
 FETCH!—the Television Show on PBS
 Part game show, part reality TV, and part spoof, FETCH! features real kids, 

real challenges, real science, and an unreal host—Ruff Ruffman. (Yes, 
he’s an animated dog.) Developed especially for six- to ten-year-olds, the 
program shows the fun of learning, problem solving, and working as a 
team. FETCH! is fun, spontaneous, unscripted, educational, and full of 
twists. (Check your local listings.)

 FETCH!—the Web Site
 The FETCH! Web site provides kids both online and hands-on 

challenges that enable them to explore a topic further and solidify 
their understanding of science and engineering. On the Web site, 
people can fi nd out more about Ruff and the show’s contestants, see 
behind-the-scenes photos, and stay up to date with the show’s contests. 
Visit the FETCH! Web site at pbskidsgo.org/fetch.

 FETCH!—the Activities
 FETCH! activities offer fun and engaging ways for kids to investigate 

and understand their world. This easy-to-use guide has everything you 
need to lead FETCH! challenges with eight- to ten-year-olds, including 
six challenges that will have kids coming back and asking for more! 

 FETCH! challenges 
relate to the TV 
episodes

 The challenges in the guide are 
inspired by the FETCH! challenges 
on TV. Visit pbskidsgo.org/fetch to 
see how the guide’s challenges 
align with specifi c episodes. You 
may tape any FETCH! episode and 
use it for educational purposes for 
up to one year after broadcast.

 FETCH! challenges 
focus on 
exploration

 This guide provides kids with fun, 
hands-on science and engineering 
challenges. The focus is on allowing 
kids to explore and learn about 
the science process and to develop 
critical thinking skills.

Okay, let’s shake things up and turn a liquid into a solid. If you 
succeed, you’ll have a tasty treat to enjoy at the end. Yummm!

 What to Do

1 Get what you need.

• 1/2 cup cream
• 1 tablespoon sugar
• 1 teaspoon vanilla
• Quart-size zip-lock bag
• Gallon-size zip-lock bag 
• 2 cups ice
• 1/4 cup salt
• Paper towels
• Cup/bowl and spoon (for tasting)

2 Mix the ingredients. Put the 
cream, sugar, and vanilla into the small 
bag. Squeeze out any extra air and zip 
the bag closed. Check it twice to make 
sure it’s completely sealed.

3 Add ice. Put the small bag into the big 
bag. Add the ice and salt to the big bag. 
Then seal the big bag tightly.

Chew on This!

Cold doesn’t exist by itself. Cold 
just means there’s less heat 
energy around. Take a cold room, 
for example. It’s cold because 
it doesn’t contain a lot of heat 
energy. Some of its heat energy 
escaped!

To make ice cream, you must 
remove heat energy from the 
cream. That’s why you use ice. 
Heat energy moves from places 
with more heat energy to places 

from the cream to the ice, cooling 
the cream and melting the ice. 
Once the cream loses enough heat 
energy, it freezes and becomes a 
solid. Once the ice gains enough 
heat energy, it melts and becomes 
a liquid.

4 Shake the mixture. Shake the big 
bag for about 10 minutes or until the 
cream feels solid. What changes do you 
notice in the cream as you shake? What is 
happening to the ice and salt mixture?

5 Taste the results. When the cream 
feels solid, remove the small bag. Dry the 
outside of it with paper towels so the salty 
water doesn’t get in your ice cream. Cut 
the corner off your bag. Squeeze the ice 
cream into cups or bowls. Enjoy!

Ice Cream shake
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the cream to the ice, 
cooling the cream and 
melting the ice.
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 Before a FETCH! Meeting 
• Determine if you want to host a multi-session club 

or a drop-in program.

• Post the FETCH! Solve a Problem sign (page 30).

• Read the leader notes, which describe how to 
introduce and implement a challenge. In particular, 
review the discussion questions (and answers) in 
the Discuss What Happened section to understand 
a challenge’s key ideas.

• Do the challenge yourself so you’ll know what to 
expect and where kids may need help.

• Gather any materials that you may not already 
have on hand. 

• Find out what kids already know about the topic. 
Determine how you can help them connect the topic 
to the world around them.

• Make copies of both sides of 
the challenge-sheet master 
for each kid in your group. 
See the Kids’ Activity Sheet 
overview at the top of page 3.

 During a challenge
• Remind the group that each challenge offers a 

variety of ways to succeed. Teamwork, rather than 
team-against-team competitions, is a key to 
success in these challenges. 

• Give all the instructions before distributing 
materials. Kids tend to stop listening once 
materials are in their hands!

• Visit each group. Ask kids to describe what they’re 
doing and to share their ideas. By explaining their 
plan to you, kids may make a connection that 
wasn’t clear earlier.

• As kids progress through a challenge, they will be 
doing the steps outlined on the FETCH! Solve a 
Problem sign. Have them identify when they do 
each step. Tell kids that when they follow these 
steps, they’re using the same process scientists 
and engineers use to solve problems. 

• Use the Discuss What Happened section found in the 
leader notes to help kids understand a challenge’s 
key ideas. Use the questions (and answers) and 
discussion topics in this section to help kids refl ect 
on what they did, share outcomes, and talk about 
how group results compare with their predictions. 

Brainstorm 
Solutions

Make 
predictions

Test 
idea

Share 
results  

Ask new 
questions

Identify 
problem

Revise

Tips for Leading Tips for Leading 
FETCH! ChallengesFETCH! Challenges
Tips for Leading Tips for Leading 
FETCH! ChallengesFETCH! Challenges

 The FETCH! challenges in this guide engage kids ages eight to ten in hands-on science and engineering 
experiences. The challenges let kids succeed in multiple ways. It’s not about getting a single right answer. 
Instead, it’s about exploring, working together, and having fun. 

 The FETCH! approach 
to solving a problem

 Each challenge’s procedure and 
discussion questions reinforce 
these seven problem-solving 
steps. They are presented on 
the FETCH! Solve a Problem sign 
(page 30).
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  Learn more about 
leading science 
activities

 Explore the ZOOMsci Training at 
pbskids.org/zoom/grownups. 

•  Get tips on easy ways to expand 
the learning potential of FETCH! 
challenges (and any science 
challenge) for your kids. 

• Build your confi dence both in using 
questions to expand kids’ thinking 
and in getting kids to think like 
scientists and engineers. 

• Learn about facilitating science 
activities even when you don’t know 
a lot about the particular topic. 
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 After a challenge
• Award FETCH! points. FETCH! points serve a double 

purpose. They are a fun way to review the 
challenge’s key science concepts, and because 
points are awarded to the entire group whenever 
anyone gives a reasonable answer, they reinforce 
the idea that kids are part of a group that values 
teamwork, exploration, and creativity.

• If you are running a FETCH! Club, give kids an 
attendance sticker to put on their membership 
cards. Also, have them write the points earned that 
day below the sticker.

• Make the learning relevant by connecting the 
challenge to things the kids know about.

• Encourage kids to take their challenge sheets 
home. They can share what they did with their 
families and try the Dig Deeper extension activities.  

• Encourage kids to continue pursuing their 
questions. Suggest some of the age-appropriate 
books and Web sites about science and 
engineering topics in the Resources section of 
this guide and on the FETCH! Web site resource 
page at pbskidsgo.org/fetch.

 The Kids’ Activity Sheet
 Each of the guide’s challenges has a 

two-sided activity sheet, located just 
after the leader notes. First, copy both 
sides for each kid in your group. Then 
fold the sheet on the dotted line to 
make a booklet.

 Front Cover
•  Activity title
•  Greeting from Ruff

 Inside Spread
•  Challenge introduction
•  Materials list
•  Step-by-step procedure
•  Kid-friendly explanation  

of the science idea

 Back Cover
•  More ways to explore 

the topic
•  FETCH! Web site



 Recruit FETCH! 
Club members

• Use the poster found in the Challenge Pack to 
create a Coming Soon bulletin board. Make signs 
with teasers about the challenges and tell kids how 
to sign up. 

• Advertise the club in your organization’s newsletter. 
Use language from this guide to describe the show 
and the challenges that kids will do. Tell families how 
to sign up their kids.

• Determine the number of kids you feel comfortable 
working with. If more sign up, consider dividing the 
club into two sessions, or keep a waiting list for the 
next time you offer the club. 

 Schedule a meeting 
place and dates

• Select and reserve a space for your FETCH! Club that 
has ample room and tables for materials. A storage 
area, sink, and trash containers are helpful but not 
mandatory. 

• Decide how many weeks your club will meet and 
schedule your meeting place accordingly.

 Make your FETCH! Club 
fun and distinctive

• Post the FETCH! poster, the Solve a Problem sign 
(page 30), and a chart to record the points the 
group earns each week.

• Establish a place to set out the FETCH! Club 
membership cards so kids can fi nd them at the start 
of each meeting and return them when it’s over.

• Make a bulletin board for sharing what kids are 
doing in the club. Post photos and examples of the 
challenges so others can see what happens at 
FETCH! Club meetings. You’ll have a waiting list for 
the next session in no time!

• At the end of each meeting, give kids an attendance 
sticker to put in the grid on the back of their 
membership cards. Use a 3/4-inch round sticker 
(available at offi ce supply stores) or choose your 
own. Have kids write the points earned that day on 
the line below the sticker.

• Kids like earning FETCH! points toward a prize, such 
as a special treat or celebration at the end of the 
fi nal meeting, similar to what the contestants on 
the TV show experience. Consider making a Ruff 
Ruffman cake!

• At the fi nal meeting, distribute the certifi cates of 
completion to each club member. 

 The club format 
appeals to kids

  Kids like belonging to a group where 
they have fun together, receive a 
membership card, and have an 
ongoing experience that builds 
over time.

 A FETCH! Club is a great way to reinforce the skills and attitudes you already promote in your afterschool program. 
Also, a club reinforces the FETCH! approach to science—exploring, working together, developing scientifi c ways of 
thinking, and having fun. With the challenges in this guide, the FETCH! Challenge Pack, and the Web site, there are 
enough activities to run a club for at least nine sessions.
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