
This chart is designed to provide some easy STEM activities that your child may choose to engage in at home. Thank you 

for your patience during these times as we keep everyone safe. Should you decide to showcase your child engaging in 

any of the activities or of their completed creations, you can send pictures to KDiLorenzo@horrycountyschools.net. If you 

choose to get creative and would like to showcase your own STEM activity, send those pictures as well! 

Thank you for your Stem-Tastic Support! Stay well ~ Ms. DiLorenzo 
 

CD K 1st 2nd 3rd 4th 

Design and build a 

lego or block structure 
as tall as you can. 

Design and build a 

lego or block 
structure as tall as 

you can. 

Design and build a lego 

or block structure as tall 
as you can. 

Play a math game using 

cards like rolling sums. 

Code.org for 30min if 

you have a digital 
device. 

Code.org for 30min if 

you have a digital 
device. 

Measure and 
record the distance in 

steps it takes to 

get from your front 
door to your mailbox 

_______  

Measure and 
record the distance 

in steps it takes to 

get from your front 
door to your mailbox 

_______  

Measure and 
record the distance in 

steps it takes to 

get from your front door 
to your mailbox _______  

Design and create 
paper airplanes and 

have a paper 

airplane competition. 
Measure the distance 

_______  

Design and create 
paper airplanes and 

have a paper 

airplane competition. 
Measure the distance 

_______  

Design and create 
paper airplanes and 

have a paper 

airplane competition. 
Measure the 

distance _______  

Play Follow the Leader 
with your child using 

directional words such 

as: over, under, 
through, around, 

behind, in front, up, 

down, right, left, 
forward, and 

backward. 

Take turns directing 
each other inside the 

house or outside. 
Examples: 

Walk around the 

chair, go down the 

Design or build a 
shelter or 

fort that can fit you 

and another family 
member. 

Ask your child to 
identify living things at 

home. After identifying 

the living things, talk 
about their basic 

needs. 

Working together, draw 
a maze with a starting 

point and ending point. 

Have your child use the 
following directions to 

guide you through the 
maze: move up, move 

down, move left, and 

move right.  

Play Code-a-Friend 
around the house or in 

the backyard. In Code-

a-Friend, your child 
writes a program for you 

to move from one place 

to another using the 
code move forward, 

turn left, or turn right. If 

there are any bugs in 
the program, 

encourage your child to 
debug and retest. 

If you have a digital 
device, consider 

coding using Scratch 

or Tynker to try a 
coding activity with 

your child. It’s fun and 

easy to use. Be 
creative! Program a 

dance party together. 

Sketch a floor plan of 
your dream house or 

dream bedroom. 
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slide, walk up the 
stairs.  

Draw a map with your 
child of a familiar 

area, such as the 

backyard, their 
bedroom, or a park. 

Add objects to the 

map while your child 
uses directional words 

to describe their 

placement. For 
example: 

The nightstand is next 

to the bed. 
The teddy bear is 

on top of the blanket. 

The rug is under the 
dresser.  

Play Code-a-Friend 
around the house or 

in the backyard. In 

Code-a-Friend, your 
child writes a 

program for you to 

move from one 
place to another 

using the code move 

forward, turn left, or 
turn right. If there are 

any bugs in the 

program, encourage 
your child to debug 

and retest. 

Create your own code 
cards at home. Write 

the terms “move 

forward”, “turn left”, 
and “turn right” on 

paper or index cards. 

Have your child write a 
program for you to 

move from one place 

to another using the 
code cards. If the 

program has bugs, 

encourage your child 
to debug and retest. 

If you have a digital 
device, consider coding 

using Scratch or Tynker 

to try a coding activity 
with your child. It’s fun 

and easy to use. Be 

creative! Program a 
dance party together.  

Engineers solve 
problems to 

improve our lives. 

Brainstorm an 
invention that can 

improve your life. Think 

outside the box! 

Engineers solve 
problems to 

improve our lives. 

Brainstorm an 
invention that can 

improve your life. 

Think outside the box! 

Go for a walk with 
your child and take a 

notebook along to 

sketch the animals 
they see. Be 

adventurous! 

 

Go for a walk with 
your child and take a 

notebook along to 

sketch the animals 
they see. 

Research what those 

animals eat and the 
type of shelter they 

live in. Have fun! 

 

Go for a walk with your 
child and take a 

notebook along to 

sketch the animals they 
see. 

Research what those 

animals eat and the 
type of shelter they live 

in. 

Working together, 
create an animation 

about the animal using 

the ScratchJr app. Be 
creative! 

 

 

Go for a walk with your 
child and take a 

notebook along to 

sketch the animals they 
see. 

Research what those 

animals eat and the 
type of shelter they live 

in. 

Working together, 
create an animation 

about the animal using 

the ScratchJr or Tynker 
app. Be creative! 

 

 

Go for a walk with your 
child and take a 

notebook along to 

sketch the animals 
they see. 

Research what those 

animals eat and the 
type of shelter they live 

in. 

Working together, 
create an animation 

about the animal using 

the ScratchJr or Tynker 
app. Be creative! 

 

 

Go for a walk with 
your child and take a 

notebook along to 

sketch the animals 
they see. 

Research what those 

animals eat and the 
type of shelter they 

live in or draw a map 

of the route you took 
and what you saw.  

Working together, 

create an animation 
about the animal or 

the route you took 

using the ScratchJr or 



Tynker app. Be 
creative! 

 

Use the camera on 
your smartphone to 

document a 

neighborhood walk. 
When you get home, 

make a map of your 

neighborhood with 
your family and draw 

the route you took. 

Ask children to show 
you how to get home 

from different places 

in your neighborhood. 

Ask your child to 
identify living things 

at home. After 

identifying the living 
things, talk about 

their basic needs. 

Working together, 
draw a maze with a 

starting point and 

ending point. Have 
your child use the 

following directions 

to guide you through 
the maze: move up, 

move down, move 
left, and move right. 

  

If you have a digital 
device, consider 

coding using Scratch to 

try a coding activity 
with your child. It’s fun 

and easy to use. Be 

creative! Program a 
dance party together. 

Engineers solve 
problems to 

improve our lives. 

Brainstorm an 
invention that can 

improve your life. Think 

like a scientist! 

How long can you 
keep a small ball 

(marble or ping 

Pong, etc.) moving.  

How long can you 
keep a small ball 

(marble or ping 

Pong, etc.) moving. 
 

 

 
  

________________________ Think about one thing 

you can do that can 
have a positive 

impact on the world. 

Share your ideas! 

How long can you 
keep a small ball 

(marble or ping 

Pong, etc.) moving.  

 


