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o 
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• Science 4 – Plant Sensing and Responding 

• Science 5 – Simple Machines 

• ADST 6/7 – Computational Thinking, Visual programming 
Lesson objectives: 

• Students will design and construct a simple machine that moves in response to a stimulus. 

• They will consider sources of design inspiration in nature and practice using the design cycle. 
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• Why is the testing part of the design cycle important? 

• How does knowing coding help us to create and tinker? 

• Where else could we use machines that respond to light? Other stimuli? 

• Why is nature a valuable inspiration for tinkering and innovation? 
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