ENGINEERING
LESSON PLANS

Bridge, tower, invention, and
structure planning lessons.

WHAT STUDENTS LEARN
e : " Problem Solving
,@\ Find challenges and

create solutions.
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Creativity
Design and build 1. ASK 2. IMAGINE 3. PLAN 4. CREATE 5. TEST 6. IMPROVE Protractor £%
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- ENGINEERING LESSON IDEAS N
BRIDGE LESSON ‘ TOWER LESSON INVENTION LESSON STRUCTURE LESSON
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WEIGHT [GRAMS)

Goal: Build a bridge that

Goal: Build the tallest tower Goal: Design and build an Goal: Design a structure
that stands on its own. invention that solves a that is strong and useful.

|

holds the most weight.

real problem.
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MATERIALS IDEAS MATERIALS IDEAS
+ Craft sticks * Straws . gg?ATERIALS- sl [ MATERIALS IDEAS
ycled materials
* Straws « Index cards « Cardboard * Toothpicks
s+ Cardboard * Paper « Bottle caps * Marshmallows or
* String » Tape + Rubber bands connectors
| | * Tape or glue » Clips + Other craft supplies ) 2 Eﬂfﬂ"d base )
( THINK ABOUT: ) THINK ABOUT: [ THINK ABOUT: " [ THINK ABOUT:
+ What shape is strongest? * How can you build tall + What problem will your » What shapes are strong?
| | * How will the weight be and stable? invention solve? * How will the pieces
supported? * What base shape will * How will it work? | connect?
* How can you make it you use? * What materials will * How will you test
t more stable? * How will you test it? you need? its strength?
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(TIPS FOR SUCCESS
Y% Plan before you build.
¥ Test your ideas.

PLAN YOUR LESSON

Choose a challenge @

Set clear goals

Gather materials

Build and test x

Reflect and improve

¥r Keep trying new things.
¢ Learn from mistakes.
%% Have fun and be creative!
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