d2k.5 Team Managers and Officials Challenge (TM&O)

“Dr. ImagiNo Strikes Back!”

Friday, May 27, 2005

7:30-10pm  Location
THIS EVENT IS OPEN TO ALL TEAM MANAGERS AND OFFICIALS
The arch-villain Dr. ImagiNo has been hanging around Destination ImagiNation tournaments for years.  His problem is that he has NO imagination of his own, so he is always hoping to, ahem, ‘appropriate’ some from the creative kids at the DI tournaments.  However, he has been foiled time and again by the faithful Vombo mascot, Vombie* the Penguin.  Now Dr. ImagiNo, in desperation, is looking for some new sidekicks to aid him in his search for imagination.  Perhaps you, DI Team Manager or Official, and your teammate can be the very ones who will earn the coveted position as Dr. ImagiNo’s newest apprentices.  To do so, you must prove your worthiness in three ways: 

Your first challenge: Design and wear costumes displaying some special quality that would be useful to Dr. ImagiNo.

Your costumes will be appraised for their display of your team’s imaginative abilities and for demonstrating that you possess some feature or quality that would assist Dr. ImagiNo in his quest to purloin imagination from others.  For example, if you want to impress Dr. ImagiNo with your ability to track things down for him, you might dress up as a dog.  

Your second challenge: Obtain one or more of Vombie’s creative ideas and bring it to Dr. ImagiNo, without alerting Vombie to your activities.

1. You and your teammate must design and construct a Creativity Grabbing Machine (CGM).  The CGM shall be able to grab one or more helium-filled balloons (representing Vombie’s creative thoughts) and return them to your Start Area.  The CGM may have multiple parts, which do not have to be connected to each other.  The CGM may use electrical power but no extension cord will be provided and no guarantee made as to the availability of an outlet.

	2. The challenge site will consist of eight lanes.  Each lane will be 6 feet (1.8 m) wide, and is divided into a Start Area, an Approach Area, and a Home Area.  The Start and Home Areas are squares 6 feet (1.8 m) per side.  The Approach Area is 24 feet (7.3 m) long and will have a Bonus Line running across it 6 feet (1.8 m) from the edge of the Home Area.  Figure 1 shows the course layout.  Each team will be assigned one lane and must remain in that lane while performing the challenge.
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	Figure 1: Challenge Site Layout


3. [image: image1.wmf]Vombie (an inflated toy penguin) will be standing on an “ice floe” in the middle of the Home Area.  The balloons will be situated around him.  They will be helium-filled and attached to ribbons approximately 8 feet (2.4 m) long.  The free end of each ribbon will be tied to a small weight.  The balloons will be placed as shown in Figure 2.  Four balloons will be placed about 12 inches (30 cm) in from the centers of the four sides.  A fifth balloon will be placed on the front edge of Vombie’s ice floe.  The ice floe will be a circular platform no larger than 12 inches (30 cm) in diameter and about 8 inches (20 cm) tall.  

4. As you take your position in your assigned lane, you will have one minute to set up your CGM.  It can be set up anywhere in your Start Area or Approach Area, but not in the Home Area.  At the end of this one-minute setup period, both teammates must return to the Start Area.

5. When you are told to begin, you and your teammate will have two minutes to operate your CGM to grab balloons and bring them to the Start Area.  You may operate the CGM from anywhere in the Start Area or Approach Area.  The CGM may be moved into the Home Area to grab balloons.  Each balloon will be worth more points if both teammates are behind the Bonus Line when the balloon is captured, and will be worth even more points if both teammates are in the Start Area when the balloon is captured.  The balloon is captured at the moment it is moved out of the Home Area into the Approach Area.

6. Only balloons that are in your Start Area when time is called at the end of the two-minute period will count for score.

7. If Vombie is jostled enough to fall off of the “ice floe” platform while you are grabbing one or more balloons, you must immediately stop operating your CGM.  A Vombo volunteer will replace Vombie on his platform and then you may continue grabbing balloons.  You will receive a 10-point deduction for each time Vombie is knocked off the platform.

8. You may not deliberately pop the balloons.  (Any balloons that pop by accident will not be counted against you.)  A team member may reach into but not step into the Home Area.  You must not interfere with the operation of another team’s CGM.  You will receive a 10-point deduction for each violation of these rules.

9. Safety rules from the Rules of the Road apply to this Challenge.

Your third challenge: Create and perform a dance that coordinates with the theme of your costumes.

1. Your team shall choreograph a dance or a set of movements that demonstrates and elaborates the special ability portrayed by your costumes.  In the given example of a dog costume, you might mime tracking and retrieving activities.

2. The dance will immediately follow the competition period (for the second challenge, above) and will last for one minute. All teams will perform at the same time in their assigned Approach Areas, though there will be no deductions for straying out of the lanes. 
Scoring: The Appraisers will award:

· For creatively and effectively demonstrating a quality useful to Dr. ImagiNo with your costumes:

· 1-30 points for creativity

· 1-30 points for the effectiveness of the demonstration of a useful quality

· 12 points for each balloon captured, plus
· 6 bonus points for each balloon captured while both teammates are behind the Bonus Line, or

· 12 bonus points for each balloon captured while both teammates are in the Start Area

· 1-30 points for the technical merit of the CGM

· 1-30 points for the originality and creativity of the CGM

· For creatively and effectively interpreting your special quality with a dance or set of movements:

· 1-30 points for creativity

· 1-30 points for the effectiveness of the interpretation

There will be two competitive divisions:  

· Goin’ It Alone division: If you and your teammate choose to solve the challenge as a team of two with no additional help, you may enter the Goin’ It Alone division.  

· Hangin’ Out (With the Gang) division: Teams with more than two people will enter the Hangin’ Out division. Teams in the Hangin’ Out division must choose two team members who will represent the team by performing the challenge. Other team members may watch from the audience or the sidelines.

TM & O Registration Form

Dr. ImagiNo Strikes Back!

THIS EVENT IS OPEN TO ALL TEAM MANAGERS AND OFFICIALS.

Team Name: ___________________________________________________________________ 

Register for the Level in which you wish to compete:

____ 
Goin’ It Alone division: TWO team members must complete all portions of the design, planning, construction, and performance of their solution with no Interference.

____
Hangin’ Out division: The number of team members involved in design, construction and planning is unlimited, but only two team members may present the solution.

Competitors:

1. Name: _________________________________________________________________________


Address: 
________________________________________________________________




________________________________________________________________




City/State/Province/ Zip or Postal Code/ Country


Email Address: _____________________________________________________________

2. Name: _________________________________________________________________________


Address: 
________________________________________________________________




________________________________________________________________




City/State/Province/ Zip or Postal Code/ Country


Email Address: _____________________________________________________________

Please return this form BY MAY 5 TO: 


Destination ImagiNation, Inc. TM&O Challenge

P O Box 547, 

Glassboro, NJ  08028

Fax: 856-881-3596
Approach Area





Home Area





Figure 2: Positioning of Balloons





Vombie’s Ice Floe








* Vombie is the mascot of VOMBO, a booster organization for Destination ImagiNation, Inc. VOMBO raises funds for scholarships which are granted annually to college-bound DI participants.  Please visit � HYPERLINK http://www.vombo.org ��http://www.vombo.org� to learn more or to join VOMBO.
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