
 

 

PLTW Launch students learn through 
exploration and discovery. 

Through PLTW Launch, students become hands-on problem solvers and learn to 
collaborate with their fellow students. 

They begin each module with an engaging ebook story featuring the characters Mylo, 
Suzi, and Angelina, who introduce the challenge students will work together to solve. 
Then, in a series of activities that build upon each other, students are challenged to 

become confident in trying new things, to learn from mistakes, and to apply what they 
know to find solutions.  

PLTW Launch addresses Next Generation Science Standards, Common Core State 
Standards for Math and English Language Arts, and other national and state standards. 
To best fit the needs of your students and school, the program’s 10-hour modules are 
flexible and customizable: They can be implemented independently or in tandem with 

one another, at the grade level you want, at any time.  

Additionally, all PLTW Launch modules are now available in both English and Spanish, 
reinforcing our commitment to ensure access to all students, including America’s 5 

million English Language Learners. 

 
 
 
 
 
 
 
 



Pre-K Modules at Wes Del Pre-School 
 
PreK.2 - Matter: Floating and Sinking 
 
Students develop an understanding of matter by examining solids and liquids through 
hands-on activities. They explore floating and sinking as they predict and observe what 
effect liquids have on different materials. Using the design process, students rely on 
their knowledge and skills of matter to sketch, build, test, and reflect on a design they 
have created that will float on water and keep items within the design dry. 
 
 
PreK.3 - Healthy Habits 
 
Students develop an understanding of healthy habits and learn how food affects growth, 
gross motor skills (muscles), the heart, teeth, and eyes. They discover career 
connections as they learn about wellness checkups at the pediatrician, dentist, and 
optometrist. Students investigate how germs are spread and explore healthy habits to 
prevent the spread of germs. Using the knowledge and skills they’ve gained from the 
activities and project, students create a multimedia product to share what they’ve 
learned with others. 
 
 

Wes-Del Elementary Modules Kindergarten  through 5th Grade 
 
 
K.1 - Structure and Function:  Exploring Design  
 
Students discover the design process and how engineers influence their lives. They 
explore the elements of structure and function by identifying products around them 
designed by engineers and asking questions engineers might ask. They are introduced 
to a design problem through a story in which Angelina wants to design a paintbrush. 
Students apply their knowledge from the module to design their own paintbrushes. 
 
 
K. 4 - Input/Output: Human Brain 
 
Students discover how signals passing from cell to cell allow us to receive stimuli from 
the outside world, transmit this information to the brain for processing, and then send 
out a signal to generate a response. When Mylo experiences a concussion after falling 
off a skateboard while not wearing a helmet, he and his friends are motivated to raise 



awareness about concussions. Inspired by this design problem, students work as part of 
a team to design, plan, and create a video or podcast to educate children on identifying 
and preventing concussions. 
 
 
1.2 - Light: Observing Sun, Moon, and Stars 
 
After observing the sun, moon, and stars, students identify and describe patterns in their 
recorded data. Angelina, Mylo, and Suzi introduce the design problem, which 
challenges students to create a playground structure designed to protect students from 
ultraviolet radiation. Students utilize their knowledge of light to design, build, and test 
structures created to solve this problem. Students then evaluate their designs, share 
their findings, and explore ideas to improve their structures based on the testing data. 
 
1.4 - Animated Storytelling  
 
Students explore the sequential nature of computer programs through hands-on 
activities, both with and without a computer. They examine key aspects of storytelling 
and devise how to transition a narrative from page to screen. Students discover the 
design problem through a story about Angelina, Mylo, and Suzi, who wish they could 
find a way to create a story with characters who move and interact with each other. 
Combining fundamental principles of computer science with story-building skills, 
students develop animations that showcase characters, settings, actions, and events 
from short stories of their own creation. 
 
2.3 - The Changing Earth 
 
Students explore how the surface of the Earth is always changing. They are introduced 
to different types of maps and explore how these maps convey different information 
about the world in which we live, including where water is found on Earth. Angelina, 
Mylo, and Suzi introduce the design problem when faced with the challenge of helping a 
community threatened by a potential landslide. Students investigate the different forces 
that shape the surface of the Earth and design solutions to limit the impact of erosion on 
this fictional community, which is located at the bottom of a hill that was recently 
destabilized by a fire. 
 
 
 
 
 



2.4 - Grids and Games 
 
Students investigate numerical relationships while learning about the sequence and 
structure required in computer programs. Starting with computer-free activities and 
moving to tablet-based challenges, students apply addition and subtraction strategies to 
make characters move on a grid. Angelina presents the design problem when she 
expresses her desire to design a game she can play on her tablet. Using skills and 
knowledge gained from these activities, students work together in groups to design and 
develop a game in which a player interacts with objects on a tablet screen. 
 
3.3 - Variation of Traits 
 
Students compare and contrast inherited traits and acquired traits. They explore the 
relationship between the traits of parents and offspring by creating different 
combinations of dominant and recessive alleles. Students use the design process to 
create fictional animal parents with a variety of traits. They use data to investigate the 
traits passed from parents to offspring. 
 
3.4 -  Programming Patterns 
 
Students explore control structures such as events, loops, and conditionals. These 
structures specify the sequence in which instructions are executed within a program. 
Starting with computer-free activities and progressing to programming in a block-based 
language on a device, students learn how to think computationally about a program. In 
the design problem, Angelina, Mylo, and Suzi are challenged to use computer 
programming to write a story with different endings. Combining their writing and 
programming skills, students develop interactive stories on a device with multiple plots. 
 
4.4 - Input/ Output: Human Brain 
 
Students discover how signals passing from cell to cell allow us to receive stimuli from 
the outside world, transmit this information to the brain for processing, and then send 
out a signal to generate a response. When Mylo experiences a concussion after falling 
off a skateboard while not wearing a helmet, he and his friends are motivated to raise 
awareness about concussions. Inspired by this design problem, students work as part of 
a team to design, plan, and create a video or podcast to educate children on identifying 
and preventing concussions. 
 
 
 



5.3 - Infection: Detection 
 
Students explore transmission of infection, agents of disease, and mechanisms the 
body uses to stay healthy. Through a simulation, they compare communicable and 
non-communicable diseases. In the design problem, Suzi comes down with a fever and 
sore throat, and her friends wonder how this illness might have spread across the 
school. Students tackle the design problem by examining evidence to deduce the agent 
of infection, the likely source of the outbreak, and the path of transmission through a 
school. They design and run an experiment related to limiting the spread of germs and 
apply results to propose appropriate prevention methods. 


