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Agenda for the Day 

10:00 Welcome and Agenda Review 

10:20 Begin activities 

11:00 Break 

11:15 Continue activities 

12:30 Lunch 

1:15 Finish Magic of Electricity   
  activities 

2:15 Break 

2:30 NC 4-H Electric Program Overview 

4:30 Adjourn 



4-H Curriculum History 

Corn clubs for boys 

Tomato clubs for girls 

Demonstration projects 

Research based content 

Subject matter 

Hands on learning 



4-H Curriculum Present 

Experiential learning model 

Juried process 

Learner focused 

Experience 

Balance between life skills & subject 

matter in curriculum 

Many different delivery strategies 

 

 



Do 

Reflect Apply 

Experiential Learning Model 

1 

EXPERIENCE 
the activity; 

perform, do it 

2 

SHARE 
the results, 

reactions, and 

observations 

publicly 

3 

PROCESS 
by discussing, 

looking at the 

experience; 

analyze, reflect 

4 

GENERALIZE 
to connect the 

experience to 

real world 

examples 

5 

APPLY 
what was learned 

to a similar or 

different situation; 

practice 

Adapted from Kathleen Jamison, Virginia 4-H Specialist, Curriculum & Learning 



Magic of Electricity 

Fast Facts 

Level 1 of 4 Electric series member manuals 

Is supported by a Helper’s Guide 

Designed for 4th and 5th grade youth 

Has 14 activities that you will complete today 

NC 4-H has developed kit to support (MOE) 

Can open door to entire 4-H Electric 

program for your club members 

 

 



Activities 1-5 

Act. 1  Plugging In - Identify how you use  
      electricity 

Act. 2  Getting It Together - Buying your  
      supplies 

Act. 3  Bright Lights - Build a flashlight 

Act. 4  Control the Flow – Build & test a      
      switch 

Act. 5  Conducting Things – Identify   
      conductors of electricity 



Activities 6-9 

Act. 6  Circuit Sense – Identify closed 
and open circuits 

Act. 7  Is There a Fork in the Road – 
Discover parallel series circuits 

Act. 8  May the Force Be With You – 
Test & classify materials 

Act. 9  A Passing Force – Test materials 
for magnetism 



Activities 10-14 

Act. 10  Attract or Repel - Determine the north 
and south poles of magnets 

Act. 11  Earth Attractions - Build and test a 
compass 

Act. 12  Electric Attractions - Build an 
electromagnet 

Act. 13  Sense the Current - Build a 
galvanometer 

Act. 14  Make It Spin – Build an electric motor 



Magic of Electricity Kit 

Designed to support up to 25 youth 
working in groups of 5 

Contains mostly non-consumables so 
that it can be used many times 

Contains 6 member’s manuals and 1 
leader’s guide 

Has kit content sheet for entire kit and 
by activity 

 



Plugging In 

Work in your groups and right down your 10 
favorite things to do.   

Use the chart on page 6 and complete the 
questions asked. 

How many of the activities did you list used 
electricity? 

How would your favorite things be affected if 
you were without power for 5 days? 

Any questions? 



Getting It Together 

Gathering the materials for all of the activities. 

Does your county have a kit you can check 
out? 

Learn the vocabulary.  Gauges, stranded 
wire, solid core, wire stripper etc. 

Then begin looking for materials you already 
have. Pencil, aluminum foil, etc. 

Brainstorm local electronic stores that would 
carry the needed supplies and take your list 
with you. 

Any questions? 



Bright Lights 

Materials needed are: 
 D cell battery, light bulb, aluminum foil 

Know definitions 

Make the bulb light-up 

Ask the processing questions during the 
activity so it doesn’t seem like a test at the 
end. 

Why is this important? 

What’s the science in the lesson? 

Any questions related to this activity? 



Control the Flow 
Materials needed are: 

 Two metal paper fasteners, one metal paper clip, 
two pieces of wire, wire stripper, 2’’x2” cardboard, 
D-cell battery/battery holder, one light bulb/bulb 
holder, and pencil 

Know definitions 

Make a switch and test it 

Draw your with as opened and closed circuits. 

List 10 things you use everyday that have switches. 

Why is this important? 

What’s the science in the lesson? 

Any questions? 



Conducting Things 

Materials needed are: 
 Switch from activity 4, 5 or more items like coat 

hangers, rubber bands, paper clips, aluminum foil, 
glass cup, pencil, cloth, string,etc. 

Know definitions 

Make/test hypothesis: conductors or insulators? 

Why is this important? 

What’s the science in the lesson? 

Any questions? 



Circuit Sense 
Materials needed are: 
 Wire, wire stripper, two D-cell batteries, two D-cell 

battery holders, two light bulbs, two light bulb 
holders, pencil 

Know definitions 

Predict open or closed circuits 

Build each circuit and test. 

Record results 

Why is this important? 

What’s the science in the lesson? 

Any questions? 



Is There a Fork in the 

Road? 
Materials needed are: 
 Two D-cell batteries, two D-cell battery holders, 

two light bulbs, two light bulb holders, wire, wire 
stripper 

Know definitions 

Make/test your predictions 

Why is this important? 

What’s the science in the lesson? 

Any questions? 

 



May the Force Be With You 

Materials needed are: 
 Magnet, 10 items including wood, metal, cloth, 

paper, plastic, etc. 

Know your definitions 

List items to test for magnetism 

Predict whether items will attract 

Test the items and record results 

Why is this important? 

What’s the science in the lesson? 

Any questions? 



A Passing Force 

Materials needed are: 
 Magnet, paper clips, string or thread, tape, one 

glass cup, one plastic cup, one hardback book, 
large non metal bowl, water 

Know your definitions 

Make your predictions 

Do the experiments and record your results 

Why is this important? 

What’s the science in the lesson? 

Any questions? 



Attract or Repel 

Materials needed are: 
 two magnets, two pieces of one foot long string or 

thread, compass 

Know your definitions 

Make your predictions 

Test your predictions and record results 

Why is this important? 

What’s the science in the lesson? 

Any questions? 



Earth Attractions 
Materials needed are: 
 Big sewing needle, magnet, bowl of water, 

styrofoam (size of quarter), and compass 

Know your definitions 

Build a compass 

Compare to purchased compass 

Was you compass accurate? 

Why is this important? 

What’s the science in the lesson? 

Any questions? 



Electric Attractions 

Materials needed are: 

 A 3’’ to 4’’ nail, a 30’’ piece of insulated wire, two 
D-cell batteries, two battery holders, several metal 
paper clips, switch from activity 4, pencil, iron nails 
in several sizes 

Know your definitions 

Build an electromagnet 

Test strength of magnet related to number of turns 
wire around nail and record results. 

Why is this important? 

What’s the science in the lesson? 

Any questions? 



Sense the Current 

Materials needed are: 
 small compass, 3 feet of insulated wire, 1’’ x 2’’ 

piece of cardboard, two brass fasteners, one D-
cell battery, scissors, tape, one D-cell battery 
holder 

Know your definitions 

Build and test a galvanometer 

Why is this important? 

What’s the science in the lesson? 

Any questions? 



Make It Spin 

Materials needed are: 
 Two-foot piece of 22-26 gauge enamel coated 

(magnet) wire, D-cell battery, D-cell battery holder, 
one-foot 12 gauge solid core cooper wire, wire 
stripper, rectangular magnet, masking tape, 
sandpaper, sheet of paper, hard surface for 
sanding, pencil 

Know your definitions 

Build your electric motor and test it 

Why is this important? 

What’s the science in the lesson? 

Any questions? 



What Happened? 

(Sharing) 

Activities 1-14 



What’s Important? 

(Processing) 

Activities 1-14 



So What? 

(Generalizing) 

Activities 1-14 



Now What? (Applying) 

Activities 1-14 



Now Lets Visit the… 









Why Experience-based 

Learning? 

 

Consider that we remember: 

 
 20% of what we read. 

 20 % of what we hear. 

 30% of what we see. 

 50% of what we see and hear. 

 70% of what we see, hear, and discuss; and 

 90% of what we see, hear, discuss, and practice. 

 
Rutgers cooperative research & extension, November 2001. 



Remember to… 

Focus on Learning and Leading Experientially  

when working with 4-H Youth 

We’re co-learners in a youth-generated, adult facilitated   

service for our future. 



Any Questions so far? 

Thank you! 


