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INNOVATIVE EXPERIENCES

« Real-world challenges lead children to practice empathy and build

confidence and persistence while becoming solution seekers
HAN DS‘ON STEM SUMMER CAMP o Authentic STEM experiences foster critical thinking, communication,
collaboration and creativity
Our nationally recognized K-6 summer enrichment program, « High-energy activities and opportunities keep children active and engaged
. .. . . « Job-embedded fessi Id | thel d t Itivat
Camp Invention®, has brought authentic invention education e o D cesionaiceveiopmentiips ecucsiors citivatean
to children across the country for more than 30 years. Each
year, a brand-new curriculum is developed and tested to
deliver hands-on experiences that encourage divergent
thinking. Camp Invention is backed by independent research
and designed to spark imaginations through open-ended ‘ , ‘
. . . o Allmaterials shipped in classroom sets from our warehouse to your
engagement in creative problem solving. program location

« Personalized support and resources ensure a positive experience

TURNKEY IMPLEMENTATION

o All-inclusive program curriculum and materials

« Step-by-step curriculum guide and online resources reduce prep time

I loved the environment that the program created.

The days went by quickly and FLEXIBLE & IMMERSIVE CURRICULUM

o Fourall-new, themed modules with hands-on activities
o Curriculum differentiated for primary and intermediate levels

« Aligned to state, Common Core and Next Generation Science Standards as
STACEY U., INSTRUCTOR well as CASEL Social and Emotional Learning (SEL) Competencies

Learn more about Camp Invention here.
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THE INNOVATION MINDSET

All NIHF education programs are built on the belief that every

child can invent. Through open-ended, hands-on exploration,

children build an Innovation Mindset™ —

a growth mindset

infused with lessons from world-changing inventors — that
enables and empowers them in all areas of their lives.

The Innovation Mindset is made up of nine essential skills and
traits that are strengthened every time a child applies them.
Each Camp Invention module highlights different aspects of
this mindset, guiding children to unlock their full potential and
discover the power of their own creativity.

2023 CAMP INVENTION MODULES
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CATCHING AIR™

Take aride through physics, invention
and design engineering as children
personalize mini skateboards, then build
a skate park complete with ramps, bowls
and rails to try out tricks that will inspire
their stick-to-itiveness.

@ Persistence

@ Design Thinking

@ Collaboration

INVENTION CELEBRATION™

To create an epic celebration, children
become event planners who engineer
light-up party hats, explore the

science of sound by building musical
instruments and invent a Party
Assistant to help bring their plans to life.
@ STEM

@ Confidence

@ Intellectual Property

MIMICBOT™

Explore the science of genetics and
biomimicry as children transform
their MimicBot into a one-of-a-kind
animatronic stuffie while learning
about the power of intellectual
property to protect their creation
from the idea-stealing Copy Cat.

@ Intellectual Property

@ Innovation

@ STEM

Learn more about Camp Invention here.

POP-UP VENTURE™

Ideas pop up as children launch
their own pop-up business, make
strong financial decisions, and use
entrepreneurship skills and creative
strategies to attract customers with
the ultimate block party.

@ Entrepreneurship

@ Creative Problem Solving

@ Confidence
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KEY SKILLS AND
CONCEPTS

Design Engineering

Self-Awareness

Simple Machines

Teamwork & Collaboration

CATCHING AIR MODULE OVERVIEW

Catching Air takes students on a ride through physics, engineering and the art of
design as they build their own mini skate park — complete with ramps, bowls, rails
and jumps! They personalize their boards and gain momentum by practicing tricks in
creativity and invention, including how to get back up from a fall.

CURRICULUM HIGHLIGHTS
THIS MODULE EMPHASIZES THESE ASPECTS OF THE INNOVATION MINDSET:

@ -

Exercising persistence while Experimenting with Creating extra-long ramps
practicing skate tricks. designing and creating by combining tracks
skate park features. and working as a team.



https://www.invent.org/educators/camp-invention

KEY SKILLS AND |NVENT|0N CELEBRATION MODULE OVER\"EW

CONCEPTS In Invention Celebration, students take on the role of event planners as they
prepare for a grand celebration! They exercise their creativity and flexibility
muscles by designing the lights, sounds and mood for the party. Children
engineer light-up party hats, build a musical instrument and explore the science
of color to make bubble art banners.

Self-Management CURRICULUM HIGHLIGHTS
THIS MODULE EMPHASIZES THESE ASPECTS OF THE INNOVATION MINDSET:

Sound & Vibrations
INTELLECTUAL
PROPERTY
Relationship Skills
Experimenting with Gaining confidence while Learning about copyrights
completing circuitry. celebrating accomplishments, after creating an original song.
big or small.
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mowEem  MIMICBOT MODULE OVERVIEW

CONCEPTS In MimicBot, students transform their very own robot into a one-of-a-kind stuffie
and use their creativity, inspiration from nature and the power of intellectual
property to protect their creation from an idea-stealing Copy Cat. Along the way,
they explore the science of genetics and biomimicry!

Genetic Diversity

Self-Confidence CURRICULUM HIGHLIGHTS
THIS MODULE EMPHASIZES THESE ASPECTS OF THE INNOVATION MINDSET:

INTELLECTUAL
PROPERTY

Social Awareness

Intellectual Property

Understanding how patents Achieving innovation by adapting Exploring genetics, biomimicry,
can protect novel and useful the design of their MimicBot. circuits and robotics.
inventions.
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morrwe  DOP-UP VENTURE MODULE OVERVIEW
CONCEPTS

Students design their own Pop-Up Venture and discover how to attract

customers, make strong financial decisions and develop marketing strategies.

Entrepreneurship Throughout the week, they get creative to incorporate green energy into their
pop-up design and invent a unique way to distribute their products.

Responsible
Decision-Making CURRICULUM HIGHLIGHTS

THIS MODULE EMPHASIZES THESE ASPECTS OF THE INNOVATION MINDSET:

ENTREPRENEURSHIP ! :. '
U

Measurement & Data

Learning how to create Determining solutions for Building confidence as they
marketing plans and exploring unexpected problems that pop make decisions to create
methods of distribution. up, such as inclement weather. their own business.
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KEY SKILLS AND
CONCEPTS

Gross Motor Skills

Fine Motor Skills

Creative Thinking

CAMP INVENTION GAMES OVERVIEW

Camp Invention Games supplements our four core modules by giving children the
opportunity to engage in more teamwork, out-of-the-box thinking and physical fun
through energetic and enriching activities. Games can be used during the daily lunch
break or implemented during Base Camp, where children begin and end each day.

CURRICULUM HIGHLIGHTS

CAMP INVENTION GAMES EMPHASIZES THESE INNOVATION MINDSET HABITS:

CREATIVE
PROBLEM
SOLVING

Gaining confidence and building Applying creative problem solving
agility through both collaboration to devise strategies in games using
and competition. unusual objects and new rules.

Learn more about Camp Invention here.

Building persistence to overcome
fun challenges, from balloon
tosses to relay races.
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ATYPICAL DAY AT CAMP INVENTION

A TYPICAL DAY! AT CAMP INVENTION MAY FOLLOW THE SCHEDULE BELOW:

1140AM 215PM,

9AM. " LUNCHBREAK

Half the campers T AFTERNOON
MORN'NG enjoy lunch while
BASE CAMP the others go BASE CAMP
c outside for Campers wind
~ampers engage Camp Invention down with
in t(‘aaTnj-bUIIdlng Games, and problem-solving
activities to then they switch. games before
prepare for the day. signing out.

EXTENDED PROGRAM PROGRAM EXTENDED DAY
Campers

Campers Campers stretch c participating in
participating in theirimagination . ampers engage Extended Day?
Extended Day? with STEM in more hands- are picked up
enjoy activities challengesin on SfTEM ?”‘? after engagingin
that build on the ; the first two design thinking more fun, hands-
momentum of the modules challenges as they on activities.

dive into the two

| core program. | ofthe day. | atemoon moduies ' :30 P,M.
730AM. 9:15AM. 105 M. 3

2. Extended Day is offered as a parent opt-in for an additional registration
fee. Participants not registered for Extended Day will arrive at 9 a.m. and

1. Activities are grouped by grade level, allowing
children of all ages to build confidence as
creators and innovators. sign out at 3:30 p.m.
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Program Overview:

« Working families want our help! Extended Day is designed to meet their needs with a
convenient schedule and easy-to-implement activities. Camp Invention plus Extended
Day includes:

« Extended Program Hours — The program typically runs from 7:30 a.m. t0 5:30 p.m.

« All-New Activity Guide — A stand-alone set of hands-on activities and materials builds
upon the momentum of the core modules.

« Flexible Curriculum — A combination of building, sketching, themed design engineering
challenges and recess-style games is provided. This allows for customization to support
the needs of each program

How It Works:

Camp Invention provides Extended Day materials and program team stipends. The Facilitator
will receive a $500 stipend and each Assistant will receive a $60 stipend for the week.

The host site will provide the Extended Day program team, as well as the classroom space. The
program team includes one Extended Day Facilitator and additional Extended Day Assistants,
determined by enroliment.

“l found that parents needed before and after care to accommodate their work
schedules. Extended Day allowed campers to attend that wouldn’t have had the

opportunity and parents were grateful!”
Erin Karolewski | Camp Director, Tuscarawas Valley Local Schools

UNITED STATES
A PATENT AND TRADEMARK OFFICE

plu, .
¥ National Inventors

SN Hall of Fame Inspiring Future Innovators®
/'Illl\‘\

In partnership with .

Extended Day Program Team Chart:

Extended Day Participants* Facilitator AM Assistant | PM Assistant
Upto 10 1 1 1
11-20 2 2
21-30 1 3 3
31-40 1 4 4
41-50 1 5 5

The cost for the Extended Day programis $100 per participant.**

How Many More Students Can You Impact?

According to arecent independent survey, 67% of parents would not send their child
to a camp that matches their child’s interests if it conflicts with their work schedule.!

43% of parents want or need camp hours beyond the traditional

time of 9:00a.m. t0 3:30 p.m.! Learn more

- Data shows that Camp Invention programs offering Extended Day about
have gained an average of eight more campers than locations Extended Day
without extended hours.

invent.org

800-968-4332

nihfatmyschool@invent.org

*Meeting Street Marketing, Camp Invention Parent Research Study (August 2019).
*LITs are not factored into the participant levels.

**Extended Day is an additional cost to the Camp Invention program and does

not include building use fees. © 2022 National Inventors Hall of Fame®, Inc.
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Program
Preparation

Implementation Support

Site Coordination

WHAT'S INCLUDED

Camp Invention Provides

District or Host
Site Provides

Program Team orientations

Promotional Tools (flyers, posters, social media and digital content
are provided)

Exceptional support provided by Regional Representatives

Materials, curricula and Instructor Guide for 32.5 hours of
programming

Materials delivered to the program location in classroom sets

Daily schedules and instructional videos to supplement the
curriculum and support session implementation

Immersive videos and digital assets to create an innovative
atmosphere

Central Registration System

Camp Invention T-shirt for campers, leaders and Instructors

YR YRS YA YR YA YA TR

Classroom or physical space

Instructor recruitment

2

Distribution of promotional materials

AV YR

Learn more about Camp Invention here.
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EMBEDDED PROFESSIONA DEVELOPMENT

SUPPORTING EDUCATORS WITH TRANSFERABLE STRATEGIES

Camp Invention includes embedded professional development, preparing
educators with hands-on learning strategies they can easily transfer from this
STEM program to their day-to-day classroom.

Through hands-on experience, we provide educators with the tools and best
practices they need to instill essential 21st-century skills, promote empathy and
teamwork, and help students build an innovative mindset.

According to a recent post-camp survey of Directors and Instructors who were involved in
Camp Invention:

e 97% will take an experiential, hands-on * 96% willuse open-ended inquiry as
approach to learning aninstruction technique

¢ 99% have enhanced their knowledge of ¢ 98% will create problem-solving
STEM application challenges for their students

* 96% will integrate different disciplines and * 98% will foster risk taking in their
subject areas classrooms

Data collected from 2021 Camp Invention Instructor and Director Surveys

INSTRUCTOR TESTIMONIALS

(13
I think Camp Invention is just as important for

the teachers as the students. This is a GREAT
OPPORTUNITY FOR TEACHERS TO
LEARN ABOUT INQUIRY in a well mapped
out and fun environment. Leading this summer
program gives teachers the HANDS=-ON
EXPERIENCE to incorporate inquiry into their
classroom during the school year and provides
the exact supports for teaching in a truly

21st-century model.
2

NICOLE F., AKRON, OHIO

(13

Camp Invention is a wonderful, hands-on
experience for children. As a teacher, |
CONSISTENTLY LEARN NEW TECHNIQUES
TO ENGAGE STUDENTS in learning and gaining

deeper knowledge of the material.
9

DEBBIE Y., COLUMBIA, SOUTH CAROLINA

(13

I GET SO MANY IDEAS OF WAYS TO

LEVEL UP MY OWN TEACHING AND GET
STUDENTS MORE ENGAGED IN THINKING.

I love how much creating kids are able to engage
in during the week. They learn quickly to try new
ideas, and collaborate in ways | don’t usually see

using traditional lessons.
9

BETHANY V., DALLAS, GEORGIA




HOWIT WORKS

PARTNER WITH NIRF

NIHF: Regional Representative provides exemplary support
throughout the experience

HOST SITE: Confirm program location and dates

HOST SITE: Confirm program Director

NIHF: Registration opens

KICK OFF CAMP PROMOTIONS

PRICI NG » NIHF: First flyer is provided including seasonal participant discount?

» NIHF: Ship Welcome Box to the Director
. ere . I « NIHF: Host Director promotional orientation
V\!lth our.tradltlonal parent-paid model, the district or host . DIRECTOR: Secure Program Team Members
site provides the space needed for the camp and secures
the qualified local educators who serve as Program Team

Members. The program cost is covered by each participant, AMPLIFY CAMP PROMOTIONS
and there is no added fee to host the program.

. . - NIHF: Second flyer is provided including seasonal participant discount
. $2 r participant?!
3285 per participant - PROGRAM TEAM: Spread the word about Camp Invention using the
. $385 per participant including Extended Day provided resources including social media write-ups, newsletters and
digital ads

Members and families

1. Per-participant registration and Extended Day costs may vary to cover building use and other district pREPARE FOR CAMP WEEK

fees.

If parent funding is not an option, our education programs also qualify for ARP, Title I, Title II, Title Ill, « NIHF: Host Director Iogistics orientation

Title IV, 21st Century Community Learning Centers, Migrant Education and Early Learning Challenge X . X

funding, as well as state and local district resource funding. * NIHF: Schedule program materials and curricula for dellvery
. - DIRECTOR: Confirm Program Team based on enrollment

2. Discounts may vary.

- DIRECTOR: Summer is here! Launch your Camp Invention program!
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APPENDIX

We partner with over 2,800 districts and schools in all 50 states, Puerto Rico and D.C.
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Camp Invention® Camp Invention”

CURRICULUM EXCERPT INVENTOR LOG EXAMPLE

DISTRICTLIST EVALUATION SUMMARY CURRICULUM EXCERPT INVENTOR LOG EXAMPLE
View our district Learn more about the proven View a sample of our View an example of the
partners across the benefits of participating in curriculum to see how we Inventor Logs that provide

country. Camp Invention. provide detailed guidance campers with step-by-
for easy-to-implement step guidance and space
program experiences. for writing and sketching
ideas.

Learn more about Camp Invention here.
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https://www.invent.org/sites/default/files/2020-09/National_District_List_Final.pdf
https://www.invent.org/sites/default/files/2022-09/Proven_Benefits_2022.pdf
https://www.invent.org/sites/default/files/2022-09/Spacecation_For_Curriulum_Excerpt_0.pdf
https://www.invent.org/sites/default/files/2022-09/Spacecation_Inventor_Log_Dig.pdf

BE INNOVATIVE-BRING CAMP INVENTION
T0 YOUR DISTRICT TODAY!

TO LEARN MORE, CONTACT:

invent.org | 800-968-4332 | nihfatmyschool@invent.org

\\\I'I/’/ N .

¢ National Inventors Insoiri . UNITED STATES

= s nspiring Future Innovators Tpenehip

Za~ Hall of Fame® v e "" J PATENT AND TRADEMARK OFFICE o

The National Inventors Hall of Fame provides STEM education programs for young innovators from PreK through grade 12.
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