
Read 
The children and adults will engage in an interactive read aloud of If You Give A Mouse 
A Cookie by Laura Numeroff 

Ask children what they notice about the cover of the book. Take a picture walk and ask 
questions to engage discussion.  (Ex. What do you think this book might be about? 
What do you predict the mouse might want if you give him a cookie.)   

As you read the story, use the storytelling kit to help children make predictions about 
what the mice may do next.  For example, as you read the story say, “If you give a 
mouse a cookie,” then hold up a cup of milk and a mop and say, “What do you predict 
the mouse might want next, a cup of milk or a mop.”  After they answer,  ask them to 
explain why they chose either the mop or the milk.  You may find they connect to their 
own experiences. Lay the objects out on the floor in the order of the story. This will 
show the sequence of events.   You may want to introduce the words “Cause and Effect” 
giving examples using the objects in the story box.  After reading the story, encourage 
children to help you retell the story using the tangible objects.    

Think & Explore 
After reading, the children and their families will work together to help Cookie Mouse’s 
friends, the mice from Hickory Dickory Dock, in a STEAM Challenge. 

Read aloud the Hickory Dickory Dock Nursery Rhyme and STEAM Challenge. Pull out the 
pieces of cardboard with a clock face taped to the top and two toy cars with small mice 
rubber banded on top.  Ask the children how they they plan to help the mice get down the 
clock faster and safely so the cat doesn’t catch the mice.  Let the children lean the 
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Materials 
If You Give A Mouse A 
Cookie by Laura 
Numeroff 

Storytelling Box Read 
Aloud Kit:                           
cookie, cup of “milk”, 
straw, napkin,  tape, 
book, paper & 
crayons, broom/mop, 
bed, scissors, mirror, 
picture. 

Hickory Dickory Dock 
STEAM Investigation   
Nursery Rhyme 
Challenge, Data 
Collection Sheet, 1 
piece of cardboard 
per child, one truck/
mouse per child, 
various coverings for 
cardboard ramp 
(aluminum foil, 
fabrics, plastic, cotton 
batting, etc.)                       

EDUCATORS WILL  
model reading a story, 

asking questions, and guide 
discovery process by 

modeling wonderings and 
making observations. 

1
CHILDREN WILL 

make predictions and retell 
the story. Then explore 
friction and gravity in a 

investigation with their peers 
and families.

2
FAMILIES WILL 

engage in an interactive 
read aloud and then test a 
wondering question and 

share observations 
together. 
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cardboard at different heights noticing what happens as you adjust the height of the ramp. (The mice move faster down 
the ramp the greater the slope or incline.)  Have the children pretend to put on their “engineer eyes” and tell you what 
they notice or see each time the mice go down the ramp.  Ask the children what pulls the mice down to the ground.  
Introduce the word gravity.  Have the children choose a height for the slope or incline they would like to make their clock 
ramp.  

Pull out a box filled with various materials and fabrics that children can use to do the friction ramp test in the 
exploration.  Tell the children that scientists not only make observations, or notice, but they wonder.  Share with 
them that you found these scraps and wonder if they may the mice get down the ramp more quickly, and also 
safety.  Model a wondering for the children. “I wonder if the aluminum foil will help the mice move faster down the 
ramp than the cotton batting.” Ask two children to bring up their ramps and clothes pin foil to one and cotton 
batting to the other and model a test.  Ask children to tell you what they noticed.  Record your answer on the data 
collection sheet.  Do another example, if you feel children need an additional model. 

Show children their OWLS Workshop materials. Since each kit only has one piece of cardboard and car, they will 
need to find another family to partner with on this activity.   Encourage the adults to ask a wondering questions 
with their children as they work together to determine how to help the mice down the ramp quickly.  (I wonder if a 
ramp with foil helps the mice move down faster than a ramp with sand paper.) It is also important that children are 
a part of making the design plan with families.  This can be done by encouraging parents to ask their children 
questions like, “What materials will we need to test this?” or  “What else might we test to answer this question?”  
After they’ve collected all of their data, let children share what they noticed and what they wonder now. 
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Kentucky Early Childhood Standards:  
English/Language Arts Standard 3: Demonstrates general skills and strategies of the reading process. 
Benchmark 3.6: Tells and retells a story. 
Science Standard 1: Demonstrates scientific ways of thinking and working with wonder and curiosity.

Next Generation Science Standard 
K-2- Engineering Design ETS1-3. 
Analyze data from tests of two objects designed to solve the same problem to compare the strengths and 
weaknesses of how each performs. 

  
This OWLS Workshop was developed using strategies found in our Little Learners Video Series. 

This investigation was adapted 
from Hands On STEAM 
Explorations for Young 
Learners by Allison Bemiss. 
This title is set to release April 
2018 from Prufrock Press.


