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The Power of Together: Innovating and Solving Problems

Have you ever tried to solve a really tricky puzzle or build something completely new? Sometimes, the best
way to do it is with friends! That's what collaboration is — when a group of people work as a team to reach
a shared goal. And when teams collaborate, amazing new things can be created. This is called innovation!
Innovation is all about finding new solutions, making cool inventions, or discovering better ways to do things.

Think about a time you worked on a project with others. Did your group come up with ideas you wouldn't
have thought of alone? That's the power of working together!

How Great Ideas Come to Life

Collaborating isn't just about dividing up tasks; it's about making our brains work better together to solve
challenges, especially in science and engineering. Here's how teams bring ideas to life:

1. Active Listening: The journey starts with a problem to solve or something new to create.

« Brainstorming: As a team, you throw out lots of different ideas! No idea is too silly at first.

« Listening Carefully: This is where active listening is key. Everyone listens respectfully to each other's
ideas. You show you're listening by making eye contact and not interrupting.

« Asking Smart Questions: To truly understand the problem, your team will ask questions of each other
and your teacher. This helps you analyze the problem from different angles.

« Building on Ideas: Instead of just saying your own ideq, try to add to what someone else said: "That's
a great start, and we could also..." This helps propel the conversation forward.

2. Designing the Solution: Once you have ideas, it's time to plan how to make them real.

« Using Models & Methods: Your team might use paper and pencil to draw a plan, or you might use
computer tools to create models of your idea. For example, if you're designing a new playground, you
could draw it or even build a simple digital version.
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« Choosing the Right Tools: This is where digital fluency comes in! Your team decides which digital tools
(like a shared drawing app, a coding program, or a presentation builder) will best help you design
your solution. You're learning to select and use appropriate digital tools by their functions.

« Creating Procedures: You decide on the step-by-step instructions for your project, just like a
computer program follows rules.

3. Building and Trying: Now, it's time to put your plan into action!

« Putting in Effort: Building something new, especially with technology, can be challenging. This is
where effortful learning shines! You and your team stay engaged and maintain a positive mindset,
even when things get tough.

« Facing Challenges: Sometimes your first idea won't work perfectly. That's a normal part of solving
real-life problems! You might need to modify methods as needed. Your teammates help and support
each other when trying a new approach.

« Using Digital Tools: You use your coding skills, typing skills, and other digital tools to build your
project. You're constantly solving problems by developing, testing, and refining technologicall
processes.

4. Testing, Getting Feedback, and Improving: No project is perfect on the first try! This step is about making
your innovation even better.

« Evaluate Results: Your team runs your program or looks at your model. Does it work the way you
expected? Does it evaluate results based on the given context? If you built a watering system for
plants, does it water them enough without wasting water?

« Seeking Feedback: You share your work with others (your teacher or classmates) and listen to their
ideas. This is where you use feedback to improve efficiency using digital tools or refine your design.

« Redesign for Accuracy: Based on what you learn from testing and feedback, your team will redesign
programs, models, and methods to improve accuracy or efficiency. Maybe your animal habitat
simulation isn't quite right, so you adjust its rules!

¢ Relating Concepts: You connect what you learned about solving this problem to other concepts you
know. "This problem was similar to that other challenge because they both needed us to..." You look
for similarities among problems.

5. Sharing Your Innovation: Finally, you share your amazing teamwork and innovative solution!

« Creating Quality Work: You make sure your presentation, project, or report follows the rules and
guidelines so it's clear and easy to understand.

¢ Clear Communication: When you explain your project, you use appropriate voice and tone to clearly
tell others about your team's ideas and how you solved the problem.

Your Turn!

Now you get the chance to collaborate and innovate! You will get to build your own puzzle with a partner!
Go to the Puzzle Playground. Make sure to have the following in your puzzle.

1. Title with both you and your partner's names.
2. Attempt to build your puzzle with a 10x10 grid.

3. Use a mix of all the elements and concepts you have learned. Review and try and use the following:



e Sequencing and algorithms: Sequence is the correct order of the instructions in order to accomplish
something. Do you have all your steps in the correct sequence for your character to navigate through
the puzzle to the door?

« Events: Events are things that happen when you click on a button or select an icon. Pulling the lever
is an example of an event in the puzzle. Try and use an event in your puzzle with the pulllLever(); .

« Variables: Variables are like containers to hold any value you want. You can update the contents, but
remember the variable can only hold one thing at a time. Practice variables in your puzzle using the
pickUpKey .

« Conditionals: Conditionals happen if something else happens. Practice conditionals in your puzzle.
Remember, you can use the isclearrneft condition.

o Loops: Loops repeat sets of instructions. Practice using a while loop or repeat loop in your puzzle
instead of repeating instructions.

Once you've created your puzzle, test it out, get feedback, and update any inaccuracies!

Puzzle Builders (1)
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