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Q8 PROPOSAL DESCRIPTION (MAX 3000 Characters) - provide a narrative regarding the need for the proposed
program/project, specific goals to be achieved, and how if funded the program is likely to achieve those goals.

Due to the Governor’s coding initiative and the implementation of K-12 CS standards, Lake Hamilton School District has identified a 
need for innovative  tools to empower students to solve real-world problems. Further, our students need to internalize 21st century skills 
through a variety of meaningful encounters with critical thinking, creativity, collaboration, and communication.  The Lake Hamilton 
School District hopes to magnify the use and availability of problem-solving tools at the primary, elementary, and intermediate schools.  
The Computer Science Carnival will engage students and increase community understanding and local industry support of our computer
science initiatives and programs. Innovation Stations will provide students with the experience of collaborating and communicating 
throughout the process of thinking critically to identify creative solutions.   Goals:  To provide all students with access to innovative tools 
that can be used across the curriculum to increase critical thinking, creativity, collaboration, and communication skills.  To provide all k-5 
teachers with professional development in the use of the tools within the Innovation Stations to enhance the computer science 
standards across the curriculum.   To increase the awareness of the presence of computer science in all stakeholders lives.  To broaden
student participation in computer science courses through meaningful encounters with Computer Science in K-5.                                                                                                                                                                                                                                                                          
The Lake Hamilton School District hopes to magnify the use and availability of problem-solving tools at the primary, elementary, and 
intermediate schools.  The Computer Science Carnival will engage students and increase community understanding and local industry 
support of our computer science initiatives and programs. Innovation Stations will provide students with the experience of collaborating 
and communicating throughout the process of thinking critically to identify creative solutions.   Goals:  To provide all students with 
access to innovative tools that can be used across the curriculum to increase critical thinking, creativity, collaboration, and 
communication skills.  To provide all k-5 teachers with professional development in the use of the tools within the Innovation Stations to 
enhance the computer science standards across the curriculum.   To increase the awareness of the presence of computer science in all 
stakeholders lives.  To broaden student participation in computer science courses through meaningful encounters with Computer 
Science in K-5

Q9 PROPOSAL TIMELINE (MAX 1500 Characters) - list major activities of your proposal with approximate target
dates

In December 2018, Innovation tools will be ordered.  In January- May 2019, Innovation Stations will be constructed. Professional 
development plans will be created and scheduled. An introduction to the Innovation Stations will be provided through school visits and a 
hype video.   Summer of 2019- Professional development with all k-5 teachers.  Innovation Stations will travel with the summer 
bookmobile to enhance community outreach and to broaden participation of under-served populations in computer science.  Fall of 
2019- Computer Science Carnival featuring the Innovation Stations and computer science activities. The carnival will be student-driven 
because 6-12 computer science students will facilitate activities and stations for all K-5 students.   Fall of 2019- Teachers will begin 
implementing the Innovation Stations in their classrooms.  Throughout the 2019-2020 school year, classrooms will receive badges for 
each use of the Innovation Station.   May 2020- Wolf-Wars Computer Science Competitions- Wolf-Wars is an event which brings 
together K-5 students from across the Lake Hamilton School District to celebrate their computer science learning throughout the school 
year. The day will include educational activities and age appropriate skill competitions.

Q10 PROPOSAL EXPECTED RESULTS (MAX 1500 Characters) - Describe the student outcomes, or changes, that
will result if this proposal is funded.

To give all students access to tools that will empower them to learn.  To increase the ability of our students to think critically and 
creatively.  To increase collaboration and communication as strategies in solving problems.  To increase the awareness of the presence 
of computer science in all stakeholders lives.  To broaden student participation in computer science courses.   To increase teacher 
capacity and understanding of computer science which will result in more computer science opportunities for students.
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Q11 PROPOSAL EXPECTED IMPACT (MAX 1500 Characters) - Describe the estimated number of students,
teachers, and/or community members that will be impacted and how they will be impacted if this proposal is funded.

All k-5 students (approximately 2200) will participate in the Computer Science Carnival, Innovation Station use within their classroom, 
Wolf-Wars Computer Science Competitions, and summer bookmobile stops.  These opportunities will allow students to develop skills 
that increase their ability to think critically.   All k-5 teachers (approximately 80) will participate in professional development in using the 
Innovation Stations to enhance the integration of computer science across the curriculum.    Community Stakeholders will be invited to 
be a part of all activities planned in this proposal.    6-12 computer science students will have the opportunity to facilitate stations and 
activities at the computer science carnival, mentor students, and showcase their computer science knowledge. Additionally, these 
students will also have the opportunity to play a role in helping teachers and students with the innovation stations.

Q12 INNOVATIVE ASPECT (MAX 1500 Characters) - Describe why this proposal is creative and should receive
funding as an out of the box way to support student growth/achievement.

To broaden student participation in computer science, we must plant the seed early, so we can grow the fruits of our efforts. Thus, we 
feel that focusing on our K-5 program will prove to be the most innovative and beneficial way to ultimately grow our 6-12 computer 
science participation because of the meaningful encounters we will create for our primary, elementary, and intermediate students. The 
computer science carnival is an innovative way to capture and excite K-5 students through their experiences with the innovation stations 
and computer science activities. Further, involving 6-12 students as facilitators and mentors will deepen K-5 students’ connections to 
computer science through the associations and relationships students build with one another. Moreover, the innovation stations will be 
stocked with materials and tools that will enhance students’ abilities to engage in critical thinking, creativity, collaboration, and 
communication. The mobility of these stations will enable greater student outreach and impact. Further, taking these stations on the 
bookmobile into the community will help us build stakeholder support and understanding of computer science in addition to broadening 
computer science participation within under-served populations.

Q13 TRANSFORMATIVE POTENTIAL (MAX 1500 Characters) - Describe how this proposal if funded and
implemented beyond your program has the ability to raise student achievement across the state.

If funded and implemented beyond our program, our proposal has the ability to raise student achievement across the state. Although 
the K-8 standards are required to be taught, we must strive to find innovative ways to create meaningful encounters with these 
standards. Students develop their interests and passions early on, and by the time they have reached middle or high school, many of 
these students have already decided what it is that they desire to do. Thus, if we find innovative ways to engage students early in 
computer science, then their connection to computer science will result in greater computer science achievement.

Q14 FOLLOW UP and/or MARKETING/OUTREACH (MAX 1500 Characters) - Describe how your organization
will follow up on this program after completed and/or how it will be marketed to and awareness raised within the
community if the proposal is funded. 

Community members agree to invest in replenishing innovation stations throughout time  Volunteer 6th-12th grade students facilitating 
during the carnival and Wolf Wars. Parents will have the opportunity to be trained to become computer science volunteers.  Taking the 
innovation stations out into the community and hosting the computer science carnival will increase community understanding and 
awareness in addition to local industry support of our computer science initiatives and programs by making computer science visible and
accessible.  Potential follow up could also be a community night which will bring community members in to see and hear about what we 
are doing with computer science

Q15 Budget Proposal

Innovation Station Ideas.pdf (1.4MB)
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Innovation Station Ideas 
 

Primary (Grades K-1) 
 

Device & Link Description Cost  Q Total 
STEM Coding Robot Mouse 
Classroom Set 

 
 

● Students explore the basic needs of animals as they design a code 
for a programmable mouse to demonstrate their knowledge of 
everything a mouse needs to survive 

● Help students build essential skills such as following code, writing 
code, and debugging code 

● Students work through the Engineering Design Process to learn the 
value of rethinking and support multiple solutions 

● STEM in Action modules are the easy-to-implement ​PreK-5​​ solution 
for integrating science, math, literacy, and engineering skills into 
real-world problems 

● INCLUDES: 3 Jack the Robot Mouse with Coding Cards and Activity 
Guide, Activity Book, Teacher Guide, Mouse poster/game, batteries, 
3 Sets of additional coding cards, and parts to create the maze 

 

$299.00 5 $1,495.00 

Bee-Bot/Blue-Bot Hive 

 

The Hive is a set of 6 Bee-Bots or Blue-Bots with the Bee-Bot Backpack to store 
them in and the Docking Station to recharge them. The Bot Hive is an 
economical way to bring the excitement and learning of Bee-Bot or Blue-Bot to 
an entire class. Locate a Hive in your classroom and see the students start 
buzzing! 

$599.95 2 $1,199.90 

Card Mat 
 

The Bee-Bot card mat provides the perfect surface for Bee-Bot and is a great tool for 
implementing Bee-Bot Lessons. The Bee-Bot card mat is a grid covered with an attached 
clear plastic sheet. Lift the clear sheet to locate subject images on the grid and then lower 

$69.95 3 $209.85 

https://www.amazon.com/STEM-Coding-Robot-Mouse-Classroom/dp/1634060709/ref=sr_1_33?ie=UTF8&qid=1540254807&sr=8-33&keywords=beebot
https://www.amazon.com/STEM-Coding-Robot-Mouse-Classroom/dp/1634060709/ref=sr_1_33?ie=UTF8&qid=1540254807&sr=8-33&keywords=beebot
https://www.bee-bot.us/beebot-bundles/bot-hive.html
https://www.bee-bot.us/card-mat.html


 

it to lock them in place. The grid guides students as they navigate Bee-Bot across the 
mat to practice and learn each lesson. 
 
 

Learning Resources Botley 
the Coding Robot Activity 
Set 

● Botley helps your child learn early STEM skills while playing and 
having fun. He teaches kids to code with active, screen-free play 
that's perfect for promoting critical thinking and problem solving skills 

● Botley is ready to code right out of the box and will have your kid 
coding in minutes 

● Botley features completely screen-free coding ; no phone or tablet 
required. Botley's easy-to-use remote programmer transmits your 
commands and sends him rolling 

● Botley';s smart logic lets him detect objects in front of him and avoid 
them. He can also follow looping commands, take on obstacle 
courses, and follow black-line paths. He even has hidden features to 
unlock 

● Botley's 77-piece activity set comes with a remote programmer, 
detachable robot arms, 40 coding cards, 6 double-sided tiles, 27 
obstacle building pieces and a starter guide with coding challenges 

● Botley is great for children as young as 5, but with his advanced 
features, he can grow with them for many fun years together 

● Botley the Coding Robot requires 5 AAA batteries (3 Botley & 2 
Remote). Batteries are not included. 

 

$69.00 8 $552.00 

Learning Resources Let's 
Go Code! Activity Set 

 

● Hop, step, and turn your way through the maze 
● Introduce children to early coding and programming concepts without 

a computer 
● Includes 16 EVA foam mats and 20 coding cards 
● Features the following die-cut pieces: 2 robots, 2 gears, 2 springs, 2 

arrows, and 2 Xs 
● For ages 5 and up 

 

$26.71 2 $53.42 

https://www.amazon.com/dp/B077MRB975/ref=sspa_dk_detail_0?psc=1&pd_rd_i=B077MRB975&pf_rd_m=ATVPDKIKX0DER&pf_rd_p=f52e26da-1287-4616-824b-efc564ff75a4&pf_rd_r=ESK1V88M143NWCZ1QY32&pd_rd_wg=ThjSI&pf_rd_s=desktop-dp-sims&pf_rd_t=40701&pd_rd_w=cCbzJ&pf_rd_i=desktop-dp-sims&pd_rd_r=43f196bc-d63f-11e8-b668-2fb34fec8f14
https://www.amazon.com/dp/B077MRB975/ref=sspa_dk_detail_0?psc=1&pd_rd_i=B077MRB975&pf_rd_m=ATVPDKIKX0DER&pf_rd_p=f52e26da-1287-4616-824b-efc564ff75a4&pf_rd_r=ESK1V88M143NWCZ1QY32&pd_rd_wg=ThjSI&pf_rd_s=desktop-dp-sims&pf_rd_t=40701&pd_rd_w=cCbzJ&pf_rd_i=desktop-dp-sims&pd_rd_r=43f196bc-d63f-11e8-b668-2fb34fec8f14
https://www.amazon.com/dp/B077MRB975/ref=sspa_dk_detail_0?psc=1&pd_rd_i=B077MRB975&pf_rd_m=ATVPDKIKX0DER&pf_rd_p=f52e26da-1287-4616-824b-efc564ff75a4&pf_rd_r=ESK1V88M143NWCZ1QY32&pd_rd_wg=ThjSI&pf_rd_s=desktop-dp-sims&pf_rd_t=40701&pd_rd_w=cCbzJ&pf_rd_i=desktop-dp-sims&pd_rd_r=43f196bc-d63f-11e8-b668-2fb34fec8f14
https://www.amazon.com/Learning-Resources-Lets-Activity-Pieces/dp/B01N7MMCMO/ref=sr_1_1?ie=UTF8&qid=1540242872&sr=8-1&keywords=coding+for+kindergartners
https://www.amazon.com/Learning-Resources-Lets-Activity-Pieces/dp/B01N7MMCMO/ref=sr_1_1?ie=UTF8&qid=1540242872&sr=8-1&keywords=coding+for+kindergartners


Elementary (Grades 2-3) 
 
Device & Link Description Cost  Q Total 
Set of 15 iPads Students will use these to program BlueBlot and Dash as well as 

other free computer Science apps.  
$4,500 1 $4,500.000 

Blue-Bot Bluetooth 
Programmable Robot Class 
Pack 

 

● PROGRAMMABLE ROBOT ► Blue-Bot is a Bluetooth enabled 
floor robot compatible with your tablet or PC. Get the entire class 
plan an algorithm on the screen of a compatible device and send 
it remotely for Bluetooth enabled Blue-Bot to perform right in front 
of their classmates! 

● NEW DESIGNED ► Blue-Bot is an exciting new robot designed 
for use by young students. This colorful, easy-to-operate, and 
friendly little robot is a perfect tool for teaching sequencing, 
estimation, problem-solving, and just having fun! 

● RECHARGABLE BATTERY ► Blue-Bot is powered by a built-in 
rechargeable battery. Recharging is done via a standard USB 
recharger or USB computer port. A USB recharger cable comes 
with each Blue-Bot. 

● CLEAR SHELL ► Blue-Bot has a clear shell, which makes it 
possible to see the components inside Blue-Bot. Children can 
see its buzz! Tablet or PC controlled floor robot. 

● COMPATIBLE WITH ► Blue-Bot is compatible with any device 
with version 3.0/4.0+ EDR Bluetooth (e.g. iPad3 and later, iPhone 
4s and later) please check your device specifications to ensure it 
is compatible. 

$672.00 
+ $55 

shipping 

2 $1,344.00 

Card Mat The Bee-Bot card mat provides the perfect surface for Bee-Bot and is a great 
tool for implementing Bee-Bot Lessons. The Bee-Bot card mat is a grid 
covered with an attached clear plastic sheet. Lift the clear sheet to locate 
subject images on the grid and then lower it to lock them in place. The grid 
guides students as they navigate Bee-Bot across the mat to practice and 
learn each lesson. 
 

$69.95 3 $209.85 

https://www.amazon.com/Blue-Bot-Bluetooth-Programmable-Robot-Class/dp/B01HXHSO9G/ref=sr_1_2_sspa?ie=UTF8&qid=1540256437&sr=8-2-spons&keywords=bluebot&psc=1
https://www.amazon.com/Blue-Bot-Bluetooth-Programmable-Robot-Class/dp/B01HXHSO9G/ref=sr_1_2_sspa?ie=UTF8&qid=1540256437&sr=8-2-spons&keywords=bluebot&psc=1
https://www.amazon.com/Blue-Bot-Bluetooth-Programmable-Robot-Class/dp/B01HXHSO9G/ref=sr_1_2_sspa?ie=UTF8&qid=1540256437&sr=8-2-spons&keywords=bluebot&psc=1
https://www.bee-bot.us/card-mat.html


 

 

MaKey MaKey 

 

● Turn everyday objects like bananas into touchpads! 
● Connect the world around you to your computer! Setup takes just 

seconds. 
● Just plug, clip, and play! No programing knowledge needed. 
● 1000s of possibilities! Draw your own game controller! Dance like 

never before! 
● No software to install. Works with Mac and Windows. 

 

$49.94 15 $749.10 

Wonder Workshop Dash 

 
 

● CREATE: Dash arrives charged and ready to go out of the box. 
Kids can give Dash Robot voice commands and explore loops, 
events, conditions, and sequences with the included Dash 
Challenge Cards. It’s more than learning to code. 

● LEARN: Dash robot offers an open-ended learning platform that 
makes tech knowledge simple and accessible, helping kids grow 
into confident creative architects. 

● COLLABORATE: Wonder League is an encouraging and 
challenging community where kids can share ideas and build 
confidence. Wonder Workshop’s Robotics Competitions provides 
opportunities for kids to work together, helping everyone learn 
and evolve. 

● GROW: This award-winning Dash robot bundle includes a full set 
of Dash Challenge Cards, a catapult Launcher kit, and a power 
adapter. Extend the possibilities even further with Sketch Kit, 
Building Block Connecters, and more from Wonder Workshop 

● SCHOOLS: Dash is used in over 20, 000 schools today and 
expanding rapidly. 

$145.79 13  $1,894.88 

https://www.amazon.com/Makey-Invention-Kit-Everyone/dp/B008SFLEPE/ref=sr_1_1?ie=UTF8&qid=1540255839&sr=8-1&keywords=makey+makey
https://www.amazon.com/dp/B00SKURVKY/ref=sspa_dk_detail_0?psc=1&pd_rd_i=B00SKURVKY&pf_rd_m=ATVPDKIKX0DER&pf_rd_p=f52e26da-1287-4616-824b-efc564ff75a4&pf_rd_r=GC93Q80YVBPZMJKRNT8S&pd_rd_wg=qDemJ&pf_rd_s=desktop-dp-sims&pf_rd_t=40701&pd_rd_w=0DaTF&pf_rd_i=desktop-dp-sims&pd_rd_r=9e933054-d63f-11e8-a8d6-f512c823c951


● For ages 6+ 
 

Wonder Workshop Dash & Dot 
Learn to Code Challenge Card 
Box Set 

 

● Beginner-friendly challenge cards invite you to level up your 
coding skills through fun, hands-on activities. 

● Program Dash & Dot robots (sold separately) to create light 
patterns, do silly dances and lead games to play with your friends 

● Pack includes 72 kid-facing challenge cards that will cover 6 
fundamental coding concepts 

● Story-based learning activities encourage problem-solving fun 
● Coding challenges are perfect for classrooms, after-school clubs, 

libraries, technology labs, makerspaces and homes. 
● Pack includes 72 illustrated cards, 6 separator tabs for organizing 

cards by coding level and reusable box for easy storage 
● Ideal accessory for Wonder Pack; Dash and Dot robots and free 

Blockly app required . Ages 6+ 
 

$39.99 1 $39.99 

STEM Challenges Learning 
Cards 

 

● Help students practice essential stem skills with 30 unique, 
open-ended challenge cards 

● Extend learning with questions in each of the five steam areas 
and a simple explanation of the science behind the challenge 

● Each challenge card uses simple, common materials and is 
flexible enough to fit stem learning into jam-packed curriculums 

● These durable cards are perfect for early finishers, centers, 
whole-group activities, and take-home activities 

 

$32.37 1 $32.37 

 

 
 
 

https://www.amazon.com/d/Card-Games/Wonder-Workshop-Dash-Learn-Challenge/B074ZS5K7V/ref=sr_1_2?ie=UTF8&qid=1540508446&sr=8-2&keywords=dash+challenge+cards
https://www.amazon.com/d/Card-Games/Wonder-Workshop-Dash-Learn-Challenge/B074ZS5K7V/ref=sr_1_2?ie=UTF8&qid=1540508446&sr=8-2&keywords=dash+challenge+cards
https://www.amazon.com/d/Card-Games/Wonder-Workshop-Dash-Learn-Challenge/B074ZS5K7V/ref=sr_1_2?ie=UTF8&qid=1540508446&sr=8-2&keywords=dash+challenge+cards
https://www.amazon.com/Carson-Dellosa-Challenges-Learning-140350/dp/B078H9VSGM/ref=sr_1_fkmr2_2?ie=UTF8&qid=1540508925&sr=8-2-fkmr2&keywords=makerspace+challenge+cards
https://www.amazon.com/Carson-Dellosa-Challenges-Learning-140350/dp/B078H9VSGM/ref=sr_1_fkmr2_2?ie=UTF8&qid=1540508925&sr=8-2-fkmr2&keywords=makerspace+challenge+cards


Intermediate (Grades 4-5) 
 
Device & Link Description Cost  Q  Total 
Set of 15 iPads Students will use these to program ​Sphero and Dash ​as well as 

other free computer Science apps. 
$4,500 1 $4,500.00 

MaKey MaKey 

 

● Turn everyday objects like bananas into touchpads! 
● Connect the world around you to your computer! Setup takes 

just seconds. 
● Just plug, clip, and play! No programing knowledge needed. 
● 1000s of possibilities! Draw your own game controller! Dance 

like never before! 
● No software to install. Works with Mac and Windows. 

 

$49.94 1
5 

$749.10 

Sphero BOLT Power pack 

 
 

● 15 robots (class set) 
● Sphero BOLT is an app-enabled robotic ball that you can drive 

and code, providing endless opportunities to be creative and 
have fun while learning. 

● BOLT’s programmable 8x8 LED Matrix can animate and display 
real-time data. 

● Powered by the Sphero Edu app (available on nearly any 
mobile or desktop device), you can code BOLT by drawing, 
using Scratch blocks, or writing JavaScript. 

● Advanced yet approachable, you can learn programming, 
complete hands-on activities, and share your creations with the 
community. 

● Programmable sensors including Infrared, Compass, Light 
Sensor, Gyroscope, Accelerometer, and Motor Encoders. 

● It’s fun to take for a spin. Simply drive BOLT and play games. 
● Durable. Waterproof. Inductive charging. 2+ hour battery life. 

$2,499.99 
 

1 $2,499.99 

https://www.amazon.com/Makey-Invention-Kit-Everyone/dp/B008SFLEPE/ref=sr_1_1?ie=UTF8&qid=1540255839&sr=8-1&keywords=makey+makey
https://www.sphero.com/sphero-bolt-power-pack


Connects via Bluetooth. 
 

Wonder Workshop Dash 

 
 

● CREATE: Dash arrives charged and ready to go out of the box. 
Kids can give Dash Robot voice commands and explore loops, 
events, conditions, and sequences with the included Dash 
Challenge Cards. It’s more than learning to code. 

● LEARN: Dash robot offers an open-ended learning platform that 
makes tech knowledge simple and accessible, helping kids 
grow into confident creative architects. 

● COLLABORATE: Wonder League is an encouraging and 
challenging community where kids can share ideas and build 
confidence. Wonder Workshop’s Robotics Competitions 
provides opportunities for kids to work together, helping 
everyone learn and evolve. 

● GROW: This award-winning Dash robot bundle includes a full 
set of Dash Challenge Cards, a catapult Launcher kit, and a 
power adapter. Extend the possibilities even further with Sketch 
Kit, Building Block Connecters, and more from Wonder 
Workshop 

● SCHOOLS: Dash is used in over 20, 000 schools today and 
expanding rapidly. 

● For ages 6+ 
 

$145.79 1
2 

$1,749.48 

Wonder Workshop Dash & Dot 
Learn to Code Challenge Card 
Box Set 

 

● Beginner-friendly challenge cards invite you to level up your 
coding skills through fun, hands-on activities. 

● Program Dash & Dot robots (sold separately) to create light 
patterns, do silly dances and lead games to play with your 
friends 

● Pack includes 72 kid-facing challenge cards that will cover 6 
fundamental coding concepts 

● Story-based learning activities encourage problem-solving fun 
● Coding challenges are perfect for classrooms, after-school 

clubs, libraries, technology labs, makerspaces and homes. 
● Pack includes 72 illustrated cards, 6 separator tabs for 

organizing cards by coding level and reusable box for easy 

$39.99 1 $39.99 

https://www.amazon.com/dp/B00SKURVKY/ref=sspa_dk_detail_0?psc=1&pd_rd_i=B00SKURVKY&pf_rd_m=ATVPDKIKX0DER&pf_rd_p=f52e26da-1287-4616-824b-efc564ff75a4&pf_rd_r=GC93Q80YVBPZMJKRNT8S&pd_rd_wg=qDemJ&pf_rd_s=desktop-dp-sims&pf_rd_t=40701&pd_rd_w=0DaTF&pf_rd_i=desktop-dp-sims&pd_rd_r=9e933054-d63f-11e8-a8d6-f512c823c951
https://www.amazon.com/d/Card-Games/Wonder-Workshop-Dash-Learn-Challenge/B074ZS5K7V/ref=sr_1_2?ie=UTF8&qid=1540508446&sr=8-2&keywords=dash+challenge+cards
https://www.amazon.com/d/Card-Games/Wonder-Workshop-Dash-Learn-Challenge/B074ZS5K7V/ref=sr_1_2?ie=UTF8&qid=1540508446&sr=8-2&keywords=dash+challenge+cards
https://www.amazon.com/d/Card-Games/Wonder-Workshop-Dash-Learn-Challenge/B074ZS5K7V/ref=sr_1_2?ie=UTF8&qid=1540508446&sr=8-2&keywords=dash+challenge+cards


storage 
● Ideal accessory for Wonder Pack; Dash and Dot robots and 

free Blockly app required . Ages 6+ 
 

STEM Challenges Learning 
Cards 

 

● Help students practice essential stem skills with 30 unique, 
open-ended challenge cards 

● Extend learning with questions in each of the five steam areas 
and a simple explanation of the science behind the challenge 

● Each challenge card uses simple, common materials and is 
flexible enough to fit stem learning into jam-packed curriculums 

● These durable cards are perfect for early finishers, centers, 
whole-group activities, and take-home activities 

 

$32.37 1 $32.37 

Scratch Coding Cards 

 

With the ​Scratch Coding Cards​, kids learn to code as they create 
interactive games, stories, music, and animations. The 
short-and-simple activities provide an inviting entry point into Scratch, 
the graphical programming language used by millions of kids around 
the world. 
 
Kids can use this colorful 75-card deck to create a variety of interactive 
programming projects. They’ll create their own version of Pong, Write 
an Interactive Story, Create a Virtual Pet, Play Hide and Seek, and 
more! 
 
Each card features step-by-step instructions for beginners to start 
coding with Scratch. The front of the card shows an activity kids can do 
with Scratch—like animating a character or keeping score in a game. 
The back shows how to put together code blocks to make the projects 
come to life! Along the way, kids learn key coding concepts, such as 
sequencing, conditionals, and variables. 

$16.96 1 $16.96 

 

https://www.amazon.com/Carson-Dellosa-Challenges-Learning-140350/dp/B078H9VSGM/ref=sr_1_fkmr2_2?ie=UTF8&qid=1540508925&sr=8-2-fkmr2&keywords=makerspace+challenge+cards
https://www.amazon.com/Carson-Dellosa-Challenges-Learning-140350/dp/B078H9VSGM/ref=sr_1_fkmr2_2?ie=UTF8&qid=1540508925&sr=8-2-fkmr2&keywords=makerspace+challenge+cards
https://www.amazon.com/Scratch-Coding-Cards-Creative-Activities/dp/1593277741/ref=sr_1_1?ie=UTF8&qid=1540509721&sr=8-1&keywords=scratch+cards


 
 

Incentives ● Innovation Stations - classrooms will receive badges 
upon completion of tasks. Classroom names will go into 
a drawing for classroom rewards.  

● Wolf Wars - Winners of Wolf Wars competitions will 
receive classroom reward(s).  

$1,500.00 

 
 

Total Estimated Budget 
 

 
$23,368.25 
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