
 

By Kevin Chamberlin, 4-H Afterschool Coordinator 

In 4-H Afterschool we aim to promote consistent physical activity by incorporating it into our daily lives. With 
the goal of making physical activity fun and interactive, we instructed students to design and implement 
their own physical activity game. Students each invented rules and instructions so that they could later teach 
their game to the rest of the class. In the 4-H Afterschool Program at Immaculate Heart Central School (IHC), 
Gabriela and McKenna of grade 5 created the game “Don’t Wake the Ghost.” Together they made the 
following instructions: 

Don’t Wake the Ghost 
1. Divide students into two teams – the ghosts and the treasure thieves (only two ghosts are selected). 
2. The ghosts “sleep,” by being blindfolded while lying in a hula-hoop on the floor. 
3. Set up yellow cones around the outside of the hula hoop. 
4. The treasure thieves try to steal the “gold” (yellow cones) from ghosts by approaching the hula hoop and 

taking a yellow cone. 
5. Treasure thieves have to try not to wake the ghosts by making as little noise as possible.  
6. If a ghost thinks that they hear a sound, they can wake up and reach out to check their gold. If they 

discover a piece is missing, they can take the blindfold off and try to guess who stole their gold. If they 
guess correctly, the treasure thief becomes a ghost. 

7. The treasure thieves try to steal as much gold as possible without waking the ghosts.  
8. The game ends when all gold has been stolen, or all players have become ghosts.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
In the above pictures, Gabriela and McKenna can been seen leading the class as they explain how to play. 
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In this picture, Javier and Lucia can been seen quietly sneaking up 
to steal gold (cones) from the sleeping ghosts (McKenna and 
Gabriela). 

Though this exercise of allowing students to design their own 
game was simple in concept, we were pleasantly surprised to see 
the leadership and teamwork that resulted from the activity. 
Students being given the freedom to be creative and lead a daily 
activity allows them to have ownership of their afterschool 
program! 
 
 
 

For additional information on encouraging children to be physically active visit,  
https://www.healthychildren.org/English/healthy-living/fitness/Pages/Encouraging-Your-Child-to-be-
Physically-Active.aspx 

By Amy Wright, 4-H Afterschool Coordinator 

The LaFargeville 4-H Afterschool program participated in the 
8th Annual Punkin Chunkin Event in Clayton, NY on October 
19, 2019. This was the second year that the students 
participated in this event. Participation in this event not only 
allows the students and their families to come together on a 
project, it also allows them to learn how to construct a 
trebuchet, an engineering challenge, and to give back to their 
community through a food drive to benefit their local food 
pantries. 

Local Engineer David Rotham who helps coordinate the 
Punkin Chunkin event, visited the LaFargeville 4-H Afterschool 
program to teach the students, and their families, how to 
properly engineer a trebuchet using the guidelines given for 
the Punkin Chunkin Youth Event. David taught the students and family members how to design a blueprint, 
make a list of and gather the supplies they needed, how to build proper support trusses for safety and how 
to construct the chute that would launch their pumpkin into the St. Lawrence River. David also encouraged 
the students and families to get the community involved by reaching out for donations for the food drive 
portion of the event. Each participating group submits their food donation items to the event community 
and they are weighed. The committee then takes the weight of food donations and combines it with the 
distance of the pumpkin launched by the trebuchet and determines a winner. 

The LaFargeville 4-H team and their families collected 548 pounds of cans from various community members 
and businesses. Combined with their pumpkin distance of 168 ft they received 2nd place in the events youth 
category. 

https://www.healthychildren.org/English/healthy-living/fitness/Pages/Encouraging-Your-Child-to-be-Physically-Active.aspx
https://www.healthychildren.org/English/healthy-living/fitness/Pages/Encouraging-Your-Child-to-be-Physically-Active.aspx


 

4-H Living History at Copenhagen 4-H Afterschool Program 

Students in the Copenhagen Central School’s 4-H Afterschool Program asked, 
“What did people do for fun when there was no electricity ‘in the olden 
days’?” So, the group decided to investigate what people, who lived during a 
time without electricity, did for entertainment? 

Using the 4-H Clover Bud Curriculum, the students learned how to make 
dolls out of yarn, how to square dance, and how to make things out of clay, 
such as bowls and balls, that they could then use to play certain games. The 
students had a lot of fun making these items and wanted to learn more. They 
then investigated how pioneers gathered food, farmed, and survived the 
winters without electricity. As a group, they made a hand quilt and read the 
stories of Little House on the Prairie. 

Many of the students agreed that they would have wanted to live during this 
time because of how creative and efficient Pioneer’s had to be. 

By Rudy Salisbury, 4-H Afterschool Coordinator 

The Belleville Henderson 4-H Afterschool Program’s 6th 
and 7th grade group recently completed a unit in 
photography. The first day was an introduction to the art 
elements of photography. Students were given a 
photography scavenger hunt that included a list of things 
to look for under each art element category. For example, 
under “line”, they were to take pictures of a zig zag line, a 
straight line, a curvy line, etc. Students also took pictures 
of elements such as color, texture, form, space, value/
tone, and shape. In addition to these, they learned about 
composition and the rule of thirds. The rule of 
thirds involves mentally dividing up your image using 2 horizontal lines and 2 vertical lines. You then position 
the important elements in your scene along those lines, or at the points where they meet. 

Each day had a different type of photograph for youth to take. Students learned how to consider the style of 
photograph (landscape, portrait, close-up, etc.) and what to look for when taking it. The club also explored 
lighting while taking landscape photos, composition and framing of portraits and selfies, perspective while 
taking photos from different angles and heights. Lastly, students took macro pictures which are up close and 
show a lot of texture.   

Program youth had the opportunity to look through their photographs and find ones that they thought stood 
out and showed the elements that they were looking for. Students enjoyed showing each other their 
pictures and talking about the ones they really liked. At the end of the unit, each participant chose a few of 
their favorites for printing and finished the unit by making picture frames to display their beautiful photos.   
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An exciting aspect of the unit was a collaboration with a 
few of the school staff. Each participant chose 3 of their 
best pictures that were submitted for a photography 
contest. The art teacher teaching the high school 
photography class offered to have her students be the 
judges for the contest. It was beneficial for the high school 
photography students since they were able to be on the 
other side of the judging process and gave the high school 
students a new perspective on what judges look for when 
looking at their own art pieces. The winner of the contest 
will be highlighted on the 4-H page of the school’s 
yearbook later this year.   

If you are interested in learning more about photography, 
check out the following links: 

https://4-h.org/parents/curriculum/photography/  

https://www.icp.org/files/icp_curriculum_guide_part2.pdf 

By Courtney Widrick, 4-H Afterschool Coordinator and Paula Rennie, 

4-H Afterschool Program Educator 

The Pre K - Kindergarten group at Beaver River 4-H Afterschool Program have completed a variety of fall 
themed STEM experiments & projects. The projects included pumpkin volcanos, pumpkin play-dough, fall leaf 
color change, and pumpkin dissection and carving. 

When building the pumpkin volcano, the group discussed what a chemical reaction might be and what they 
thought would happen when baking soda and vinegar were mixed. Mixing the various ingredients caused an 
“eruption” from the pumpkin, and the students were very excited to see the reaction! For the next activity, 
making pumpkin play-dough, the students were able to experiment with measuring ingredients and watch 
the dough form while cooking. This displayed a different type of chemical reaction for the students. They 
discussed the texture and what they thought made the dough form. After observing chemical reactions, the 
group took a walk outside to look for different kinds of leaves, and discussed what kind of tree it may have 
come from. They picked out their favorite leaf and came inside to make leaf rubs and discussed the four color 
pigments of leaves, and the color they produce (Chlorophyll, Carotenoid, Xanthophyll and Anthocyanin). 
Pumpkin dissection and carving proved to be the messiest project. The 
students were able to explore the different parts of the pumpkin as they 
dissected them. They discussed the phases that a seed goes through to 
become a full grown pumpkin.  

The group enjoyed the projects and were excited to tell their parents 
what they learned at 4-H each day at pick up. All in all, the activities were 
a STEM success that the youth would recommend for anyone interested 
in fall experiments! To learn more about seasonal Cloverbud projects, 
visit https://gallia.osu.edu/program-areas/4-h-youth-development/
cloverbuds.  

https://4-h.org/parents/curriculum/photography/
https://www.icp.org/files/icp_curriculum_guide_part2.pdf
https://gallia.osu.edu/program-areas/4-h-youth-development/cloverbuds
https://gallia.osu.edu/program-areas/4-h-youth-development/cloverbuds


The Crime Scene Investigation program is offered through 4-H during the afterschool program at Carthage 
Middle School. This allows students to delve into the world of forensic science and learn about different 
procedures used when conducting investigations. The students in this program learned how to make facial 
composites based on a witnesses’ description – their sketches can be seen below! Students have lifted 
fingerprints off the faucets at school, and identified their own fingerprint characteristics – you can see 
samples of their findings below. Students also explored casting different tools that were left at the crime 
scene. Students analyzed handwriting and traced it back to the suspect based on certain characteristics. 
Lastly, students compared hairs and fibers under a microscope. There are still many more concepts to be 
covered and the program will end in December with youth being challenged to solve a big mystery! 

By Andrea Holbrook, 4-H Program Educator 

By Briana Lusher, 4-H Afterschool Coordinator 

At Watertown High School’s 4-H Afterschool Program, a group of students have 
begun a tabletop campaign. The most commonly known type of tabletop game 
is Dungeons and Dragons. However, there are different types that follow the 
same principles of world building, have different rules and gameplay, and 
present youth with different challenges to overcome. These students are 
currently playing what is known as Monster of the Week. In Monster of the 
Week, the players take on the role of monster hunters, in which they are trying 
to keep people safe from supernatural terrors.   
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Tabletop gaming is strategy-based, in which the players collaboratively build a 
fictional world in which they interact with one another. One member of the group is 
dubbed the Keeper, who tells the story from the perspective of a narrator, gives the 
rest of the members challenges, reacts to the element of chance put in place by the 
die roll, and helps guide the group in the direction of either success or failure of the 
task. The other players go along with the story, thinking of ways to tackle difficult 
tasks, either alone or with the other players. Their decision making and risk taking 
usually relies on chance, by rolling two dice. The chance of their decision succeeding 
is higher the closer to rolling 12 they are, and is lower the closer to two they are. 
Tabletop gaming really builds a team environment through all these fictional 
challenges the players go through together. 

What else does tabletop gaming have to offer for young minds? It really builds critical thinking skills, as it 
usually requires the players to think of unordinary solutions to seemingly simple problems. Tabletop gaming 
also helps to develop social emotional skills, learning how to interact with one another, and how to speak in 
front of a group. Taking on the role of another individual is a method in which to teach and understand 
empathy, which the players do every time they play the game. The students practice their public speaking 
skills by speaking in front of the group, in which they must be coherent and confident to embody their 
characters. They even utilize the skill of improvisation, in which they must respond and react to challenges in 
real time, usually due to fast-paced unexpected circumstances. To learn more about the benefits, and to find 
some tabletop games to try, visit https://theogresdengaming.com/benefits-of-playing-tabletop-games/. 

By Rachel Thomas, 4-H Afterschool Coordinator 

Did you know that the first computer programmer was a female, Ada Lovelace? In September 1843, she 
published the first recognized algorithm that was programmed to be run by a computer.  

Did you also know that in 1961, the first video game was invented by a computer programmer from MIT 
named Steve Russell? The game was named “Spacewar” and did not turn a profit of any kind.  

The students at the Indian River Intermediate School 4-H Afterschool Program have been learning all of 
these facts, along with many more! Since September, there has been a strong focus on learning coding 
basics, completing and analyzing “drag and drop” coding, and designing and constructing their own video 
games.  

So what is coding? Commuter coding is defined as “the set of instructions forming a computer program 
which is executed by a computer.” There are currently over 700 recognized coding 
languages in existence. 

The 4-H afterschool programming started with “unplugged” coding. Unplugged coding is 
teaching coding language without any internet connectivity. The students had to code, 
using their own spoken words, an example is, teach how to build a house using Jenga 
blocks. They quickly learned that it was much harder than they anticipated! Coding 
language has to be very direct and specific, so the students learned to break down each 
step into very clear and basic instructions. “First, pick up one block. Second, set the block 
horizontally on the table in front of you. Next, pick up another block and set it parallel to 
the other block about 4 inches apart…”  
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After learning about coding language, the students were able to use a program 
called “Scratch,” which uses drag and drop coding to make a Public Service 
Announcement. Drag and drop coding is defined as “programming language that 
has a visual interface where without knowing the syntax (the actual spelling and 
grammar of computer program language) you can still program a computer by 
dragging puzzle like pieces and fitting them together.”  

The students then moved on to learning more specific programming done through 
drag and drop coding through a program kit called OSMOs. Using the OSMOs, the 
students were able to code a character through a game on the iPad app for 

OSMO. Instead of using the iPad to code directly, they were given actual 
manipulative pieces that are placed in front of the iPad to tell the character 
where to move, when to jump, when to pick up objects, and other specific 
movements. This gives the students hands on experience for coding that breaks 
it down step by step, while giving them hands on manipulatives that goes beyond 
the iPads.  

Once the students understood the basics of drag and drop coding, they were 
given the opportunity to use drag and drop coding to code a Sphero SPRk+ or 
Sphero Ollie drone to move through a maze. This was their favorite part of the 
programming!  

Now the students are working on designing their own video games using a program 
called Bloxels. Using this program, the students are able to use color coded blocks 
placed on a board to design where they want their terrain, water, coin blocks, hazard 
blocks, and more. Once their boards are designed and constructed, a picture is taken 
of the board and input into the Bloxels app. From there, the app converts from 
picture to an actual workable video game. The student can code each block to do 
special things within the app, like having the coin block give coins, or having the 
hazard block move so they can no longer pass. In the end, each student will have a 
video game that they can play, with levels, just like if they were to buy one!  

 

 

For more information on unplugged coding, please visit https://code.org/curriculum/unplugged. 

If you are interested in Scratch programming, please visit https://scratch.mit.edu/. 

To learn more about OSMO kits, please visit https://www.playosmo.com/en/. 

If you would like to see more information on the Sphero products, please visit https://www.sphero.com/. 

Curious about the Bloxels? Visit https://edu.bloxelsbuilder.com/.  

https://code.org/curriculum/unplugged
https://scratch.mit.edu/
https://www.playosmo.com/en/
https://www.sphero.com/
https://edu.bloxelsbuilder.com/

