


AFFIRMATION

“You’ve started something magical 
here.  As parents, we’re desperate for 
something like TinkRworks.  You guys 
are going to have lines out the door!”

– Parent

“[TinkRworks] is on the 
cutting edge of helping kids 
think out of the box, make 

mistakes, apply the learning 
all while having fun and 
working with a Team!”

– Parent

“Why can’t we have 
TinkRworks as a 

subject in school?”
– 4th Grade Student

“TinkRworks is pure 
genius.”
– Parent

“I want to do EVERYTHING—how do I 
sign up for everything at TinkRworks?”

– 6th Grade Student
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OUR APPROACH

TinkRworks prepares students to achieve success in a 21st century world by
immersing them in hands-on projects where they are presented with
problems to solve. Children work in a creative makerspace environment
where they use their minds and hands to create beautiful solutions to the
problems they are posed. Using this approach results in:

TinkRworks Offerings

School Teachings

21st Century Industry 
Preparedness

+

=

1. Development of needed 21st century capabilities
2. Enhanced problem-solving skills and critical-reasoning skills 
3. Reinforcement & augmentation of existing school learnings
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NEW AT TINKRWORKS!

THEMED OPEN LABS
Open Lab sessions are one of the highlights of
TinkRworks experience. During Open Lab
sessions, students under direct supervision by
our instructional staff, use our makerspace to
bring their ideas to life using combinations of
21st century toolsets (e.g. CAD, 3D printing,
laser cutting) and traditional tools (e.g.,
screwdrivers, wrenches).
Starting this fall, Open Labs will be themed
and will align to our four tracks (Robotics,
Software, Makerspace, and Digital Media),
allowing students to meet and work with
others who share similar interests. Instructors
with deep knowledge in specific tracks will be
leading these sessions, allowing the most
detailed and comprehensive experiences
possible.

Multiple options for each themed Open Lab
will exist each week, thereby providing
flexibility when it comes to scheduling.

CURRICULUM WITH DEPTH & BREADTH
TinkRworks is proud to debut our layered
curriculum that spans and goes deep across
four different tracks:
• Robotics
• Software
• Makerspace
• Digital Media

Take a look at the next few pages for
descriptions of each track as well as the
courses that make up each one.

OPEN LAB PAIRING OPTIONS
Starting this season, for students in 5th grade
and above, three different options can be
selected when pairing courses with Open
Labs:
• Class only option (no Open Lab)
• Classes and a 6-pack Open Lab option
• Classes and a 12-pack Open Lab option

Open Labs can be taken at any time
throughout the semester, so no need to rush
to get everything in! Pricing is dependent on
the chosen option.

Welcome!
As TinkRworks moves into its third year, we are delighted to say we no have engaged with over
2000 students. We are always looking to make things better for our students and their parents,
and going into our new season, we would like to share some exciting improvements with you.
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TinkRworks Curriculum & Tracks



TinkRworks’ STEAM curriculum is organized across four broad tracks:
Makerspace, Software, Robotics, and Digital Media. Each track consists of
multiple pathways, each of which consists of a sequenced set of courses.
Details of our tracks and pathways are provided in the following pages.

MAKERSPACE TRACK

• Junior Maker Pathway
• Intermediate Maker Pathway
• Advanced Maker Pathway

DIGITAL MEDIA TRACK

• Junior Visual Effects Pathway
• Advanced Visual Effects 

Pathway

ROBOTICS TRACK

• Lego  Robotics Pathway
• Maker Robotics: Land Pathway
• Maker Robotics: Air Pathway
• Maker Robotics: Water Pathway
• Competitive Robotics Pathway

SOFTWARE TRACK
• App Dev Pathway
• Computer Science Pathway

cTINKRWORKS CURRICULUM
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MAKERSPACE TRACK
Students taking projects in the TinkRworks
Makerspace Track will learn to use
combinations of digital and traditional
toolsets to bring their ideas to life. Students
will learn ins and outs of the design and
fabrication process, starting with Computer-
Aided Design (CAD). They then will utilize a
variety of different digital toolsets (e.g., 3D
printers, laser cutters) as well as traditional
tools (e.g., screwdrivers, wrenches) to
transform their project from concept to
reality. Students will develop, and hone
capabilities needed to create unique,
functional, and beautiful solutions to the
problems posed to them.

TinkRworks provides three sequential pathways in the Makerspace Track:

1. Junior Maker Pathway: These courses provide younger students the
opportunity to develop fundamental maker skills. Students will transform
their ideas into completed projects by learning how to use computer-
aided design (CAD) tools, 3D printers, laser cutters, and a other toolsets.
They’ll then use simple electronics (e.g., LEDs and sound chips) to bring
their creations to life.

2. Intermediate Maker Pathway: Courses in this pathway pose specific
problems for students to solve that focus on enhancing their design and
fabrication capabilities. Students completing this pathway will gain a solid
understanding of all Makerspace toolsets and learn to operate all toolsets.

TRACKS

5



MAKERSPACE TRACK (continued)

This semester, TinkRworks offers two different
courses in the Junior Maker Pathway and one
twelve-week course that meets twice a week
under the Intermediate Maker Pathway, namely
MS II: Renewable City.

MS I:
Big City

MS II:
Renewable City

MS III:
The Big Build

Intermediate Maker Advanced  Maker

Available this semester

Junior Maker

World of 3D:
Computer-Aided Design 
(CAD), 3D printing, Laser 
cutting

3. Advanced Maker Pathway: Students will
structure independent problems to solve
around topics of personal interest to
them. Students will then utilize all facilities
within the makerspace to solve these
problems and along the way, expand their
understanding of not only “what” toolsets
can do, but also “how” toolsets can do
things.

Descriptions of these courses as well as scheduling are provided later in this
catalog, under Schedule and Course Catalog.

Illuminate It!:
CAD, 3D printing, Laser 
cutting, LEDs, supporting 
electronics

Art Electric:
CAD, 3D printing, Laser 
cutting, lights, sounds, 
supporting electronics
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Most TinkRworks courses incorporate
some form of programming to bring
elements of a project to life. To
deepen these learnings and explore
new outlets focused on programming,
TinkRworks provides a series of
courses in our Software Track. This
track builds and reinforces
fundamental understandings of core
programming elements such as
algorithms as well as loops and
conditionals, but then goes deeper
into more advanced concepts
of programming which include the use
of data structures and text-based
languages. After completing a main
track, students will be invited to
choose a challenging capstone project.

SOFTWARE TRACK

Two separate parallel pathways comprise TinkRworks Software Track:

1. App Dev Pathway: The App Dev Pathway includes a sequence of three
courses. Students learn about the history, background, structure, and making
of apps, which they then apply to create mobile apps of their choosing.
Students also focus on making apps that incorporate virtual reality and other
elements of advanced design. Students are challenged to create powerful
applications of their own design, inspired by their personal interests.

2. Computer Science: The Computer Science Pathway is similarly sequenced
across three courses. This pathway is for students seeking to learn text-based
programming and fundamental concepts around text-based languages.
Students will learn a variety of programming languages including Python,
JavaScript, HTML, as well as C/C++. In addition to learning specific languages,
students also explore topics in data structures and algorithm development.

TRACKS
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TinkRworks will be offering a variety of courses across both pathways throughout
the year with multiple instances of each. Since both pathways are in parallel, App
Dev projects and Computer Science courses may be taken simultaneously.

As courses in each pathway are sequenced, completion of earlier course(s) are
required prior to enrollment in the latter courses of the sequence. Parents of
students wishing to enroll in the Software Track and have prior programming or App
Dev experience outside of TinkRworks should contact instructors to discuss suitable
course placement.

SOFTWARE TRACK (continued)

CS I:
• Python
• TinkRcode

CS II:
• Python
• HTML
• JavaScript

CS III:
• Python
• HTML
• JavaScript
• C/C++

Software:  Computer Science Pathway

Available this semester

App Dev I
• Thunkable
• HTML
• Virtual Reality

App Dev II
• HTML
• JavaScript
• Virtual Reality
• Augmented Reality

App Dev III
• JavaScript
• React
• React Native
• Databases

Software:  App Dev Pathway
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The Robotics Track represents TinkRworks largest portfolio of courses, as there are
five independent pathways, each comprised with multiple courses. These are:

1. Lego Mindstorms Robotics
2. Maker Robotics: Land
3. Maker Robotics: Air
4. Maker Robotics: Water
5. Competitive Robotics

Students who have interest in robotics will find plenty of options to pursue across
these pathways. Since these five pathways run in parallel, students need not finish a
full pathway before starting another and may hop from one pathway to the other.
However, should they choose to go deeper within a pathway, they must then follow
the outlined sequence of courses.

ROBOTICS TRACK

TRACKS
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1. Lego Mindstorms Pathway: This
pathway provides students with a
comprehensive curriculum centered
around the Lego Mindstorms robotics
platform. Introductory projects focus on
building simple robots, learning about
different sensors, coding robots to bring
them to life, and very importantly,
identifying and using the proper names
for parts. As projects progress, students
advance their capabilities across critical
robotic areas including building, sensing,
moving, and developing algorithms by
tackling increasingly sophisticated
challenges provided to them.

ROBOTICS TRACK (continued)

2. Maker Robotics—Land: This
pathways is for students seeking to
design and develop their own land-
based robots. Each course in this
pathway allows students to design,
fabricate, assemble, and program
robots to solve challenges that
instructors provide, ranging from
simple motion challenges in our
introductory courses to full-blown
autonomous missions in our most
advanced courses. Introductory
courses will incorporate Arduino
electronics to control movement
and functionality of robots while
more advanced courses will
additionally incorporate Raspberry
Pi mini computers, enabling
increased functionality.
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ROBOTICS TRACK (continued)

3. Maker Robotics—Air: Air robotics encompasses the world of drones (multi-
copters) and planes. As part of this pathway, students will take a progression
of courses that help them acquire knowledge of how to design, build, outfit
with electronics, and program vehicles to take flight. Introductory courses will
focus on frame design and basic electronics integration. As courses progress,
students will focus more time on advanced electronics and programming these
electronics. Our most advanced courses will focus on autonomous flight and
on mission-planning techniques and execution. In all courses, unless otherwise
specified, students will spend time honing their flying skills as well.

4. Maker Robotics—Water: Truly a unique, one-of-a-kind pathway designed
specifically for students interested in making remote-controlled boats and
submarines. Students taking this sequence will work with pre-designed hulls
and incorporate electronics and program them in ways to power their
electronics. In advanced projects, students will incorporate increasingly
sophisticated electronics into their vessels including a variety of sensors to help
them navigate water-based missions autonomously.
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5. Competitive Robotics Pathway: TinkRworks offers students the ability to
compete in the international First Lego League (FLL) Challenge where over
280,000 students competed over the past year. This competition, which
typically runs from mid-August through January, consists of three parts:
the Robot Game, the Project, and the Core Values. Teams of up to ten students,
with at least two adult coaches, participate in the Challenge by programming an
autonomous robot to score points on a themed playing field (Robot Game),
developing a solution to a problem they have identified (Project), all guided by
the FIRST Core Values. Teams may then attend an official tournament, hosted by
our FIRST LEGO League Partners.

TinkRworks will support two teams this year, the first which has open
enrollment that allows students who have some Lego experience to take part in
competitive robotics first-hand. The second invite only team will be composed
of highly experienced FLL students.

ROBOTICS TRACK (continued)
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ROBOTICS TRACK (continued)

Lego Robotics I
• Motion algorithms
• Block-based coding

Lego Robotics II
• Sensing robots
• Block-based coding

Lego Robotics III
• Gearing
• Attachments
• Block-based 

coding

Lego Robotics IV
• Passive and active 

attachments
• FLL preparation
• Block-based coding

Robotics:  Lego Mindstorms Pathway

Jr. Lego Robotics I
• Motion algorithms
• Block-based coding

Jr. Lego Robotics II
• Sensing robots
• Block-based coding

Jr. Lego Robotics III
• Advanced missions (maze 

solving, wall following)
• Block-based coding

Jr. Lego Robotics IV
• Capstone
• Block-based coding

Open Robotics: FLL
• Design
• EV3 coding
• Relaxed competition
• Open enrollment

Competitive Robotics: FLL
• Advanced design
• Advanced EV3 coding
• Highly competitive
• Invitation only

Robotics:  Competitive Robotics Pathway

Maker Robotics I
• Design & 

Fabrication
• Arduino
• Block-based 

coding
• Movement, lights 

and sounds

Maker Robotics II
• Design & 

Fabrication
• Block-based coding
• Sensors

Maker Robotics III
• Design & Fabrication
• Arduino & Raspberry 

Pi
• Python
• Block-based coding
• Movement

Maker Robotics  IV
• Design & 

Fabrication
• Arduino & 

Raspberry Pi
• Python
• Block-based-coding
• Sensors, image 

recognition

Robotics:  Maker Robotics – Land Pathway

Available this semester 13



ROBOTICS TRACK (continued)

Robotics:  Maker Robotics – Air Pathway 

Robotics:  Maker Robotics – Water Pathway 

Maker Robotics Air I: 
Introduction to Quadcopters
• Brushed motors
• Frame design

Maker Robotics Air II: 
Advanced Multi-copters
• Brushless motors
• Frame design & fabrication

Advanced electronics

Maker Robotics Air III:
FPV Multi-copters
• Brushed microdrones
• First person view (FPV)
• Firmware programming

Maker Robotics Air IV:
Autonomous Quadcopters
• Brushless motors
• Advanced sensors
• Autonomous flight

Maker Robotics Air V:
Racing Quadcopters
• Carbon frames
• Tuning and control
• Advanced piloting

Maker Robotics Water I: 
Intro to surface vessels
• Pre-fabricated hulls
• Component integration
• Manual R/C control

Maker Robotics Water II: 
Autonomous surface missions
• Hull design & fabrication
• Advanced electronics
• Autonomous programming

Maker Robotics Water III:
Intro to underwater vessels
• Pre-fabricated hulls
• Component integration
• Manual R/C control

Maker Robotics Water IV:
Autonomous submarines
• Hull design & fabrication
• Advanced electronics
• Autonomous programming
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Digital Media is becoming an increasingly popular track at TinkRworks. TinkRworks
currently provides two pathways in the Digital Media Track: Junior Digital Effects for
younger students and Advanced Visual Effects for older ones. Our younger students
get their first peak at visual effects with our Director course. Older students can
jump right into the Visual Effects I & II track courses. The first of these will
familiarize students with digital media and increase their skills in creating and
understanding 3D modeling, animation, special effects/VFX, advanced video
editing, and more. Visual Effects II expands on the first course with the goal to
enhance graphic-design capabilities to help students acquire a well-rounded digital
media skillset.

DIGITAL MEDIA TRACK

TRACKS

BEFORE AFTER

Visual Effects I
• Adobe After Effects
• 3D Modeling
• VFX

Visual Effects II
• Adobe After Effects
• 3D Modeling
• 3D Animation
• VFX

Digital Media: Advanced Digital EffectsDigital Media: Junior 
Digital Effects

Director
• Video Editing
• Green Screens
• Create Movies
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TinkRworks Schedule & Course 
Catalog



SCHEDULE OVERVIEW

To facilitate course selection, we have
segmented the schedule by grade levels:

• 1st & 2nd grade courses: pp. 24 - 26
• 3rd - 5th grader courses: pp. 27 - 29
• 6th - 9th grade courses: pp. 30 - 31

Course pricing & discounts
Pricing for each course is provided alongside each course description. Unless stated
differently, course pricing is as follows:

• 6-week courses: $299
• 12-week courses: $539

Pricing reflects only base pricing and does not include optional Open Lab sessions.
Though optional, Open Lab sessions are highly recommended for those eligible.
Open Lab options and associated pricing are outlined in the next section.

Sibling discounts are available and are 10% off for each sibling concurrently
enrolled.

For parents of students in 10th grade and
above, please contact us directly to discuss
options as several exist.

TinkRworks is proud to present its Fall 2018 Schedule and Course Catalog. This
section provides in-depth details of the various courses offered this semester along
with the scheduling (term length, dates, times) and pricing.
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We additionally offer the Makerspace Track
course, MS II: Renewable City, which is
available to students in grades 5 through 9.



Themed Open Labs & Pricing

beautiful pieces of electronic artwork, catapults with wireless launching
capabilities, electronic devices to measure heart rates, carbon-monoxide sensors,
laser trip wires, wearables (including hats with LEDs, pillows with lights and
sounds, shirts with embedded lights), 3D-printed fidget spinners, and much more.
Open Lab is a place where students get a chance not just to dream, but to bring
their dreams to life.

This year, we are launching themed Open Labs, aligned to our tracks—Robotics,
Software, Makerspace, and Digital Media. Students will have the chance to work
with others who share similar interests and also with instructors who have deep
track knowledge.

Open Lab sessions can be purchased in packages or monthly as follows:

• 6-session Open Lab pack: $259
• 12-week Open Lab pack: $459
• Monthly subscription, unlimited use1: $379 per month

SCHEDULE OVERVIEW (CONTINUED)

1 Available only to 8th graders and above; also available by instructor consent

Over the past year, students of
various age ranges have created
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For students in 5th grade and
above, TinkRworks offers a highly
unique experience known as
Open Lab. During these sessions,
students are free to make further
progress on the projects in which
they are currently enrolled, or
they are also allowed to explore
any STEAM topic of interest to
them, all under guided
supervision of our instructors!



Themed Open Labs

Open Lab sessions are provided weekly at the following times:

The above sessions are also highlighted explicitly in the schedules that appear in the
upcoming pages.

SCHEDULE OVERVIEW (CONTINUED)

Days / Times Offered

Mondays   6:45 – 8:00
Tuesdays   4:15 – 5:30
Wednesdays   6:45 – 8:00
Thursdays   4:15 – 5:30
Saturdays   10:30 – 11:45
Saturdays   1:30- 2:45

Theme / Focus

Makerspace & Robotics
Software & Makerspace
Makerspace & Robotics
Software & Makerspace
Software, Makerspace & Robotics
Software, Makerspace & Robotics        
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FALL SCHEDULE:  GRADES 1-2
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FALL SCHEDULE:  GRADES 3-5
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FALL SCHEDULE:  GRADES 3-5

This timeslot should say 10:30 instead of 11
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FALL SCHEDULE:  GRADES 6-9

26
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FALL COURSES:  GRADES 1-2

Tuesday 4:15 – 5:30; September 18th – October 23rd

Wednesday 5:30 – 6:45;  October 10th – November 28th Price: $299

Director introduces students to cinema and digital media. During the project,
students will learn to plan, shoot and edit their own videos. They will use a live
streaming software called Open Broadcast and will incorporate digital techniques
such as green screens to make their creations pop. Along the way, they will learn all
about the film industry and how old and modern movies and videos are made. This
course will enable students to express themselves in video to create their own
stories!

Prerequisites:  None

THE WORLD OF 3D (Grades 1-2)

Price: $299

In The World of 3D, students will learn basic skills of design and digital making to
take a design from idea to reality before their very eyes! Students will learn to
convert their freehand sketched ideas into CAD (Computer aided Design) software.
Once in software, their ideas will be made real with 3D printers or laser cutters.
Together with traditional crafts, students will create a diorama such as a house or
forest filled with objects they create.

Prerequisites:  None

Wednesday 4:15 – 5:30 September 19th – October 24th

Wednesday 4:15 – 5:30 November 7th – December 19th

DIRECTOR (Grades 1-2)
Digital Media Track

Makerspace Track
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Wednesday 5:30 – 6:45; September 19th – October 24th Price: $299

During Illuminate it: Let there be light!, students will learn to use our Makerspace to
design, build, and program a fully functioning, tabletop LED night light. Students will
start by hand-sketching their creation on paper and then learn to move their design
to the digital domain using CAD (Computer-Aided Design) software. They then will
use a computer-controlled machine (e.g., 3D printer or laser cutter) to make the
panels for their assembly. After assembling their frames, students will add LED
lights and other electronic components to their creation and then bring it to life by
programming the colors and patterns that they desire. Definitely a unique offering
not be missed!

Prerequisites:  None.

ILLUMINATE IT: LET THERE BE LIGHT (Grades 1-2)

FALL COURSES:  GRADES 1-2

Makerspace Track
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FALL COURSES:  GRADES 1-2

JUNIOR LEGO ROBOTICS I: INTRODUCTION - (Grades 1-2)

Price: $539

Junior Lego Robotics I is our exciting beginner course for students to learn all about
the basics of creating robots using Lego Mindstorms technology! Students will first
learn fundamentals of robotics and the various parts used in making a robot. They
will then bring their bots to life by programming them to move and sense their
environment and complete challenges of increasing difficulty. This course is a fun
and engaging introduction to the world of robotics for youngsters!

JUNIOR LEGO ROBOTICS II: SENSORS - (Grades 1-2)

Price: $539

In this second Junior Mindstorms Robotics course, students will hone and expand
the skills they learned in Junior Lego Robotics I. They will continue to build on
fundamentals of Robotics as they develop more sophisticated robots that
incorporate additional sensors that perform tasks such as line following and wall
detection. To accomplish these increasingly challenging missions, students will also
develop and hone the needed programming capabilities to successfully tackle these
challenges.

Prerequisites: Intro to Robotics I, or instructor consent.

Friday 4:15 – 5:30; September 21st – October 26th

Wednesday 4:15 – 5:30 ; October 3rd – November 14th

Thursday 5:30 – 6:45; September 13th – October 18th

Friday 4:15 – 5:30; November 2nd – December 14th

Prerequisites:  None.

Robotics Track

Robotics Track
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FALL COURSES:  GRADES 3-5

LEGO ROBOTICS I: INTRODUCTION (Grades 3-5)

Price: $539

Lego Robotics I is perfect for older students who seek a strong foundation for entry
into the Lego Mindstorms platform. Students will learn robotic nomenclature and
build their first set of bots. In the process, they will learn the fundamentals
of structural elements (beams, axles, pins) and electrical components of the robots
(sensors, "the brick," motors). Once their builds are complete, students will learn
how to bring their bots to life by programming them to complete various
challenges, developing solid understandings of core robotic-design and coding
elements, all the while improving logic and analytical capabilities. Welcome to the
exciting world of LEGO Mindstorms Robotics!

Prerequisites:  None.

Monday 4:15 – 5:30; September 10th – December 10th

Tuesday 6:45 – 8:00; September 25th – December 18th

Robotics Track

27



FALL COURSES:  GRADES 3-5

APP DEV III: JAVASCRIPT AND MORE (Grades 3-5)

Price: $539

App Dev III builds on previous skills introduced during App Dev I and App Dev II.
This project continues working with technologies used on the Internet such as web
servers, HTML and JavaScript but then goes deeper into some of JavaScript’s more
powerful capabilities such as loops, conditionals and functions. Along the way,
students will learn how these technologies are used, all the while working towards
a final project of their own choosing which they will be able to showcase to the
class!

Prerequisites:  App Dev 2 or consent from instructor.

Tuesday 4:15 – 5:30; October 30th – February 5th

31

App Dev I: Tablet Apps (Grades 3-5)

Price: $539

Has your child ever wished they could make their own tablet app? App Dev I will
guide students through the fundamentals of application development! During the
first part of the project, students will be introduced to the components that make
up a tablet computer by building different applications using an Android visual
development environment called Thunkable, which will allow students to program
using visual drag-and-drop blocks to stitch together logic. And during the second
part of the course, students will work with instructors to create an App of their own
based on ideas that they come up with during class. Best of all, the students will be
able to use this app on their own tablets at home even when class is over!

Prerequisites: None.

Monday 4:15 – 5:30; September 10th – December 10th

Software Track

Software Track
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LAND MAKER ROBOTICS II: SENSORS AND MISSIONS (Grades 3-5)

Prerequisites:  Maker Land Robots I: Build-a-Bot or consent from instructor.

During Maker Robotics II, students will build upon their electronics and
programming skills developed in Maker Robotics I by designing, building, and
programming robots to solve more sophisticated challenges. Students will learn
about—and use—a variety of sensors that are able to measure distance, shades of
color, and light intensity. This will aid their robot in its decision-making process,
deepening their programming capabilities. As students gain familiarity with how
sensors work, they will learn advanced programming techniques that allow them to
successfully navigate within their environment. Robotic challenges tackled by
students will include line-following and maze-solving missions.

Thursday 4:15 – 5:30; September 20th – December 13th Price: $539

FALL COURSES:  GRADES 3-5

Robotics Track
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FALL COURSES:  GRADES 6-9

ADVANCED VISUAL EFFECTS I (Grades 6-9)

Price: $539

Advanced Visual Effects I covers an array of artistic computing fields. If you have
ever wondered how Hollywood movie effects are made or what the “imagineers”
at Pixar use to make inspiring 3D worlds, then this project is for you. Students will
learn the history and skills of visual effects. They will create mind-blowing special
effects such as adding greenscreen and lightsabers effects to recorded video using
Adobe After Effects. They will also learn to design and animate 3D models in
Tinkercad and Blender 3D, and a whole lot more!

Prerequisites:  None.

Saturday 10:30 – 11:45;  October 20th – January 26th

ADVANCED VISUAL EFFECTS II (Grades 6-9)

Price: $539

This project builds on Advanced Visual Effects I with more advanced artistic
projects for students to explore and create. Students will deepen their
understanding of the core concepts available in Adobe After Effects, Blender 3D,
Tinkercad and Lens Studio. Together, these programs enable students to draw,
animate, and display 2D and 3D creations on a computer. Additionally, students will
be introduced to core concepts of video compositing and editing that allow them
to bring together all the various elements they produce into amazing video
productions.

Prerequisites: Advanced Visual Effects I.

Wednesday 5:30 – 6:45; November 7th – February 13th

Digital Media Track

Digital Media Track
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FALL COURSES:  GRADES 6-9

COMPUTER SCIENCE I: PYTHON (Grades 6-9)

Price: $539

This project leverages the Python programming language to enhance students
understanding of foundational computer science concepts such as variables,
conditionals, and loops. While writing their own algorithms to solve problems,
students will explore code reusability, lists and other data structures to build more
sophisticated and efficient programs. Students will learn how to program from the
ground up by building applications such as text adventure games or simple stock
trading applications in Python. This project will not only be a lot of fun, but it will
build a solid foundation for writing Python code which can be used on many
TinkRworks electronics projects!

Prerequisites:  None.

Friday 4:15 – 5:30; September 21st – December 14th

Thursday 5:30 – 6:45; October 25th – February 7th

“TinkRworks is by 
far the most 

innovative and 
imaginative STEM 

Enrichment Center I 
have ever seen.”

-TinkRworks Parent

Software Track
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SPECIALTY COURSES

MATH EXPLORERS (Grades 6-9)
Price: $539

This is an exciting, one of a kind course where students will explore the amazing
world of mathematics, from practical applications like formulaic equations to
mysterious patterns like the Fibonacci sequence. Students will dive deep into
problems that stump mathematicians. They will also discover how math is present
in nature and art and will learn to apply their school math to accomplish things like
breaking secret messages or solving games of chance. Other topics include 3D
geometry and the math behind computers. The course is designed with interactive
and hands-on lessons, and students will walk away with new knowledge they won't
find in any other classroom!

Prerequisites:  None

Tuesday 5:30 – 6:45; September 25th – December 18th
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SPECIALTY COURSES

MAKERSPACE II – RENEWABLE CITY (Grades 5-9)

Price: $1079

In Advanced Makerspace II: Renewable City, students will leverage the full
capabilities of the Makerspace to collaboratively produce a scaled version of a city,
complete with building, roadways, people and, of course city noise and lights.
Students will work collaboratively to build their city using Makerspace toolsets. They
will add various electronic components such as MP3 (sound) generators, LEDs and
light-sensitive sensors that can activate electronics, depending on the time of day.
After fabricating their city, students will learn to quantify the energy usage of the
city by using tools used by engineers to measure the electricity their city consumes.
Renewable energy sources such as wind, solar and water will be discussed as will
how these sources can be harnessed to produce electricity. students will then apply
this knowledge to create power plants containing wind turbines, hydro-electric
generators and solar cells to replace traditional carbon-dioxide-producing power
sources. Finally, students will measure energy savings by comparing initial
measurements with measurements taken after renewable energy sources have
been introduced to gain a true appreciation of the energy savings possible.

Perquisites: None

Tuesdays & Thursday 5:30 – 6:45; September 18th – December 13th

Makerspace Track
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SPECIALTY COURSES

TinkRworks offers students the ability to compete in the First Lego League (FLL)
Challenge. The competition consists of three parts: the Robot Game, the Project,
and the Core Values. Teams of up to ten students, with at least two adult
coaches, participate in the Challenge by programming an autonomous robot to
score points on a themed playing field (Robot Game), developing a solution to a
problem they have identified (Project), all guided by the FIRST Core Values. Teams
may then attend an official tournament, hosted by our FIRST LEGO League
Partners.

The FLL season at TinkRworks begins the first week of September and runs as
long as the teams remain in the competition. During this time, TinkRworks
instructors work with students to develop solutions to the Robot Game and
collaborate with parent volunteers to develop the Project and Core Values
portions of the competition.
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SPECIALTY COURSES

Open Robotics: FLL  (Grades 4-8)
Price: $1599

Prerequisites: Lego I, II, III, IV or consent of instructor

Open Robotics - FLL is open for students who have an interest in exploring 
competitive Lego robotics and have taken prior Lego courses at TinkRworks. Prior to 
registering, we request that you contact TinkRworks via email 
(info@TinkRworks.com) or give us a call (630) 819-8926 to discuss student eligibility. 

Competitive Robotics: FLL (Grades 4-8)
Price: $1599

Prerequisites:  Invitation-only course; consent of instructor

Competitive Robotics - FLL is an invitation-only competitive team class available 
to students that have participated in prior TinkRworks’ Lego courses.

Monday 5:30 – 6:45 & Saturday 10:30 – 11:45; Starting September 8th

Monday 6:45 – 8:30 & Saturday 1:30 – 3:30; Starting September 8th

Robotics

Robotics
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