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RECORDING INFORMATION IN A
SCIENCE NOTEBOOK

S
tudents will record their thinking, answer questions, make observations, and sketch 

ideas as they work through each design challenge. It is recommended that teachers 

have students designate a section of their regular science notebooks to these STEAM 

challenges or have students create a separate STEAM science notebook using a spiral 

notebook, a composition book, or lined pages stapled together.  

Have students set up their notebooks based upon the natural breaks in the lesson. Remind students 

to write the name of the design challenge at the top of the page in their notebooks each time they 

prepare their notebooks for a new challenge.

Pages 1–3 Background Information

  Students record notes     

      from any information   

     provided by the teacher     

     during whole-group           

     instruction.

  Students record related    

     vocabulary words and    

     their defi nitions.

  Students record notes   

     from their own    

     independent research,    

     including information   

      gathered through    

      literacy connections   

      and existing background   

      knowledge.

A Wor ld for the Lorax

Environment

Human Impact (Cause) Result (Effect)
logging, large scale grazing 

operation

habitat changes and loss

overharvesting and 
poaching

oil spills, coal runoff, 
hydroelectric dams

poor agricultural procedures 
or overgrazing 

deforestation

species decline, endangerment,
and extinction

extinction of animal species

destroy or degrade habitat

desertification
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NOTES FROM TEXTBOOK
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Hydrological Cycle

VOCABULARY

biosphere

natural
resources

environment

ecosystem

•  The layer of ea
rth where l iv ing

organisms exist .  

Ex: plants, minerals, w
ater

•  
Materials or items th

at address a need

or want. They must 
be found in nature.

•  An area where a 
person, plant, or anim

al

lives.

•  An environment o
r community of

interacting living an
d nonliving organism

s.

 

 

A Wor ld for the Lo
rax

Page 4 Dilemma and Mission

 Display the dilemma and mission for students  

 to record.

 Or make copies of the dilemma and mission  

 for students to glue into their notebooks to  

 use as a reference.

ts  

n 

BLUEPRMISSION

STEAM Design Chall G

A Wor ld for the Lorax

ACTION
STEAM

I N S
ally fell asleep during a reading of the book 
The Lorax and dreamed about the world that 
the Lorax lives in. When she woke up, she felt 

overwhelmed by the impact that humans have on their 
environment. Sally worried what the future might hold 
if humans don’t change the behaviors that negatively 
affect the environment. Work as a team to design an 
environment prototype that would make both the Lorax 
and Sally happy.

DILEMMA ENGAGE

MISSION
Design and build a 
model environment 

that demonstrates your 
plan for monitoring 
and minimizing the 

impact humans have 
on that environment. 
Create an electronic 

presentation that 
explains how 

humans impact the 
environment. Include 
solutions that address 

these concerns.  
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