C.S.I
WHO DONE IT?
Number of Participants

Maximum 30 Learners

Duration

10am-2pm
including a 1 hour
lunch break

Price

£9.00

per learner

OVERVIEW
As a trainee Crime Scene Investigator and Forensic Scientist, it’s your
role to practice your forensic skills including examining CCTV footage,
eye-witness statements and key evidence found at the crime-scene
in order to help solve a brutal crime and bring the person responsible
to justice.
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ACTIVITIES
Red Evidence - Discover how blood patterns found at the scene of
a crime can provide keen insight and key evidence. What type of
weapon was used? Was the culprit right or left handed? Was the
victim moved? Use your knowledge and skills to gather key evidence
to help solve the crime.
Witness - Play the role of a Forensic Artist using the ‘FACES’
software programme to create an E-fit of a key suspect in the case.
Discover how eye-witness statements and CCTV can serve as
critical tools in bringing criminals to justice.
Proof is in the Print - Fingerprints are among the most useful forms
of evidence which can be recovered and examined from a crime
scene. Practice how to lift a fingerprint from a crime scene and learn
how to distinguish between the unique fingerprint patterns
to discover which suspect was at the scene of the crime.

KEY EMPLOYABILITY
SKILLS
•
•
•
•
•
•
•
•

Problem Solving
Teamwork
Communication
Self-Management
Decision-Making
Critical-Thinking
Detail Analysis
Observation
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KEY STEM SKILLS
•
•
•
•
•

Blood Pattern Analysis
Finger Print Analysis
Finger Print Lifting
Technique
E-fit Software
Measurement &
Calculation of Averages

DIRECTORS CUT
Number of Participants

Maximum 20 Learners

Duration

10am-2pm
including a 1 hour
lunch break

Price

£9.00

per learner

OVERVIEW
Would you like create the next Hollywood blockbuster? Could you be
the director of the next Marvel movie? Maybe you have an idea for the
next Game of Thrones type hit! Using high powered computers and low
cost technology, directors of all ages can now quickly and easily make
memorable movie magic. Add breath-taking detailed backgrounds, special
effects and create the illusion of movement!
For more than 100 years, animation has fascinated generations of
children and adults alike. In the past, stop-motion animation was a long
and slow process requiring a lot of patience, just one second of animation
needed 24 different images! This experience day provides an introduction
to the world of stop motion animation. Stop-motion animation has
created characters we all know and love such as the Minions, -The
Simpsons and the Frozen. Let’s see if you can launch the beginnings of
your own successful career in filmmaking….”Lights…Camera….Action!!!”
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ACTIVITIES
Lights Camera Action - Have you ever thought of acting? This
activity gets you in the mindset of being both a director and an actor
as your group works to create and act out a movie scene for the
enjoyment of your peers!
Brick Flick - Work as a script writer and movie director to create
your own stop-motion short film. You will first create a story board
and then utilise the ‘Animate it’ software to bring your story to life
on screen. Take home your movie to wow your family and friends.
The Red Carpet - Sit back and relax, eat some popcorn and enjoy
each other’s Stop Motion Animated movie. Which one will be the
best? You will decide as you get to evaluate and provide a score for
each other’s movie.

KEY EMPLOYABILITY
SKILLS
•
•
•
•
•
•
•

Problem Solving
Teamwork
Communication
Self-Management
Decision-Making
Creativity
Planning
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KEY STEM SKILLS
•
•
•

Stop Motion Software
Use of Webcam
Technology
Meeting Set Objectives

GREEN
GENERATION
Number of Participants

Maximum 30 Learners

Duration

10am-2pm
including a 1 hour
lunch break

Price

£9.00

per learner

OVERVIEW
Today the Earth is faced with a number of issues which are in danger of
spiralling out of control and leaving us with a planet which is uninhabitable for future generations. Pollution, overpopulation and a water and
energy crisis are just some of the factors which plague our planet today.
This activity will provide learners with key knowledge and insight into
some of the problems we face, but more importantly, what they can do
to provide solutions to solve these problems to create a brighter, cleaner
and healthier future for us all.

www.bdc.ac.uk

ACTIVITIES
Eco-Brain - Investigate the various energy sources which we use
on the planet today in this fun challenge. Which forms of energy
are good for the environment? Which energy sources continually
produce a negative effect and pollute the ecosystem? What are the
benefits of using sustainable energy sources? Can your intelligence
and critical thinking leave you on top as the Eco-Brain champion?
Windy Design - Place yourself in the role of an engineer,
specialising in producing a clean, renewable and sustainable source
of energy by constructing your own wind turbine. Research into the
specialist design of wind turbine blades and then use your creativity
to produce the most effective blade design. Test your wind turbine
against the designs of your peers in this engaging and
competitive activity.
Create a Nation - What would you do to help the planet if you
were the leader of one of the world’s most powerful nations? Work
in teams in this fun and powerful activity to offer your solutions
to some of our planet’s major challenges. You will create a name
for your very own nation, a flag to represent your nation, a nation
anthem, as well as your team’s very own manifesto; a presentation
of your ideas to help save our planet. Only one Nation can win …
will it be yours?

KEY EMPLOYABILITY
SKILLS
•
•
•
•
•

Problem Solving
Teamwork
Communication
Decision-Making
Critical-Thinking
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KEY STEM SKILLS
•
•
•

Developing & Testing
a Design
Solution Focused
Mindset
Understanding Different
Energy Sources

TITANIC
DISCOVERY
Number of Participants

Maximum 30 Learners

Duration

10am-2pm
including a 1 hour
lunch break

Price

£9.00

per learner

OVERVIEW
It’s April 10th, 1912 and the RMS Titanic is about to embark on its
maiden voyage from Southampton to New York City. The Titanic is
advertised as ‘unsinkable’ and no one could have predicted what was
about to happen to the massive cruise ship and her 2224 passengers.
Four days into her voyage, the Titanic would collide with an iceberg,
fatally damaging the ship as it began to sink into the Atlantic Ocean.
By the time it had sunk to the sea floor, 1517 people had lost their lives.
Join our Marine Investigation Team and explore the role of a Naval
Architect, News Reporter and Marine Engineer in this insightful
exploration of the most famous ship ever built. Find out exactly how
and why this tragic disaster occurred as you apply key STEM skills to this
most famous of historical events.

www.bdc.ac.uk

ACTIVITIES
Craft A Raft - Assume the role of a marine engineer as you
investigate a range of materials as you design and create your own
floatation device Can you understand and effectively apply the
laws of buoyancy? The Titanic would have cost over $170 Million in
today’s money; can you use your monetary budget to select and buy
the appropriate materials and incorporate them effectively into your
design? Or will you sink directly to the bottom of the sea?
Titanic Transmissions - Titanic’s communication system was ‘state
of the art’ for the time period, but the limitations of the technology
still contributed to the massive lose of lives during the disaster. This
activity introduces you to the basics of effective communication
and will help you to understand how the advancement of digital
age technology has greatly improved our ability to communicate
accurate information.
Plug The Hole - Titanic famously struck an ice-burg at 11:40pm
14th April 1912 leaving a hole estimated up to 300 feet in length.
It has been estimated that 1400 litres of sea water would have
entered the Titanic every second leading to the eventual sinking
of the ship. Become an engineer and a scientist as you test the
capabilities of a variety of materials to stop water leaking.

KEY EMPLOYABILITY
SKILLS
•
•
•
•
•
•

Problem Solving
Teamwork
Communication
Decision-Making
Planning
Creativity
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KEY STEM SKILLS
•
•
•
•
•

Developing a design
Meeting set objectives
Using Radio Technology
Testing different
materials
Data Collection &
Analysis

WORLD WAR 1
Number of Participants

Maximum 30 Learners

Duration

10am-2pm
including a 1 hour
lunch break

Price

£9.00

per learner

OVERVIEW
Also known as ‘The Great War’, World War 1 began in 1914 and lasted
until 1918. By the time it had concluded, unprecedented levels of
carnage and destruction were witnessed on the planet earth as over 16
million people – soldiers and civilians alike had lost their lives.
As a by-product of the conflict however, significant advances were made
in many STEM related fields such as medicine, aviation, weapons design
and engineering. In this activity you will learn about some of significant
scientific and technological advances which were made as result of this
event and how they still impact us to this very day.
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ACTIVITIES
Doctors Differ - Become a STEM Doctor as you test your ability
to diagnose the wide variety of diseases which were faced by the
soldiers in the trenches of World War 1. Soldiers suffered terrible
conditions on the battlefield – standing for long periods in stagnant
water filled trenches, the noise of explosions causing ‘shell shock’,
and coping with the threat of millions of flies and rats. Can you read
the specific signs and symptoms which the body will produce to
indicate a specific illness or disease?
Undermine - Trench Warfare was introduced as a key tactic during
the Great War. As a result, specialist engineers were trained to
construct a network of tunnels under ‘No Man’s Land’ so that
explosives could be placed under enemy positions. You will become
a tunnel engineer, and with limited resources, you will take part in
this competitive task to see if you can design and construct the
strongest and most efficient tunnel.
Wings of War - How do aeroplanes actually fly? Learn the forces of
aerodynamics and aeroplane design and implement them into this
exciting and competitive activity. Your plane needs to be accurate
and be able to travel a long distance. Will you craft the most
effective aeroplane design and be crowned champion of the skies?

KEY EMPLOYABILITY
SKILLS
•
•
•
•
•
•

Problem Solving
Teamwork
Communication
Self-Management
Critical-Thinking
Planning
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KEY STEM SKILLS
•
•
•

Disease/Illness Symptom
Analysis & Diagnosis
Developing, Testing and
adjusting a Design
Understanding
Aerodynamics

PREPARE FOR
LAUNCH
Number of Participants

Maximum 30 Learners

Duration

10am-2pm
including a 1 hour
lunch break

Price

£9.00

per learner

OVERVIEW
Just the mention of the planet Mars can call to mind images of ‘Little
Green Men’ who might inhabit our close celestial neighbour. The Red
Planet however offers much more than just this fantasy, as aerospace
scientists today plan and prepare for a possible manned mission in the
near future.
More than just a red glowing sphere in a distant night sky, Mars is there
to be explored! Rockets, capsules and even robots have been sent on
missions to discover critical information that might help humans one day
to live there. We need you to join our expert team at the STEM Space
Station to assist with this exploration.
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ACTIVITIES
STEM Space Camp - Astronauts are persons trained specifically
within a spaceflight program to command, pilot or serve as a crew
member of a spacecraft designed to travel into outer space. The
training an astronaut has to go through is varied and intense, only
the best can qualify. During this activity you will participate in
astronaut training based upon aspects of physical skill related fitness
as well as communication skills and following instructions. Will you
get selected for space travel or get left on the ground?
Mars Mission – The advancement of robots has allowed the
exploration of Mars without humans physically there. The purpose
of this activity is to give students an insight into the planet Mars
and the Mars Rover robots that visit the planet’s rocky, desert like
surface to carry out experiments. Students will become familiar with
how robots can be programmed to carry out a variety
of Instructions.
Blast Off – Rockets have been used for thousands of years but
rockets for use in space exploration have only been used since the
1960s. Since that time rockets have been used to explore outer
space and the solar system. In this fun and exciting activity you will
create and test your very own rocket, will yours fly the highest?

KEY EMPLOYABILITY
SKILLS
•
•
•
•
•
•
•

Problem Solving
Teamwork
Communication
Self-Management
Planning
Creativity
Numeracy
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KEY STEM SKILLS
•
•
•
•

Coding Skills
Following a Design
Evaluating Results
Rocket Chemistry

CODING & DIGITAL
SKILLS CHALLENGES
Number of Participants

Maximum 15 Learners

Price

£7.00

per learner

OVERVIEW
Coding is the process of using a programming language to get a computer
to behave how you want it to, every line of code tells the computer to do
something. Learning how to code is a valuable skill to learn in the 21st
century economy as a multitude of jobs and careers become available
as coding becomes ever more in demand, not just within the technology
sector, but also in industries such as finance, manufacturing and
health care.
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Science – Scientists use computer programming to analyse the
results of their experiments.
Data Analyst – Data analysts use computer programming to analyse
data and solve problems in business and finance.
Arts & Design – Designers use digital tools to create websites and
design the physical products we buy.
Engineering – Engineers use programming to design and test new
products and conduct research.
Information Technology – IT professionals write software that is
used for everything from creating apps to driving cars.
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GAME WRITER
Number of Participants

Duration

Maximum 15 Learners

2-3 hours

Price

£7.00

per learner

OVERVIEW
Ever since the first computer game was created in the 1950s, video
games have evolved massively from having 3 simple shapes on screen to
large productions which have the budget and audience to rival the
biggest Hollywood blockbusters. The video game industry has become
more accessible due to a variety of development programs which allow
people to create their very own games at home and share them across
the world.
Game writer is an activity to learn the basics of computer coding to
create games using the coding programme ‘Scratch’. Scratch is a
block-based visual programming language developed by the MIT Media
Lab in 2003. During this activity you will progress from the basics in no
time to create your very own engaging and entertaining games.
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ACTIVITIES
Googley Eyes (Introduction) - The purpose of this activity is to give
the students an introduction to Scratch and its basic functions.
Students will then be able to code a STEM man for movement.
Length of time: 1 hour
Maze Task (Beginner) - The purpose of this activity is to introduce
students to adding different backgrounds in scratch. Students will
create their own Maze and code a STEM man to be able to move
through the maze. Length of time: 1 hour
Carnival Duck Shoot (Intermediate) - The purpose of this activity
is to develop student’s skills in creating a continuous moving back
ground of ducks and target which can be used to shoot the ducks
and accumulate points. Length of time: 1.5 hours
Catch Me (Advanced) - The purpose of this activity is allow students
to develop a coded game with Cops and Robbers in the scenario of
a diamond heist. Length of time: 2 hours

KEY EMPLOYABILITY
SKILLS
•
•
•
•
•
•
•

Problem Solving
Digital Literacy
Self-Management
Decision-Making
Critical-Thinking
Creativity
Independent Learning

www.bdc.ac.uk

SWITCHED ON
Number of Participants

Duration

Maximum 15 Learners

2 hours

Price

£7.00

per learner

OVERVIEW
As technological advancements become more integrated into our lives,
our homes are becoming more and more automated as SMART
technologies help to create our 21st century SMART homes. Automation
is the use of technology to control devices around the home in order to
be more efficient as well as being more economical for residents.
Switched On introduces this aspect of technology as home automation
increases in popularity due to affordability and accessibility of devices
such as tablets and smartphones. These devices can connect to
technology at home from virtually anywhere with internet
connectivity. Switch On will explore how these devices can be
implemented into households and how to create instances of home
automation on a small scale.
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ACTIVITIES
Introduction to Arduino – During this activity you will become
familiar with the Arduino circuit board and components and input
code to create a simple program which will turn an LED on and off
when a switch is pressed.
Traffic Lights – Now that you’re familiar with the Arduino
and components, can you code it for something a little more
complicated?
Christmas Tree – Your final task is to rewire and code the Arduino to
create the Christmas tree lighting effect.

KEY EMPLOYABILITY
SKILLS
•
•
•
•
•
•
•

Problem Solving
Digital Literacy
Self-Management
Decision-Making
Critical-Thinking
Creativity
Independent Learning
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KEY STEM SKILLS
•
•
•
•

Coding Skills
Following Instructions
Interpreting Results and
Making Adjustments
Constructing Computer
Hardware

OHBOT
Number of Participants

Duration

Maximum 15 Learners

2-3 hours

Price

£7.00

per learner

OVERVIEW
This award winning coding robot, ‘Ohbot’ is an invaluable tool used within the BDC STEM Centre to teach coding skills. The Ohbot educational
robotics system has been designed to stretch student’s computational
thinking and their understanding of computer science.
During this activity, students will interact with Ohbot’s programmable robotic head in a fun and engaging series of activities. Make Ohbot speak,
nod his head, wink his eyes or tell a corny joke, the possibilities and ways
to code commands for Ohbot are vast. Using coding language similar
to Scratch, students will progressively build upon their coding skills and
knowledge as they grow comfortable and confident with using Ohbot.
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ACTIVITIES
Ohbot Challenge Part 1 – Become familiar with Ohbot and the
coding language and icons with this fun introductory challenge
(1 Hour)
Ohbot Challenge Part 2 – Now that you have become familiar with
Ohbot you’re ready to take on some more advanced programming
(1 to 1.5 Hours)
Ohbot Python Challenge – Ready for a more advanced challenge?
Let’s see if you can code Ohbot using the Python coding software.

KEY EMPLOYABILITY
SKILLS
•
•
•
•
•
•

Problem Solving
Digital Literacy
Self-Management
Decision-Making
Creativity
Independent Learning
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KEY STEM SKILLS
•
•
•

Coding Skills
Following instructions
Interpreting Results and
Drawing Conclusions

SPHERO SPRK
Number of Participants

Duration

Maximum 15 Learners

2 hours

Price

£7.00

per learner

OVERVIEW
Perhaps you have seen the spherical and highly entertaining robot ‘BB8’
in the Star Wars movies? Although not a Hollywood blockbuster, this
activity puts similar technology into the palm of your hands with the
Sphero SPRK.
The Sphero SPRK is a robotic ball which is used to teach coding skills in a
variety of engaging tasks. SPRK stands for “Students, Parents, Robots and
Kids” so you can understand that there is a little something for everyone.
Navigate through the tasks using our Ipads to interface with the Sphero
App and the coding platform of the SPRK.
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KEY EMPLOYABILITY
SKILLS
•
•
•
•
•
•
•

Problem Solving
Digital Literacy
Self-Management
Decision-Making
Critical-Thinking
Creativity
Independent Learning
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KEY STEM SKILLS
•
•
•

Coding Skills
Following instructions
Interpreting Results and
Drawing Conclusions

CREST AWARDS
OVERVIEW
CREST is a scheme that inspires young people to think and behave like
scientists, technologists, engineers or mathematicians. It is the UK’s only
nationally recognised scheme for student-led project work in the STEM
subjects. The scheme provides young people aged 5 – 19 with the chance
to choose their own subject and methodology when completing their
hands-on investigation.
Participation enables young people with the opportunity to become
independent and reflective learners through enquiry based work that is
highly rewarding for all participants, as well as being fun and engaging. At
the STEM centre at BDC we facilitate a number of CREST Award based
programmes depending upon your age and ability level. Completion of a
CREST programme provides each student with certification as evidence
for their outstanding work.

Superstar
Award
KEY EMPLOYABILITY
SKILLS
•
•
•
•
•
•

Problem Solving
Digital Literacy
Self-Management
Decision-Making
Creativity
Independent Learning
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•
•
•
•
•

Teamwork
Leadership
Communication
Presentation
Self-reflection

Superstar
Award
SUPERSTAR
AWARD
These are a great introduction to problem-solving in STEM. They offer
children the opportunity to learn through hands-on challenges by exploring
the world around them. We have a range of fun and stimulating STEM
challenges. Students have to complete a minimum of eight 1 hour challenges
in order to achieve their Superstar award.
Age

Number of Participants

Maximum 15 Learners

7-11

years old

Duration

Price

Three Day activity including a 30 minute
lunch break

per learner
including certification

10am-2pm

£27.00

Superstar
Award
DISCOVERY
AWARD
This award offers an introduction to real project work and provides students,
working in small teams, the freedom to run their own investigations with
minimal adult intervention.
Age

Number of Participants

Maximum 15 Learners

11-14
years old

Duration

Price

10am-2pm

£13.00

including a 30
minute lunch break

per learner
including certification

Superstar
Award
BRONZE
AWARD
Students choose their own topic and methodologies, giving them complete
freedom over their work. The project develops enquiry, problem-solving and
communication skills and can be used by students to enhance their
UCAS personal statements.

Number of Participants

Maximum 15 Learners
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Age

11-14
years old

Duration

Price

Two Day activity
- including a 30
minute lunch break

per learner
including certification

10am-2pm

£25.00

STEM EMPLOYABILITY
SKILLS DEVELOPMENT
CHALLENGE
Number of Participants

Duration

Price

Maximum 25 Learners

2-3 hours

£7.00

OVERVIEW
It goes without saying that the development of specific technical STEM
skills and knowledge are critical for a career within any specific STEM
field of study. Just as important however, are the development of key
employability skills such as teamwork, leadership, communication, timemanagement and problem solving. These skills translate across any career
and enable an individual to remain truly valuable to any organisation
despite the changes that may occur within one’s specific job role.
“About 90% of employment opportunities require vocational skills.
Only 20% of our graduates get employed. The rest are unable to get
suitable employment due to the lack of employment skills” – Nayana
Mallapurkar, Program Head, TISS School of Vocational Education
The STEM employability skills development challenge are activities which
use a STEM based theme to assess and provide feedback on students
specific related employability skills. Students will gain their own selfassessment feedback which will allow them to self-reflect and work
towards improving any areas of weakness. These activities are excellent
for subjects which have less of a classical STEM focus.
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ACTIVITIES
Artefacts – Meet your customers wishes and desires by designing
and constructing a line of garden ornaments. The winning team will
best meet their customer’s needs and satisfaction, they can only buy
from one team, will it be yours?
Money Matters – The objective is to win. The way you win is by
making as much money for your team by producing and selling a
range of different shapes. Keep your finances in order, who will
keep your accounts? Who will sell your product? Who will create a
relationship with the supplier and your customer? A brilliant STEM
based activity to learn many business skills.
Covert Catapult – A multi-phase activity, teams must design, build
and operate a rubber band powered catapult. The activity begins
with teams working to interpret an incomplete design and then
building their catapult. Once built, teams will compete with each
other in a competition to test the accuracy and effectiveness of
their catapult.
Bridge Over The Silver River – A team based engineering activity
where students have to plan and design a bridge to cross the Silver
River based on certain constraints. Their bridge is built using a range
of materials which they must purchase from the STEM Store with
their provided budget. The bridge that can support the most weight
will be the winner.
That’s the Bomb – Work as a team to create your own
award-winning line of luxury Bath Bombs in this activity which
combines creativity, chemistry and the beauty industry! Market and
promote your product to give yourself the best chance to out sell
your competitors!
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