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	 ACTIVITY DESCRIPTION
	DATE COMPLETED
	COUNSELOR

	Making It Matter

	MAKING A POLYMER: Campers made ‘Slime!’ while discussing with the counselor the properties of materials, changes observed in the ingredients during the slime making process, potential next steps in the process and predictions about how the slime might behave.  Campers role-played polymerization and the action of the borax, so that they could visualize what was happening in the jar. 
	
	

	POLYMER POSSIBILITIES: Campers made slime, as in a previous activity, but added different ingredients to the slime and observed how the added ingredients changed the look, feel and behavior of the polymer.
	
	

	MOVING PARTS: Campers discovered the role of bearings in machines by constructing a simple model of ball bearings.  Campers observed that using bearings reduced friction between two surfaces rubbing against one another.  A brainstorming session followed the experiment, in which campers tried to find examples of using bearings to help something turn into a simple machine.
	
	

	MATERIALS & STRUCTURE: Campers observed the counselor demonstrate that tube shapes have more strength than flat shapes.   Campers were then given old newspaper, tape, string, and a plastic cup and challenged to build a structure from which they hung the cup, a structure in which they could then fill the cup with rocks without its tipping over.
	
	

	LABEL CHECK: Campers looked at several different household products and created a chart listing the product, the chemical ingredients of the product, and the special safety precautions that must be observed when using the product.
	
	

	BASE-IC FACTS: Campers were introduced to the topic of acids and bases by the counselor.  Campers then made their own pH tester and used it to test the acidicity/basicity of various household products.  Afterwards the counselor demonstrated the immediate and irreversible destructive action of strong acids and bases using egg whites as stimulated eyes while discussing the importance of chemical lab safety to the campers.
	
	

	PROPERTIES MATTER: Campers explored the various properties of matter, particularly phase changes.  Campers observed and noted some of the physical properties of water, ice and air, then discussed materials they encounter on a daily basis that have changed states.  Campers role-played the action of the atoms within each phase of matter.  Finally, campers induced a phase change from a liquid to a solid while making ice cream in a baggie.
	
	

	Rocks Rock

	BE A ROCK HOUND!: Campers went on a nature walk, collecting as many different types of rocks and minerals as they could find.  During the walk they discussed the importance of not removing stones that might impact the environment where they found it.  Campers also discussed different types of environments and habitats, pointing them out as they walked.  When the walk was over campers made a pet rock, decorating one of the rocks they had collected.  The counselor showed them her pet rock, decorated as a rock hound dog. 
	
	

	GEO HUNT: In small groups, campers walked around campus, searching and pointing out clues that showed where erosion had happened, where weathering was occurring, where water had once covered the area, and where the earth has shifted.  Campers then described the clues and locations of these events with the other campers.
	
	

	WHAT TYPE IS IT?: Campers used their completed rock charts from a previous activity to identify the rocks they had collected during the nature walk.  Campers then made their own sandstone rock using salt and sand.
	
	

	SOIL SENSE: Campers collected several soil samples, each from a different location on campus.  Campers then used their senses to gather (and record) lithological data.
	
	

	THE VIEW FROM ABOVE: Campers examined several ariel photographs and websites featuring ariel photographs, and used them to locate major oceans, land areas, mountain ranges, fault lines, volcanoes, farmland, rivers, lakes, and other features of interest.  Campers noted their discoveries in their notebooks.
	
	

	FOSSIL FUN!: Campers examined several fossils while the counselor discussed fossil preservation methods.  Campers went on a short fossil hunt (the Park campus has several exposures full of crinoid stems and brachiopod fossils).  Campers then made their own “fossils” by pressing a leaf, rock, skeleton, bone, or dead insect into some soft plaster of Paris and allowing it to harden.  
	
	

	CyberGirl Scout

	SAFETY ON THE WEB: Campers were given a talk about the World Wide Web that included a description of what it is, how it can be used, and how to be safe using it.  Afterwards, each camper signed the Girl Scout Online Safety Pledge (worksheet C) and was told to keep it nearby whenever they go online so that they would be sure to follow the rules outlined in the pledge.
	
	

	ONLINE SCAVENGER HUNT: Campers completed a scavenger hunt created by the counselor that utilized web links to relevant sites for the camp (worksheet D).  Prizes were awarded during this activity.
	
	

	OPEN THE DOOR TO THE INTERNET: Several activities throughout the camp encouraged the use of the internet for research, learning use, and play.  Campers learned to use features of the Internet Explorer browser, including Book Marking sites.  As the camp progressed, campers kept a log of sites they visited and charted their experiences, including answers to the following questions (worksheet E):

· How easy was it to find things?

· How long did pages take to download?

· How attractive were the various sites?

· How interesting or useful was the content?

· How right is it for girls your age to be visiting?

Their completed charts were displayed to share with other campers and parents on the final day of the camp.
	
	

	ONLINE CAREERS: Utilizing Lego Mindstorm, campers explored the world of computer programming.  The counselor discussed many careers in information technology, with an emphasis on programming.
	
	

	TRAVELING WITH THE HELP OF CYBERSPACE: Campers were given the name of a location close to Kansas City, a place good for a day trip for the family.  Campers used mapping sites on the internet to create and print out a map they could use to determine distance and the best route to take from their home to their location.  Additionally, campers used the internet to answer the following questions about their location (worksheet F):

· What is the history of this location?

· What is there for your family to do at this location?

· How far would your family have to travel to reach your destination?

· Do you think you and your family would enjoy the outing?
	
	

	FUN & GAMES ONLINE: Using links provided by the camp, campers played games via the World Wide Web.
	
	

	Women’s Stories

	READ ALL ABOUT IT: Several stories about successful women in were shared with the campers.  Individually, campers were asked to make a list of the characteristics they felt made these women successful (worksheet A).  A large group discussion followed in which counselors and campers discussed the listed characterists; which of them they felt they shared, which ones they would like to develop in themselves, and which ones they felt could be important to them.
	
	

	DISPLAY IT: Each camper researched a woman in science/technology via the World Wide Web.  Using MS Word, campers created a Profile of their selected woman, using pictures, diagrams and words to describe the person and their contribution to science/technology.  Their completed Profile was displayed on a bulletin board and campers had to provide a brief oral description of their profiled women to their parents on the last day of camp.  
	
	

	CREATIVE CONTROL: Campers were asked to imagine themselves as the first female President of the United States.  Campers drew a picture of themselves as President and wrote down their ideas for what they would do in their new position (worksheet B).  Campers then shared their thoughts as a group and displayed their pictures on a bulletin board to show their parents on the last day of camp. 
	
	

	A NEW GAME: Each camper developed and submitted a quiz question using the Women in Science/Technology Profiles created by individual campers and displayed on the bulletin board as an information source.  A ten point quiz was created by random selection of the submitted quiz questions.  On the final day of camp, campers were administered the quiz, and given a time limit to complete it.  Campers were able to use the displays to find the answers.  Prizes were awarded for completion.
	
	

	NOTE: If you have already completed the activities above keep in mind that:

· “Women’s Stories: Read All About it” could be exchanged for “Being My Best: Find Role Models”

· “Women’s Stories: Display It” could be exchanged for “Lead On: Let’s Welcome”

	In addition to completing the requirements for the four badges above, campers also completed the following activities during the 2004 Science Madness Day Camp:

	NAME YOUR TALENTS (BEING MY BEST): Every day for the entire week, campers made a list in their journals that began with, “I am good at…” then listed all the things that they had done well that day, even little things.  Campers were instructed to also write on bad days so that they can see that they are still doing a lot of things well. 
	
	

	KEEP A JOURNAL (BEING MY BEST): Campers were required to keep journals during their time at camp to reflect on their experiences at the end of every day.  Additionally, they were encouraged to write about the following topics:

· what they liked best about themselves

· how they are special and different from everybody else

· how they thought they would be described by a neighbor, their best friend, and a teacher

· how they would describe themselves
	
	

	ROLE MODELS (THE CHOICE IS YOURS): Campers were encouraged to think of things and people that influence them – for example, friends, school, family, the media – and write them down in their journal.  They were instructed to star or somehow make note of the people that they thought they could approach when they need help in making a personal decision and explain what makes that person(s) special.
	
	

	TRACK IT (FOOD POWER): Campers were directed to keep a nutrition log, tracking everything they ate during the week spent at camp.  Campers recorded food groups, number of servings from each group, etc.  At the end of the week, campers compared what they had ate with the food guide pyramid and discuss what they could have done to improve what they ate for one meal each day.
	
	

	DO YOU DOUBLE-DUTCH? (OUTDOORS IN THE CITY): Campers learned how to double-dutch jump rope and play hopscotch during outside play times.
	
	

	CROSSWORD PUZZLER (PUZZLERS): Each camper created a crossword puzzle based on the woman they Profiled.  The crossword guidelines included a minimum of 10 clues (5 down, 5 across).  Puzzles were created on graph paper and then photocopied so that each member in their assigned group could have the opportunity to try and solve it.
	
	

	WORD SEARCH (PUZZLERS): Each camper created a word search based on an activity they completed in which they identified different types of rocks.  The word search guidelines included a minimum of 10 words to be placed in a 20 X 20 grid.  Puzzles were created on graph paper and then photocopied so that each member in their assigned group could have the opportunity to try and find the hidden words.
	
	

	DO YOU SEE IT? (PUZZLERS): Campers had several opportunities to observe various optical illusions that trick their eyes throughout the duration of the camp.  Optical illusions were presented to campers via a PowerPoint presentation.  Campers and counselors discussed what was happening within the brain to create each illusion.
	
	

	SCRAMBLE (PUZZLERS): Each camper created a word scramble in which their topic had to relate to matter.  Campers were required to scramble a minimum of 10 words and their puzzles were then photocopied so that each member in their assigned group could have the opportunity to try to unscramble the words in a two minute time frame.
	
	

	JUST THE BASICS (COMPUTER FUN): Campers learned how to do basic computer operations such as learning how to use MS Word to create a document, how to save the document, add bullets, numbers and pictures and how to use the spell-check function.  Campers then printed out their stored information to be displayed on a bulletin board for family viewing on the final day of camp.
	
	

	ACT LIKE A SCIENTIST (SCIENCE DISCOVERY): Campers were given several samples of the three major categories of rocks (igneous, sedimentary, and metamorphic) and were asked to create a chart naming the rock and rock type as well as listing several properties of the rock.  Each camper was then presented with five unknown rocks that they had to classify as to whether they were igneous, sedimentary, or metamorphic.  Campers also had to draw/diagram at least two of the fossil samples they had collected while exploring the exposed rock formations on campus.  Campers had to record the location and lithology of their collected samples.
	
	

	BECOME A SCIENTIST (SCIENCE DISCOVERY): Deanna Weber, with the EPA, spent an hour with the campers discussing how she got interested in her field, who encouraged her to pursue science, where and how she gets information, and which people she identifies as most supportive to her in her job.
	
	

	ROCKIN’ ALONG (SCIENCE IN EVERYDAY LIFE): During a geology walk on campus campers looked for evidence of a changing earth brought about by water, wind, weather, plants, animals, and gravity.  Campers looked for crystals in stones or soil, decaying plant life, erosion on a hillside, changes brought about by people, examples of weathering on buildings, loose rocks at the bottoms of hills, material deposited by water, and rocks smoothed by water.  After the walk, campers had to write an entry in their journal describing their experience.
	
	


