Camp Half-Blood Cabins

	Teacher Name/District:
	Duration (in minutes): 10 - 30 min lessons

	Grade Level(s): 6
	Subject/Course: ELA 
	Unit: The Lightning Thief

	Resources needed:
(On-site people, facilities, tools, technology, materials, community connections)
	3D printer - Flash Forge Adventurer 5M pro
Filament 
Chromebooks - with access to TinkerCad
Cabin Project Evaluation Form
Cabin Project Packet
The Lightning Thief by Rick Riordan 
Flash Print installed on teacher computer 
Small cardboard boxes for Cabins
Craft materials - paint, tape, glue, markers, clay, etc.
Librarian - books on gods/goddesses 

	Learning Standards:
(content + CS & DF)
	4-6.DL.4 Use a variety of digital tools and resources to create and revise
digital artifacts.
4-6.NSD.2 Model how computer hardware and software work together as a system to accomplish tasks. 
4-6.DL.3 Conduct and refine advanced multi-criteria digital searches to locate content relevant to varied learning goals.
4-6.DL.2 Select appropriate digital tools to communicate and collaborate while learning with others. 

 SL.6.1. Engage effectively in a range of collaborative discussions (one-on-one, in groups, and teacher-led) with diverse partners on grade 6 topics, texts, and issues, building on others’ ideas and expressing their own clearly.
SL.6.4 : Present claims and findings, sequencing ideas logically and using relevant descriptions, facts, and details to accentuate central ideas or themes; use appropriate eye contact, adequate volume, and clear enunciation
SL.6.5  Include digital media and/or visual displays in presentations to clarify information and emphasize and enhance central ideas or themes.


	Big Idea:
	Can you design an artifact that represents your god or goddess, while enhancing your cabin?

	Authentic Purpose: 
(Why does this matter to your students?)
	Students are showing their knowledge of the god or goddess they researched by creating an item using the 3D printer. Students work together with a partner to decide on what items to print. Students helped each other when designing their item using TinkerCad. 

	Future-Ready Competencies:
   __x_Collaboration
   __x_Communication
   ___Critical Thinking & Problem Solving
   __x_Creativity & Innovation
   ___Other:  
	Objectives: 
Students will work together to research a god or goddess. 
Students will work together to design a cabin representing their god/goddess.
Students will use TinkerCad to design an item for the 3D printer that represents their god/goddess. 

	Project Statement:
(Include: issue, problem or challenge; student role, purpose, beneficiary, and desired outcomes)
	In this project students will research a god or goddess with an assigned partner. Students will use their research to design a cabin that is representative of their god or goddess. Students will be introduced to TinkerCad and shown how to use it. Students will design an item, using TinkerCad, that is representative of their god or goddess. 

	Empathy Anchor: 
(How will students develop empathy and care about this problem) 
	Students will be involved in this hands-on project every step of the way which will increase interest. All students are able to participate in this activity regardless of the level of English they have. 

	Public Audience & Reveal: 
(Experts, audiences, or product users students will engage with during and at the end of project)
	Students presented the project to their ELA class.
The projects will be presented at the Future Ready Showcase on January 30th, 2025

	Knowledge Construction:
(How are students going to construct content knowledge and practice it) 

Students will build on their knowledge of TinkerCad as they use it. Students will build on knowledge as they help each other with their designs. 
	Student Assessment:

Students will be graded on their final project using the rubric on the last page of the cabin project. Students can reference the rubric throughout the creation of the cabin. 


	Design Process:
1. Discover
2. Research & Empathize
3. Brainstorm
4. Choose
5. Build
6. Test
7. Communicate
8. Redesign
	Describe what (& how) students are going to do in each step:
Discover 
· Students will be introduced to the project and assigned a partner. 
· Students will be introduced to the website TinkerCad by the technology coach. They will begin designing items and experimenting with the technology 
Research & Empathize 
· Students will be researching a specific god or goddess with their partner(s) Students will begin by using the librarian as a resource. The librarian will provide books on gods/goddesses, along with websites. 
Brainstorm
· Students will sketch a design of their cabin with their partner.
· Students will 
Choose
· Students will choose the god/goddess they want to research 
· Students will choose what they want to create using the 3D printer
· Students will choose how they want to design their cabin 
Build
· Students will build their cabin with their partner using materials of their choosing 
· Students will create an item using TinkerCad
· Students will export and upload the item to Canvas 
Test
· Students will print their items with the 3D printer - if the print isn’t successful students will troubleshoot any issues 
Communicate 
· Students will communicate with their partner(s) throughout the project
· Students will communicate with the teacher regarding their 3D printer item 
Redesign 
· If an item doesn’t print successfully, students will redesign 




