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problems like an

enthusiastic
engineer!

Enthugiastic § >
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Math
Prove your thinking

like a mighty
mathematician!

Mighty
Mathematician
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Eyes

My eyes are on

e Ears
My ears are

our project or listening to
who 1 am my team's
working with ideas.
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Remember, Tools Not Toys.
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Be experimental
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Use your knowledge
and drafts to
complete your final
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try to create
something you've
never seen before.
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Make predictions
about how the art
style is possible.
Have you seen this
art before?

Step #1: ‘}

Ingpiration

¢

COnnebt

Find the STEAM
elements involved
and how the
elements connect
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look like? idea will work?
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made of? in the research?

| will make my This should work
by . because




ADD
SUPPORTS TO
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DON'T BE
AFRAID
TO
TRY NEW TDEAS




USE MINI-TESTS
TO MAKE
PREDICTIONS pug
AND CHANGES G5

We use mini-tests to find

failure points and determine what needs to
change before final testing.
Then, during the final test, we can trust
that our creation will be successful.
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USE MINT-TESTS
TO MAKE
PREDICTIONS
AND CHANGES

We use mini-tests to find
failure points and determine what needs to
change before final testing.

Then, during the final test, we can trust
that our creation will be successful.
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Tell others your
“What”

£ What will your
creation look

like?

£ What will each
part be made

of?

Tell others your
“why”

£ Why do you
think your idea

will work?

e Based on your
schema?

e Based on what we
saw in the research?
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L Think like a STEAMer!

L
Positive Feedback

Try:“l think your idea will
work well because .
Be specific! Focus on a
specific aspect of their plan,

like materials or structure. Negative Feedback

Try:“l am concerned that
may not work because

Be specific! Focus on a
specific aspect of their plan,
like materials or structure.

AGREEMENTS

Do your best to help
the other person.

Try not to make it
personal by focusing
on the idea instead of
the person.

Try to speak kindly.




POSTS NEED BEAMS!

Posts stand upright.
Beams are necessary to keep
them stable and connected.

MAKE CHANGES AS NEEDED!

These are just prototypes;
adapt to challenges.

KEEP JOINTS STRONG!

Joints happen where two
materials meet. Tape along
the joints, not just over them.




STEP #1: Ask STEP #2: Imagine  STEP #3: Analyze STEP #4: Plan

STEP #5: Create STEP #6: Adapt  STEP #7: Evaluate STEP #8: Share

~ S

Engineering Learning Targets

Be presented with a big question
and try and solve it.

Use our schema and new
information to create prototypes
that solve the problem.

Persevere when a challenge
gets hard.




Think like a STEAMer!

Engineering Process

STEP #1: Ask STEP #2: Imagine  STEP #3: Analyze STEP #4: Plan

STEP #5: Create STEP #6: Adapt  STEP #7: Evaluate STEP #8: Share

% &gineering Learning Targets
o

Be presented with a big question
and try and solve it.

Use our schema and new
information to create prototypes
that solve the problem.

Persevere when a challenge
gets hard.




Think like a STEAMer!

Engineering Process

STEP #1: Ask STEP #2: Imagine  STEP #3: Analyze STEP #4: Plan

STEP #5: Create STEP #6: Adapt  STEP #7: Evaluate STEP #8: Share

% &gineering Learning Targets
o

Be presented with a big question
and try and solve it.

- o

Use our schema and new
information to create prototypes
that solve the problem.

Persevere when a challenge
gets hard.
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