
Read each clock. Then draw a line to match the times on the clocks. 

12:30

4:30

2:30

5:00

8:00

1:00
9:00

3:00

12:00

6:00

1:00
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Read the story aloud. 
Then draw the time on 
the clock and complete 
each sentence. 

Enid wakes up at

                                   .

She has science class at

                                   .

Enid wakes up at 6:30. She eats breakfast at 
7:00 and gets to school by 8:00. At 10:30, 
she has science class—her favorite. At 12:00, 
Enid has lunch with her friends. She plays 
soccer at 3:00. She eats dinner at 5:00 with 
her family. She goes to bed by 7:30. 

She eats breakfast at                                    .

Enid has lunch at                                    .

She eats dinner at                                    .

Enid gets to school at                                    .

She plays soccer at

                                   .

She goes to bed by

                                   .

7:30

6:30

:
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Read the clock. Then write the time. Read the clock. Then write the time. 
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Let’s Tinker! 

LET’S START! Gather these tools and materials.

Get your sticker!
Project 11: done!

Let’s Engineer!

Let’s Make: CARDBOARD CLOCK!  

Keep a time log of your day like  
Enid did on pages 84 and 85.  
First, write what time you wake up. 
Then, write all of your activities during  
the day and when you did them.  
Last, write what time you go to bed. 

Clock or watch

1. Cut a circle and 2 clock 
hands (one shorter than the 
other) out of a cardboard 
box or construction paper. 

Pencil, crayon, or marker Paper 
Cardboard box or 

construction paper

Scissors
 (with an adult’s help)

Hole puncher
(or ask an adult to use scissors) Paper fastener or paper clip

2. Punch a hole 
through one end 
of the hands and 
the middle of the 
clock. 

3. Attach the hands to 
the clock with a paper 
fastener or paper clip. 

4. Add numbers 
and decorate. 

5. Set your clock!  
Show what 
time it is.

Today is Tinker Town’s paper airplane contest! Amelia won the contest 
last year. She folded and flew a paper airplane in under 6 minutes! She 
wants to be even faster this year.

How can Amelia beat her record?

Wake Up

eat breakfast

go to school

go to bed

Using an analog or digital clock, 
time yourself as you fold and 
fly a paper airplane. Read the 
time when you start folding 
your plane. Then read the time 
when your plane lands on the 
ground. How many  
minutes passed?

Were you faster than 6 
minutes? If not, try again, or 
try a different airplane design. 
How long does each design 
take to make? Can you beat 
Amelia’s record?
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The NEW way to 
LEARN THROUGH PLAY!



Yours in discovery,

   THE TINKERACTIVE TEAM

At the TinkerActive workshop, our mission is to inspire a generation 
of fearless learners, makers, and problem solvers. We all know that 
kids have to learn the ABCs and 123s. But the future belongs to the 
children who learn to think beyond the basics. 

Each chapter includes curriculum-based activities as well 
as tinkering, making, and engineering projects, where kids 
can actually use the concepts they just learned to solve 
problems hands-on.  

Every TinkerActive Workbook has been created in 
consultation with an award-winning teacher to ensure 
that we cover the core competencies and align with 
Common Core State Standards and Next Generation 
Science Standards.

SO HOW DO WE DO IT? 

DEAR READER,

So we designed TINKERACTIVE WORKBOOKS to do both: build children’s 
foundational knowledge and encourage them to try new things, discover new skills, 
and imagine new possibilities. That’s what “Tinker, Make, and Engineer” means to us, 
and we believe that it can lead to lifelong learners who create a better world.

CLOSE-UP 
OF MERIT 

BADGE

things

Tinker
Try new imagine new

possibilities

Engineer
Discover new

Skills

Make

an imprint of 
macmillan children’s publishing group

Discover a New Way to Learn Through Play with !

We also include achievement stickers for each project, and a secret magnetic 
merit badge so kids can celebrate their accomplishments!

Our goals are to cheer on your child, to ask, “Why do you think that?” and to 
help them explore all the possible answers. By supporting your child’s innate 
curiosity, who knows what we might learn together! 

Visit TinkerActiveWorkbooks.com    to learn more about the workbook series
and share your workbook fun with #TinkerActive. 
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 workbook 
comes with 128 pages of interactive curriculum- 
based exercises and exciting hands-on projects  
that utilize common household materials and  
encourage children to learn through play. 
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Discover all the 
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Visit TINKERACTIVEWORKBOOKS.COM to learn more.
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