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CURIOSITY BOX HISTORY 

 
According to GSUSA, “Girls today need support and encouragement to become 

active participants in the scientific, mathematical, and technological work that 
will shape their future.”   To encourage girls to pursue math, science, and 

technology in the 21st Century, Girl Scouts of Nassau County secured a grant 
from the New York State Division for Youth to develop materials introducing 

these concepts in an informal learning environment.   A Volunteer Committee 
along with a Staff Advisor created the Curiosity Box Patch Program activities and 

a kit containing materials to implement the program.   The Curiosity Box Kits 
(one or more per Association) were assembled and distributed to all thirty-six 

GSNC Associations, for use at their events and Troop meetings.  
 

 

CURIOSITY BOX PROGRAM ACTIVITIES 

 
The Curiosity Box activities are divided into 5 sections: COLOR, EXPLORING 
MATH CONCEPTS, AIR, WATER, and GAMES & OTHER THINGS TO THINK 

ABOUT.  The Color and Math sections were designed as stations in a wide game 
but can easily be completed at Troop meetings.  If you would like to do the 

activities in the original wide game format, instructions for running such an 
event are included.  

 
 

THE CURIOSITY BOX PROGRAM KIT 

 
The Curiosity Box Kit contains materials to help you do the program activities.   
It includes measuring tapes, tangrams, hand lenses, toothpicks and prisms.  A 

notebook is also included to record Troop activities and make comments 

regarding the material.  The Curiosity Box Kit can be borrowed from your GSNC 
Association Resource Liaison or the GSNC Resource Room.   

 
 

EVALUATION AND PATCHES 

 
An evaluation is included with the patch program.  Please complete the 
evaluation with input from your girls, and bring it to the Girl Scout Shop when 

you purchase patches.  There are both large and small patches, available for 
first-time (large) and subsequent participation (small).  

 
 
 



PROGRAM LINKS, 2012  

 
Girl Scout Daisy 
 

The Girl’s Guide to Girl Scouting  

Leadership Journeys:  

Welcome to the Daisy Flower Garden  

Between Earth and Sky 

5 Flowers, 4 Stories, 3 Cheers for Animals!  

 

Girl Scout Brownie 
 

The Girl’s Guide to Girl Scouting and Skill-Building Badge Activity Sets  

Leadership Journeys:  

Brownie Quest 

WOW! Wonders of Water   

A World of Girls  

 

Girl Scout Junior 
 

The Girl’s Guide to Girl Scouting and Skill-Building Badge Activity Sets  

Leadership Journeys:   

Agent of Change  

Get Moving!   

aMUSE 

  

Girl Scout Cadette 
 

The Girl’s Guide to Girl Scouting and Skill-Building Badge Activity Sets 

Leadership Journeys:  

aMAZE: The Twists and Turns of Getting Along  

Breathe 

MEdia 

 

Girl Scout Senior 
 

The Girl’s Guide to Girl Scouting and Skill-Building Badge Activity Sets 

Leadership Journeys: 

GIRLtopia  

Sow What? 

MISSION: SISTERHOOD! 

 

Girl Scout Ambassador 
 

The Girl’s Guide to Girl Scouting 

Leadership Journeys: 

Your Voice, Your World: The Power of Advocacy 

Justice   

 BLISS: Live It! Give It! 

 

Visit www.gsnc.org and www.girlscouts.org for additional Science/Math (STEM) 

program information. 

  

http://www.gsnc.org/
http://www.girlscouts.org/


5



6



7





9



10



11



12



13



14



15



16



17



18



19



20



21



22



23



24



25



26



27



28



29



30



31



32



33

Exploring Math Concepts Wide Game

1. Combine the girls from the three stations into one group.

2. Brainstorm what careers might use math- i.e., computer programmers, builders,

doctors, nurses, scientists, carpenters, architects, cooks, designers and pilots, etc.

3. Ask how any of the professions named might use math.
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