitted through 
the nose. The vocal cords 
vibrate while the air stream 
passes through the nose.

2. Let children use a mirror to 
get the proper placement of the 
lips. Then have them feel the 
air coming out of the nose in a 
continuous stream.
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Objectives
To introduce High Hat

To introduce pictorial representations

To introduce left-to-right progression of visual symbols

Materials
✔ Storybook 1: Story 1, “High Hat”

CD 3  Track 2, “The Naming Game” 
Track 3, “The Direction Song”

✔ High Hat puppets

✔ Character Card 1 or 40

✔ Flash Card 1 or 40 (arrow)

✔ Master 1-1: Make one copy and cut apart into six separate picture cards. 

✔ Master 1-2: Make one copy for each student to take home.

Activities
1. Introducing High Hat

◆ Display Character Card 1, High Hat.

 Read Story 1, “High Hat,” showing the illustrations.

◆ After reading the story, put one of the High Hat puppets on your hand
and introduce the puppet to the children. Explain that you’re going to play 
a game with High Hat.

 Tell the children to listen carefully as you play “The Naming Game”
(Track 2). Play the song, and then ask the children the name of the child 
introduced to High Hat on the recording (Pammy).

◆ Play the song again, this time singing your name after the spoken question,
“What’s your name?”

◆ Repeat the song several times, each time asking different children to
introduce themselves to High Hat.
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Lesson 1 ◆ High Hat

◆ Optional Activity

Wear the High Hat hat (available 
separately) throughout the lesson 
to help introduce the character of 
High Hat.

◆ Optional Materials

High Hat hat (available  
separately from AGS)

Optional Master 1-A: Make one 
copy for each student.

Optional Master 1-B: Make  
one copy for each student to  
take home.



2. Identifying Objects and Actions

◆ Say: We are going to play a game. I will name two things in
the room; then I will ask one of you to point to the things that  
I name.

◆ Select and name two simple objects in the room such as table and chair. 
Have a child point to the objects in the order in which you named them.

◆ Repeat the activity with four or five children, using different objects. 

◆ Have the picture cards available from Master 1-1. Hold up the picture card 
of a boy laughing and say: Pictures tell us things. Sometimes we can 
do what a picture shows us. This picture shows a boy laughing. 
Let’s all laugh.

◆ Repeat the activity, showing the remaining five picture cards while labeling 
the activity shown on each card (hopping, drinking, eating, reading,  
and writing).

◆ Place the picture cards facedown on a table.

◆ Ask a child to select a picture card and to pantomime the action shown.

◆ Have the group guess the action.

◆ Repeat for each picture card. 

3. Introducing Left-to-Right Progression

◆ Put on the High Hat puppet.

◆ Say: High Hat has a pointing hand. A pointing hand tells us 
which way to look. Watch carefully and look in the direction  
of my pointing hand. 

◆ Point to the ceiling with one of the puppet hands. Say: The hand tells 
us to look up.

◆ Point toward the floor. Say: Now it tells us to look down.

◆ Point in different directions: up, down, left, and right. When pointing left 
or right, turn your back to the children so as not to confuse them about 
left and right.

◆ Encourage children to look in the direction of the puppet’s pointing hand. 
Let children take turns wearing the second puppet and pointing as you do.
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◆ Optional Activity
Copy Master 1-1 for each 
student. Have students color the 
six pictures and cut them apart. 
Let them play the pantomime 
game in pairs or small groups.



◆ Optional Activities
Copy Optional Master 1-A for 
each student. Have students 
color the four story pictures of 
High Hat. The pictures may be 
cut apart and used for a story 
sequencing activity.

Copy Optional Master 1-B for 
each student. Have students  
take home the High Hat story.
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◆ Say: High Hat has a song about pointing. Look and listen as I 
play the song. High Hat will point in the direction given in  
the song.

 Play “The Direction Song” (Track 3) pointing the puppet hand as 
directed in the song.

Up and down and in and out,
Left and right and all about.
Follow the pointer wherever it shows.
That’s the way that High Hat goes.

◆ Display Flash Card 1 (arrow) or draw an arrow pointing from left to right 
(➜) on the board and say: This arrow can tell us which way to look 
or go.

◆ Display three of the picture cards from this lesson. Draw a left-to-right 
arrow to the left of each picture card.

◆ Say: Arrows can tell us which picture to look at first.

◆ Imitate the action of each picture card, going from left to right (as if you 
were reading the three actions). 

◆ Then change the order of the picture cards, leaving the arrows in place. 
Select a child to act out the three actions in this new order.

◆ Continue, using other picture cards in varying order until several children 
have had a turn.

4. Informing Parents

◆ Pass out Master 1-2 to every student. Have students take home the letter 
to parents.
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Sam
ple of additional  

m
aterials included for each  

lesson as noted in the m
anual





As I was walking along one sunny afternoon, I 
saw the most surprising thing. Sitting beside the 
road was a tall, tall hat. Well, it’s not so surprising 
to see a hat by the side of the road. But this hat 
was sitting on two big green shoes! 

Suddenly the hat began to rise up… up… up.  
Out of the hat came two legs… a big coat…

Story 1 ◆ High Hat
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… and a very friendly-looking face. I had to smile when I saw those two 
twinkling eyes and that furry moustache. 

I said, “Oh, hello there. Why are you so happy?”

He said, “I am happy because, more than anything else, I like to make 
people happy. High Hat is my name, and helping people is my game.  
I can find almost anything you need in this high hat of mine.

Story 1 | High Hat  |  10





“And if I can’t find something in my big hat, it is sure to be somewhere 
in my special pocket. Would you like a singing bird… or a jet-propelled 
rocket?”
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Then High Hat showed me how he gets from place to place in his 
hatmobile. He just turns his hat into a car. I think a hatmobile is even 
better than a car, because you always have it with you.

If High Hat needs to float or fly, his hat can turn into a parachute, a 
boat, or a helicopter. What a wonderful way to get around! I wish I  
had a hat like that.

High Hat told me that he loves to help people. In fact, all he ever does 
is look for people to help by using things from his special pocket and 
hat. But how does he know where to find people who need his help? 
He always goes this way from here (point from children’s left to right) 
to here. High Hat promised to tell me about some of the people he has 
helped. I’ll tell you what—(whisper) when he tells me, then I’ll tell you.
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Objectives
To introduce the m sound and symbol

To introduce auditory and visual discrimination of sounds and symbols

To develop the concept of likenesses and differences in pictures and symbols

Materials
✔ Storybook 1: Story 2, “Marti Mouse”

CD 3 Track 1, “The High Hat Song”

✔ High Hat puppets

✔ Character Cards 1 and 2

✔ Flash Card 2 (m)

✔ Master 2-1: Make one copy for each student.

✔  Master 2-2: Make two copies and cut each into six separate picture cards. 
(Note: This master is the same as Master 1-1 used in the previous lesson.)

✔ Pairs of identical objects such as pencils, books, balls

Additional Activities (Materials available separately from AGS)
CD High Hat and His Friends Return: 38 Encore Stories
✔ Reproducible master of Marti Mouse encore story

Activities
1. Introducing “The High Hat Song”

 Play “The High Hat Song” (Track 1) as you display the High Hat puppet 
and Character Card 1.

◆ Play the song again, this time asking the children to listen for things the 
song says about High Hat. (He is back again today. He has games to play.  
He has something in his pocket. He is smiling.)

◆ Then say: There is a word near the end of the song that we say 
when we are happy about something. Do you know the word  
I mean? 
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Lesson 2 ◆ Marti Mouse

◆ Optional Activity
Wear the High Hat hat throughout 
the lesson to help reinforce the 
character of High Hat.

◆  Optional Materials
High Hat hat (available  
separately from AGS)

Optional Master 2-A: Make one 
copy for each student.

Optional Master 2-B: Make one 
copy for each student.

Optional Master 2-C: Make  
one copy for each student to  
take home.

m



◆ If no one responds with “hooray,” introduce the word by saying: 
The word “hooray” means we are very excited and happy 
about something. Let’s sing the song with High Hat. We will 
sing part of the song, and High Hat will sing part of the song. 
We’ll sing these lines:

Here comes High Hat, oh ho!
Here comes High Hat, ah ha!
Here comes High Hat, hooray!

◆ After singing the song this way, have the children sing the entire song with 
High Hat.

2. Introducing the m Sound and Symbol

◆ Display Character Card 2, Marti Mouse, and write the m symbol on the 
board above the card.

 Read Story 2, “Marti Mouse,” showing the illustrations.

◆ After the story, point to the m written on the board and say: This sound 
is m. (Say the m sound, not the letter name.) This is Marti Mouse’s 
sound. The m sound is in her name. Listen carefully.  
Marti Mouse.

◆ Write the m symbol on the board four more times. Point to each m 
as you prolong each sound. Have the children say the sound with you.

◆ Say: Now I am going to say a sound. When I call your name, 
come to the board and point to the sound I say. Listen 
carefully. Say the m sound and call on a child to point to the sound.

◆ After the child has pointed to the m sound, say: Now I will point to the 
sound, and you will say it. Point to the sound and check the child’s 
ability to produce the m sound. Continue until several children have had  
a turn.

◆ Then check production of the m sound in the children still seated. Leave 
the m symbols on the board for use in Activity 3.

◆ Encourage children to look for objects in the room that have the m sound 
in their names.
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Teaching the 
production of the 
m sound

1. To make the m sound, 
the lips are closed lightly 
to prevent the airflow from 
leaving the mouth. The soft 
palate is lowered so the air 
stream is emitted through the 
nose. The vocal cords vibrate 
while the air stream passes 
through the nose.

2. Let children use a mirror to 
get the proper placement 
of the lips. Then have them 
feel the air coming out of the 
nose in a continuous stream.



3. Identifying the m Sound and Symbol

◆ Use the m symbols written on the board during the previous activity. 
At random, write the symbols t, p, and f among the m symbols.

◆ Ask a child to come forward. Say: Point to the m sound. (Say the 
sound m, not the letter name.)

◆ When the child responds correctly, say: Yes, that is the m sound. 

◆ Repeat, asking several children to point to the m sound.

◆ Say: I am going to write some sounds on the board. Some of 
the sounds will be m, Marti Mouse’s sound. Each time you 
see and hear the m sound, clap your hands. Write the following 
symbols on the board one at a time: m, s, m, m, p, f, m, d, and m. Say 
each sound as you write its symbol. For each sound, wait for the children 
to respond by clapping or not clapping. Continue until the children are 
discriminating the m sound correctly.

◆ Repeat the activity, but this time hold the Marti Mouse character card in 
front of your mouth so the children can’t read your lips.

◆ Say: Listen to these words. Each time you hear Marti Mouse’s 
m sound, pretend to be the cheese meter and say mmmm. Say 
these words one at a time, waiting for the children to respond after each 
word: me, too, mow, tea, moo, toe.

◆ Repeat with these words: she, beam, see, time, team, boat.

4. Associating the m Sound with the m Symbol

◆ Put Flash Card 2 (m) in the pocket of the High Hat puppet.

◆ Say: I am going to say some words that have Marti Mouse’s 
sound in them. What is Marti Mouse’s sound?

◆ When the children say the m sound, hold up Flash Card 2. Say: I am 
going to put this m (say the sound, not the letter name) in High 
Hat’s pocket. When I say a word that has the m sound in it, 
you will take the card out of High Hat’s pocket and show it to 
the class. If the word doesn’t have the m sound, you can shake 
High Hat’s hand but leave the card in High Hat’s pocket. You 
need to listen carefully so you will know whether to take the 
card out of his pocket or leave it inside.
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◆ Optional Activity
Copy Optional Master 2-A for 
each student. Have students color 
the pictures that begin with the  
m sound.



◆ Ask a child to come forward. Say: Man. Did you hear the m sound? 
If you did, take the card out of High Hat’s pocket and show 
it to everyone. Continue the activity with the following words: meat, 
house, map, mouse, car, money, milk, tree, mail, monkey.

◆ Pass out Master 2-1 to every student. Say: In all the words we heard, 
m was the first sound in the word. Sometimes the m sound is 
in the middle of the word, and sometimes it is the last sound in 
the word. I’ll point to some pictures on your worksheet and say 
the words. Listen for the m sound.  Have the children tell you if they 
hear the m sound. 

5. Identifying Objects that are Alike or Different

◆ Display two identical objects (such as two pencils, two books, or two 
balls) as you say: These two things are the same. They look 
exactly alike. They are just the same.

◆ Display two different objects and say: These two things are not the 
same. They are not alike.

◆ Have the duplicate picture cards available from Master 2-2. Display a pair 
of cards and ask a child whether or not they are the same. Repeat, 
alternating the pairs of picture cards so that some are alike and some  
are different. 

◆ Write the symbols m p on the board. Say: Do these look the same? 
Are they the same? (Pause.) You’re right. These are not the 
same. They are different.

◆ Repeat for the following pairs of symbols: f f, m b, m m, t f, t t.

Additional Activities (Materials available separately from AGS)

◆  Read or play the recording of the Marti Mouse story from High Hat and His Friends 
Return: 38 Encore Stories.

◆ Copy the Marti Mouse encore story master for students to take home.

◆ Optional Activity
Have students color the pictures 
on Master 2-1 that have the  
m sound in them.

◆ Optional Activities
Copy Optional Master 2-B for 
each student. Have students 
color the four story pictures of 
Marti Mouse. The pictures may 
be cut apart and used for a story 
sequencing activity.

Copy Optional Master 2-C for 
each student. Have students  
take home the Marti Mouse story.
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More than anything else, Marti Mouse loves 
to nibble on cheese. She says, “Cheese is so 
yummy it almost melts in my mouth.” Like most 
mice, Marti Mouse doesn’t have enough money 
to buy cheese. She must find her cheese around 
the house. Marti Mouse has one main problem 
with finding cheese. Her memory is so bad she 
can’t remember where the cheese is kept! She 
looks and looks from here to there (point from 
children’s left to right) but can’t find a single piece 
of cheese.

Story 2 ◆ Marti Mouse
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One morning Marti had looked and looked. She couldn’t find any cheese 
at all. She sat down by a rock and began to cry. She was so hungry.  
Her tummy was starting to hurt.

A friend of ours was spending his summer vacation nearby. High Hat 
was staying in his hanging hat-house. He heard Marti Mouse crying.

“Hey! Please don’t cry,” called High Hat from the window of his  
hat-house. “I’ll come down this moment and help you solve your 
problem. Please stop crying.” 

When Marti Mouse told High Hat about her problem, High Hat said, 
“Finding cheese? Why, that’s no problem at all! What you need is a 
cheese meter.”
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High Hat reached into his special pocket and brought out a yellow 
machine. It was made in the shape of a big piece of cheese.

“All you have to do is turn on this machine. Then follow the sound,” 
said High Hat. He flipped the switch. The cheese meter began to make 
a very quiet sound: mmmmmmmm (quietly say the m sound, not 
the letter name).

High Hat and Marti Mouse moved through the house. Soon the sound 
from the cheese meter grew louder: mmmmmmmm (say louder).

“We’re getting mighty close now,” said High Hat. “We’ll have cheese 
in a few more minutes.” Then the cheese meter made a very loud 
humming sound: mmmmmmmm (say loudly)!
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Marti Mouse looked up and saw a whole table full of cheese! 

“Whenever you need more cheese,” said High Hat, “just turn on your 
cheese meter. Then follow the mmmmmmmm.”

Marti Mouse was so happy. High Hat had solved her problem with the 
marvelous cheese meter.

High Hat was glad he could help Marti Mouse, because more than anything 
else, High Hat likes to make people happy.
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Sounds & Symbols Early Reading Program

“High Hat, High Hat, that’s my name,
High Hat, High Hat, that’s my name!
What is yours? Is it the same?”

     Dear Parent,

High Hat is the leading story character in the Sounds & Symbols Early Reading 
Program. We are using this program to give your child an introduction to 
reading, instruction in phonics, and a foundation of basic reading skills.

The Sounds & Symbols Early Reading Program teaches children a systematic 
relationship between letters and sounds. For example, the letter m is used 
to represent the sound mmm. Children will learn that words and sentences 
are read from left to right, and as they learn new sounds, they will sound out 
words, read unfamiliar words, and begin to read sentences.

High Hat will introduce the new sounds and symbols by telling stories of his 
adventures with his friends. The first three stories are about Marti Mouse,  
Eli Eel, and Fannie Fox. You may be seeing copies of these stories in the near 
future plus additional stories throughout the year.

You might want to ask your child to tell you about the High Hat stories and 
to tell you the new sounds she or he is learning at school. When you have 
time, give your child helpful practice by looking around your home together 
for things that have a particular sound in their name. In the Sounds & Symbols 
Early Reading Program, we say the sounds, not the names of the letters; for 
example, for m, we say the sound mmm, not the letter name, em.

From time to time, I will send you letters to tell you about the sounds and 
symbols your child is learning in the Sounds & Symbols Early Reading Program.

Sincerely,
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 1 m Marti Mouse me hammer time 2
 2 E Eli Eel eat keep be 3
 3 f Fannie Fox five coffee laugh 4
 4 Ø Oopy Oops ooze boot too 5
 5 p Penny Put pet apple top 6
 6 ü Oily Oink oil soil boy 7
 7 O Oh-No Oboe open boat go 8
 8 b Buzzy Bee bed habit tub 9
 9 A Ada Ape ate rake hay 10
 10 t Tiger Tom tie potato sit 11
 11 I I Spy ice bike my 12
 12 s Sailor Sam sew pencil mouse 13
 13 i Itchy Itch in pit • 14
 14 c and k Copy Cat kite become rock 15
 15 a Apple Annie at back • 16
 16 h Hairy Horse hat ahead • 17
 17 w Wendy Watch we sidewalk • 18
 18 d Dirty Dan do ladder had 19
 19 e Eddy Elf end bed • 20
 20 n Noisy Nan no penny fun 21
 21 o Ollie Octopus on hot • 22
 22 z and Ω Zoo Zoo zebra busy buzz 23
 23 g Gordon Goat get wagon egg 24
 24 u Uncle Up us sun • 25
 25 l Look and Listen lake pillow ball 26
 26 ø Ooky Ook • book • 27
 27 v Vernon and Vera voice shovel cave 28
 28 å Awful Auto all talk law 29
 29 † Thelma Thumb think nothing teeth 30
 30 ß Shy Shadow she washing fish 31
 31 U Outside Owl out about cow 32
 32 y Yellow Yo-Yo yes onion • 33
 33 é Early Bird early circus her 34
 34 r Regular Rabbit red carrot car 35
 35 ç Charlie Choo-Choo chain watching catch 36
 36 j Jumping Jack jam engine bridge 37
 37 T The Thup that father bathe 38
 38 ñ Inky Inkpen • singer ring 39

• = The sound does not commonly occur in this position.

Order in  
which sound  
is introduced

Sound Sheet for Sounds & Symbols Early Reading Program

Sound-
Symbol

Character First Sound Middle Sound Final Sound
Lesson in 

which sound  
is introduced
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Introducing–  
Digital Storybooks!

See and listen to your favorite High Hat stories  
on your mobile device or computer.  

Visit the Sounds & Symbols page at PsychCorp.com.

Make High Hat and his friends come alive—and use for individual  
sound practice, language and literacy intervention, or home practice.  

Effective and engaging!
Readily involve children in learning emergent literacy skills with this research-based program.

Ages: Prekindergarten to Grade 3

10060 Sounds & Symbols Complete Kit includes:

Two storybooks, Set of  Character Cards, Set of  Flash Cards, Reproducible Masters, 
Manual with 40 Lessons, Technical References, 3-Ring Binder with Tabs, Two Puppets, 
Three CDs, Set of  Six Rubber Stamps, and Zippered Canvas Carrying Bag.

Don’t forget your own hat!  
10082 Sounds & Symbols High Hat Hat

Order your Sounds & Symbols materials today!
For pricing information or to place an order, call 800.627.7271 or visit PsychCorp.com
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