
TinkRcamp 2017

Science | Technology | Engineering | Arts | Math
S T E A M

www.TinkRworks.com

A summer-camp experience focused on providing children aged
7-14 with hands-on, STEAM-powered projects that:

• Foster a love of creating
• Enhance problem-solving skills
• Reinforce and expand on concepts and ideas taught in school
• Provide delight and inspire curiosity
• Encourage self-expression
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Non vitae, sed scholae discimus
[Too often,] we don’t learn for life, but only for the lecture room

—Seneca, Ad Lucilium, c. 65 AD
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Welcome
Dear Friends,

Though we currently are mired in the heart of winter, I know that several 
of us are already making summer plans, not just for family vacations but 
also for summer-camp experiences for children.  On this point, my Team 
and I are pleased and very proud to release the TinkRworks 2017 
Summer Catalog for your consideration.  This catalog is the result of 
numerous hours of ideation, many late nights of passionate debating, 
and countless hours of selection and down-selection to arrive at the 14

camps we proudly present in this catalog.  In selecting these 14 camps, our Team collectively 
developed and vetted close to 75 different camp ideas.  We had one guiding principle in mind 
as we made our way through our selection process—this principle, in fact, was a question that 
we applied to every idea that we had for a summer camp (or TinkRcamp as we like to call it):

How can this idea be transformed into a highly memorable and unparalleled STEAM-camp 
experience that is represents the pinnacle in regards to enrichment and fun, and of course, 
poses the safest environment possible for our children? 

Our Team tested each and every idea we had with this question and the camps you see here 
are the ones that not only passed our litmus test, but in our opinion, did so with proverbial 
“flying colors.”  Of these 14 camps, veterans of TinkRworks will see a mix of several new camps 
and of course, some of the “classics”.  TinkRers, for example, will cheer as they design, build, 
and control drones that fly hundreds of feet in the updated classic Game of Drones.  Similarly, 
TinkRers will don their construction hats (figuratively!) as they built robust new forts, 
playspaces, and artifacts out of wood and then incorporate electronics to bring them to life in 
our ever-popular Real-World Minecraft.  By the same token, TinkRers will face brand-new 
experiences as they build their very own lightsabers, and mini-droids as part of Star Wars 
Galaxy and Jedi Power.  In the latter, TinkRers will learn about sophisticated gesture-based 
devices that incorporate sensors and electronics to activate and control distances from afar.  In 
other words, they will Use the Force in real life!  Additionally, in our new offering Escape 
Room, TinkRers will dive deep into the world of design, construction, and electronics as they 
work as a Team to build an interactive room outfitted with mechanical puzzles that must be 
solved before time runs out—a very unique offering that’s not to be missed!  

As the summer season kicks off, we look forward to providing our TinkRers with experiences 
filled with hefty amounts of fun, problem-solving, and high degrees of camaraderie—what 
could be better?  I look forward to having you join us this summer at TinkRcamp 2017. 

Sincerely,

Anu Mahajan, Ph.D., M.B.A.
CEO TinkRworks



Exceptional

What is TinkRworks?

TinkRcamp Overview
Each TinkRcamp is a week-long, fun-filled summer-camp adventure where 
TinkRers explore STEAM-powered projects to hone critical-reasoning and 
problem-solving skills, apply knowledge acquired in school, and make 
friends with other TinkRers.

Daily sessions for all camps run Monday through Friday, from 9:00 am –
4:30 pm daily (drop-off is from 8:30 – 9:00 am; pick-up is from 4:30 – 5:00 
pm).  Extended hours (both before and after camp) are available for a 
nominal fee as outlined on our website.

TinkRworks is a new and innovative provider of exceptional STEAM 
(Science, Technology, Engineering, Arts, Mathematics) experiences for 
children, who we refer to as “TinkRers.”

We carefully craft each experience to build on and go beyond what’s 
taught in school.  This reinforcement helps TinkRers bring to life what they 
learn in the classroom in deeper and more meaningful ways. 

Our approach immerses TinkRers in project-based settings where they are 
faced with challenging problems to solve.  Using combinations of 21st 
century skills (e.g., coding, 3D-printing, electronics) and traditional skills 
(e.g., woodworking, painting), TinkRers embrace these problems and 
tackle them head-on, achieving beautiful results along the way.
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Sparking CREATIVITY

Fostering INNOVATION

Sharpening PROBLEM-SOLVING skills



Unique

Exceptional experiences

Our mantra is simple: create exceptional and enriching experiences for 
children using the best available resources.

Excellence in instruction with 1:6 ratios

Our instructor base is comprised of PhDs, professors, technology-industry 
veterans, teachers, and child-development specialists, all of whom have 
strong passion and interest in propelling each TinkRer to success.  We also 
guarantee an instructor-to-student ratio of 1:6 or better.

Project-based learning

Our project-based approach orients TinkRers to identify challenges that must 
be overcome in order to solve complex problems – terrific preparation for 
the real world, and a great motivation for life-long learning.

Inter-disciplinary approach

We believe the best solutions to complex problems come from incorporating 
different perspectives and disciplines.

Summer...and beyond!

The enrichment and enjoyment from camp can continue year-round when 
combined with STEAM experiences delivered out of our Hinsdale Center.

The TinkRworks Difference
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Relevant
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Alignment to Disciplines
We align our experiences around real-world maker disciplines to ensure 
skillsets developed by TinkRers are relevant as their education progresses, 
both in their schooling and beyond. TinkRers will learn how to code, 3D-
print, solder and saw not just because doing so is fun, but because these 
skills are useful—and needed—to solve problems they will encounter.

Disciplines Description

Computer
Science

Creating applications for various 
devices (e.g., computers, tablets, 
phones) by using programming 
languages and techniques

Communications
& Digital Media

Creating, editing and presenting text, 
digital images, sounds, and video to 
improve communications. 

Traditional
Making

Creating physical structures and 
objects by sawing, drilling, gluing, and 
hammering.

Electronics Building  electrical circuits by 
soldering, wiring, and stitching 
together components such as LEDs, 
sensors, motors, etc.

Art & Design Imagining and creating objects by 
drawing, painting, sculpting, etc. in 
order to achieve aesthetic objectives. 

Digital Making Using computer-controlled toolsets 
(e.g., 3D-printers, CNC milling 
machines) and software to design & 
create physical objects.



TinkRcamps for ages 7-9

Diverse

FM

1. FLY WITH ME

TinkRers will have a blast (literally!) as they build rockets and mini-
drones in this special camp focused on aerial vehicles. They’ll learn 
all about the science behind flight and will personalize their 
aeronautical creations and watch their rockets soar over 500 feet in 
the air and cheer as they fly their drones from up to 100 feet away.

TinkRers will bring their imagination to life as they add lights & 
sounds to artistic creations—paintings, woodwork, and much 
more.  In doing so, they will add sensors & learn coding concepts 
that make their art interactive. 

2. SMART ART

SA
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SW

3. STAR WARS GALAXY

TinkRers will assemble and customize their very own light sabers 
and mini droids in this camp which balances technology and 
imagination for a fun-filled immersion into the world (or galaxy?) 
of this epic saga.

Three different TinkRcamps have been carefully crafted for TinkRers aged 7-9, all of 
which weave in equal parts of creativity, fun, and enrichment. 



TinkRcamps for ages 9-12

Varied

TinkRers will combine art & high-tech to create an exciting adventure.  
They will build a room outfitted with electronic and mechanical puzzles 
that TinkRers must  solve before time runs out!

2. ESCAPE ROOM

ES

GDThe classic is back!  TinkRers will design and build their very own 
quadcopters. They will learn about the science of flight as they play 
quad games & develop their piloting prowess.

3. GAME OF DRONES
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1. BUILD-A-BOT

TinkRers will design & build their own unique—and fully functional—
robots from scratch.  They’ll then code these beautiful bots to move, 
explore, and interact with their environment. 

BB

4. JEDI POWER
TinkRers will design & build their light sabers with custom light and 
sound effects. They’ll also learn to Use the Force with advanced sensor 
technology and their new coding skills.

JP

MC
5. REAL-WORLD MINECRAFT

TinkRers will construct real and virtual (Minecraft) forts, playscapes, 
and artifacts and then electronically connect them, allowing actions in 
one world to occur in the other.

RC
6. ROCKET-CONTROL CENTER
TinkRers will build rockets & outfit them with cameras which they’ll use 
to observe the earth as their rockets soar 1000+ feet in the air!  They’ll 
learn all about rocket science and also our rich space heritage.

7. TREASURE HUNTER

TinkRers will build a GPS navigator and a metal detector to help them 
find a buried treasure.  As part of their adventure, they’ll learn about 
cutting-edge tech and they’ll use these learnings to uncover the treasure!

TH



TinkRcamps for ages 12-14

Distinctive

D2

1. DRONES 2k17

TinkRers will develop advanced drone-designing & building skills 
while acquiring electronics and aeronautics knowledge as they rule 
the skies with bigger and faster drones which are sure to amaze 
and delight! First-person view (FPV) racing drones and the 
technology behind them will be reviewed and also demonstrated!

TinkRers will merge art and high-tech to create an exciting "can 
you solve it?" adventure.  They will build an intricate room 
outfitted with electronic & mechanical puzzles to be solved 
before time runs out.

2. ESCAPE ROOM

ES
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RS

3. IT IS ROCKET SCIENCE!

TinkRers will fly high as they learn all about rockets and then design 
and build their own from scratch.  They will also create devices for 
remote launch, flight footage and data collection; they’ll analyze 
this data to design & build rockets that fly faster & higher!

Four distinct TinkRcamps are offered for TinkRers aged 12-14, each one going deep into 
applied technology and of course, enjoyment.  TinkRers will develop and hone skills 
encompassing electronics (component selection, wiring, and soldering), sophisticated 
woodworking, advanced coding, digital design, and many more.

TinkRers will build a GPS unit and their own metal detector to 
help them navigate to buried treasure.  In the course of this 
adventure, they’ll learn all about cutting-edge technology and 
learn how it can be integrated together to uncover treasure!

4. TREASURE HUNTER

TH



Flexible

TinkRcamp Project Schedule
TinkRcamp sessions will be run in two convenient locations in Chicago’s western 
suburbs, with multiple options spanning different weeks.  This is done to allow flexibility 
when trying to schedule specific sessions.
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TinkRcamp logistics

• Weeklong projects (Monday – Friday)
• Daily instruction from 9:00 am – 4:30 pm
• Drop-offs: 8:30 – 9:00 am; pick-ups: 4:30 – 5:00 pm
• Extended hours available
• Snacks/drinks provided; TinkRers bring lunch

Dates & location

7/10 – 7/14
Burr Ridge1

7/24 – 7/28
Hinsdale2

7/17 – 7/21
Burr Ridge1

7/31 – 8/4
Hinsdale2

Ages 9 - 12

6/12 – 6/16
Burr Ridge1

6/26 – 6/30
Burr Ridge1

Ages
7-9

FM

SA

FM

SW

8/7 – 8/11
Hinsdale2

6/19 – 6/23
Burr Ridge1

Project 1

GD

ES

GD

RC

JP

BB

JP

MC

Ages
12-14

D2

RS

TH

ES

Project 2

RC

JP

MC

GD

TH

ES

FM Fly with Me

SA Smart Art

SW Star Wars Galaxy

TinkRcamps for ages 7-9

BB Build-A-Bot

ES Escape Room

GD Game of Drones

JP Jedi Power

TH Treasure Hunter

MC RW Minecraft

RC Rocket Control Center

TinkRcamps for ages 9-12

D2 Drones 2k17

ES Escape Room

RS It IS Rocket Science!

TinkRcamps for ages 12-14

Treasure HunterTH

1 Gower Middle School 2 TinkRworks Engagement Center



Fun!

Fun Rules the Day!
We believe that the best learning happens when TinkRers are engaged and 
having fun. Our program teaches complex ideas in an accessible way that 
brings out children’s natural curiosity and wonder.
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Enroll

Eligibility & General Information 
Prior to enrolling, parents of interested TinkRers should review eligibility 
requirements and also key TinkRcamp information:

Eligibility:

TinkRcamp enrollment is open to all TinkRers 
aged 7 through 14.  There are no prerequisites 
so TinkRers are welcome to attend any age-
appropriate camp of their choosing.

Transportation:

Parents/Guardians/Specified adults are 
responsible for providing transportation to and 
from TinkRcamp locations.

Cost:

TinkRcamp fees for each weeklong project are 
$739 per TinkRer, inclusive of all charges.  
Referral, sibling, and multi-week discounts are 
all available as outlined at our website.

Begin the Journey
Registration opens on Friday, February 10th and will continue until projects 
are filled or until the first day of a project begins.  Registration is possible 
through three methods:

3.  Paper registration by using the form attached at the end of this 
brochure.  Complete and scan back to us at: info@TinkRworks.com

1.  Website registration at out website:  www.TinkRworks.com

2.  Phone registration by calling us directly at 708-401-5956.
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TinkRcamp participants & project selection: Please complete one entry for each camp participant; should 
additional participants plan to attend, please print out additional copies of this page and complete.

Did anyone refer your participant(s) to our 2017 TinkRcamp?  Please check one:             Yes No

If Yes, who referred you?  Please print their name clearly:  

TinkRcamp Participant #1:

Full Name: Gender: Birthdate:

Street address: City: State:____    Zip:

Project #1 requested: Project #1 dates: Cost: $739

Project #2 requested: Project #2 dates: Cost: $689

Project #3 requested: Project #3 dates: Cost: $689

Project #4 requested: Project #4 dates: Cost: $689

Project #5 requested: Project #5 dates: Cost: $689

TinkRcamp Participant #2:

Full Name: Gender: Birthdate:

Street address: City: State:____    Zip:

Project #1 requested: Project #1 dates: Cost: $689

Project #2 requested: Project #2 dates: Cost: $639

Project #3 requested: Project #3 dates: Cost: $639

Project #4 requested: Project #4 dates: Cost: $639

Project #5 requested: Project #5 dates: Cost: $639

Notes about costs and associated discounts:
• TinkRworks currently offers three forms of discounts, namely: 1) multi-week participation discounts, 2) sibling discounts, and 3) referral 

discounts. Each discount is $50 per week and is additive with other discounts.
• Example 1: If two siblings enroll for a single project each (either at the same time or different times throughout the summer), the first 

sibling will pay full price ($739) while the second sibling will receive a $50 discount; total price for both participants would be $1,428.
• Example 2: If two siblings elect to participate in two projects each, then for each project after the first week, each sibling gets an 

additional $50 multi-week discount relative to Example 1. In this case, the first sibling pays $739 + $689 = $1,348, while the second 
sibling pays $689 + $639 = $1,328 for a total of $2,756.

• The sibling discount is always applied to subsequent participants and not to participant #1.
• In the case of referral discounts, a $50 credit will be issued to the referring account upon the successful enrollment of the referral’s 

participant. An unlimited number of referral credits may be accrued.

TinkRcamp Registration Form
Page 1 of 2
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Parent / Guardian information: Please complete all information requested below, including the best 
method of contact during camp hours.

Parent / Guardian #1:

Full Name: Relationship to participant(s):

E-mail: Cell phone: Work phone:

Best method to contact you during camp hours:

Parent / Guardian #2:

Full Name: Relationship to participant(s):

E-mail: Cell phone: Work phone:

Best method to contact you during camp hours:

TinkRcamp Registration Form
Page 2 of 2

Credit Card Authorization:  Please complete all information below, as enrollment can only occur after 
payment is successfully processed.  All information will remain strictly confidential.   

Amount to be charged (from “TinkRcamp participants & project selection”): $

Please check credit card type:

Card number: ___________________________Security Code: Expiration date (MM/YY): /

Exact name as it appears on the credit card: ____________________________________________________

Cardholder’s Street Address: City: Zip:

Cardholder’s phone number:

Cardholder Signature
I hereby authorize TinkRworks to charge my credit card for the amount listed above in relation to 2017 TinkRcamp 
enrollment for my child(ren).  Successful processing of payment is required to enroll.

Cardholder Signature: Date: 

Please note that policies, waivers, and additional forms will be e-mailed to you at the e-mail address provided in the “Parent /
Guardian information” section.  These must be reviewed, completed, and submitted per the instructions in the e-mail prior to the
first day of camp.
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Sparking CREATIVITY

Fostering INNOVATION

Sharpening PROBLEM-SOLVING skills

TinkRworks, LLC
21 W. Second Street, Suite 300

Hinsdale, IL  60521
www.TinkRworks.com
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