The Quick Challenge Assignment 

What is a quick challenge?
· A quick challenge introduces students to one learning concept or idea from the standards. This concept will generally be presented again in a larger design challenge or project. The quick challenge is used to introduce the idea and ‘hook’ the students.
· For example:
· If I were planning to teach a lesson related to STL Standard #18 Transportation Technology and K-2 Benchmark B (Vehicles move people or goods from one place to another in water, air or space, and on land), I might use the following quick challenge at the beginning of class to introduce the idea:
· Students will work as a member of a small team and use a 6” square of aluminum foil to build a boat that will hold the most pennies. The vessel will be placed in a bucket of water and pennies will be added until the vessel sinks. Such an activity can be used to introduce the concepts of balance, stability, buoyancy, cargo, etc. 
· Such a quick challenge would be followed by an information session where Standard #18 will be expanded upon and other STEM content added. Then the lesson might conclude with a larger design challenge (i.e., carve a sailboat from Styrofoam that can be powered down a water-filled rain gutter with a box fan). This larger sailboat design lesson will:
· Expand upon the knowledge and experience gained in the original quick challenge and add new features from related STEM standards (i.e., propulsion, time, distance, rate, graphing, etc.).  
What does a quick challenge look like?
· Quick challenges should last no longer than 15-20 minutes from start to finish.  They should also:
· Use simple and common materials; 
· Require students to construct/build something using a curtailed or simplified version of the design process or problem solving method.
· Focus on one piece of information from content standards/benchmarks.
· Fit into a larger design challenge or lesson that will follow.
Assignment: 
· Work individually to develop a quick challenge for one idea/concept for a given learning standard. 
· Deliverables:
· Standard: Identify one of your content standards.
· Quick Challenge: Develop a quick challenge that will introduce a concept related to the standard. This may include a simple written design brief for the student, or written instruction that the teacher will present orally.
· Methodology: Describe the method by which the teacher will implement the quick challenge (materials needed—keep it simple, testing procedure, concepts to reinforce)
· Student Feedback: Quick challenges are typically ungraded assignments, but develop some method by which students can be provided with feedback concerning their performance.
· Content Outline: Outline the major concepts or content that would ideally be delivered following the quick challenge (just an outline, no need for including all content information at this point).
· Larger Challenge or Project: Identify a larger design challenge or project that could follow and expand upon this quick challenge (just 1-2 sentences describing the larger challenge or project that could follow). 
· A paper copy of all materials (two or three pages maximum). 
· During the next class meeting (March 7) you will submit your quick challenge to another teacher (printed paper copy) and they will attempt to solve the quick challenge—you will play the role of the “teacher” and they will play the role of the “student.” The “student” will not only attempt to complete the quick challenge, but they will also provide you with feedback concerning the appropriateness of the quick challenge. 




Quick Challenge Checklist
Directions: 

The quick challenge should clearly and concisely include the following components. Using your best judgment, provide the author with feedback.

	
	Yes
	No

	QC is clearly tied to a standard and it is identified
	
	

	The QC concept could be expanded upon later (students completing larger problem)
	
	

	The QC would likely “hook” the student or capture his/her attention
	
	

	QC could be completed by grade-level students in 15-20 minutes
	
	

	QC uses simple and common materials
	
	

	QC requires students to build something
	
	

	QC uses a curtailed design process or problem solving methodology
	
	

	Author includes instructions (oral or written) that could be easily followed
	
	

	Author outlines some major concepts that could be delivered after the QC is complete
	
	

	Author identifies a specific design challenge or project that could follow
	
	

	As a reviewer, I am inclined to use this idea in my future classes
	
	



Required Detailed Comments:

1. I really liked this about the QC:











1. [bookmark: _GoBack]The following areas need improvement:
