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3RD & 4TH GRADE CATAPULTS
In this unit, the students learned about simple machines specifically, the lever.
They learned how catapults were used in medieval times and how they are still
used today for things like Pumpkin Chunkin and launching Navy Aircraft Carriers.  
We used the Engineering Design Process (Ask, Imagine, Plan, Create, Test,
Improve) to help us complete our projects.  First, students researched different
model catapults using Google Classroom (links I provided), Google (searching on
their own) and YouTube (video tutorials). After learning how they work and
understanding multiple models, students started to plan and create their own
designs. Some students followed step by step tutorials, while others took what
they have learned and created their own models.  Once the models were
complete, they tested them in the hallway and made modifications to improve
their designs.  After completing one model, students were challenged to make a
second model and compare the two to see which one worked best.  At the end,
we tested them together in the hallway to see which catapult could launch the
farthest. In 3rd grade the furthest launching catapult was designed by Gavin and
Issa in Mrs. Schaechinger's homeroom with a distance of 36 feet. In 4th grade the
furthest launch was from Kaitlyn, Lucas and Damon in Ms. Gonzalez's homeroom
with a distance of 42 feet.
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4TH GRADE
SUPER PLANTS

3RD GRADE
SUPER ANIMALS

In Science class, the 3rd graders learned
about animal adaptations and habitats. In
STEAM the students were challenged to
use what they learned to create a Super
Animal.  First, they had to choose an
environment they wanted their animal to
live in.  Next, they had to research that
environment and the animals that live
there.  In the process, they learned about
specific adaptations that help animals
survive the conditions of their
environment.  They used what they
learned in science class and what they
researched to create a new species of
animal.  The students had to create a
habitat using a shoebox and a model of
their animal. Their shoebox habitat had to  
resemble the environment they chose and
their super animal had to have 3 special
adaptations to help it survive. The
students had fun learning about habitats,
adaptations and using their creativity to
make their ideas come to life.  The
students got the opportunity to showcase
their work in the hallway for other classes
to enjoy.  It was a lot of fun and the
models came out amazing. 

This challenge focused the students'
knowledge of plant adaptations which
they learned about in their Science class .
They had to apply what they learned to
create a new species of plant.   Students
worked together researching different
environments and plant adaptations to
help them create their own super plant. 
 First, the students chose the
environment and in groups they had to
work together to sketch out their plant
idea focusing on 3 adaptations that
match the environment.  Once the sketch
was approved, the students used
materials from the MakerSpace cart to
create a 3D model of their plant.   When
the models were complete, the students
wrote a paragraph explaining why their
plant would be considered a super plant.  
Their models came out spectacular and
were so much fun to look at.   Their
beautiful designs were displayed on the
hallway bulletin boards for other classes
to view and enjoy.  



TISSUE PAPER  (VARIETY OF COLORS)

LIQUID ELMERS GLUE

BUBBLE WRAP 

SYROFOAM PACKING MATERIALS

POM POMS (LARGE AND SMALL VARIETY OF COLORS)

LARGE POPSCICLE STICKS

COTTON BALLS 

ACRYLIC PAINT

BINDER CLIPS

***MOST NEEDED ITEMS

IF YOU HAPPEN TO HAVE ANY OF THESE ITEMS AND WOULD LIKE TO DONATE THEM, PLEASE

HAVE YOUR CHILD BRING THEM TO SCHOOL FOR ME OR DROP THEM OFF AT THE MAIN

OFFICE.  THANK YOU!

SCRATCHJR AND SCRATCH
Scratch is a coding platform where the students will use a

simple coding language that allows them to create digital

stories, games, and animations. They will follow simple

tutorials to help them learn how to navigate and use the

different features in both Scratchjr and Scratch.  In between

following the tutorials students will have free time to explore

and discover on their own.  Once we complete all the tutorials

students will create a culminating project to showcase what

they have learned and express their creativity.

HOUR OF CODE CHALLENGE
Third and Fourth graders have been working with code.org

since the beginning of the year. They have learned about

events, loops, sequencing, debugging and more. We put our

coding skills to the test by challenging ourselves to complete

an Hour of Code activity within a class period. The students

were able to choose from Minecraft, Star Wars, Moana and The

Grinch. 

DONATIONS

WHAT IS NEXT ...
Students will be working with OSMOs, an award winning

educational game system designed with reflective artificial

intelligence that connects the real world to the digital world.

Students will have the opportunity to play Osmo games that

feature drawing, literacy, physics puzzles, spatial reasoning,

coding, and more. 


