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Goals, Methods, Assessment
Goals
• To put a team’s creativity, teamwork and problem solving abilities to the test in a short, timedriven Challenge.
• Develop problem solving abilities.
• Develop performance techniques.
• Develop improvisational skills.
• Learn to analyze resources and use materials in new ways.
• Improve time management skills.
• Promote self-realization: Recognize and make the most of strengths.
• Promote team-realization: Recognize and make the most of a team’s diverse strengths.

Methods
• Teams will use provided materials to create a solution within the time limit and present the
solution to Appraisers.
• Teams will analyze the Challenge and any available materials and determine how best to use them
in the solution.
• Teams will use their collective and individual abilities and strengths to best advantage in solving
the Challenge.
• Teams will keep track of time during the solution and presentation phases of the Challenge.

Assessment
• Each Instant Challenge includes a scoring system that is completed by Appraisers to give
team feedback on their solution. Feedback can also be provided by Team Managers and other
supporters during practice sessions.
• These Challenges are similar to Challenges used in Destination Imagination tournaments and
can be used to provide teams with “tournament-like” conditions. Teams may choose to have
an outside party, such as a Team Manager, evaluate their solutions in the categories within
the Challenge. Feedback can and should be provided to the team when practicing with these
Challenges.
This set of Instant Challenges has been provided to help teams prepare for the Instant Challenge portion
of the tournament. Each Challenge is presented as it would appear at the tournament.
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What is Instant Challenge?
At your tournament, your team will be scheduled to do an Instant Challenge in addition to your Team
Challenge. Instant Challenges are confidential until the day of the tournament, so your team will not
know anything about the specific Instant Challenge you will be asked to solve until you are escorted to
your Instant Challenge competition room.
The Instant Challenge portion of the competition is usually between five and ten minutes in duration,
and is worth a total possible score of 100 points. Although each Instant Challenge has different
requirements, all Instant Challenges reward teams for teamwork and the uniqueness and creativity of the
team’s solution.

Types of Instant Challenges
Instant Challenges can be loosely divided into two types, Performance-Based and Task-Based. However,
many Instant Challenges are a blend of these two basic types. You will not know which type of Instant
Challenge your team will receive until you enter the competition room.
1.

Performance-Based: The focus of a Performance-Based Instant Challenge is on your team working
together to create and perform a theatrically-oriented solution for the Appraisers. In this type of
Challenge you will be scored on the creativity of your performance, your presentation, and/or use of
materials, along with teamwork. Your team may be asked to use words, language, conversation, and/
or dramatic characterizations to solve the Challenge, or the solution may be non-verbal. Teams may
be given real or imaginary materials to use for their solutions. Teams may or may not be given time to
practice their solutions before presenting to the Appraisers.

2.

Task-Based: The focus of a Task-Based Instant Challenge is on your team working together to
move, build, change or protect materials they are given in order to complete a task. Your team may
also be asked to communicate information. Teams will be scored on how well they work together to
design their solutions, on the creativity of their final projects, and on their success in completing the
tasks. Team members may or may not be allowed to talk during the Challenge.

Each year, a variety of Instant Challenges are created. Some of the Challenges require divergent
thinking (i.e., out of the box creativity), while others have been developed to emphasize teamworrk and
convergent thinking (i.e., in the box creativity).

Additional IC Resources
• Be sure to read the sections on Instant Challenge in the Rules of the Road.
• Books and CDs of collected Instant Challenges are available www.ShopDI.org.
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Practicing Instant Challenges

After each Instant Challenge: Debrief!
ALWAYS be sure to Debrief at the end of each Instant Challenge or set. Keep your questions
friendly and not judgmental (i.e., defer judgment). Allow the TEAM to answer the questions and draw
its own conclusions.

Ten Important Questions to Ask After
Every Instant Challenge Activity

6

1.

How do you think you did as a team? What did you learn about teamwork by doing this Challenge?

2.

How well did you manage your time? How might you have used your time more effectively?

3.

What were some strengths of your solution? What worked well?

4.

If you were to solve the Challenge over again, what might you do differently?

5.

How well do you feel you utilized the materials you were given? How might you have used the
materials differently? Were there materials you did NOT use? If not, why not? How might they have
been used?

6.

How well did you create your solution to fit the emphasis in the scoring? Would you do anything
differently?

7.

If the solution did not work, what could you have done to make the solution work?

8.

Could your solution have been more creative, novel or unique? What might you have done to make
that happen?

9.

Finally, and most importantly: WHAT DID YOU LEARN?

2012-13 Instant Challenge Practice Set

Tips for Team Managers
There are many different things you can do to help your team improve its Instant Challenge skills. Some
ideas you might try are listed below.
1.

Ask the team members to generate ideas about which team jobs they might assign themselves so they
can be better organized in their approach to Instant Challenges. Some of these jobs might be:
• Timekeeper: makes the team aware of the time left for them to work on its Challenge
• Scorer: makes sure the team is mindful of what is important in the Challenge scoring
• Story: helps to organize the performance, if one is required
• Technical: helps to organize the technical element, if one is required

2.

Have the team members switch jobs for each practice session so they become familiar with all of
them.

3.

Videotape the team as it practices Instant Challenge. Then, as the tape is replayed, have the team
critique what it sees. This is especially valuable for developing teamwork skills.

4.

In order to encourage fluidity and to discourage the team from thinking there is only one “correct”
solution to a Challenge, have the team do the same Instant Challenge several times, requiring a
different solution each time.

5.

Have the team do the same Task-Based Challenge several times, and remove an important material
each time.

6.

When the team has completed an Instant Challenge, don’t retire it permanently. Have the team do it
again several weeks later. Discuss with the team whether it is approaching the Challenge differently
than before; if so, have the team members discuss what they learned that made them change their
approach.
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APPRAISER COPY

Destination ImagiNation
Instant Challenge
Entry Level
Focus: Improvisational acting, story development, theater arts, teamwork.

SENSE OF NONSENSE
Challenge:

Your team is to present a PERFORMANCE in which you make sense of

nonsense.
For the purpose of this Challenge, “nonsense” is something made up that has no
meaning.

Time:

You will have up to 4 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to plan and practice your skit, and then up to 2 minutes to present your
PERFORMANCE.

The Scene:

Sometimes things just don’t make sense, but that’s no reason to stop trying!

•Part One (4 minutes): Your team will draw a sentence out of a hat. The sentence is nonsense–
but you need to make sense of nonsense. You need to include the sentence in your skit in a
creative way. You also need to make sure that your PERFORMANCE has a beginning, a
middle and an end.
•Part Two (2 minutes): Present your PERFORMANCE.

Materials:
A piece of paper and a pencil will be available for your team to use as you plan and present your
PERFORMANCE.

Scoring:
A.
B.
C.
D.
E.

You will receive
20 points if your skit has a beginning, a middle and an end.
10 points for including your nonsense sentence in your skit.
Up to 20 points for how creatively you use the nonsense sentence in your skit.
Up to 30 points for the creativity of your PERFORMANCE.
Up to 20 points for how well your team works together.

DestinationImagination.org | © 2012 Destination Imagination, Inc.
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TEAM COPY

Destination ImagiNation

SENSE OF NONSENSE
Challenge:

Your team is to present a PERFORMANCE in which you make sense of

nonsense.
For the purpose of this Challenge, “nonsense” is something made up that has no
meaning.

Time:

You will have up to 4 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to plan and practice your skit, and then up to 2 minutes to present your
PERFORMANCE.

The Scene:

Sometimes things just don’t make sense, but that’s no reason to stop trying!

Part One (4 minutes):
 Your team will draw a sentence out of a hat.


The sentence is nonsense–but you need to make sense of nonsense.



You need to include the sentence in your skit in a creative way.



You also need to make sure that your PERFORMANCE has a beginning, a middle and an
end.

Part Two (2 minutes):
 Present your PERFORMANCE.

Materials:
A piece of paper and a pencil will be available for your team to use as you plan and present your
PERFORMANCE.

Scoring:

You will receive
A. 20 points if your skit has a beginning, a middle and an end.
B. 10 points for including your nonsense sentence in your skit.
C. Up to 20 points for how creatively you use the nonsense sentence in your skit
D. Up to 30 points for the creativity of your PERFORMANCE.
E. Up to 20 points for how well your team works together.
DestinationImagination.org | © 2012 Destination Imagination, Inc.
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NONSENSE SENTENCES

Blue milk eats the car.
Don’t skip on the singing telephone.
Angry milk jumps off the cloud.
The silly television claps the rug.
I slept on a skipping butterfly.
Elephants throw salty spoons.
The three pennies ate a late comb.
Happy forks wade in the chair.
Popcorn plants sip pillows.
Underneath the wink was a burping toothbrush.
Shaking toes wrote a carrot.
DestinationImagination.org | © 2012 Destination Imagination, Inc.
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APPRAISER COPY

Destination ImagiNation
Instant Challenge
Advanced Level
Focus: Innovation, improvisational acting,
story development, theater arts, teamwork.

DISGUISED
Challenge:

Your team is to present a PERFORMANCE in which a team member is

disguised.

Time:

You will have up to 4 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to create your disguise, as well as plan and practice your
PERFORMANCE, and then up to 2 minutes to present your PERFORMANCE.

The Scene:

Nothing is what it seems!

•Part One (4 minutes): Using the materials, you are to create a disguise for one of your team
members. In Part One you also should plan and practice a PERFORMANCE. In the
PERFORMANCE, you will need to reveal the true identity of the person wearing the disguise,
as well as why this person has been disguised. You also may use the materials as props in your
skit.
•Part Two (2 minutes): Present your PERFORMANCE. During your skit, make sure that you
reveal the true identity of the person wearing the disguise, as well as why this person has been
disguised.

Materials:
4 Chenille Sticks (Pipe Cleaners)
2 Sheets of Newspaper

4 Sheets of Heavy Paper
2 Pairs of Scissors

6 Mailing Labels
1 Box of Markers

2 Pieces of Foil

The scissors and markers may NOT be damaged and may NOT be part of the disguise. A piece
of paper and a pencil will be available for your team to use as you plan and present your
PERFORMANCE.

Scoring:
A.
B.
C.
D.
E.

You will receive
10 points if, you reveal the true identity of the person wearing the disguise during your skit.
10 points if you reveal why this person has been disguised during your skit.
Up to 30 points for the creativity of the disguise.
Up to 30 points for the creativity of your PERFORMANCE.
Up to 20 points for how well your team works together.

DestinationImagination.org | © 2012 Destination Imagination, Inc.
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Destination ImagiNation

DISGUISED
Challenge:

Your team is to present a PERFORMANCE in which a team member is

disguised.

Time:

You will have up to 4 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to create your disguise, as well as plan and practice your
PERFORMANCE, and then up to 2 minutes to present your PERFORMANCE.

The Scene:

Nothing is what it seems!

Part One (4 minutes):
 Using the materials, you are to create a disguise for one of your team members.


In Part One you also should plan and practice a PERFORMANCE.



In the PERFORMANCE, you will need to reveal the true identity of the person wearing the
disguise, as well as why this person has been disguised.



You also may use the materials as props in your skit.

Part Two (2 minutes):
 Present your PERFORMANCE.


During your skit, make sure that you reveal the true identity of the person wearing the
disguise, as well as why this person has been disguised.

Scoring:
A.
B.
C.
D.
E.

You will receive
10 points if you reveal the true identity of the person wearing the disguise during your skit.
10 points if you reveal why this person has been disguised during your skit.
Up to 30 points for the creativity of the disguise.
Up to 30 points for the creativity of your PERFORMANCE.
Up to 20 points for how well your team works together.

DestinationImagination.org | © 2012 Destination Imagination, Inc.
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DISGUISED

Materials:
(Tape to Table)

4 Chenille Sticks (Pipe Cleaners)
4 Sheets of Heavy Paper
6 Mailing Labels
2 Pieces of Foil
2 Sheets of Newspaper
2 Pairs of Scissors
1 Box of Markers
The scissors and markers may NOT be damaged and may NOT be part
of the disguise. A piece of paper and a pencil will be available for your
team to use as you plan and present your PERFORMANCE.

DestinationImagination.org | © 2012 Destination Imagination, Inc.
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APPRAISER COPY

Destination ImagiNation
Instant Challenge
Entry and Advanced Levels
Focus: Improvisational acting, story development, theater arts, teamwork.

LOOKING INTO THE FUTURE
Challenge:

Your team is to present a PERFORMANCE in which the future is predicted.

Time:

You will have up to 4 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to plan and practice your skit, and then up to 2 minutes to present your
PERFORMANCE.

The Scene:

Your team has found a special pair of glasses. When the glasses are put on, the
person wearing them can predict the future.
•Part One (4 minutes): You are to present a PERFORMANCE in which 1 or more characters
put on the special pair of glasses and predict 3 future events. Your skit should also show
whether or not the glasses accurately predict the future.
•Part Two (2 minutes): Present your PERFORMANCE.

Materials:
1 pair of glasses
A piece of paper and a pencil will be available for your team to use as you plan and present your
PERFORMANCE.

Scoring:

You will receive
A. 10 points if 3 future events are predicted in the skit.
B. 10 points if you show whether or not the glasses accurately predict the future in your
PERFORMANCE.
C. Up to 10 points (30 points maximum) for the creativity of each predicted future event.
D. Up to 30 points for the creativity of your PERFORMANCE.
E. Up to 20 points for how well your team works together.

DestinationImagination.org | © 2012 Destination Imagination, Inc.
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Destination ImagiNation

LOOKING INTO THE FUTURE
Challenge:

Your team is to present a PERFORMANCE in which the future is predicted.

Time:

You will have up to 4 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to plan and practice your skit, and then up to 2 minutes to present your
PERFORMANCE.

The Scene:

Your team has found a special pair of glasses. When the glasses are put on, the
person wearing them can predict the future.
Part One (4 minutes):
 You are to present a PERFORMANCE in which 1 or more characters put on the special
pair of glasses and predict 3 future events.


Your skit should also show whether or not the glasses accurately predict the future.

Part Two (2 minutes):
 Present your PERFORMANCE.

Materials:
1 pair of glasses
A piece of paper and a pencil will be available for your team to use as you plan and present your
PERFORMANCE.

Scoring:

You will receive
A. 10 points if 3 future events are predicted in the skit.
B. 10 points if you show whether or not the glasses accurately predict the future in your
PERFORMANCE.
C. Up to 10 points (30 points maximum) for the creativity of each predicted future event.
D. Up to 30 points for the creativity of your PERFORMANCE.
E. Up to 20 points for how well your team works together.

DestinationImagination.org | © 2012 Destination Imagination, Inc.
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APPRAISER COPY

Destination ImagiNation
Instant Challenge
Entry Level
Focus: Innovation and design process, technical design and construction, teamwork.

WATER PIPES
Challenge:

Your TASK is to use pipes to connect an imaginary water source to
different destinations.

Time:

You will have up to 1 minute to use your IMAGINATION and PROBLEM
SOLVING SKILLS to plan your strategy, and then up to 5 minutes to put your plan into
action.

Setup:

In the center of the room is a grid. On top of the grid is a water source, labeled as
“source.” There are 4 destinations that need to be connected to this source. The grid has 2
black squares that may NOT be used. There is also a table with connecting pipes or caps.

Procedure:
•Part One (1 minute): Plan your strategy.

During this time, you may touch the connecting

pipes.

•Part Two (5 minutes):

During Part Two, team members may NOT talk or communicate
with each other. Team members should begin by standing in a line behind the table. The first
team member should then come forward, choose a connecting pipe, place it on the grid, and
get in the back of the line. The 2nd team member has the next turn. That team member can
either move or remove the connecting pipe already played, choose another connecting pipe to
place on the grid, or say, “Stop.” If the team member says, “Stop,” time ends and no further
changes to the grid can be made. If the team member chooses to move or add a connecting
piece, once that team member has finished, the team member should go to the back of the
line and play will continue with the next team member in line. Play can continue for up to 5
minutes, or until a team member says, “Stop.” The caps are used to close an open water pipe.

Materials:
23 Connecting Pipes

2 Caps

Scoring:
A.
B.
C.
D.

You will receive
10 points (40 points maximum) for each destination pipe you connect to the source.
3 points (30 points maximum) for each unused connecting pipe or cap.
10 points if you have no open pipes.
Up to 20 points for how well your team works together.

DestinationImagination.org | © 2012 Destination Imagination, Inc.
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For Appraisers Only:
1. The setup consists of 5 X 5 grid laid out on the ground containing 12in (30cm) squares.
The ‘Source” and “Destination” pipes should be labeled.
Source

Destination

Destination

Destination

Destination
2. The connecting tubes and caps can be 12in X 12in (30cm X 30cm) pieces of tile with
blue tape on them. The style and quantity of the connecting pipes are as follows:
15

3

1

2

4

DestinationImagination.org | © 2012 Destination Imagination, Inc.
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WATER PIPES
Challenge:

Your TASK is to use pipes to connect an imaginary water source to
different destinations.

Time:

You will have up to 1 minute to use your IMAGINATION and PROBLEM
SOLVING SKILLS to plan your strategy, and then up to 5 minutes to put your plan into
action.

Setup:

In the center of the room is a grid. On top of the grid is a water source, labeled as
“source.” There are 4 destinations that need to be connected to this source. The grid has 2
black squares that may NOT be used. There is also a table with connecting pipes or caps.

Procedure:
Part One (1 minute):
 Plan your strategy.
 During this time, you may touch the connecting pipes.
Part Two (5 minutes):
 During Part Two, team members may NOT talk or communicate with each other.
 Team members should begin by standing in a line behind the table.
 The first team member should then come forward, choose a connecting pipe, place it on
the grid, and get in the back of the line.
 The 2nd team member has the next turn.
 That team member can either move or remove the connecting pipe already played, choose
another connecting pipe to place on the grid, or say, “Stop.”
 If the team member says, “Stop,” time ends and no further changes to the grid can be
made.
 If the team member chooses to move or add a connecting piece, once that team member
has finished, the team member should go to the back of the line and play will continue
with the next team member in line.
 Play can continue for up to 5 minutes, or until a team member says, “Stop.”
 The caps are used to close an open water pipe.

Materials:
23 Connecting Pipes

2 Caps

Scoring:
A.
B.
C.
D.

You will receive
10 points (40 points maximum) for each destination pipe you connect to the source.
3 points (30 points maximum) for each unused connecting pipe or cap.
10 points if you have no open pipes.
Up to 20 points for how well your team works together.
DestinationImagination.org | © 2012 Destination Imagination, Inc.
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APPRAISER COPY

Destination ImagiNation
Instant Challenge
Advanced Level
Focus: Innovation and design process, technical design and construction, teamwork

KITE!
Challenge:

Your TASK is to create a kite that will fly as high as possible.

For the purpose of this Challenge, a “kite” is something that contains wood and
paper and can be supported by wind.

Time:

You will have up to 5 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to create your kite and then up to 2 minutes to fly your kite for score.

Setup:

In the center of the room are 3 fans below 2 poles. There is also a table with materials.

Procedure:
•Part One (5 minutes): Use the materials to create a kite that contains wood and paper. You can
fly your kite by attaching it to one or more of the poles. You will want your kite to fly as high as
possible. You may practice in Part One by turning on the fans.
•Part Two (2 minutes): Fly your kite for score by turning on the fans. You will receive
additional score if your kite stays above the poles for at least 30 seconds without a team member
touching it. If you did not finish building your kite in Part One, you may continue in Part Two.
The Appraisers will measure the height of your kite above the poles when Part Two ends, or
sooner if you wish.

Materials:
2 Sheets of Newspaper
16ft (480cm) of String

4 Craft Sticks
4 Wooden Skewers

4 Chenille Sticks (Pipe Cleaners)
1 Yardstick (Meterstick)

1 Rubber Band
2 Pairs of Scissors

The yardstick (meterstick) and scissors may NOT be damaged and may NOT be part of your
kite.

Scoring:
A.
B.
C.
D.
E.

You will receive
10 points if you have a kite that contains wood and paper attached to at least 1 pole at the end
of Part One.
20 points if your kite stays above the poles for at least 30 seconds without a team member
touching it in Part Two.
1 point (30 maximum) for each inch (2.5cm) that the highest point of your kite is above the
poles at the end of Part Two.
Up to 20 points for the creativity of your kite.
Up to 20 points for how well your team works together.
DestinationImagination.org | © 2012 Destination Imagination, Inc.
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For Appraisers Only:
1. The setup consists of 3 box fans underneath a pole in the center of the room. There is also a
table with materials. The box fans should be at least 3 inches off of the floor.

12in
(30cm)

Posts

Floor
Fans
Poles

Table with Materials

2. Depending upon the strength of the fans, the setup may need to be changed. The poles may
need to be moved farther apart, and the fans may need to be positioned directly under the
poles.

DestinationImagination.org | © 2012 Destination Imagination, Inc.
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Destination ImagiNation

KITE!
Challenge:

Your TASK is to create a kite that will fly as high as possible.

For the purpose of this Challenge, a “kite” is something that contains wood and
paper and can be supported by wind.

Time:

You will have up to 5 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to create your kite and then up to 2 minutes to fly your kite for score.

Setup:

In the center of the room are 3 fans below 2 poles. There is also a table with materials.

Procedure:
Part One (5 minutes):
 Use the materials to create a kite that contains wood and paper.
 You can fly your kite by attaching it to one or more of the poles.
 You will want your kite to fly as high as possible.
 You may practice in Part One by turning on the fans.
Part Two (2 minutes):
 Fly your kite for score by turning on the fans.
 You will receive additional score if your kite stays above the poles for at least 30 seconds
without a team member touching it.
 If you did not finish building your kite in Part One, you may continue in Part Two.
 The Appraisers will measure the height of your kite above the poles when Part Two ends, or
sooner if you wish.

Scoring:

You will receive
A. 10 points if you have a kite that contains wood and paper attached to at least 1 pole at the end
of Part One.
B. 20 points if your kite stays above the poles for at least 30 seconds without a team member
touching it in Part Two.
C. 1 point (30 maximum) for each inch (2.5cm) that the highest point of your kite is above the
poles at the end of Part Two.
D. Up to 20 points for the creativity of your kite.
E. Up to 20 points for how well your team works together.
DestinationImagination.org | © 2012 Destination Imagination, Inc.
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KITE!

Materials:
(Tape to Table)

2 Sheets of Newspaper
4 Craft Sticks
4 Chenille Sticks (Pipe Cleaners)
1 Rubber Band
16ft (480cm) of String
4 Wooden Skewers
1 Yardstick (Meterstick)
2 Pairs of Scissors
The yardstick (meterstick) and scissors may NOT be damaged and may
NOT be part of your kite.

DestinationImagination.org | © 2012 Destination Imagination, Inc.
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APPRAISER COPY

Destination ImagiNation
Instant Challenge
Entry and Advanced Levels
Focus: Innovation and design process, strategic planning,
experimentation, technical design and construction, teamwork.

FROM TOP TO BOTTOM
Challenge:

Your TASK is to build a structure that is attached only to a yardstick
(meterstick) and is as long as possible.

Time:

You will have up to 6 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to plan your strategy and to build your structure.

Setup:

In the center of the room is a ladder. Attached to the ladder is a yardstick (meterstick).
There is also a table with materials.

Procedure: (6 minutes):

Build a structure that is as long as possible from top to bottom.
Your structure may only be attached to the first 2in (5cm) of the yardstick. It may NOT touch the
floor. At the end of 6 minutes, or sooner if you wish, the Appraisers will measure the height of
the structure, from top to bottom.

Materials:
4 Chenille Sticks (Pipe Cleaners)
4 Mailing Labels
1 Yardstick (Meterstick) for Measuring

1 Piece of Foil
12in (30cm) of String

2 Index Cards
1 Paper Cup

The yardsticks (metersticks) may NOT be damaged and may NOT have the mailing labels
attached to them.

Scoring:

You will receive
A. 1 point (60 points maximum) for each inch (2.5cm) of length in your structure measured
from top to bottom.
B. Up to 20 points for the creativity of your structure.
C. Up to 20 points for how well your team works together.

DestinationImagination.org | © 2012 Destination Imagination, Inc.
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Appraisers Only:
1. The setup consists of a ladder in the center of the room. Attached to the ladder, parallel to
the floor, is a yardstick (meterstick). There is also a table with materials and a yardstick
(meterstick)

Yardstick
(Meterstick)
Ladder
Table with Materials
and Yardstick
(Meterstick)

30in
(12cm)

2in
(5cm)

2. There is a piece of tape on the end of the yardstick (meterstick) showing where the 2in (5cm)
ends.
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TEAM COPY

Destination ImagiNation

FROM TOP TO BOTTOM
Challenge:

Your TASK is to build a structure that is attached only to a yardstick
(meterstick) and is as long as possible.

Time:

You will have up to 6 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to plan your strategy and to build your structure.

Setup:

In the center of the room is a ladder. Attached to the ladder is a yardstick (meterstick).
There is also a table with materials.

Procedure: (6 minutes):

 Build a structure that is as long as possible from top to bottom.
 Your structure may only be attached to the first 2in (5cm) of the yardstick.
 It may NOT touch the floor.
 At the end of 6 minutes, or sooner if you wish, the Appraisers will measure the height of the
structure, from top to bottom.

Scoring:

You will receive
A. 1 point (60 points maximum) for each inch (2.5cm) of length in your structure measured
from top to bottom.
B. Up to 20 points for the creativity of your structure.
C. Up to 20 points for how well your team works together.
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FROM TOP TO BOTTOM

Materials:
(Tape to Table)

4 Chenille Sticks (Pipe Cleaners)
1 Piece of Foil
2 Index Cards
4 Mailing Labels
12in (30cm) of String
1 Paper Cup
1 Yardstick (Meterstick) for Measuring
The yardsticks (metersticks) may NOT be damaged and may NOT have
the mailing labels attached to them.
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APPRAISER COPY

Destination ImagiNation
Instant Challenge
Entry Level
Focus: Innovation and design process, technical design and construction,
improvisational acting, story development, theater arts, teamwork.

SCAVENGER HUNT
Challenge:

Your TASK is to think of and create 5 items that could be on a list for a
scavenger hunt, and then to present a PERFORMANCE in which a character goes on a
scavenger hunt.
For the purpose of this Challenge, a “scavenger hunt” is an activity where
someone tries to find items on a list within a time limit.

Time:

You will have up to 4 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLSto think of and then build 5 items that could be on a list for a scavenger
hunt, as well as to plan and practice your PERFORMANCE, and then up to 2 minutes to
present your PERFORMANCE.

The Scene:
•Part One (4 minutes): Think of 5 items that could be on a list for a scavenger hunt. Write
them down on the sheets the Appraisers will give you. You should use the materials on the
table to build those 5 items. You should also use Part One to plan and practice your
PERFORMANCE. Your PERFORMANCE must include a scavenger hunt.
•Part Two (2 minutes): Present your PERFORMANCE in which a character goes on a
scavenger hunt.

Materials:
1 Piece of Foil
7 Chenille Sticks (Pipe Cleaners)
3 Index Cards

5 Craft Sticks
5 Rubber Bands
5 Colored Markers

3 Mailing Labels
1 Garbage Bag

2 Paper Cups
1 Pair of Scissors

The markers and scissors may NOT be damaged and may NOT be part of the items. A piece of
paper and a pencil will be available for your team to use as you plan and present your
PERFORMANCE.

Scoring:
A.
B.
C.
D.

You will receive
10 points if your PERFORMANCE includes a scavenger hunt.
Up to 10 points (50 points maximum) for the creativity of each item you build.
Up to 20 points for the creativity of your PERFORMANCE.
Up to 20 points for how well your team works together.
DestinationImagination.org | © 2012 Destination Imagination, Inc.

27

TEAM COPY

Destination ImagiNation

SCAVENGER HUNT
Challenge:

Your TASK is to think of and build 5 items that could be on a list for a
scavenger hunt, and then to present a PERFORMANCE in which a character goes on a
scavenger hunt.
For the purpose of this Challenge, a “scavenger hunt” is an activity where
someone tries to find items on a list within a time limit.

Time:

You will have up to 4 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to think of and then build 5 items that could be on a list for a scavenger
hunt, as well as to plan and practice your PERFORMANCE, and then up to 2 minutes to
present your PERFORMANCE.

The Scene:
Part One (4 minutes):
 Think of 5 items that could be on a list for a scavenger hunt.
 Write them down on the sheets the Appraisers will give you.
 You should use the materials on the table to build those 5 items.
 You should also use Part One to plan and practice your PERFORMANCE.
 Your PERFORMANCE must include a scavenger hunt.
Part Two (2 minutes):
 Present your PERFORMANCE in which a character goes on a scavenger hunt.

Scoring:
A.
B.
C.
D.

You will receive
10 points if your PERFORMANCE includes a scavenger hunt.
Up to 10 points (50 points maximum) for the creativity of each item you build.
Up to 20 points for the creativity of your PERFORMANCE.
Up to 20 points for how well your team works together.
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SCAVENGER HUNT

Materials:
(Tape to Table)

1 Piece of Foil
5 Craft Sticks
3 Mailing Labels
2 Paper Cups
7 Chenille Sticks (Pipe Cleaners)
5 Rubber Bands
1 Garbage Bag
1 Pair of Scissors
3 Index Cards
5 Colored Markers
The markers and scissors may NOT be damaged and may NOT be part
of the items. A piece of paper and a pencil will be available for your
team to use as you plan and present your PERFORMANCE.
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SCAVENGER HUNT LIST
1. ____________________________
2. ____________________________
3. ____________________________
4. ____________________________
5. ____________________________
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APPRAISER COPY

Destination ImagiNation
Instant Challenge
Advanced Level
Focus: Innovation and design process, technical design and construction,
improvisational acting, story development, theater arts, teamwork.

TAPESTRY
Challenge:

Your TASK is to create a tapestry and then to present a PERFORMANCE
in which you try to sell the tapestry to the Appraisers.
For the purpose of this Challenge, a “tapestry” is a hand-woven wall hanging.

Time:

You will have up to 9 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to create your tapestry and to plan and practice your PERFORMANCE,
and then up to 2 minutes to present your PERFORMANCE to the Appraisers.

The Scene:

Here’s your chance to weave a picture!

●Part One (9 minutes): In the center of the room is a frame strung with strings. You are to
weave the colored strips of cloth into the strings to create a tapestry. You may also use Part
One to plan and practice your PERFORMANCE.
●Part Two (2 minutes): Present your PERFORMANCE.

Materials:
1 Frame with Strings

50 Strips of Colored Cloth in 5 Different Colors

20 Clothespins

None of the materials may be damaged. In addition, your team will have a piece of paper and
a pencil to use as you plan and present your PERFORMANCE.

Scoring:
A.
B.
C.
D.
E.

You will receive
4 points (20 points maximum) for each color of cloth in your tapestry.
20 points if your use all 10 strips of one of the colors in your tapestry.
Up to 20 points for the creativity of your tapestry.
Up to 20 points for the creativity of your PERFORMANCE.
Up to 20 points for how well your team works together.
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For Appraisers Only:
1. The setup consists of a 6ft (180cm) X 4 ft (120cm) wooden frame in the center of the
room. Twenty 4ft (120cm) pieces of string are strung between the two 6ft (180cm) pieces
of wood. There is also a table with materials.

Frame

String

Table with Materials
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TEAM COPY

Destination ImagiNation

TAPESTRY
Challenge:

Your TASK is to create a tapestry and then to present a PERFORMANCE
in which you try to sell the tapestry to the Appraisers.
For the purpose of this Challenge, a “tapestry” is a hand-woven wall hanging.

Time:

You will have up to 9 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to create your tapestry and to plan and practice your PERFORMANCE,
and then up to 2 minutes to present your PERFORMANCE to the Appraisers.

The Scene:

Here’s your chance to weave a picture!

Part One (9 minutes):
 In the center of the room is a frame strung with strings.
 You are to weave the colored strips of cloth into the strings to create a tapestry.
 You may also use Part One to plan and practice your PERFORMANCE.
Part Two (2 minutes):
 Present your PERFORMANCE.

Scoring:
A.
B.
C.
D.
E.

You will receive
4 points (20 points maximum) for each color of cloth in your tapestry.
20 points if your use all 10 strips of one of the colors in your tapestry.
Up to 20 points for the creativity of your tapestry.
Up to 20 points for the creativity of your PERFORMANCE.
Up to 20 points for how well your team works together.
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TAPESTRY

Materials:
(Tape to Table)

1 Frame with Strings
50 Strips of Cloth in 5 Different Colors
20 Clothespins
None of the materials may be damaged. In addition, your team will
have a piece of paper and a pencil to use as you plan and present your
PERFORMANCE.
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APPRAISER COPY

Destination ImagiNation
Instant Challenge
Entry and Advanced Levels
Focus: Innovation and design process, technical design and construction,
improvisational acting, story development, theater arts, teamwork.

SHADOW SHOW
Challenge:

Your team is to present a PERFORMANCE using a shadow screen.

Time:

You will have up to 5 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to create a story with characters, scenery and props that can be told using
shadows cast on a shadow screen and 2 minutes to perform your story for score.

The Scene:
•Part One (5 minutes): Plan and practice a PERFORMANCE in which a shadow screen is
used to tell a story with characters, scenery and props. Your story must have a good character
and a bad character. In addition, make sure that your skit has a beginning, a middle and an end.
•Part Two (2 minutes): Present your PERFORMANCE.

Materials:
10 Sheets of Heavy Paper
6 Craft Sticks
4 Straws
8 Mailing Labels
3 Pairs of Scissors
The scissors may NOT be damaged and may NOT be part of your story. A piece of paper and a
pencil will be available for your team to use as you plan and practice your PERFORMANCE.

Scoring:
A.
B.
C.
D.
E.

You will receive
10 points if your skit has a beginning, a middle and an end.
10 points if your story has a good character and a bad character.
Up to 10 points (30 points maximum) for the creativity of each of the following: characters,
scenery and props.
Up to 30 points for the creativity of your PERFORMANCE.
Up to 20 points for how well your team works together.
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For Appraisers Only:
1. The setup consists of sheet hung between 2 ladders. There is a slide projector that is focused
on the sheet. There is also a table with materials.

Ladder
Sheet

6ft (180 cm)

Slide
Projector
Table with Materials
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TEAM COPY

Destination ImagiNation

SHADOW SHOW
Challenge:

Your team is to present a PERFORMANCE using a shadow screen.

Time:

You will have up to 5 minutes to use your IMAGINATION and PROBLEM
SOLVING SKILLS to create a story with characters, scenery and props that can be told using
shadows cast on a shadow screen and 2 minutes to perform your story for score.

The Scene:

This is your chance to work with shadows!

Part One (5 minutes):
 Plan and practice a PERFORMANCE in which a shadow screen is used to tell a story with
characters, scenery and props.


Your story must have a good character and a bad character.



In addition, make sure that your skit has a beginning, a middle and an end.

Part Two (2 minutes):
 Present your PERFORMANCE.

Scoring:
A.
B.
C.
D.
E.

You will receive
10 points if your skit has a beginning, a middle and an end.
10 points if your story has a good character and a bad character.
Up to 10 points (30 points maximum) for the creativity of each of the following: characters,
scenery and props.
Up to 30 points for the creativity of your PERFORMANCE.
Up to 20 points for how well your team works together.
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SHADOW SHOW

Materials:
(Tape to Table)

10 Sheets of Heavy Paper
6 Craft Sticks
4 Straws
8 Mailing Labels
3 Pairs of Scissors
The scissors may NOT be damaged and may NOT be part of your story.
A piece of paper and a pencil will be available for your team to use as
you plan and practice your PERFORMANCE.
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