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Introduction and Description of Toad Suck Daze  
 
Since 1982, the Toad Suck Daze festival has been a springtime tradition in the 
Conway, Arkansas, area. It began on the banks of the Arkansas River in a  
nearby township named “Toad Suck” before moving to its current location in 
downtown Conway 25 years ago. 
 
Each year during the first weekend in May, approximately 100,000 people 
gather in the streets of downtown Conway for Toad Suck Daze. The  
free-admission, family festival has something for all ages: local and national 
musical entertainment, retail vendors and arts and crafts booths, carnival 
rides, children’s activities, and of course, the World Championship Toad Races 
starring our amphibious friends. Several festival-sanctioned events sponsored 
by local nonprofit organizations take place throughout the weekend as well, 
including a 10K/5K race and the Tour de Toad bicycle race. 
 
Perhaps what is most significant about the weirdly named festival is its  
commitment to education. In 1985, Toad Suck Daze awarded its first college 
scholarship. Since then, the festival has contributed more than $1.8 million to 
scholarships, scholarship endowments, preschool funding, nonprofit education projects, and most recently STEAM edu-
cation for local elementary schools. In addition, Toad Suck Daze has contributed more than $135,000 to support pro-
jects in downtown Conway since 2011.  
 
In 2018 the festival contributed a total of $110,600 to the following education initiatives and community improvement 
efforts: 

• $43,000 to Museum of Discovery’s STEAM education Discovery Network, which funded 24 elementary 
schools to participate in the program;  

• $35,000 to Arkansas Preschool Plus to fund pre-K programing in Conway; 
• $17,500 to seven students attending the University of Central Arkansas, Central Baptist College, Hendrix 

College, and the University of Arkansas Community College at Morrilton; 
• $5,000 to Reynolds Performance Hall for their Main Stage EdUCAtion series;   
• $3,500 to Arkansas Shakespeare Theatre to bring performances to Conway and Morrilton Public Schools;  
• $2,000 to Conway Symphony Orchestra to expand their symphony-in-schools program;  
• $2,000 to the University of Arkansas Community College at Morrilton toward skilled-trades training for  

Conway students;  
• $1,500 each to Blackbird Academy of Arts and Red Curtain Theatre for education programming  

scholarships; and  
• $20,000 to the Conway Downtown Partnership for beautification and improvements. 

 
 
 
 
 
 
 
 
 
 
 

 

Statue in downtown  Conway that signifies the  

importance of toads and education, the foundation 

of Toad Suck Daze.   

Left: Croaker makes an appearance at the Museum of Discovery to announce the new Tinkerfest partnership.  Right: Students from Conway got a 

first look at Tinker Kits that would be provided to their schools via the Discovery Network.   1 



Description and Purpose of Tinkerfest 
 
Toad Suck Tinkerfest is a two-part program developed through a partnership with the Museum of Discovery in Little 
Rock. The first part allowed Toad Suck Daze to expand its reach beyond Faulkner County and provide curriculum-based 
STEAM (Science, Technology, Engineering, Art, and Mathematics) education training to several central Arkansas 
schools.  
 
The Museum of Discovery welcomes more than 150,000 guests a 
year to their Little Rock location, however their goal is to have a 
positive impact on Arkansas across the state, helping to ignite a 
passion for science technology, engineering, arts, and math 
through dynamic, interactive experiences.  By partnering with 
Toad Suck Daze, that goal was achievable on a large scale.   
 
First, through sponsorships, Toad Suck Daze funded 25 central 
Arkansas schools to join the museum’s Discovery Network. This is 
a statewide program supporting the goal of making hands-on, 
interactive STEAM learning more accessible to Arkansas  
schoolchildren and their families. Through this program,  
educators from the Museum of Discovery worked with teachers 
and media specialist from these 25 schools to train them on  
facilitating hands-on activities and provided kits to ensure the 
teachers had the materials necessary to do the activities.  
Through this partnership with Toad Suck Daze, the number of 
schools within the Discovery Network doubled.   
 
For the second part of this partnership, Toad Suck Daze added a 
new interactive education area to the festival – Tinkerfest. At 
Tinkerfest, the hands-on activities taught through the Discovery 
Network were showcased by students facilitating hands-on 
STEAM activities.  A full city block was filled with hands-on  
activities that that enabled families to engage with materials, tools and technology through open-ended exploration. 
The Museum of Discovery worked with network schools to ensure their participation. In addition, the Museum was  
on-site with several activities and its “Awesome Science Show.”  
 
 

 

Target Audience and Attendance 
 
Tinkerfest is geared toward elementary-aged  
students. Twenty-five elementary schools, 
throughout central Arkansas participated in the 
Discovery Network. These schools have a total 
enrollment of approximately 13,000 students. In 
addition, 17 schools provided STEAM activities 
during Tinkerfest at Toad Suck Daze. We estimate 
that approximately 2,000 families participated in 
hands-on activities in the Tinkerfest area of Toad 
Suck Daze.    
 
 
 

Facebook post from participating school.  

Car Take Apart activity at Tinkerfest.  2 



Description of Education Program and Curriculum  

 
The education program is developed and implemented by the Museum of Discovery through the Discovery Network.   

 
The Discovery Network provides training on  
hands-on, inquiry-based tinkering activities and  
mobile tinkering kits to formal and informal  
educators across the state of Arkansas. Tinkering – 
taking things apart, exploring tools and materials, 
using creativity to engineer new concepts – supports 
learners in developing dispositions that are  
generative and create lifelong learners. The guiding 
principles of the Tinkering Studio at the Museum of 
Discovery encourage creativity, risk and observation, 
provide access to the space, tools and materials to 
support co-learning experiences through  
collaboration and shared resources. 
 
 The Discovery Network has taken these principles 
and applied them to mobile learning experiences to 
be used in classrooms and libraries, as well as  
traditional museum spaces. Packaged in a cart or 

trunk, each tinkering activity or kit incorporates one or more STEAM principle and have also been aligned to one or 
more Next Generation Science Standards (NGSS) so that they can be incorporated into any classroom’s curriculum. 
These tinkering activities cultivate 21st century skills such as critical thinking and communication, while also fostering 
dispositional shifts like persistence, resilience and self-efficacy. 
  

Who Provided the Education and In What Setting 
 
Through its Discovery Network, the Museum of Discovery provides multiple education opportunities for teachers. The 
museum also has maker or tinker kits that are loaned to schools for hands-on activities, allowing teachers to use and 
share the kits across multiple grades at their school.  
 
 

Involvement by Local Education Institutions   
 

• Museum of Discovery – partner in Tinkerfest and  
facilitator of Discovery Network and teacher training  

• School Districts including:  
 Cabot Public School District 
 Conway Public School District 
 Clinton Public School District 
 Pulaski County Special School District 
 Greenbrier Public School District 
 Heber Springs Public School District 
 North Pulaski School District 
 Academic Plus Charter Schools 
 Mayflower Public School District 
 South Conway County School District 

 
 
 

A teacher training session.  

Twitter post from participating Cabot School District. 
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Attendee Takeaway 
 
Tinkerfest was well received. Teachers from various 
schools were excited to have access to lesson plans 
and materials through the Discovery Network. At the 
festival, young attendees were able to build, create 
and take apart. All the activities that were available at 
the festival were hands-on. Parents at Toad Suck 
Daze were excited that there were free activities for 
children that they may not have had access to  
without the program.  
 
 

Duration of Tinkerfest 
 
This is the first year that Tinkerfest and the  
partnership with the Museum of Discovery has been 
a part of Toad Suck Daze.  
 
 

Tie-in to Toad Suck Daze 
 
Since it started, Toad Suck Daze has promoted  
education in Faulkner County, giving scholarships to 
local high school graduates and providing funding for 
pre-K and other education initiatives. Throughout this 
time, the festival has also worked with elementary 
schools within Faulkner County to provide ways to 
participate and showcase students during the  
festival, including the Jump for Education Toad Race; 
Crawl, Drag and Squirt competition; and school  
performances.  
 
Tinkerfest brought a new educational component to 
the festival, allowing for year-round learning and  
expanding the number of schools and students 
reached.  
 
 

Overall Revenue and Expense Budget  
 

Revenue – $50,000 
Expense – $48,000 

 
 
 
 
 
 
 
 
 

Top: festival attendees getting hands on at Tinkerfest.  Middle: The crowd gathers for 

Museum of Discovery’s Awesome Science Show.  Bottom: Younger children enjoy the 

cascading water activity at Tinkerfest.  

4 



Other Group Involvement  
 
• Acxiom – Sponsored the festival portion of Tinkerfest and provided volunteers to help in the Tinkerfest area 

of the festival.  
• First Arkansas Bank and Trust – Sponsored Discovery Network enrollment for schools and provided  

volunteers to help in the Tinkerfest area of the festival.  
• Walmart/Sam’s Club – Sponsored an Interactive Science Stage in the Tinkerfest area of the festival.  
• Participating schools – Provided activities for and volunteers in the Tinkerfest area of the festival. 

 
 

Overall Effectiveness and Success of Tinkerfest 

 
Festival organizers had two main goals when developing this  
partnership, both of which were met with Tinkerfest.  
 
The first goal was to extend Toad Suck Daze’s reach to elementary 
schools outside Faulkner County in a strategic way to introduce more 
people to the festival and its focus on education. Because of this  
partnership, Toad Suck Daze expanded by 10 schools in 7 new  
communities. That is close to 5,000 new students who now know 
about Toad Suck Daze and have a reason to attend the festival.  
The second goal was to create an activity that schools and their  
students facilitated. The idea was that if the students had to be  
on-site to facilitate their activities, their parents, guardians and other 
family members would also attend the festival, which would lead to 
an increase in attendance. Of the schools in the Discovery Network, 
60% facilitated activities at Tinkerfest. We believe this participation 
rate was a success for the first year. 
 
In addition, festival organizers have received more feedback and  
positive comments about Tinkerfest from schools, parents and festi-
val attendees than any other addition to Toad Suck Daze in the last 5+ 
years.  
 

 
Supporting Question 

Challenges Creating TInkerfest and How they were Handled 

 
The largest obstacle in starting  
Tinkerfest was the cost. Buying into the 
Discovery Network programming,  
especially for 25 schools, is expensive – 
even with a discount. Chamber staff  
approached First Arkansas Bank and 
Trust (FABT) to sponsor the school entry 
fee into the program. FABT is known to 
be big on giving back to the  
communities where its bank branches 
are located and actively looks for ways to 
donate to nonprofits and education institutions. Additionally, FABT has locations and contacts in several of the commu-
nities that Toad Suck Daze wanted to include in the program.  

Twitter coverage from local media personality.  

Wide view of Tinkerfest at Toad Suck Daze.  
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Toad Suck Daze also approached Acxiom Corporation for a sponsorship, a leader in data management and a strong  
proponent of STEAM education. The company has been a longtime supporter of Toad Suck Daze and jumped at the 
chance to help incorporate a STEAM component into the festival. With those two sponsors on board, the funding was 
in place to cover costs of the education and festival programming.  
 
The second obstacle that we had was creating buy-in from the 25 participating schools. While schools in Faulkner  
County were familiar with Toad Suck Daze and have worked with the festival in multiple areas in the past, there were 
10 new schools that we had to educate on the festival as well as the Discovery Network. Chamber staff held a series of 
meetings with Museum of Discovery personnel, local educators and the two sponsors to answer questions and get  
participation from schools. Once the schools were signed up, we again had to work to inform and receive buy-in from 
the actual teachers. Because the teachers were the ones who would be developing the activities, teaching the  
curriculum and be on-site at the festival, we knew they needed a greater commitment to the program. Again, with the 
help of local educators, we worked with teachers on an individual basis to ensure they were comfortable with the  
program.  

 
 

A variety of activities from Tinkerfest.  Top Left: a group builds a geodesic dome from newspaper. Top Right: Pixel Pictures. Bottom Left: Kaplan Building 

Planks. Bottom Right: Learning about recycling methods.  
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SET UP 

1) Plug into USB port on your computer. 

a. Small side of USB cable plugs into Makey 

Makey, big side plugs into computer. 

 

 

2) Close pop-up window. 

a. Your computer may ask you to install 

drivers or do other setup. You can click 

cancel or close the window. 

 

3) Connect to Earth. 

a. Connect one end of an alligator clip to 

"Earth" on the bottom of the front side of Makey 

Makey. 

 

 

 

 

 

4) Connect to Yourself. 

a. Hold the metal part of the other end of the alligator clip between your fingers. You are now 

"grounded." 



b.  
 

5) Connect to “Space” and Try it! 

a. While you're still grounded, touch the 

round "Space" pad on the Makey 

Makey. You should see a green light on 

the Makey Makey, and your computer 

will think the space bar was pressed. 

You can also complete the circuit by 

connecting another alligator clip to 

"Space." Try using a word processing 

program. 

 

 

6) Connect stuff. 

a. Now you can try making your own drums out of anything. How about a banana cowbell, a 

watermelon bass drum, or a crash cymbal sound when you high-five your friend? 

 

Try Out Different Materials! 

Make anything into a key! You can make a connection through anything that's even a little bit conductive. 

You can also create inventions that combine conductive and non-conductive parts. 

Conductive Materials 

Here are a few things to try: 

Most fruits and vegetables work great. 

Lots of other foods work too. We've tried marshmallows, gummy candies, macaroni and cheese, cupcakes, 

shrimp, and lots of other things. 



Plants can work too. Try some leaves or flowers, but nothing too dry. 

Play-Doh, Model Magic and other clays work very well as long as they stay moist. 

People are conductive! Connect one person to ground, and another to an input, and you can trigger sounds 

when they high-five. 

Graphite from a pencil can work. Make thick, dark lines, and be sure to draw on a smooth surface. 

Foil and other metal objects will work. Try out coins, magnets, nuts and bolts, forks and knives, or pots and 

pans. 

Craft Materials 

When you're inventing, anything goes! Here are a few things we have enjoyed using: 

 

Inflatable beach balls, paper plates, cardboard boxes, various types of soft and rigid foam, lego bricks, 

plastic storage boxes, stuffed animals and other toys, funny hats and other pieces of clothing, sheets of 

fabric, string, yarn, elastic, and paper. 

It's also important to have around some tools for cutting, like scissors and exacto knives, and ways to stick 

things together, like hot glue, superglue, various kinds of tape, and clips or clamps. 

 

Try Out Software!  

Makey Makey works with any software that uses the keyboard or mouse. You can really use any web page 

or any computer app. We also really like using Scratch at scratch.mit.edu 

 

Troubleshooting 

I can't get a key to press! 

Make sure your Makey Makey is plugged into the computer. 

The Makey Makey should have a red light on the back showing that the power is on. Is it lit? If not 

something is wrong with the computer, the USB cable, or the circuit board. 

If the USB connector on your computer is blue, it's USB 3.0, and may not work with Makey Makey. Try using 

a USB 2.0 port. 

Try making a connection in the simplest way you can. One way is to connect an alligator clip to "earth" and 

then touch other end to "space." 

When you make a connection, you should see an LED light up on the front of the Makey Makey 



When you are making a connection using everyday materials they need to be at least a little bit conductive. 

For example, play-doh, a banana, your skin, or aluminum foil should work, but plastic, most fabrics or paper 

will not work directly. You can always combine materials, for example by wetting the paper or putting play-

doh onto the plastic. 

One of the keys won't stop pressing over and over! What should I do? 

Try unplugging the Makey Makey from your computer, then plug it back in again 

Disconnect all of you alligator clips from the Makey Makey, then start reattaching them one by one 

If your stuck key is still pressing, have a look at your connections. They might be touching accidentally 

somehow. Try taking things apart and putting them back together again. 

Perhaps one of the things that you are using as an insulator (or non-conductor) isn't insulating enough. Try 

using a different material. 

If one of the objects connected to the Makey Makey is your own body, then perhaps you are "grounded" to 

the earth via touching your computer's metal case, or by not wearing shoes. Take a step back and see what 

you are touching. 

Perhaps one of the objects connected to the Makey Makey that you think is well insulated is not. For 

example, if you connect a banana to your Makey Makey and it's sitting on a wooden cutting board, is that 

cutting board moist or dry? If it's moist then perhaps all of your bananas on the cutting board are 

connected to each other through the cutting board. Try a dry table instead. 

Is it raining? Is it extremely humid- are you in a rainforest? This can sometimes cause porous materials, 

such as paper or clothing, to become conductive. 

It works sometimes, but not other times.  

Your materials might not be conductive enough. For example, if you are making a connection with your 

fingertip, it can help to moisten your skin by licking it. 

If you are using a drawn graphite line from a pencil, make sure the line is heavy and dark. Draw your line on 

a hard smooth surface, such as a table without any grain in it. Take care in folding the paper, because it can 

sometimes break the graphite connection. Once you are expert at drawing the lines, you don't have to 

follow any rules, but if you can't get it to work try the tips mentioned. 





 

 

WHAT ARE THEY? 

Scribbling Machines are motorized 
contraptions that move in unusual 
ways and leave a mark to trace their 
paths. They are made from simple 
materials and set in motion by the 
vibrating offset motor causing them 
to bounce, spin, bump and move in 
interesting ways.  
 

 

 

LET’S TRY IT! 

Collect These Things: 

 

Recycled Containers  Pool Noodles 

Electric Toothbrushes  AA Battery  

Thick Rubber Bands  Masking Tape 

Crafty Consumables  Markers 

1.5-3V Motors  

       *http://kelvin.com/lab-resources/project-parts/motors/ 

 

GETTING STARTED 

Connect the motor to the battery—a broccoli band is perfect for keeping the leads attached to the 

motor and still be able to disconnect them when you want to change the motor’s position (masking tape 

can work too if you don’t have a broccoli band).  



OR Connect a AA battery into the electric toothbrush.  

Experiment with ways to offset the motor: Try a piece 

of a hot glue gun stick, wood or clay. What happens if 

you change the weight of the offset motor? Or change 

the length of the arm on the motor? Or change the 

orientation of the hot glue gun stick?  

Find of build a base 

and attach your offset motor to it. (Try a strawberry basket, yogurt 

container, or other recyclable container.  

OR Slide your motorized toothbrush inside the pool noodle segment.  

Tip: Make sure there is enough clearance for your offset motor to 

spin.  

Attach one or more markers to trace the jittering movement of your 

scribbling machine. Turn it on and make some scribbles! 

Experiment with different designs: How could you make it go really 

slow and smooth? Fast and jumpy? Make big and small circles?  

Try using a wire or pipe cleaner to hang a marker away from the body of the machine.  

TAKE IT FURTHER: 

TRACE-MAKING MATERIALS: Experiment with using different materials 

such as paint and paintbrushes, chalk, or pencils to trace the patterns 

your scribbling machine makes. With chalk you can even scribble on 

the sidewalk! 

NATURAL MATERIALS: Collect items like sticks, leaves, bark, and 

pinecones from a park or backyard. Add them to your machine and set 

it scribbling outside to see how the natural materials leave different 

pathways in sand or dirt.  

INCORPORATING SWITCHES: Experiment with making a switch to 

make it easier to turn your scribbling machine on and off. Try using a 

combination of clothespins, tinfoil, paperclips, brads, craft foam, or 

other materials.  

 



 

Bernoulli himself could not make it through, but his obstacle course will be fun for you. Be nimble, be quick, and remember, 

moving air will do the trick! 

 

Short PVC Pipes 

Medium PVC Pipes 

Long PVC Pipes 

80 PVC Tee Connectors 

4 Funnels 

24 Wire Hoops 

10 Hair Dryers 

10 Extension Cords 

6 Tubes 

Ping Pong Balls 

 

Have you ever wondered how airplanes stay in the air? 

What about how birds fly? Why don’t they all just fall out 

of the sky? The answer is called LIFT, and it is part of a 

section of physics called aerodynamics. The Bernoulli 

Principle states that where air speeds up, its pressure 

drops. The difference in pressure between the still air and 

the moving air pushes the ball back into the center of the 

air stream.  

In this activity, the ball floats when the downwards pressure of the ball (coming from its weight) is equal to the upwards 

pressure from the faster air. It cannot fall or rise, so it floats as long as it stays in the stream. 

 

 

Begin by using the hairdryer to blow a stream of air straight up. Carefully balance the ball above the air stream. Pull it 

slowly out of the flow. Notice that when only half of the ball is out of the air stream, you can feel it being sucked back in. 

Let go of the ball and notice that it oscillates back and forth and then settles down near the center of the air stream.  



Tilt the air stream to one side and notice that the ball can still be suspended. Now balance the ball in the air stream and 

then move the blower and the ball toward a wall, like a corner of a room. Notice the great increase in the height of the 

suspended ball.  

Now let’s construct an obstacle course! 

Have your learners design what they want their course to look like. What obstacles should the 

course include? How many obstacles should the ball be guided through? What are the different 

heights that will make up this course? This is good practice in using the Engineering Design 

Process.  

Now build the stands to attach the obstacles to. Do this by attaching the “Tee Connectors” to 

the long or short lengths of PVC pipe. See the reference photo to the left for an example of this.  

 

 

 

PS2: Motion and Stability: Forces and Interactions (general curriculum) 

PS3: Energy Aerodynamics (general curriculum) 

PS2:A: Pushing and pulling  

PS2:A: Force acting on an object  

PS3.A: Movement of energy in a system 

PS2:A: Newton's second Law and Momentum, Macroscopic interaction, Conservation of momentum, rotational velocity  

PS3.A: Energy within a system  

PS3.B: Conservation of Energy; Entropy 

 

 

 



Circuit Blocks 
	
Experimenting with batteries, bulbs, buzzers, switches, and other electrical components is a 
great way to start learning and tinkering with circuits. Real parts mounted on sturdy wood 
blocks are designed for anyone to start creating electrical connections between everyday 
objects. From the basic elements you can 
deepen the experiments by adding switches, 
motors, and other inputs and outputs that can 
do interesting and sometimes surprising things 
when connected. The set of circuit blocks is 
not only a compelling way to work with 
electricity, but the parts can also be used in 
many other tinkering activities. 
 
 

Why Circuits? 
The circuit block activity is one that allows for learner to choose their own pathway as they 
develop an understanding about the electrical components and test out the connections 
between them. This often leads to multiple pathways and discoveries being made by learners 
of all ages and backgrounds. The goal is not to “teach” specific things about circuits, but to 
allow a first-hand understanding over time.  
 
Because there is a variety of more and less complex parts, learners of many different 
experience levels are able to find something to start with. This means beginners can start with 
a quick success, yet complexify as ideas progress.  
 
Trial and error is a key part of the circuit block activity. This is especially important in order to 
test assumptions and understanding later on. Batteries sometimes get hot when wires are 
crossed and bulbs sometimes burn out, but these are real and important outcomes of the 
ideas that many people have while exploring. The nails, boards, and electrical components 
are a mixture of familiar and unfamiliar objects. Unfamiliar electrical components seem less 
intimidating when connected to a pine board with steel nails. Almost everything is visible, so 
the learner can actually trace the wires to figure out how things are connected. 
 
Quick Learning Note 
There are no instructions and no pre-conceived “right” way to connect something at the start. 
The electrical components will either work or not, allowing learners to connect something the 



“wrong” way is almost as useful as connecting something the “right” way. You may be 
surprised and delighted by the variety of ways that kids (and adults) use the circuit block 
components. 
 
Before You Start Tip: For safety use only direct current (DC) battery packs that are six volts or 
less.  
 

Try It 
 

Getting Started 
The most important first step for the circuit block activity is to make sure that you have some 
experience working with circuit boards as a learner yourself. This will help you develop a basic 
understanding about what the components do and how you can get them to work.  
 
Getting Started with Others: 
Offer each person or team a couple of wires with alligator clip leads, a battery block, and a 
light bulb block. Ask if they can figure out a way to connect the battery to the light bulb to 
make it light. 
 
Once someone is successful at getting the light bulb to light, offer him or her a motor block 
and ask them if they could now try to connect the motor to the battery to make it turn.  

 
When most of the group has had success with the light 
bulb and motor blocks, you could either introduce 
switches or more complicated components. 
 
Introducing Switches 
The goal for this pathway of investigation is to develop 
fluency with switches, conductive materials, and 
sensors that control the flow of current to the outputs 
motors, lights, buzzers.  

 
Start by offering a third wire and a simple switch to incorporate into their simple circuit. Once 
there is some success with a simple switch controlling their simple circuit, offer more complex 
and unusual switches that are provided in the circuit blocks. Try making your own switch with 
aluminum foil or another conductive material.  
 
Introducing More Complicated Components 



The goal for this pathway of investigation is to develop fluency with the ways of connecting 
and testing a variety of electrical components. These include light bulbs, motors, buzzers, 
doorbells, mechanical toy parts, and anything else you might find to test. Start by challenging 
someone to connect a buzzer or doorbell after they have had success connecting the light 
bub. Or offer the three-bulb block and ask for a solution where all of the lights can be 
powered by a single battery pack. All of the components have two pins/nails that can be used 
to connect them to the two pins/nails on the battery. Sometimes switching the two wires from 
positive on the battery to negative on the battery will change the behavior of the component. 
Many components will only work when connected in one configuration.  
 
Encourage a variety of explorations with the components, and ask everyone to share 
discoveries with one another as they explore.  
 
This activity does not always follow a step-by-step pattern and many participants discover 
interesting things through simply messing around with the components on their own. This 
activity might also result in a wire or battery pack getting hot if someone creates a short 
circuit (the battery is connected directly to itself). Keep an eye open for this and point it out in 
order to save precious battery life and prevent unexpected injury or component failure.  
 
Take It Further 
Organize a conductive scavenger hunt using a light bulb, battery 
pack, and two wires that can be connected to different objects to 
test their conductivity. Try making switches out of tinfoil, metal 
flatware, bottle caps, dental fillings, and other electrically conductive 
things (just be careful to not connect the two wires to another 
battery or external power source—that could be dangerous).  
 

Facilitation Tips 
 
Early Stage 
Facilitate learners to begin playing with the materials by asking simple questions like, “Can 
you make something work by attaching a battery pack to it with the wires?” This is a good 
way to indicate to the educator the users level of confidence and ability.  
  
 Things that you might say and do at this stage: 
  
 “Have you ever completed a circuit like this before?” 
  



“Are you stuck? Try to trace the wires to make sure there is a complete pathway 
(circuit) for the electricity.” 
 
Let people make simple discoveries for themselves, and allow learners the opportunity 
to be proud of small steps when getting things to work.  

 
Middle Stage 
Spend some time to keep learners going. Help learners get unstuck, or offering more 
complex or diverse challenges with the materials on the table. Perhaps follow up a successful 
light bulb connection to a simple switch by offering a more complex switch, or maybe ask if 
they could light three bulbs at the same time, using more wires and the solution they came up 
with to light a single bulb.  
 
 Things that you might say and do at this stage: 
 

Ask specifically what they are trying to do (if something isn’t working), and ask them to 
show you how they have already completed a circuit like it with these materials. This 
will allow you to see and sense what the learner is thinking about things.  
 
Allowing people to get stuck is important, and doing what you can to linger in that 
moment before you step in and “help” might go a long way toward developing 
confidence in the learner.  
 
Do what you can to offer suggestions along the lines of their current ideas. Try to resist 
offering YOUR solution to THEIR problem. 

 
Deep Learning 
This stage of facilitation is an opportunity to work out some of the misconceptions learners 
might have about electricity, or the lingering ideas about series and parallel circuits. 
 
 Things you might say and do at this stage: 
 

Offer a challenge that is a little bit tricky. For example, ask them, “Can you make three 
lights turn on by wiring them three different ways?” (This is a way to explore parallel 
and series circuits. 
 
Try sharing new ideas in non-verbal ways. For example, construct an interesting circuit 
or contraption next to them to see if/how they are able to observe and understand 
what you have done. Then you can talk about it with them.  



Interactive Tinkerfest Stations 

Saturday, May 5 Activity School 

10:00 a.m. - 12:20 p.m. Make and Take Straw Activity  Cabot Stagecoach Elementary   

10:00 a.m. - 2:00 p.m. Pixel Posters "Stick Together"  Woodrow Cummins Elementary  

10:00 a.m. - 2:40 p.m. Design a Toad Toter  Springhill Elementary Greenbrier  

10:00 a.m. - 5:00 p.m. Take Apart a Car  Ida Burns Elementary  

10:00 a.m. - 5:00 p.m. Make Your Own Gondola Zipline  Ida Burns Elementary  

10:00 a.m. - 5:00 p.m. Wind Tubes  Wooster Elementary  

10:00 a.m. - 5:00 p.m. Build a Geodesic Dome  Greenbrier Eastside Elementary  

10:00 a.m. - 5:00 p.m. Tinker Tables with Building Tools  Jim Stone Elementary  

10:00 a.m. - 5:00 p.m. Magnetic Slime and Spin Art  Conway Christian School  

10:00 a.m. - 5:00 p.m. Coffee Filter Collage  Ellen Smith Elementary  

10:00 a.m. - 5:00 p.m. Kapla Plank Building Challenge  Mayflower Elementary  

10:00 a.m. - 5:00 p.m. FRC Robots  Mayflower Metal Eagles  

10:00 a.m. - 5:00 p.m. Make Your Own Origami Toad 
 Julia Lee Moore Elementary  

Innovation Nation   

12:20 p.m. - 5:00 p.m. Make and Take Straw Activity  Florence Mattison Elementary  

2:00 p.m. - 5:00 p.m. Pixel Posters "Stick Together"  Morrilton Elementary  

Sunday, May 6 Activity School 

12:00 p.m. - 2:00 p.m. 
Newspaper Construction: Creating  
Baskets, Hats, Flowers, and Towers 

Bayou Metro Elementary 

12:00 p.m. - 2:00 p.m. Take Apart Electronics and Appliances Jacksonville Lighthouse Charter School 

12:00 p.m. - 4:00 p.m. Take Apart a Car  Ida Burns Elementary  

12:00 p.m. - 4:00 p.m. Make Your Own Gondola Zipline Ida Burns Elementary  

12:00 p.m. - 4:00 p.m. Pixel Posters "Stick Together" Marguerite Vann Elementary 

12:00 p.m. - 4:00 p.m. Tinker Tables with Building Tools  Jim Stone Elementary  

12:00 p.m. - 4:00 p.m. Make Your Own Origami Toad 
 Julia Lee Moore Elementary  

Innovation Nation   

12:00 p.m. - 4:00 p.m. Coffee Filter Collage  Ellen Smith Elementary  

12:00 p.m. - 4:00 p.m. Kapla Plank Building Challenge  Mayflower Elementary  

12:00 p.m. - 4:00 p.m. FRC Robots  Mayflower Metal Eagles  

2:00 p.m. - 4:00 p.m. 
Newspaper Construction: Creating  
Baskets, Hats, Flowers, and Towers 

Arnold Drive Elementary 

2:00 p.m. - 4:00 p.m. Magnetic Slime and Spin Art  Conway Christian School  

   

Walmart/Sam's Club Interactive Science Stage 

Saturday, May 5 Event  

10:00 a.m. AETN Character Meet & Greet  

12:00 p.m. Museum of Discovery Awesome Science Show  

2:00 p.m. Conway Symphony Orchestra Instrument Petting Zoo  

3:00 p.m. Arkansas Shakespeare Theatre   

5:00 p.m. Museum of Discovery Awesome Science Show  

Sunday, May 6 Event  

12:00 p.m. AETN Character Meet & Greet  

2:00 p.m. Museum of Discovery Awesome Science Show  

Tinkerfest Schedule of Events and Activities 



Acxiom 
TINKERFEST PRESENTING SPONSOR 
 
 
What is Tinkerfest? 
 
Tinkering, which has become a popular activity that is a key component of the nationwide “Maker Movement,” will take 
place May 5 and 6 during Toad Suck Daze, the largest family festival in the state. Thirty-four central Arkansas schools will 
be invited to showcase and demonstrate their tinkering initiative to thousands of people. Each activity engages children 
and adults, teaches visitors how everyday objects such as cars and computers work, and provides opportunities to 
explore the engineering and science behind building objects. Some of these projects may include battle bots, 3D pens, 
tech take-apart, balloon cars, water rockets and more.  
 
Tinkerfest will also include educators from the Museum of Discovery who will wow the crowd with “Awesome Science”. 
From hydrogen to liquid nitrogen, lasers to dry ice, things will smoke, they will implode, they will blow up!  
 
What is the Discovery Network? 
 
The Discovery Network, a statewide program of the Museum of Discovery, was initiated in 2006 with funding from the 
Donald W. Reynolds Foundation. More than $14,000,000 has been awarded from the Reynolds Foundation and other 
donors over the years to support the goal of making hands-on, interactive STEM learning more accessible to the state’s 
school children and their families. The Network provides high-quality professional development and training 
opportunities to its members’ educational staff.  

Tinkerfest Presenting Sponsor 
 
As a partner of Tinkerfest and the Discovery Network, Acxiom will underwrite the training, support, resources and 
professional development for 34 schools in the Conway, Perry, Pulaski, Van Buren, Lonoke and Faulkner county school 
districts in the area of STEM education. This year long partnership is highlighted with Tinkerfest which will be held during 
the 36th annual Toad Suck Daze festival.   
 
Your contribution supports:  
 the membership for 34 schools to participate in the Discovery Network for one year 
 educator professional development through access to nationally recognized facilitators 
 connection to statewide educators 
 the development of tinkering kits for each Discovery Network school 
 the ability for each of the 34 schools to showcase their work during Tinkerfest 
 two-hour tinkering kit trainings for educators conducted in January, March, August and October 
 school participation in Tinkerfest during the 36th annual Toad Suck Daze festival 

 
Timeline of Events 
 
 Conway Area Chamber of Commerce/Museum of Discovery Partnership Announcement (Spring 2018) 
 Onsite planning session/training with network schools (January 2018) 
 Toad Suck Daze press conference (April 2018) 
 Tinkerfest (May 2018) 

 
 
 



 
Benefits of Sponsorship 

 
 Inclusion in at least one of four educator trainings 
 Sponsor name associated with presenting sponsorship of Tinkerfest 
 Sponsor name included with Discovery Network branding as presenting sponsor 
 Opportunity to participate in festival press conference and/or TV broadcast from festival 
 Sponsor appears in any print advertisement related to Tinkerfest 
 Logo included on festival signage 
 Business-specific sponsor mentions on Toad Suck Daze social media accounts (i.e., TSD will post information 

specific to your business.) 
 30- to 60-second “commercial” aired throughout festival weekend. It is the sponsor’s responsibility to provide 

commercial.  
 Sponsor has ability to place company volunteers in Tinkerfest area of festival 
 Logo with hot link featured on Toad Suck Daze website 
 Opportunity to meet headline entertainment when possible 
 Booth, display area, or participation rights in festival area that is agreed upon between sponsor and Chamber 
 First right of renewal in 2019 
 10 passes to VIT Party 

 
 
Total Request: $25,000 



First Arkansas Bank & Trust 
DISCOVERY NETWORK UNDERWRITER 
 
 
What is the Discovery Network? 
 
The Discovery Network, a statewide program of the Museum of Discovery, was initiated in 2006 with funding from the 
Donald W. Reynolds Foundation. More than $14,000,000 has been awarded from the Reynolds Foundation and other 
donors over the years to support the goal of making hands-on, interactive STEM learning more accessible to the state’s 
school children and their families. The Network provides high-quality professional development and training 
opportunities to its members’ educational staff.  

Discovery Network Underwriter 
 
As a partner of the Discovery Network, First Arkansas Bank & Trust will underwrite the training, support, resources and 
professional development for 34 schools in the Conway, Perry, Pulaski, Van Buren, Lonoke and Faulkner county school 
districts in the area of STEM education. This year long partnership is highlighted with Tinkerfest which will be held during 
the 36th annual Toad Suck Daze festival.   
 
Your contribution supports:  
§ the membership for 34 schools to participate in the Discovery Network for one year 
§ educator professional development through access to nationally recognized facilitators 
§ connection to statewide educators 
§ the development of tinkering kits for each Discovery Network school 
§ the ability for each of the 34 schools to showcase their work during Tinkerfest 
§ two-hour tinkering kit trainings for educators conducted in January, March, August and October 
§ school participation in Tinkerfest during the 36th annual Toad Suck Daze festival 

 
What is Tinkerfest? 
 
Tinkering, which has become a popular activity that is a key component of the nationwide “Maker Movement,” will take 
place May 4, 5 and 6 during Toad Suck Daze, the largest family festival in the state. Thirty-four central Arkansas schools 
will be invited to showcase and demonstrate their tinkering initiative to thousands of people. Each activity engages 
children and adults, teaches visitors how everyday objects such as cars and computers work, and provides opportunities 
to explore the engineering and science behind building objects. Some of these projects may include battle bots, 3D pens, 
tech take-apart, balloon cars, water rockets and more.  
 
Tinkerfest will also include educators from the Museum of Discovery who will wow the crowd with “Awesome Science”. 
From hydrogen to liquid nitrogen, lasers to dry ice, things will smoke, they will implode, they will blow up!  
 
Timeline of Events 
 
Ø Conway Area Chamber of Commerce/Museum of Discovery Partnership Announcement (Spring 2018) 
Ø Onsite planning session/training with network schools (January 2018) 
Ø Toad Suck Daze press conference (April 2018) 
Ø Tinkerfest (May 2018) 

 
 
Total Request: $15,000 



Tinkerfest Publicity and Social Media 
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