Mastery in Motion: Classroom Project
Add-Ons with Step-by-Step Instructions

1. Vocabulary Build

Use in: ELA, Science, Social Studies
Purpose: Connect vocabulary words to visual and hands-on learning.

Step-by-Step Procedure:
1. Assign 1-2 vocabulary words per student or group.
2. Provide building materials: LEGO, clay, pipe cleaners, paper, etc.
3. Students create a model that represents their word’s meaning.
4. Each student presents their build and explains their thinking.
5. Display models as a visual word wall or photo gallery.
Differentiation:
o Offer material choices.
o Provide visuals or definitions.

e Allow drawing instead of building.

2. Character Survival Kit

Use in: ELA— Novel Studies
Purpose: Promote empathy and character analysis.

Step-by-Step Procedure:
1. Afterreading a chapter or story, assign students a character.
2. Students design 3-5 items the character would carry to survive or succeed.
3. Sketch, build, or describe the items.
4. Share kits with the class and explain item choices.
5. Optional extension: Pack a physical "kit" box or bag.
Differentiation:
e Allow written explanations.
e Provide item lists for ideas.

e Encourage creative or funny items.
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3. Historical Artifact Creation

Use in: Social Studies
Purpose: Connect history to daily life.

Step-by-Step Procedure:

1. Assign students a time period or culture.

2. Research daily life, tools, or traditions from that era.

3. Create a model or sketch of an artifact someone would use.

4. Write a short description of its purpose.

5. Presentto the class or create a "museum display."
Differentiation:

+ Provide research resources.

e Allow drawing or digital models.

e Challenge advanced students to create multiple artifacts.

4. Data Story Visualization

Use in: Math or Science
Purpose: Help students interpret and explain data.

Step-by-Step Procedure:
1. Provide a set of data (graph, chart, or numbers).

2. Students create a visual model of the data using objects, drawings, or digital
tools.

3. Include a written or verbal story explaining what the data shows.
4. Share visuals with the class.
5. Discuss different interpretations.
Differentiation:
o Offer simple and complex data sets.
e Allow sketching instead of building.

e Provide sentence starters.
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5. Build Your Own Lab Equipment

Use in: Science
Purpose: Promote design thinking before experiments.

Step-by-Step Procedure:
1. Before alab or experiment, describe the problem to solve.
2. Students sketch or build a prototype of a tool that would help.
3. Discuss studentideas as a class.
4. Compare to the actual lab equipment.
5. Reflect on design choices.
Differentiation:
¢ Provide images of lab tools.
¢ Allow simple sketches.

e Challenge students to improve real tools.

6. Design a Classroom Poster

Use in: Any Class — Review or Reflection
Purpose: Help students teach others.

Step-by-Step Procedure:
1. Assign a complex concept students have learned.

2. Students create a poster or infographic for future students explaining the
conceptin simple terms.

3. Use drawing tools or digital design platforms.
4. Share posters with the class.
5. Display around the room.
Differentiation:
e Provide templates.
e Allow digital or hand-drawn options.

e Encourage slogans orvisuals.
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7. Math Real World Product Design

Use in: Math — Geometry, Measurement, Financial Literacy
Purpose: Apply math concepts to real-world problems.

Step-by-Step Procedure:
1. Present a scenario (design packaging, create a product, plan a room layout).
2. Students sketch or build their design.
3. Include calculations: area, perimeter, volume, cost, etc.
4. Present designs and explain the math used.
5. Optional: Display products for peer feedback.
Differentiation:
e Provide cost charts or guides.
e Allow group or partner work.

e Challenge advanced students with budget or space constraints.

8. Story Map with Movement

Use in: ELA— Reading or Writing
Purpose: Visualize story settings and plot.

Step-by-Step Procedure:

1. Students create a map of the story setting or plot points using paper,
classroom materials, or digital tools.

2. Walk the class through the map by retelling key events.

3. Add labels, symbols, or decorations to the map.

4. Reflect on how the map helps understanding.
Differentiation:

e Provide story map templates.

o Allow collaborative work.

e Challenge students to create 3D models.
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9. Classroom Tool Prototype

Use in: Any Subject — Problem Solving
Purpose: Develop practical solutions for classroom issues.

Step-by-Step Procedure:

1. Ask students to identify a classroom problem (organization, noise, missing
supplies).

2. Sketch or build a prototype of a solution.

3. Presentthe ideato the class.

4. Reflect on how it would improve learning.

5. Optional: Build a working model.
Differentiation:

e Provide problem prompts.

e Allow drawing or building.

¢ Encourage multi-function tools.

10. Sketch or Build a "What’s Next"

Use in: Any Subject — End of Unit
Purpose: Extend learning into future thinking.

Step-by-Step Procedure:

1. After a unit or project, ask students to imagine a next-step invention,
solution, or event.

2. Sketch or build a model of their idea.

3. Presenttheir "What’s Next" to the class.

4. Reflect on how it connects to what they learned.

5. Optional: Create a class display or gallery.
Differentiation:

e Allow drawing or building.

o Provide sentence starters.

e Challenge advanced students to connectideas globally or inventively.
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