STEAM
Museum
Plan and conduct an investigation to compare the effects of different
K-PS2strengths or different directions of pushes and pulls on the motion of
1
an object.
K-PS2- Analyze data to determine if a design solution works as intended to
2
change the speed or direction of an object with a push or a pull.
2-PS1- Make observations to construct an evidence-based account of how
3
an object made of a small set of pieces can be disassembled and
made into a new object.
Ask questions, make observations, and gather information about a
situation people want to change to define a simple problem that can
K-2be solved through the development of a new or improved object or
ETS1-1 tool.
Develop a simple sketch, drawing, or physical model to illustrate how
K-2the shape of an object helps it function as needed to solve a given
ETS1-2 problem.
Analyze data from tests of two objects designed to solve the same
K-2problem to compare the strengths and weaknesses of how each
ETS1-3 performs.
3-PS2- Make observations and/or measurements of an object’s motion to
2
provide evidence that a pattern can be used to predict future motion.
4-PS3- Make observations to provide evidence that energy can be
2
transferred from place to place by sound, light, heat, and electric
currents.
4-PS3- Ask questions and predict outcomes about the changes in energy
3
that occur when objects collide.
4-PS3- Apply scientific ideas to design, test, and refine a device that
4
converts energy from one form to another.
Plan and carry out fair tests in which variables are controlled and
3-5failure points are considered to identify aspects of a model or
ETS1-3 prototype that can be improved.
MSPS2-1

Apply Newton’s Third Law to design a solution to a problem
involving the motion of two colliding objects.

