
HUMAN MACHINES

TIME 25—30 minutes

SUPPLIES

> Maskingtape

SET UP Use tapeto markstart andfinishlines15-20feetapart.

SAFETY NOTE This activity requires openspace formoving about, and
members need tobecomfortable with close physical proximity.

THE GAME Divideyour group into teams of three. Telleach team to
devise ahuman machine thatcanmove from thestarting linetothe
finish line. Only two legs andtwo arms ofthetriad may touch the
ground. Once the "machine" hascovered theprescribed course, the
team receives a"patent" ontheirmovement methods—no other group
canduplicate theirmethod! Only oneteam canproceed atatime. Give
teams time to strategizeat the beginning.

GOING DEEPER

> How did youdevelop your machine ideas?
What ideas didyou notuse, andwhy?

>Was it easy ordifficult to involve each team member inyour
machine's function?

>How didyou respond ifanother team patentedyour idea before
your team got to tiy ?


