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Electronics Camp outline 

Ages: 10 and up are invited to come join the fun  

When: 6/25/2018 – 6/29/2018 

Time: 1:00 – 3:00PM  

Class Size: 7 students 

 

DAY 1: GETTING STARTED 
In Day 1, students will learn about littleBits basics and what the littleBits invention cycle is. 
Students will get their Invention Logs that they will use throughout the week and complete two 
activities.  
 
ACTIVITY 1: What Are littleBits? 
Students explore littleBits basics to build up their familiarity with the Bits and then engage in 
short rounds of mini-challenges to gain confidence and spark their imagination while playing 
with littleBits. 
 
OBJECTIVES 

By the end of the lesson, students will be able to: 

 Identify and understand the functional grouping of the the four color-coded Bits: 
powers, inputs, outputs, wires 

 Use logic to create basic circuits 

 Demonstrate knowledge of how the Bits connect via magnets 

 Make connections between Bits and real-world applications 
 

ACTIVITY 2: What is an Invention Cycle? 

This lesson will introduce students to the littleBits Invention Cycle, a process that can help guide 
students through the invention and engineering design process. Students will start the lesson 
with a 15-minute design challenge using littleBits. The class will then reflect on their process 
and learn how their experience connects to the littleBits Invention Cycle. 
 
OBJECTIVES 
By the end of the lesson, students will be able to: 
 

 Create a circuit containing a power source, inputs, outputs and wires 
 Identify and explain the value of each phase of the Invention Cycle 

 
 



 
DAY 2: INVENT AN ART MACHINE 
In Day 2 students, will use the littleBits Invention Cycle, and an understanding of the basics of 
circuitry and motion, to construct an art machine that draws on its own. Students will 
manipulate Bits and materials, and use their creativity and collaboration skills, to build unique 
solutions and replicate patterns that they like best. We will conclude the activity by challenging 
students to match their classmates’ Art Bots to their respective masterpieces. 
 
OBJECTIVES 
By the end of the lesson, students will be able to: 
 

 Create and test a circuit containing a power source, inputs and outputs 
 Construct a prototype of an autonomous art machine using littleBits and other materials 
 Test their prototypes and make improvements 
 Self-assess their work based on the outlined success 
 criteria and constraints 
 Demonstrate their ability to Create, Play, Remix and Share an invention through the littleBits 

Invention Cycle by recording their processes in the Invention Log 
 Apply knowledge of the Bit functions and pattern recognition by participating in a gallery 

viewing; matching classmates’ Art Bots to their respective drawings 
 
 
DAY 3: INVENT A SECURITY DEVICE 
During Day 3, students will use the littleBits Invention Cycle, and an understanding of the basics 
of circuitry and environmental sensors to construct a backpack alarm that protects students’ 
belongings. Students will then modify their alarms to make them function for different users 
and environments. Conclude the activity by having students create 30-second commercials to 
pitch their product. 
 
OBJECTIVES 
By the end of the Lesson, students will be able to: 
 

 Create and test a circuit containing a power source, inputs and outputs 
 Construct a prototype of a security device using littleBits and other materials 
 Test their prototypes and make improvements 
 Self-assess their work based on the outlined success criteria and constraints 
 Demonstrate their ability to Create, Play, Remix and Share an invention through the littleBits 

Invention Cycle by recording their processes in the Invention Log 
 Summarize their process and share the resulting invention by creating commercials to pitch 

their product. 
 
 
 
 



DAY 4 and 5: INVENT FOR GOOD  
Over the course of two days, students will have the opportunity to create inventions that will 

make an impact in someone’s life. Students will brainstorm ideas and then use the littleBits 

Invention Cycle to create a product that makes a difference in someone else’s life. Students will 

use defined constraints and criteria for success to test and then iterate upon their invention to 

improve its functionality. Conclude the activity by having students create advertisements to 

communicate and market their unique product to potential customers. 

 

OBJECTIVES 

By the end of the Lesson, students will be able to: 

 Brainstorm ideas for meeting the designated challenge 
 Create and test a circuit containing a power source, inputs and outputs 
 Construct a prototype of an invention that using Bits and other materials 
 Test their prototypes and make improvements 
 Self-assess their work based on the identified success criteria and constraints 
 Demonstrate their ability to Create, Play, Remix and Share an invention through the littleBits 

Invention Cycle by recording their processes in the Invention Log 
 Summarize their process and share the results by creating a skit, a print or video advertisement 

to explain what they’ve invented and how it can help make life better for the customer. 
 

 


