
Utah State University Cooperative Extension

WIRED Disclaimer

“This product was partially funded by a grant awarded under the Workforce Innovation in Regional 
Economic Development (WIRED) Initiative as implemented by the U.S. Employment and Training 
Administration.  The information contained in this product was created by a grantee organization  
and does not necessarily reflect the official position of the U.S. Department of Labor.  All references 
to non-governmental companies or organizations, their services, products, or resources are offered 
for informational purposes and should not be construed as an endorsement by the Department of 
Labor.  This product is copyrighted by the institution that created it and is intended for individual 
organizational, non-commercial use only.”

Utah State University is committed to providing an environment free from harassment and other forms of illegal discrimination based on race, 
color, religion, sex, national origin, age (40 and older), disability, and veteran’s status. USU’s policy also prohibits discrimination on the basis of 
sexual orientation in employment and academic related practices and decisions.  Utah State University employees and students cannot, because 
of race, color, religion, sex, national origin, age, disability, or veteran’s status, refuse to hire; discharge; promote; demote; terminate; discriminate in 
compensation; or discriminate regarding terms, privileges, or conditions of employment, against any person otherwise qualified. Employees and 
students also cannot discriminate in the classroom, residence halls, or in on/off campus, USU-sponsored events and activities.  This publication 
is issued in furtherance of Cooperative Extension work, acts of  May 8 and June 30, 1914, in cooperation with the U.S. Department of Agriculture,      
Noelle E. Cockett, Vice President for Extension and Agriculture, Utah State University.

Utah State 4-H Office  Phone:  (435) 797-4444
4900 Old Main Hill  Toll Free:  (800) 4H-YOUTH 
Logan, Utah 84322-4900 Fax: (435) 797-3268

WIRED Initiative Report
Utah Governor’s Office of Economic Development

WIRED Initiative
Utah Governor’s Office of Economic Development

4-H TRY STEM:  Teens Reaching Youth in Science, 
Technology, Engineering and Math
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WIRED Objective
Utah State University Cooperative Extension 4-H’s involvement in the WIRED initiative included the recruitment and 
training of youth in grades 10-12 to engage their community in science literacy projects.  4-H teens delivered STEM 
experiences during out-of-school time to younger audiences and the community at large.

Utah4-H.org

WIRED Initiative Site Report - 2

What kind of 4-H teen program were you involved in to 
deliver 4-H Science, Technology, Engineering and Math 

(STEM)  experiences  to other children and youth? 
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4-H teen program
What kind of 4-H teen program were you involved in to deliver          
4-H Science, Technology, Engineering and Math (STEM) experiences  to 
other children and youth?

Answer Options Response Percent

4-H TRY (Teens Reaching Youth) Team 82.6%

4-H Teen Council 56.5%

4-H Ambassador Program 26.1%
Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).

•	USU Extension 4-H’s involvement in the WIRED Initiative 
involved the recruitment and training of youth in grades 
10-12 to engage their community in science literacy 
projects. Teens organized themselves into TRY (teens 
reaching youth) Teams with an adult coach to serve as 
a mentor.  Additional 4-H teen groups were recruited to 
deliver STEM programs in their community. 

TRY (Teens Reaching Youth) teach younger kids about the production of  
biofuels with the 4-H National Youth Science Day Experiment “Biofuel Blast.” 

THE METHOD

Location of training
Where did you receive 4-H STEM Training?

Answer Options Response Percent

4-H Teen Leadership Conference TLT (Oct. 2009) 81.8%

Regional 4-H TRY Team Training 18.2%

Local County 4-H Training 27.3%

4-H Leadermete 9.1%

Didn’t Receive Training 9.1%
Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).
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Team Training
Utah 4-H teens were involved in a variety of local, regional and statewide trainings over the grant time period. The 
largest training event was held at the Utah State University Logan campus over Fall Break 2009 with 94 teens and 
coaches trained in general STEM and robotics topics over the course of three days.  

Where did you receive 4-H STEM Training?
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THE TRAINING

•	 Local, regional and statewide training events were  
conducted across the state. Teens selected from a variety of 
STEM topics to be trained in including robotics, crime and 
spy science and general science. In addition to STEM content, 
teams received instruction in teaching elements that include 
appropriate activities based on age, how to organize the 
teaching event experience, event promotion and delivery.  
More than 200 teens attended a training event.

Teens involved in the TRY Team training learned not only STEM content,          
but how to promote and teach STEM programs in their community. 



STEM topics were delivered 
in a variety of 4-H camps. 
Camps ranged from one day 
to week-long experiences that 
explored a myriad of STEM 
subjects. 

Teens served as camp 
counselors teaching campers 
to inquire and investigate 
while having fun.

4-H teens trained through 
the WIRED grant conducted 
activities with children 
involved in a variety of 
afterschool programs. 

These efforts were supported 
by STEM activity guides 
and equipment from the 
4-H Resource Center.  Many 
programs taught 4-H STEM 
throughout the entire school 
year. 

Robotics camps allowed 
participants to design,     
build and program robots 
to navigate obstacle courses 
and complete mission tasks. 

To raise awareness and 
promote the 4-H Science 
Program, counties conducted 
4-H Science Family Nights. 

Teens planned and hosted 
free Science Family Nights 
at community centers 
and schools to invite the 
community out to learn about 
STEM in a family friendly way. 

4-H Science                             
Camps

4-H Afterschool 
Programs

4-H Robotics                                    
Camps

4-H Science                    
Family Nights

WIRED Activities
4-H TRY Teams employed a variety of delivery modes to reach out with a STEM message to their community.  
4-H members also competed in contests, workshops and training events. 
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WIRED Initiative Site Report - 4

County-based and statewide 
STEM workshops were 
conducted to increase the 
knowledge of a specific area 
of STEM, for example, robotics, 
environmental science, space 
exploration, etc. 

Many of these workshops 
included a college recruitment 
message. 

A new 4-H contest was created 
as part of the WIRED grant 
efforts. The “4-H 24-Hour Film 
Contest” provided 4-Hers 
24 hours, a Flip camera and 
computer to plan, film and 
edit a three-to-five minute 
film that included a “mystery 
object.”  

In the first year, three films 
were completed, and in the 
second year, eight films were 
created. 

A 4-H Team from Salt Lake 
County was a first time 
participant in the FIRST 
Robotics Competition.  

A win at the Regional 
Competition allowed them 
to move on to the World 
Championship in Atlanta, 
Georgia. 

WIRED funds were used to 
assist graduate students in the 
Utah State University College 
of Engineering to conduct a 
three-day training for teens in 
the VEX Robotics Platform. 

Teens from eight different 
counties were represented. 
4-H VEX Teams from Davis and 
San Juan went on to compete 
in the VEX Challenge Event. 

STEM                             
Workshops

4-H 24-Hour                          
Film Contest

FIRST Robotics                 
Competition 

VEX Robotics 
Training
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Geographic Reach of WIRED
Utah State University Extension has a faculty presence in every county in Utah.  Part of the assignment of county- 
based Extension Offices is to organize a local 4-H program.  Faculty, staff, volunteer 4-H leaders and teens were all 
involved to promote and teach 4-H STEM across the state of Utah. 

NATIONAL YOUTH SCIENCE DAY

•	4-H TRY Teams across the state were involved conducting 
the 4-H National Youth Science Day Experiment in their 
communities.

•	 The 2009 National Youth Science Day 
Experiment explored the production of 
the biofuel, ethanol.  Renewable energy 
sources like biofuels are constantly making 
headlines in the news today.  4-H TRY 
Teams conducted hands-on experiments 
involving the sugar in corn and other cellulose plants that 

could be converted into biofuels by yeast.  In addition to testing corn syrup, youth tested and discussed other 
alternative fuel options, including switchgrass, sawdust, sorghum and even algae.

•	The 2010 4-H National Youth Science Day Experiment is designed to engage youth 
in focusing on water quality and climate change.  Youth of all ages engage and learn 
through experimentation the effect of CO2 levels on water quality, and understand the 
key characteristics used to observe water quality such as color, odor and the presence    
of aquatic plants and animals.

Utah4-H.org
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Community                 
Members Served             
(1574)

Total of                        
Youth Involved

Teens in Grades       
10-12 (99)

Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).

“Being taught by the very kids 
you were teaching.  It’s just so 
fun to be around all the kids 
and learn about their interests 
and personalities.”

“Watching the kids’ faces 
as we did the experiments, 
and being able to have 
fun teaching science while 
observing the children learn!”

“Teaching the kids new 
skills and seeing how much 
fun they had, especially 
when they thought they 
wouldn’t have fun in the 
first place.”

“The chance to teach the 
children about science 
and watching them learn 
and grow.  It was a great 
opportunity for them learn 
about 4-H and I think many  
of them were more interested 
in our club.”

4-H TRY STEM Across Utah
A middle school teacher’s comment on a teen leader making a 4-H STEM presentation at their school:  “I am so excited 
to see this teen in the 4-H program.  While she was in middle school, we often commented that she was a child that could be  
involved in risky behaviors, and now look at her.  She is the perfect mentor for middle school youth.“  (Wayne County) 

As part of receiving the STEM training, teens complete a contract stating that they will teach at least 15 youth for a 

Wayne County 4-H members 
organized a series of weekly 
afterschool programs and Family 
Science Night events.  They 
documented these efforts in a film 
produced by the 4-H teens.  This film 
was awarded 1st Place 4-H Science 
Film at the National Association of 
Extension 4-H Agents. 

The Beaver County 4-H TRY Team 
completed a STEM Community 
Awareness Event at the 4-H 
Achievement Night (serving 28 
adults and 48 children).  4-H TRY 
Team members also taught STEM 
to two of the three afterschool 
programs in the county reaching 
51 youth and nine adults. 

Millard County 4-H TRY Teams 
completed a “Mad Science Day” 
for kids in their community.   The 
team recruited 37 at-risk youth 
from the “Youth and Families with 
Promise” program to teach them 
STEM concepts.   

Juab County’s TRY Team 
completed a Saturday Robotics 
for youth in the community in 
October.  Five teens (grades       
10-12) taught 14 younger youth. 

Utah4-H.org
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BEST PART OF THE STEM EXPERIENCECOUNTY PERSPECTIVE

minimum of six hours of STEM content.  



Evaluation of Knowledge, Skills and Attitude
USU Extension 4-H measured the impact of the WIRED Initiative on the knowledge, skills and attitude toward   
STEM by sending an online surveys to 4-H Teens involved in the WIRED initiative. 

Knowledge Before Involvement
How would you rank your knowledge in the area of Science, Technology, 
Engineering and Math BEFORE you completed a project with the 4-H 
STEM program?

Answer Options Response Percent

very low 0.0%

low 8.7%

average 52.2%

high 26.1%

very high 13.0%
Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).

How would you rank your knowledge in the area of 
Science, Technology, Engineering and Math BEFORE you 

completed a project with the 4-H STEM program?

Knowledge After Involvement 
How would you rank your knowledge in the area of Science, Technology, 
Engineering and Math AFTER you completed a project  with the 4-H 
STEM program?

Answer Options Response Percent

very low 4.3%

low 0.0%

average 8.7%

high 73.9%

very high 13.0%
Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).

How would you rank your knowledge in the area of 
Science, Technology, Engineering and Math AFTER you 

completed a project  with the 4-H STEM program?

Utah4-H.org
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Skills Before Involvement 
How would you rank your skills in the area of Science, Technology, 
Engineering and Math BEFORE you completed a project with the 4-H 
STEM program?

Answer Options Response Percent

very low 0.0%

low 9.1%

average 72.7%

high 13.6%

very high 4.5%
Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).

How would you rank your skills in the area of Science, 
Technology, Engineering and Math AFTER you 

completed a project with the 4-H STEM program?Skills After Involvement 
How would you rank your skills in the area of Science, Technology, 
Engineering and Math AFTER you completed a project with the 4-H 
STEM program?

Answer Options Response Percent

very low 0.0%

low 0.0%

average 8.7%

high 82.6%

very high 8.7%
Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).
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How would you rank your skills in the area of Science, 
Technology, Engineering and Math BEFORE you 

completed a project with the 4-H STEM program?



Attitude After project 
How would you rank your attitude toward Science, Technology, 
Engineering and Math AFTER you completed a project with the 4-H 
STEM program?

Answer Options Response Percent

very low 4.3%

low 0.0%

average 4.3%

high 52.2%

very high 39.1%
Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).

How would you rank your attitude toward Science, 
Technology, Engineering and Math AFTER you 

completed a project with the 4-H STEM program?

Attitude Before project 
How would you rank your attitude toward Science, Technology, 
Engineering and Math BEFORE you completed a project with the 4-H 
STEM program?

Answer Options Response Percent

very low 8.7%

low 8.7%

average 17.4%

high 39.1%

very high 26.1%
Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).

How would you rank your attitude toward Science, 
Technology, Engineering and Math BEFORE you 

completed a project with the 4-H STEM program?

Utah4-H.org
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Evaluation of Knowledge, Skills and Attitude

Changes in Knowledge, Skills and Attitude 
If there were any changes  in your knowledge, skills or attitude in 
science, engineering and technology as result of involvement in a 4-H 
Science, Technology, Engineering and Math Project; what were the most 
helpful parts? 

Answer Options Response Percent

Training 68.2%

Development of Program 36.4%

Teaching Others 86.4%

Working on a 4-H STEM Project 40.9%

Other 9.1%
Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).
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If there were any changes  in your knowledge, skills or attitude in science, 
engineering and technology as result of involvement in a 4-H Science, 

Technology, Engineering and Math Project; what were the most helpful parts?
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4-H teens teaching Science 
Do you plan on studying  an area of Science, Technology, Engineering 
and Math beyond high school? 

Answer Options Response Percent

yes 60.0%

no 40.0%
Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).

Do you plan on studying  an area of Science, Technology, 
Engineering and Math beyond high school? 
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4-H Resource Checkout
As part of the WIRED grant, USU Extension 4-H expanded the scope of regional resources 
for checkout for programs to use to deliver afterschool, summer and weekend programs.  
This included three mobile computer labs, over 70 robotics kits and a variety of teaching 
totes.  Checkout is arranged through an online reservation system, with a central pick-up 
location at Thanksgiving Point in Lehi, Utah.

The “Dinosaur Tote” includes models, replicas, teaching aids, fossil molds and more to 
allow teens the resources they need to complete a dinosaur experience.  Other resources 
include animal track molds, an EnviroScape Watershed model, mobile tech labs, robotics 
kits, Flip cameras, Keva Plank Design Kit and build challenges, a Solar System Exploration Space Tote, an Inflatable 
Solar System and a Starlab Mobile Planetarium.

As we continue to work on building kits that can be checked out to local TRY Teams implementing projects, we have 
been identifying underutilized resources in our program storage that can be re-purposed to get more use.  Recent 
examples include a solar car race track and telescopes. 

“We borrowed the 4-H Lego 
NXT Robots.  Our county has 
only one Lego robot.  The extra 
robots helped kids to learn way 
more than with just one.”

“It was fun building things with 
kids and getting them excited 
about science!”

“We checked out the track 
molds to use with our kids, who 
loved making their own plaster 
animal tracks. ”

“The 4-H laptops and Lego 
Mindstorm robot kits were very 
helpful because this is what we 
used to teach the youth.”

WIRED Initiative Site Report - 12

“We borrowed equipment for 
our Super Saturday workshop 
and it was helpful.”

“We borrowed a kit to help 
us teach Dry Ice Science and 
taught our kids about solids 
and gasses.”

“We borrowed the Flip cameras 
to help with our film contest.”

“Our TRY Team borrowed the 
robots, GPS, and computer 
lab, that were critical for a  
successful program.”

Equipment Checkout 
Did you or your team borrow any equipment (e.g. robot kits, dinosaur 
tote, etc.) to teach your 4-H STEM experience?

Answer Options Response Percent

Yes 69.6%

No 30.4%
Survey results are the product of an evaluation of teens involved in the program                        
(conducted September - October 2010).

Did you or your team borrow any equipment (e.g. robot kits, 
dinosaur tote, etc.) to teach your 4-H STEM experience?

WIRED Initiative Site Report - 13
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4-H STEM Abilities
In October 2006 the STEM Leadership Team identified an established set of nationally recognized standards in 
Science, Engineering, and Technology that 4-H could align with — and to identify a set of life skill outcomes (STEM 
Abilities) that could be addressed with reasonable certainty within the context of 4-H youth development.  The 
definitions of STEM Abilities are as follows:

Build/Construct — Make by putting 
materials together.

Categorize/Order/Classify — Put objects or 
events into groups or classes.

Collaborate — To work together; applies 
both to the work of individuals as well as 
larger groups.

Collect Data — Record information in an 
organized fashion about objects and events 
that illustrate a specific situation.

Communicate/Demonstrate — Any one of 
several procedures involving various media 
that transfer information from one person to 
another.

Compare/Contrast — Evaluate similarities 
and differences.

Design Solutions — A written plan, also 
known as a design brief, that identifies a 
problem to be solved, its criteria and its 
constraints.

Develop Solutions — A systematic strategy 
used to develop many possible solutions to 
solve a problem or satisfy human needs and 
wants.

Draw/Design — To plan out in systematic, 
usually graphic form; design a building; 
design a computer program.

Evaluate — The technique of examining and 
judging data presented.

Hypothesize — State a tentative 
generalization, which is subject to 
immediate or eventual testing by one or 
more experiments; to explain a relatively 
large number of events.

Invent/Implement Solutions — The 
practical application to fulfill a desired 
purpose. 

Infer — Explain an observation in terms of 
one’s previous experience.

Interpret/Analyze/Reason — Determine 
the nature and relationship of the parts 
of the whole. Find a pattern inherent in 
a collection of data. This process leads 
to stating a generalization or drawing 
conclusions. In an experiment, it is the 
process by which one establishes the 
relationship between controlled factors and 
the outcome.

Measure — A procedure by which one uses 
an instrument to estimate a quantitative 
value associated with some characteristic     
of an object or event.

Model/Graph/Use Numbers — Devise 
a scheme or structure that will describe 
specific real objects or events.

Observe — The most basic process of 
science in which learners use their senses to 
obtain information about themselves or the 
world around them.

Optimize — To make the best or most of a 
condition.

Organize/Order/Classify — Put into 
working order; get together and arrange.

plan Investigations — Use a body of 
techniques, often referred to as the Scientific 
Method, for considering phenomena 
and acquiring knowledge, including the 
elements of hypothesis development, 
prediction, and the effects and limits of 
observation based on gathering observable, 
empirical, measurable evidence, subject to 
the principles of reasoning.

predict — Projecting future observations on 
the basis of previously known information.

problem Solve — Part of the thinking 
process considered the most complex of all 
intellectual functions, that includes problem 
finding and problem shaping.

Question — Raise an uncertainty, doubt, 
or unsettled issue that may be based on 
the perception of a discrepancy between 
what is observed and what is known by the 
questioner.

Redesign — To draw, sketch or plan again.

Research a problem — An active, diligent 
and systematic process of inquiry aimed at 
discovering, interpreting and revising facts. 
Is usually associated with the output of 
science and the scientific method.

State a problem — The first step in the 
engineering process focused on assessing/
creating the need in order to define the 
problem to be solved.

Summarize — To make a brief statement 
giving the main points or substance of a 
matter.

test — To verify or falsify an expectation 
with an observation, often as part of an 
experiment within the scientific method.

troubleshoot — A systematic search for the 
source of a problem so that it can be solved.

Use tools — Manipulate objects, 
instruments and materials as a means 
of furthering a learner’s understanding, 
appreciation and application of scientific 
knowledge.
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4-H StEM Abilities Used 
Which of the following STEM Abilities did you apply in your 4-H STEM Experience? 

Answer Options Response 
Percent Answer Options Response 

Percent Answer Options Response 
Percent

Build/Construct 91.3% Hypothesize  56.5% predict  65.2%

Categorize/Order/Classify 47.8% Invent/Implement Solutions 43.5% Problem Solve 52.2%

Collaborate 91.3% Infer 39.1% Question  65.2%

Collect Data 39.1% Interpret/Analyze/Reason 30.4% Redesign 26.1%

Communicate/Demonstrate 52.2% Measure  69.6% Research a Problem 8.7%

Compare/Contrast  43.5% Model/Graph/Use Numbers 13.0% State a Problem  47.8%

Design Solutions 30.4% Observe  65.2% Summarize  47.8%

Develop Solutions 43.5% Optimize  34.8% test 69.6%

Draw/Design  26.1% Organize/Order/Classify  56.5% Troubleshoot  26.1%

Evaluate  47.8% Plan Investigations 30.4% Use tools 78.3%

Which of the following STEM Abilities did you apply in your 4-H STEM Experience? 

WIRED Initiative Site Report - 15

Survey results are the product of an evaluation of teens involved in the program                        
(conducted Sept. - Oct. 2010).
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Centaurs, 
Trolls & Fairies

Cooking Up   
Science

Crime & Spy    
Science

Dinosaurs Fun-damental 
Science

•	The Centaurs, Trolls & 
Fairies Camp is a five- 
day camp that involves 
exploring potions and 
ancient artifacts while 
looking for mythical and 
magical creatures that 
have taken refuge at 
hidden preserves around 
the world. 

•	 In this camp, based 
on the book series 
Fablehaven, campers 
explore forests, animals, 
potions, mythical 
creatures and write 
in invisible ink to 
keep  secrets hidden            
from  enemies.

•	The Centaurs, Trolls  
& Fairies curriculum is  
designed for grades 4-5, 
but could be adapted 
to fit most elementary    
age ranges.

•	The Cooking Up 
Science camp is a five- 
day camp that involves 
basic biology, chemistry 
and physics using 
common items from   
the kitchen. 

•	Campers make rock 
candy, mix up some 
cornstarch goo, and 
extract iron from  
morning cereal!

•	The Cooking Up 
Science curriculum is  
designed for grades 3-5, 
but could be adapted 
to fit most elementary    
age ranges.

•	The Crime & Spy 
Science camp is a five- 
day camp that involves 
discovering how 
detectives use science  
to uncover the mysteries 
of a crime. 

•	Campers solve the 
case of “The Murder of 
Professor Half Track” 
using clues, and conduct 
their own biotechnology 
experiments to solve the 
murder mystery. 

•	Campers are put 
through a fun “Super 
Spy School”  where they 
learn the essentials of 
being a spy.

•	Crime & Spy Science 
curriculum is  designed 
for grades 4-7, but could 
be adapted to fit other 
age ranges.

•	The Dinosaur Science 
Camp is a five-day camp 
that involves traveling 
back millions of years 
ago to the days when 
dinosaurs roamed        
the earth. 

•	Campers explore 
fossils that were left 
behind, learn about 
paleontologists and 
dig up some dinosaur 
bones. 

•	The Dinosaurs 
curriculum is designed 
for grades 1-2, but could 
be adapted to fit most 
elementary age ranges.

•	The Fun-damental 
Science Camp is a five- 
day camp that involves 
fun, hands-on activities 
that teach basic science 
principles. 

•	Campers explore 
bubbles, potions, light, 
the science behind dry 
ice and they build their 
own cotton ball catapult. 

•	Campers examine 
chemical reactions, learn 
about famous scientists, 
and discover the “fun” 
in science activities 
through exploration and 
experimentation.

•	  Fun-damental Science 
curriculum is  designed 
for grades 1-2, but could 
be adapted to fit most 
elementary age ranges.
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STEM Training Guides
An expressed need from county-based programs was “ready to use” STEM guides to assist 4-H teen leaders and 
volunteers in delivering STEM activities in the community.  To meet the need we updated and created new STEM 
guides.  Collectively these guides are called  “4-H Aggie Adventures for Kids” with each guide focusing on a specific 
STEM topic.  Each guide contains approximately 15 hours of instruction materials.  Leaders used the materials to 
prepare camps, Science Family Nights, etc.  The guides present STEM using a “market driven” approach to attract 
diverse interests to experience STEM. 

Island               
Adventures

Magician’s   
Laboratory

Space                 
Explorers

Slimy, Gooey, 
Gross

Planet               
Energy

•	The Island Adventures 
Camp is a five-day camp, 
where campers travel 
to a remote, secret 
island and spend a 
week exploring learning 
about ocean and coastal 
life, including otters, 
manatees, polar bears 
and whales. 

•	Campers learn to use 
maps to study the island 
and learn about island 
survival by building 
shelters and finding 
fresh water! 

•	Campers also get to be 
pirates for a day!

•	 Island Adventures 
curriculum is  designed 
for grades 3-4, but could 
be adapted to fit other 
elementary age ranges.

•	The Magician’s 
Laboratory Camp is 
a five-day camp that 
involves writing with 
invisible ink, learning 
the secret behind the 
famous table cloth trick, 
and discovering many 
fantastic magic tricks 
and famous magicians. 

•	Campers explore 
gravity, reactions,  
optical illusions and 
learn about the cool 
science behind magic! 

•	Campers entertain 
friends and family, who  
will be AMAZED with the 
performance of magic at 
their magic show on the 
last day of camp!

•	Magician’s Laboratory 
curriculum is design for 
grades  2-3, but could 
easily be adapted for 
other age groups.

•	The Planet Energy 
Camp is a five-day camp 
that involves learning 
about the powers of 
light, motion, and      
heat energy. 

•	Campers will be 
launching a solar 
balloon, working 
with magnetism, 
experiencing solar 
energy, learning more 
about nature and 
conducting energizing 
hands-on experiments!

•	The Planet Energy 
curriculum is designed 
for youth in grades 3-5, 
but could be adapted  
for other elementary  
age ranges.

•	The Slimy, Gooey, Gross 
Science Camp is a five- 
day camp that involves 
fun, hands-on activities 
that teach basic science 
principles. 

•	Campers will 
explore slimy, gooey, 
gross science while 
conducting all kinds of 
icky, sticky experiments! 

•	This is all about  
playing in slimy, yucky 
science fun.

•	Slimy, Gooey, Gross 
curriculum is designed 
for youth in grades 1-2, 
but adaptations could 
be made for other 
elementary grades. 

•	The Space Explorers 
Camp is an out-of-this 
world camp where 
youth explore their Solar 
System.

•	Campers learn about 
planets, comets, stars, 
rockets and about the 
night sky in the Star Lab 
mini-planetarium.  

•	Campers - be prepared 
to encounter some 
extra-terrestrial life!

•	Space Explorers 
curriculum is designed 
for youth in grades 1-3, 
but could be adapted for 
other elementary age 
ranges.
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