The 2001 Destination ImagiNation

Team Managers' and Officials' Challenge

Mission: ImagiNation

It's 1968, and mod, hip shows featuring spies and undercover cops are the grooviest thing on the tube.  You'll have to Get Smart to remember shows like Mod Squad, The Avengers, and The Man from U.N.C.L.E.  And who could ever forget The Prisoner, with that eerie white blob chasing down the mysterious Number 6 every time he made an escape attempt?  Of course, the leader of the pack was Mission: Impossible - which has returned to popularity today on the silver screen. 

Your mission, should you choose to accept it, is to prove that you can be just as suave and sophisticated as Emma Peel, as cool and collected as Illya Kuryakin, and as daring and debonair as James Bond. Or maybe you'd rather just try to be as goofy and gawky as Maxwell Smart and Agent 99... 

The script has been written, the bad guys are practicing their sneers, and the cameras are rolling. Action!

The Scene

As your scene opens, you discover that the infamous arch-villain Dr. ImagiNo has captured - and cloned - Vombie the Penguin! There are now one hundred identical Vombies huddled miserably in a cage, protected by a force field, in Dr. ImagiNo's secret laboratory. Dr. ImagiNo is planning to brainwash the cloned Vombies and send them all over the earth to steal the secrets of the world's most creative thinkers. You must rescue the Vombies before Dr. ImagiNo can put these nefarious plans into effect!

Guest Star and Sponsor

Vombie the Penguin is the VOMBO mascot. Vombie frequently wears tie-dyed clothing and enjoys hanging around with the world's most creative kids. For this challenge, he is a "beanie" toy about 4 inches high.

VOMBO, a booster organization for Destination ImagiNation. supports the program in several ways, including raising money for college scholarships for DI participants. For more information, please visit http://www.vombo.org/.

Plot Twists

· Up to eight teams perform in each round. But - there is just one cage with Vombies - you'll be competing head-to-head to see who can rescue the largest number of them.

· In addition to 100 cloned Vombies, there are 12 of Dr. ImagiNo's accomplices in The Cage.  You won't want to rescue these Bad Guys - but wait! Drop one into an opponent's area and they get a score deduction. 

· All of the Vombies and Bad Guys have been contaminated by Dr. ImagiNo's force field. You can't touch them directly. You must use prop DI-vices, described below, to rescue and decontaminate the Vombies.

· All good spies had to be as smooth on the dance floor as they were while outsmarting the Bad Guys. After the Vombies have been rescued and decontaminated (and counted), you - and your rescued Vombies - must demonstrate your moves in a Celebration Dance. 

Prop & Costume Departments

You must design and construct the following two prop DI-vices:

· The Rescue DI-vice, which you will use to retrieve Vombies from The Cage.
· The DI-Contamination Chamber, into which your rescued Vombies must be placed.

You may choose any theme for your costumes and props which you feel contributes to the spirit of the challenge. The creativity and elaboration of your costumes and your prop DI-vices will be a major component of your score.

Timing is Everything
Your team has two minutes in which to rescue Vombies and place them into your DI-Contamination Chamber. You then have one more minute to celebrate the rescue of your Vombies with an original dance. Music will be provided.

Set Design

The arena will be laid out according to the floor diagram shown at the bottom of this page:

· The Cage is four feet wide and four feet tall in an octagonal shape. It has vertical bars spaced to provide 8 inch wide openings. The top of the cage is solid, and the bottom of the cage is raised half an inch from the floor.

· The Danger Zones are areas which you may not enter.

· One team member will work the Rescue DI-vice from your Rescue Zone.

· One team member and the DI-Contamination Chamber must remain in your Home Zone. 

· All Zones measure 5 feet from the edge nearest The Cage to the edge farthest from The Cage.

Composing the Score

· 5 points for each Vombie which is in your DI-Contamination Chamber when the two-minute period expires.

· 1-20 points for the Technical Innovation shown in the design and construction of your Rescue DI-vice.

· 1-50 points for the Creativity shown in the elaboration of your team's Costumes, your Rescue DI-vice, and your DI-Contamination Chamber.

· 1-30 points for the Creativity and Entertainment Value of your Celebration Dance.

· 5 points will be deducted from your score for each Bad Guy which is within your area at the end of the two minute rescue period. In addition, any Bad Guys which remain in The Cage will count against all eight teams!

Supporting Rules

· For purposes of scoring the Bad Guys, your "area" extends from the edge of The Cage to the back of your Home Zone. It includes your Home Zone, Rescue Zone, and both Danger Zones.

· You may not enter another team's Home Zone or Rescue Zone. To avoid any injuries or damage, you should refrain from making physical contact with other team members and their props.  

· You may not directly touch the Vombies or the Bad Guys with any part of your body or costume. Incidental contact will not be penalized, but a deliberately touched Vombie will be confiscated by the Appraisers. Deliberately touched Bad Guys will be confiscated by the appraisers and counted against your team.

· Incidental entry into a Danger Zone will not be penalized. Deliberate entry into a Danger Zone will result in a zero score for Vombies collected.

· For safety reasons, you may not attempt to move or turn over The Cage.

· Both team members - and any Vombies you have rescued - may participate in the Celebration Dance. You may ignore the Danger Zones during this portion of the challenge.

· There will be two competition levels for this challenge:

· The "KAOS" level: The number of team members involved in design, construction, and planning is unlimited, but only two team members may perform the solution. 

· The "Number 2" level: Two team members must complete all portions of the design, planning, construction, and performance of their solution with no outside interference.

Bloopers
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No clarifications will be issued! If necessary, on-site rulings will be made to maintain a safe, fun, and fair event. 

If you are captured during the completion of this mission, the Secretary will disavow any knowledge of your actions.

These instructions will self-destruct in 5 seconds.

Floor  Diagram





The black area in the center designates The Cage.


The inner white segments mark the teams' Rescue Zones.


The outer white segments mark the teams' Home Zones.


The gray areas between The Cage and the Rescue Zones 


and between the Rescue Zones and the Home Zones are 


the Danger Zones.
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