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alEP ONE

ASK

Identify a problem in your community or
daily life. Write a brief description of the
challenge you want to solve.
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alEP TWU

IMAGINE

Brainstorm and
explore creative

solutions. Generate
multiple ideas for how
to solve the problem.

Sketch each idea and
write a short
description.
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alEP THREE

PLAN

Choose the best solution and create a
detailed plan or blueprint of your chosen
solution. Include materials, measurements,
and steps for building it.

% STEM Education Works®



olEP FOUR

CREATE

Construct a prototype using your plan and
available materials, such as cardboard,
plastic, or 3D printing. Document the
process with photos or notes.
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alEP FIVE

TEST AND IMPROVE

Test your prototype
and record its
performance. What
worked well? What
needs improvement?
Write a brief report.




alEP alX

COMMUNIGATE FINDINGS

Prepare a presentation or report to share your
project with others. Include your research,
design process, and test results.




