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	Name of Project: Tinkertime 
	Duration: 10 Weeks

	Subject/Course: STEM 
	Teacher(s): Dan Weeks 
	Stage 2

	Other subject areas to be included, if any: Science, Technology, English, Mathematics, 

	

	Key Knowledge and Understanding

(CCSS or other standards)
	ST2-16P A student describes how products are designed and produced, and the ways people use them.

ST2-5WT applies a design process and uses a range of tools, equipment, materials and techniques to produce solutions that address specific design criteria


	Success Skills

(to be taught and assessed)
	Critical Thinking/Problem Solving
	X
	Self-Management
	

	
	Collaboration
	X
	Other: 
	X

	Project Summary

(include student role, issue, problem or challenge, action taken, and purpose/beneficiary)
	Tinkertime is a time for students to explore STEM projects with a design based thinking approach. Students will have the challenge of designing rocket noses and fins for a soft drink bottle to create a rocket. They will then explore the physics of launching a rocket and what is needed to make them fly. The students will look at the component parts of the rocket. The students will then film the rockets to form the basis of a short film based on a journey to Outer Space. 

	Driving Question
	What does it take to reach the stars? 

	Entry Event 
	Making their own house out of boxes and displaying them in a class street

	Products
	Individual:

Designs of a rocket nose and fin

Component parts of a rocket
	Specific content and success skills to be assessed:

Design thinking of different designs for a rocket.

Research for the components of a rocket and explain how a rocket works. 

	
	Team:

Rocket made out of soft drink bottle

Storyboard for Stop Animation 

Final Product for Stop Animation
	Specific content and success skills to be assessed:
Designs for soft for nose and tail fins
Story for Storyboard: Camera Angles, lighting, Stop animation process

Editing film to make a story
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	Making Products Public
(include how the products will be made public and who students will engage with during/at end of project)

	Films will be submitted to AIS as part of STEM grant.
We will have a film afternoon to watch the Movies together, inviting parents and other classes to watch: Tinkerfest!

	

	Resources Needed
	On-site people, facilities: 

Dan Weekes, Secondary STEM equipment and Science lab

	
	Equipment: 
iPads, Bike pumps, stands for rockets, Computer labs,

	
	Materials: 
Soft drink bottles, Cardboard, Design thinking templates, Video of rocket launch

	
	Community Resources:

	

	Reflection Methods

(how individual, team, and/or whole class will reflect during/at end of project)
	Journal/Learning Log
	X
	Focus Group
	

	
	Whole-Class Discussion
	X
	Fishbowl Discussion
	

	
	Survey
	
	Other: 
	X

	Notes:


	

	Project Design: student Learning Guide

	Project: Tinkertime

	Driving Question: What does it take to reach the stars?

	

	Final Product(s) 

Presentations, Performances, Products and/or Services
	Learning Outcomes/Targets

knowledge, understanding & success skills needed 
by students to successfully complete products
	Checkpoints/Formative Assessments

to check for learning and ensure 
students are on track
	Instructional Strategies for All Learners

provided by teacher, other staff, experts; includes 
scaffolds, materials, lessons aligned to learning outcomes and formative assessments

	Soft Drink Rocket Bottle
	A student describes how products are designed and produced, and the ways people use them
	Complete template of their designs for a nose and tail fins for a rocket both individually and with a partner
	Model different designs of rocket fins and nose cones

Review 3D Shapes of cones and curved surfaces



	
	
	Draw a diagram of the components of a rocket and explain briefly how it works. 
	Show examples of water rockets being fired.
Discuss and Model the components of a rocket

Students research how a rocket works and the possible uses of a rocket. 

	
	 A student applies a design process and uses a range of tools, equipment, materials and techniques to produce solutions that address specific design criteria
	Create a water powered soft drink bottle rocket
	Demonstrate how to take their ideas and turn them into their rockets using templates. 
Show students how to put their rockets together

Demonstrate how to fire their rockets using a bicycle pump.

	
	
	
	

	Stop Animation Film
	A student applies a design process and uses a range of tools, equipment, materials and techniques to produce solutions that address specific design criteria
	Create a storyboard for s stop Animation film
	Purpose of a storyboard
Demonstrate Camera Angles and effects that can be used in Stop Animation. 
Outline a story of a journey into Space featuring a launch. 



	
	
	Create a stop animation film of Space launch featuring the rocket that they have made. 
	Show examples of Stop Motion films
Demonstrate how stop motion is developed.

Demonstrate the iStopmotion app on the iPads. 

Demonstrate how to add music and effects to complete their story. 
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