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Foreword

There was a time 1n Amenican history when youngsters knew the names of prominent isvensoes
who embodied heroic role models for thems. Eli Whizney, Robert Palion, Bell, Edison, the Wright
Broghers were known to yosmgstors #s part of theie growing up. But that was before television,
video sad celluloid were invented and peepared for the marketplace. Now canoon heroes and
professional athictes soe dominast.

Commercial celtere directad toward youth absorbs on the average more of pre-feenagers’ Gme
tham the bours spent at school. Over thirty hours per week, with no vacations! Clearly, thore is

ang vaduable that is lost when vo mach time is spent gazing, whille sitting often munching
Junk food, instead of using the yosag mind’s fresh curiosity and creativity. Young inventiveness
is not touched, stimulated, or given an opportunity 10 Mlower, Yeri Heta has produced one way to
evoke the lavent imagimation of youth with his “Yoweg Investors: A Kir for Competivion
Orpanizers,” as part of the bntnute for Chvic Reaewal's Inventors of the Future Project, While
not eapesting 1o appratimate the houes and parental involvement that prodoses Litte League
Bascball every year, this ceganizing sransal asgéres to bring youngsers, teachers, parents and
community investoes together %0 inspire who knows how many productive inventors, inventions
and useful economic activites in future years, while cogaping yousg people of sl backgrounds
o what used to be called “useful purssins.™

The individual invemor is will the principal source of inventions, whether or not be o sbe is
working indepondemtly or for companics of govermment of university departments. There is a
miyth circelating that complex technologies require commanees of inventiveness, with large
capital resources and equipment, 10 invent these days. Tell thas so Jercene Lemelson who held
over 500 patents before he passed away in 1997, Tell $hat 10 Jacob Rabinow who has 229 patems
in many complex Helds as well,

Mr. Lemelson and his wife Dorothy were so convinced of the noed for a vibrant indepeadont
inventor enviroament in this country that they establsshed the Lemelison Natosal Program i
lnvention, lasovation, and Creativity 10 suppoet 3 varkety of education initiatives that would

amract young people 10 invent and start thoir own businesses, At last there is an institutional

conteat with resources 1o make Yuri Huta's Yowng Invessor's Compertinion Kit moee bikely 10
come 30 the pobilic s attention and be used in one community afier another,

I'll leave it %0 Mr. Huta t0 guide you through the very peactical and casy-to-use ways %0 have a
successful competition and aftermath, He has invented the Wheel on this Topic and you can roll
quickly 10 a successful ovent with most of your questions pee-answered nght dows to forms that
you can emplory.

For years [ have wonderad how o bring the fascinating weekly U.S, Patent Office Gazette, with
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s descriptions of pew inveations receiving patents, %0 young people. After all it cost over $500 2
year for a sebscripton! Well, now all patents back 10 1976 are oo the Intcenet for amwone 1o soe,
savor and be stimulated. Given what violent, addictive Paviovien fare is paraded before
yoangaters, & screen full of diverse and imaginative patents is not a bad allersative clatmant on
their growing up time. This should gencrate move interest in Young Inventor development and
competitions, The address for the Patem office’s searchable databese is:

htrp Vwww Luspto.gov/eehvioffices/ac/idovocipipatbitvindex. ml

W Nader

Washingron, D.C.
February 1999
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Introduction

This kil is designed 1o help you angaatze a Young Inventor’s Competition.  The goal of the
Young lavessce’s Competition is 10 escourage young people to invest. lnventon can improve

The essence of the Young lavemor”s Competition is 1 inspire yousg people 0 discover the
mvension peocess and 10 foster innovative thinking. kmpostant sventions have arisen and
contitme 10 arise from an lmnovative use of an accident or mistake. This competition stimulases
the type of creative teaking necessary 10 identify ahernative perposes for accidental discoveries,
Farthermore, this competition will belp shater the myth that invention is largely a systemas
peoblem-solving process that goes 0n ot corporae research laboratorses. The Young Inventor’s
Competition can help drive home the point that sosse of the mont impoetant U.S. innovations
have comse from individual inventors. For example, Chales Goodyear was experimenting in the
Lischen of & boardinghouse when he accidentally discovorad the process of rebber vulcanization.

This forum provides America’s young people with a vehicle to showcase and encourage their
inventions. The competition will also serve 1o facslitase communication and networking smosgst
the young inventors in their exchange of ideas.

The Young Inventor's Competition Organizers Kit contaims all of the matenals necessary for
staging 3 succesnful competition, including:

How to get the invention process stanoed.

How to organize Jocal and county-wade competitions.

Sample letier, news release, evaluation form, entry form, cenificase of achicvement.
lovemor profiles.

Activitics 1o stiealate creative thinking.

Finding an Inventor Mesece In your area.

Farther resources,

This is the first edition of the Young Inventoe's Competition Organizing Kit. Future oditions G
be improved based om your comments. Please send us your suggestions snd ideas.

favemors of the Future Project
hesstitee for Crvic Remewal
PO, Box 154058
Washingson, D.C. 20034






How to Use This Kit

This Orgonizer’s Kir contains two main units: Becoming the Orgamizer and Imventing 10/,

The Becoming the Orgamizer unit provides information, activities and resources for you to use o
puide chabdecn through the mvention process. The Organizing the Compeninion section will ke
you theough the step-by-step process of organizag s cvent that will showcase the insagmation
sad talent of all pasticipants. The neal secton of Bas smat, Sampder, provides you with time-
savieg resources for orgasizing the competition. By teaching children the problem-solving
strategies describod in the third sectson of this unt, Sparting feagisanion, you will give them the
techmigues and sssurance they need to think creatively. You can reinforce their creativity by
cagaging them i the activities described in the last section, Activinier & Move Activities.

The luventing 10] unit supplics a vanety of Bandouts that you can photocopy aad use o
stimulite participants and belp them in imagining sad creating thesr own investioas.  Handosts
contain valuaile information sad activities that will help participants orgasice their thoughts
about problems, solutions, sames and othor masters related 10 the invention process,

Be sure o read theough the handouts i thes sait horoughly before distnbuting them. Since they
are self-explanalory, there afe no teacher’s noles 1o accompany them. The handouts are itended
10 be used soguontially and us 3 unit, Handouts 7 and 8 (Building sad 1esting a model) are more
complex and are optional. We recommend including these activities for higher grades andfor
skill levels or for extra credit.

This Ovganizes s Kir bs for yoo 10 ase. Write s . Photocopy pages. Refer so i, At the end,
you will see 2o evaluation forms. Plexse 1311 it out and let s know how we can lnpeove upon the
kit.

Good luck!
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Young Inventors

Becoming the Organizer

1. Organizing the Competition
2. Samples

3. Sparking Imagination

4. Activities and More Activities



Organizing the Competition

Hosting & competition will roguire oeganizationad skills os your part. This section sbould help
you remember the many details thae will be involved

The main steps in crganizing the competition are:
Huikdag a Coalinon

Selecting Participants

Setting Geadelines

Determaning Budget and Spossorns
Choosing 2 Date

Selecting a Location

Obtaining Publicity

Fndag Judges

Orgamzing Logistacs,

When ceganizing the compettion, you me determine the type of entnes that will be sebesimed
and judged. specificalily prescstations, inventor”s journals andior models. The samples aad
handouts in this kit require a presentation and an imventor”s journal to be sebmtied for the
competition. Building and testing a maodel is optional and the model itself can be used for extra
credit. However, you should tailor this kit 10 suit the age and sbalities of the studests with whom

you are working

The checklist repeats much of the information im this section in a concise format, Armed with
this Kit, a calendar and a notebook, yvou shosld be well-prepared for organiziag the competition.

B
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How to Organize an Invention
Competition

Before carrying om any of the steps below. read Shrough thas entire section and the checklt that
follows. This will help you ensure that you are preparned.

Seep | Getting Stansed-—Baelding & Coulithon

The first step m organizing is to find people just Bie you. Find people who e interestod i
introducing children to the world of invention. Approach school principals and seachers, scout
woop keaders, members of local inventor ceganizations, muscum direcions, pareats and local
bosimess owners, Set up a mecting with isteresiad parties, The sample section of this unit
contains a sample ketter o poteatial coulition members for your first meeting.

At this meeting. discwss what tasks will necd to be dooe 10 organize s inventsos competition
(you can even make copees of these three pages or the checklist a2 the end of this section and
hand it oun). Assign mdinviduals 10 do the vanious jobs imvolved s hosting the competition. You
willl need people 10 select m appropriate dase, secure a location, recruit judpes, atuact
participants, solicit sponsors, publicize the event, provide panicipeats with ceruficates of
achievement and caganire the stinerary for the day.

Siep 2 Participants

Decide who will be eligible to participate. 'Will this lmvensor’s competition be limited %o children
of cersain age groups, from a cenain grade, scoul troop, scsence club or particalar region or city?
Once this has been defermined, contact the group(s) thae will be eligible 10 pamicipase as well as
any adults involved with the group. The planning stages for the event dhould inclode
representatives from the eligible grosps. For instance, if the competition will be open 10 an
entire school, meet with the school principal and teachers 10 explain the event,

If the scope 15 10 include all cheldren withia a city, peblicize the event well im advance. Leave
information i schoos and libranes as well as any youth onented groeps (8., &-H, YMCA,
YWCA, eic. ). Provide teachery, scout teoop leadens, oic., with information on stimulating
croative thisking in kids. You can grve them oxtra copies of this kit or excerpts from this kit

Step 3 Gubdelines
Gendelines should be establiabed for the competition entries. Wil particepants be required to

produce their invention joursal, 2 preseatation board and'or an actual model” Will there be an
opportunity for extrs crodit? How will the entry be padgod! What criteria will be esed? Will

N



students receive the judpe’s evaluation form whea the competizos s over”? What restrictions will
be in place (¢.g., matenals, cost of materials, size, parental invedvement, o 17 Ase the eatries 1o
be done by individeals or teams? What safety peecautions will noed 1o be taken for the types of
catries” What will the deadline be? Wil the participants be anonymous (receiving an
Weatification number)? A sample instruction form, entry form and jodge’s evaluation form are
inchaded in the sample section. Once you have set your gusdelines, dases and location, you can
complete and distribute hese forms. Be sere thatl the guldelnes are socuestely reflectad in your
final forms.

Siep 4 Budpet & Sponsors

Define revenue sources (e.g., spoasors, fundruisers, doaations, e10.), expenses (e.g., publicity
materials, site, prizes, invention-related field tngs, e5c.) and fee schedules in 2 budger

Local sponsors can help defray some of the costs for the competition and stract pasticipaots,
Sponson can akso provide in-Kind gifts sech as modals, trophics, supplics. In adStion 1w gifts,
spoanoes may be willing 10 lend resources and oguipment 1o the competiton. Furthermone,
spomsocs may be able 1o provide a mastor of ceremonios for the competition, mentons for the
stodents and judges to evaluate entries.

Where can you find spoasons? Look 1o businesses that are community -ociented, sell prodects
marketod peimarily 10 youth or that depend on the mvention peocess, Contact civic

CIRANLAONS, COMMUNItY groups, muscums, schools, colleges, universites, law finm, rescarch
lsboratories, churches, tielevision stations, radio statoes, oic

When you comtact spoasors, be speaific about your noeds. Let them know if you are looking for
funds, in-kind gifts or human resources. Tell the spossors how all contribusions will be ased.
Describe the competition and the groops iavolved. Assure them that they will be recognized for
thelr contribetion and sell them how,

Once you have enlistod spoasors, send them regular spdates 00 the progress of the competition.
Remind thesn what they have pledged 1o coatribute as the date draws near. When the
competition s finished. send cach sponsor a thank-you card.

Step § Chonrsing @ Diate

Chooung a date Ko the event usually deponds on the availability of the facilites you plan 80 we.
When sclocting a date, it is important %o consider several key factors:

. Will schools be in session amd will chaldren have time 10 paricipase

. What other public eventwholsduys are happening at thes time

. Does the timing cotacide well with the schedules of your judpes and spomvon

. Is this a good time for e people who will Belp coonfisate this cvenl



Step 6 Selecting @ Location

Try 1o estimate the aumber of participants in the event sad try to find a location accordegly.
Make requests for space well in advance, at least soveral months prioe 10 the evest. In selecting &
sile, it b dmportast o0 Aeep in mind any special amenitios the participants may require. Good
places 10 Jook for spece are school gyms, Libeasies, shopping malls, local service groups’
(acilitics, church halls, botehs and conference contens.

Try to anticipate the neads of the locativa by answenag the following questions. Wil the sae be
affordable or even free? Is it in a safe arca’ s there parking available? Will the vite masaper
allow you o use space for storage before and after the event? If some of the entraes neod
electricity, will outlets de avmlable® I i accessible 10 wheelchains? Ase the doors wide enough
for the mavimmm allowed size of entries? Does the site have any restrictions as 40 the nature and
types of maserialy that will be brought in? Will you seed 1o provide transportation to the site for
participants, jodges. ete,? b public transportation avasiable o thes se? Is it casy 1 find?

If you sefect 2 location that may be new 1o yoer particapunts, be sure 10 Setridute 2 imap and
directons along with the entry instructions asd estry form. Also, if you will be using several
TOOMTS, YOu fay Want 1o prepare & site map. Be sure so mark the following areas: competition
roons, informaticarepiviration boodh, judge’s coener, public restrooms, public phone.,
whoclchair-accemible entrance, parking lot, etc.

Step 7 Publicity

Publicity for the competition will help participants feel a sense of sccomplishment and provide
special recogrition for their efforts. The publicity can take many forms: electrome

communication (o.g., e-mail assouncements sad web pages) media (e.g. newspapers, television
aad radio); community {e.g. ibeary duplays, schood sewsletten, commamnity bulletin boards,
church bulletins & as well as word of mouth. The key is 10 get the woed out 1o the community
that thes competition &s going on. Keep a list of peblicity contacts for feture reference.

Soemc ety in dealvog with the media

« your local ibeary o sate legiskator should have 2 “state handbook™ with the names and
addeowscs of all newspapers,

. koep in mind that television s visual and a rocen full of evcned children demonstrating
their inventions should be appealing to televiniom stations,

- Jearn the deadlines for newspapors and radio and television broadcats and sarive 1o meet
hese deadiines,

B do not ignore your bocal cable access channel whach is a fantastic modium %o reach an
audience intesested in Jocal events.



Try o assign the job of publicity to a volestoer that has experience dealing with the media andior
has good communacation skills and is knowledgeable about the competition. You can noify the
media about your event by calling journalists directly, seading 0ot press releases and/or writiag a
lemer-to-theeditor. See the samples section for more information about preparsng a peeas
release.

Ensure thae your voluntoer or you, the oeganizer. will be available to speak with the media o the
day of the competition. Have press kits available 10 be given 10 any media persoanel. These kits
should contain a press release for the day of the competition aad sy previous peess releases,
Previous anticles sad background iedormation shout the competition can s be included in the
pross kKits. Ensure that all volusseers know where they can obtain a press kit should Shey be
approached by a member of the media. Alwo, eosure that volunteers kaow who is asigned 1o talk
80 the media.

Step 8 Judging

Who can be a judge of 2 lnveaton” Amyone can be & judge. Prospective judpes could be
Imventors themselves (Contact investor cganizatsons (s your mea), leachers, professors, sponsors
and commumty Jeaders. s important 10 pot & panel of jadges with a divene hackgroumd.
Judges may work ungly or in lcams.

How do you judge the winner? Create a clear and concise evaluation form for the padges 1o
casily amd quickly fill ot whea reviewing the entries. This will ensare @at inventions s jadged
objectively. The cniteria listed va the judge's evaluation forms shoukd match B criteria that
participants” Inventions are required 10 mect (see the jadge’s evaluation form in the sample
section ),

Judges should be alkrwod ample time 1o judge entries. This Is especially imporman if the judpes
will be permitted 1o imerview partiopants. If merviews are allowed, have 2 predetenmuned list
of approprate guestions that may be asked (¢.g., what prodlem does the imvention salve; how
does it work: explain your research and testiang: explain yosr inventor”s joursal; o)

Ensure hat judges inspire students versus embarrass them. Propare all appropnate materials foe

Judpes inchading evaluation forms, clipboands, etc. If judges are to see the entry forms of the
pacticipants, ensure that they receive each form or thas the forms are attached 10 the preseatations
in advamce. Assipn judges to groeps of presentations, If appropeiaste, ahead of tisse. You may
want 10 group presentations acconding 10 grades, types of inventions, ¢t¢, Be sure 10 allow
volameers esough time to tally the results sad ansounce the winsers,

Step @ Logistics

There will be mamy logistic considerations that you will have 10 determine for the competation.
Prepare an itinesary for the day of the competition (¢.g., set-up, registration, judging, imerviews,
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winners announced. cic.). Distzibute it 1o voluntoers, participasts, pedges, eic. You may cven

want %0 peepare an ilincrary for the week pror 1o the competition 10 help you crganize last
minule detalls.

Ask the maintesanceiconference staff of your location of your own volunteers 30 belp you set sp
the tables. podium, spesker system and anythisg chu that you may seed 1o prepare beforehand
(peederably a day or two in advasce ).

Select several voluntoers 10 work al & pegisteaion table on the days when particigants are
bringiag in thewr entries. The duy(s) on which participants ace to enter their submissicas should
preferably be scheduled a day or two in advance of the competition self. The voluntoers should
inform and direct partapants.  Volunieers should emsure that peesentations are complete,
including mvessoes joursal, entry form, etc., as appropriate. Have a plan for what will happen to
imcomplete entries (grace period for submissions, disqualifications, ¢tc.). Be sere that the
volunteers have adoquate copies of any matenals that they will noed (¢.g., Rineraries, site map,
entification tags, etc.). Also, ensure that your volusteers know the site well and can provide
drections 10 the restrooms, wheelchair-accessible catrance, phones, stompe arca, oic.

You should bave » registratson tablefinformation booth for the day of the competition as well
This central location can be useful for resolving kast minute details and for registenag
particpants, parents and Vislors, as necessary. Again, the volunteers at registration should be
equipped with any mecessary meaterials, sach as sign-in sheets, pens, pencils, mame tags, sne
mage, press kits, and should be knowlodgeable about the location of facilities within the building.
I theee are other events occwrring in the same baidding 0n the same day as the competition, you
and your volusseers should be aware of them. People who ace lost i the buslding may ask you
and your volunteers for directions to the evest. If you are progured 10 answer their questions, you
can dispense with them guackly. Also, you should let the organizers of the other events know
where your competition is being held, so that they may send any Jost participants of judges to the
competitson rooms drectly,

You may want 10 have a separate judges’ comer with a volusteer or two. Here, judges cam pick
wp their cvaluation fonws, name tags. itmerirics and sy other pertnent infoemation. They
should return 50 Bis area with thelr completed cvaluation formss for tallying. A volanteer from
the judge’s comer can be responsible for tallying the results and writing out the nasnes of the
wimsers clearly for the masser of ceremonies 10 read. Also, ensare that yos have s volumeer
respoesible for organizing and distribeting any medals, ribboas or prizes. This is 3 pood tme foe
your master of ceremonies 10 thank the sponsans of the competition (individually if there are aot
o many ) and e voleateers (again, individually if Sere are Dot 100 many).

M.mhmhnueﬂqmwwmmmﬂmmmm
competition has endod.



Checklist for Organizing the Competition

Most of the mformation in this checklist is covered elsewhere in greater detail in this Kit.
However, it may be useful for you to emare @al you have not forgotsen anything in planning ths

Plasning the Competition

I e Read! theough the Orgamizer”s Kit

2 e Select & date for the first ceganizational meeting.

L} — Noafy potential coslition members sboot the meeting via lemers and phone calls,

4 e Assign individuals vanious tesks sach as orgasizing logistics (c.g., date, time. eic.),
sponsanhip, publiciry, judges, e

S . Decide who the particspants will be,

L3 — Hold » meeting with ropeesertatives from the participating groups.

7. e Provide teachers, troop leaders, esc. with activities %o belp stimulate creative
thinking.

&  __ Create guidelises.

9. e Write the list of matenals you will need (e.g.. photocopies of activity sheets, medals,
awand, o)

N, Creste a budger.

1L Eslist spossons,

12 Ples funber investson-relased activities such as a fiedd wip 10 a Scicace Muscon.

13 Choose a date for the competition.

. Sclect alocation. Prepare 3 map and directions %o the location if necessary. Prepare
» site map If secessary,

15, Publxize the competition.



16,
17
18

19,

21

-

___ Notify the media about the dato and ask them o attead.
_ Ask your local cable stazion to tape the event.
___ Enlist mentors, jadges and a master of coromonies for the competition,

_ Essure that teachers, troop leadens, etc. have all participant handouts that pertasa to
e inventing process,

___ Send remsasdens 1o sponsons, panicipants, mestoes and judges about what their
ibilitbes are

. Distnbate partiopants” entry foem,

___ Distribete competition Instrections md location map and directions,

___ Man the layout of the rooes before the competition day.

_ Prepare judge’s entry forms, ideatification tags, drectional signs. clip boards,
pencils, camerns, medabs, awards, certificates of achievement, press kits and sy other
materials thae will be necessary for the day of the competition.

__ Sebect voe o several volunteers 0 be respoasible for proparing the right number of
materials. having them available during competition day. distributing them and
cleanag up aficrwands

_ Prepare und dismbute u final pross release. Ask those svolved o provide you with
quotes.

— Arrange for roues set wp and regnlation.

_ Envere that you will be able 1 lock e room i the extries will remain overnight.
. Obwsin pasest permission slips and entry forms.

___ Armmange for transportation 10 the sise (if necessary),

_ Obtun a peblic announcemsent sysiem 10 announce the wianers.

. Ask 2 volumeer to be the mastor of cereaonies.

__ Write down any infoemacon that the emoce will have to read (e.g. thanking spossors,
volumeors, o)



3, Prepare s apends sad have enough copees for anyone who may need i,
35, Assign the entries and/or jodges 10 groups.

3

— Ensure participants ksow when 1o tke down tBheir proscntations.

3. Have a group of volunicens sssipnod 10 put away the tables and any other materials,

On Competition Day

38, ___ Brief the judges with any instrections. Make sure that they remember this
competitsons i meant W eacourage chikdren and help them thaive.

39 Ask several volunseers 1o be available o help the jodges got staned.

40, Hawe a plan and a volumeer for gatheriag and calcslating the results.

4. __ Ensure your sxsigned voluntoer is ready for organizing and divributing medals,
awards and cemuficates of achievernent. Make sure that this is coonfesated theough

the msaster of ceremonios.
42 Have fun'
After Its Over
43, __ Eawec te prosentations have been taken dows and the area clearod.

44, ___ Send thank you cands 10 judges, sponsces, volumseors sad others,



Samples

This section contains the following samples:

Letter to Posential Coalition Members
News Release

Inseructions

Young davemor”s Competition Entry Form
Evalsation Form for Judges
Certificate of Achicvement

P A e pa

These samples can be wsod exactly as they aee or changed to suit your needs. Feel free 10 make
photocopies.
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Sample Letter to
Potential Coalition Members

Date
(Name of Coalinon Member)
(Address)
(City, Stse 2ad Zip Code)
Dear (Name of Coalitwe Member )

Encouraging children to invent has increasingly been recognized as an smportant role in nurmering
and developing our young people. Chiddeen that leam Ihe spirit of creativity and innovation
today will beoome inspired leaders with vision tomorrow.

Ia ooder 50 aurture that inveative spinit in young people, | am ceganizing 3 Young Inventor’s
Competition for (il in Grade, School, Boy
Scout Troop, Girl Scout Troop, etc.). 1 hope that this competition will help ocar children gain the
confidence and skill they will need 10 trasslate their ideas into reality.

I would kike 10 invite you 10 join me in this offort by attending our first orgasizer™s mecting ol

(Al in day, date and Jocation). Your
keowledge and eapericnce will be an invaluable asset to the planning of this competition and |
would greatly appreciale your input.

Farthormore, | would like 10 request ({fill in personne] for mesoces,
penonne for judges, funds, space, supplies, ot ) from you (your organization).

Please call me with sy guestions or concerns that you may have at
(16l in your phone number). Thank you for your consideration.

(sgn your name here)

(type your name here)
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Sample News Release

Notifying the peess will heighten the excitement for the participants and judgpes involved in the
competition. Purthermore, it will inform the comemnity sboot the positive activities ocowming in
your schood, Girl Scout Troop, 4-H Club, etc. Below iy a sample press selease that can be copied
and tailoced 10 your neods. Be sare to follow the format. Write “MORE™ st the boaom of the
page if the press release will coatiaue oa the next page and write "MW 1o signify the end of the
press redease.  Your press release should inchade vivid details of the competiticn. InclaSing
quotes from organizers, judgos andior parcats will make yoor pwess release more interosting.

FOR IMMEDIATE RELEASE

Date:
Contact: (select a person that &s well informed about the competithon and casy 10 reach)
Phone and Fax Number:

Creative Youths Compete in an Inventor's Competition

Home, PA—More than 50 students gahered with presentations in kand for & Yoeng Invessor’s
Competition at ABC Schood.

Each paricipant had two moaths $0 propare an invention presentation for the competition.
Particigants kept 2 journal that recorded their peogress. (hildren participared in activities o class
and at home that helped them leam oreative thankiog skills such as brainviomsiag. Panticipants
had 10 adentify a problem, solve it, rescarch whether or not such a soletion has boen proposed
before and then design a presentation o showease thewr invention.

“This competition is an important oppostunity for oer childeen 1o learn bow 10 thiok creatively
and 10 wse their ideas 10 make a workable solution. These children will be the leaders of the 21t
Century and we hope this competition will help them in gaining confidence in their abilities (o be
imaginative and productive,” stated Margaret Winsted, the competitson’™s crganirer,

The entire commmnity became invedved as representatives from businessos, clubs, scaprofit
organizacions and other cotitics came forwand 10 woek with the participants as mentors, whike
other community leaders were asked 10 judpe the competition.

“1 was theilled 1o help with this competition, because 1 ksow it is s excellent opponunity for our

children. Today's youth sest be imaginative and knowlodgeable for e to meet the global

challonges we are faciag.” stated Jum Reno, a local besiness owner and judge for the competition.
Any
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Sample Instructions

Each participant should receive mstructions about emtering the competition. This should be
givea to the participants as carly as possible. Tailor the inructions fors below to suit your
noads. Each participant shoold also fill out an cotry form (sec following page) The estry form
should be used to keep track of emnes snd provide jadges with addtional information if need be.

Entering the Young Inventor’s Competition

Entry
Paticipants must returs an entry form by _(date) - Presentations should be no larger than
~Aslze) . Prescatations must include the inveator's journal

Date/lLocation
Presentations should be deliversd 10 _{eoom) = (osation)  no later than _(date and time) .
The competition will be held ce __(de) ot (fime) w _(oom) at _ ocation)

i
:
3
3
:
]
5
!
|
:
T

eviginal (present new or unusual ideas)

creative (display free and imaginary though)

adequate (respond adequasely foe the inleadod purpose)
sample (made simply and with fow materials)

useful (have clesr pracocal yaes)

anracrive (vewally appealing)

expresanve (wofulnes is readily sadorstood)

infuential (make users think about the 10pic = & new way)
well<rafied (made with care and diligence)

thorough (ournal shows thorough rescarch)

Extra Credit
You may submit a model of the invention as extra credit.

R R B F TR
el PARWN:

Parental Involvement
Pacental and/or Memor lsvolvement is allowed in the following manner:

Entry Removal
Presentations mant be removed oo _(date & tame)  from _(room) (osation) .
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Young Inventor’s Competition

Entry Form
To be Completed by Student
Name
Grade School
My invention is calied:

What is the need or problem solved by your invention”

How does your invention work?

What muaterials $id you use in makang your presentation? How msech did the matenials cost?

What research 3 you do 10 mske sure your mvestion m sew’

To be Completed by Parent ( Permission)
1 have read this form and give my child penmission to participate in the competition,

Parent Signatere Duce

To be Completed by Competition Organizer
Participant lestificatson Number

19



Evaluation Form for Judges

To Be ’

Naere or Memtification Number of Ssodem Inventoe:
Tithe of lavention:

Date:

This evaluation form has been completed by (please check onel:
U Teacher/Coach O Judge/Schoo! Evalustor O Troop Leader J Mentoe
O Other (Please explaing

Name of Judge or Mentification Number of Judge

Please rate the Prescatation (iacloding the lnventor's Joursal) oa the following 10 ¢riteria. Each
inveamon should recaive its own evalsation form,

Criteria: Evaluation of this Iavention:
ow) (avernge) gty

1. Original. This isveation peesents new of 1 2 3 4 5

unusoal ideas. The invention is not cedinasy.

2. Creative. This invention displays free and 1 2 3 4 5

imaginary thought

3. Adequate. This inventon responds 1 3 3 4 5

adoguately for the ntended porpose.

4, Simple. This invention was made as simply | 2 3 K 5

and with as few materials as possible.

S, Usefal, This isveanion Bas clear peactical uses |
and will be valaable to s prospective users.

)
D™
S
A



6. Attractive. The peesestation is visually appesling. | 2 3 4 s
T. Expressive. The parpose and uscfulness of I 2 3 4 N
the invention ks readily enderstood by users.

£ InNuential. The invention will make usery | 2 3 - s
think abowt this arca m a radically new way,

9. Well-crafted., The presentatson shows that ic bas i 2 L 4 5
boen made with care and diligence.

10. Thorough. The inveator’s journal shows i 2 3 4 5

thorough research and work on the invention,

Ths tsvention presentatcn  J inclodes a model (extra credit 3 points)
J does sot inclode 2 moded { no extra crodit podats )
Describe

To Be Completed by Volumeer

The 10tal score (cut of a possable 50 + 3) for this presentation is:



MM @ 4

Certificate of Achievement

awarded to:

for the successful participation in the Young Inventor’'s Competition

Date = Sugned




Sparking Imagination

This section will help vou teach your stadonts 10 think creatively. The IM comgany, known for
having innovanive staff. has ssudied their innovators and revealed that mvessors usually have six
charnacternstics

lavenorns

1) are creative.

2) have broad imterests,

1) are problem sclvers;

4) are self-motivated and inguisitive:

5) have a serong work ethic; and

6) are resourceful and take salniple approaches 10 3 prodlem.

This section will belp you develop soene of thewe charactoriataes in young people

The use of the brainstorming technique will serve as the fomndation for problem-solving
(chamctenstic three). The methods that follow. such as Forced Fit and Hies and Clusters, serve 1o
funker develop the ideas and solutions generatod @ the hrainaomuiag session.

These methods are perhaps best used m order, At the end of the brsssstorming sectxon, you will
find some suggestions for practioe sossons. You may wish 10 choose one sugpestion, such &
mpeoving upon a batheob and use it throughout all of these methods 1o belp famibarize soadonts
with these sechmigues.




Let Those Juices Flow!
Fostening Creativity

To encourage any chald 1o avest i %0 encourage that child to be creative, Chaldron are naturally
curtous and imaginative, however, there e some vieps that you can take 1o help foster thas
imagraton, Fiest, as an ocganizer, you can peovide childron with technigues to bolster thew
creativity, Second, you caa maintaia an opea-minded astitude toward their sdeas.

Accoeding o Dr. Roger L. Firestion, Center foe Studies ia Creativity st Buffalo Szate College in
Buffalo, New York, embraciag the following ten posats will foster creativity. Sugpest these
ideas 10 the young peopie paricipating 10 the invention contest, You may want your students to
recoed these ten posets in Bheir snventor joursals s rermunder. And, peactios thes younell!

| Capture ideas whenever and wherever they comse to you. Many of our best ideas are “free”
and they often come 80 us when we're relaxed and not working oo o problem. Recond your idess
immodately.

2. Watch your verbal and monverhal behavior, Model openness and acceptance of sdeas
Moch of how and what we commumscate about ideas is expressod i the verbal and nonverbal
ways we treal the sdeas of others

5. Redefloe your problem s many ways. Ak
yoursell “why™ Masy times we set oul 1o solve
the wromg problem. Challenge your assumptions

4. Go outside of the problem area. Look for .:
coanections for solving peoblems from other . ,

aocas. Ask yoersel!, “What ideas can | get for ‘ .

solving thas peoblens from a completely Efferent A
world” Remsember Shat the hintory of science &

filled with dreakthroughs in which two difforont

worlds, anginally comadered uneciatod, were

combined to form a pew idea.

5. Develop creativity habits. When working oo
& challenge or 3 opporunity sk younsell, “How
ehse can 1 do ™ “What il “How can [ wse
somnething that doesa’t fit wath dhas at all™




Let Those Juices Flow!
Continued

6. Separate your imaginative thinking from your judgmental thinking, When peocratiog
ideas, don't oniticize your ideas or the sdeas of others. After you have generated a mumber of
kdeas, then evaluate thesn, but don't try %0 generate and evaluade ot the saene lime

7. Pluses-Potentials-Concerns. Evalusie sdess by considering the Pluses o strengths of the idea
first; them list the Potentials in the idea; then list e Concems (PPC). When you determing yoor
concerns about an idea, phrase your concems as you would phrase a guestion oe problem
statement. Thes way your mind will immediately begin 10 look for ways 10 overcome the concem
saead of Ewegarding the entire iden. The ALoU method descnbed Later in this kit is a simila

echnigue.

£ When working 10 solve a problem, set & guota of 2t least thirty to thirty five idcas and
strive to reach that queta. To get now idcas, it is important 1o stretch beyond obvious thinkng
The creative persom knows that there are many ways 1o solve u problem, market a product,
Swcipline a child, the more ways of accomplishing your goad, the greater are your chances of

dosmg it

9. We are all creative, bot it is importint 5o realize

that creativity requires practice and development
like any other skill.

Q‘
10, Look at problems as opportunities, Fvery .
“problem”™ we cncouster Bas scencthing 10 leach us A
o)

2
® ’
&

As Richard Bach suthor of Miwviony saad, “There i
no such thing as a problem without a gt for you i
its hand... We seek problems because we neod their
g




Brainstorming

Brasmsorming is a method ia which a group or an individual attesnge 20 come up with as many
solutions, traditional and unessal, for a perticular problem.  The idea bedsad bralnstooming = 0
goncraie as many sodutions as possable, repardicss of hbow ully o implasable they may seem
Bradmaceming encourages quantity of 3dcas over quality, & is 2 volume exercise.

Rules of Brainstorming

The only rule & that no idea can be cnticized or evaluated dunag the session. This method is
intonded 10 be non-intissdating. Encoevage all students 0o participate in consng up with a larpe
number of ongamal ideas. Cnoicism disooursges creative thinking.

How 30 Broiratorm

& s most effective if someone assumes the role of leader of the session. The Jeader’s
responsibilitses are as follows:

. lstrodece the problem o be sodved (see the Followiag page for adess),
. determine & tme liavet Tor the sovion,

. solicit ideas from partiopants (go around the room with
cach person having a tum),

. CACOUIREC Parmicipants 10 buidd oo cach others ideas,
. stimlale an enthusiaatic, uncritical attitude.
. keep the sesaion on course,

. keep the sessson moving, ensure that no train of thought
s followed wo long,

. record all wdeas on 2 chalk board or other surface that
can be seen by all participants,

. if you plan to try moee of these problem-solving
methods, be sure 10 keep all of the ideas you have geaeratod

Have feny!



Suggestions for Pracnicieg Brainstormieg

Before your students begin brainstonmung ahout solviag a peoblem for their mveston, you may
want 1o practice brainstorming with your chass of group on a completely unrelated topic. Bolow
e some vegpostions.  You may want 50 select 00¢ 10 use throughout all of the problem solviag
Pracioe sossions,

. List afl of the ways you can think of for improviag a bathtub,

. A poe-poisonous saske escapes from the 200 and you have to catch it You can't souch o
with your hands or harm the snake.

. List all the uses you can for a ladder (the obvious and the ssusual),

Pointy 1 Rewersber

I Delay judgement

2. Strive for quantity.

1. Generate wild and crazy ideas.

4. Create combunations by building on other
participants” ideas

What Flee?

There & a whole world of resources on creative thinking. Brainstorming is perhaps the mont
commaonly used method 10 encourage one's imagination. However, there are mamy other
sechmaques, soch as: SCAMPER, Foecod Fit, Hits and Clusters, eoc. Some of these techmigues are
described in this kit The resources section noses books and magarines that cam teach you more
about theso sopecs,

e
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SCAMPER

scameper v. To run freely ce playfally.

SCAMPER 3¢ an excrcise that helps students develop their imagimation by eacouraging them to
think freely and plaxfaly. It will stimlate thinking from many differemt perspectives providing 2
wider range of vaned and onginal ideas whes problemesolving.  SCAMPER is ofien used o
enhance bradmssorming. It can be used at any ssage of a problem-solving session.

SCAMPER is an acronym i which cach letier represents a method 10 develop am idea farther.

S Substitute/switch: use something else

C  Combine/connect: put something together
A Adapt

M Modify, minify, magnify

P Putto other uses

E  Eliminate

R Reverse, rearrange, reorient

Suggestions for Pracricing SCAMPER

To assist students 0 using sd remembenag this exercise, clearly display the acronym and the

sctions cach letier vaggosts.  Choose an every day, oedinary isem that stodents use o home or in
school. For example, wsing a sock, go theough a SCAMPER exercese with the students. Below
are examples of answers that may be generated:

S Subsrinate your sock for a glove,

C Combine masy socks by tying them together to make a oy for your pet.

A Adagy your sk so shippery floors by gluing rebber to the bottom for a slip-proof sock.
M Magnify the size of your sock to make # shoepiog beg.

P Pt your sock 10 anorker use by filling it with rocks and using it as an anchor

E Eliminate the toe arca of your socks for s mrm basd.

R Reverse a sock (bassde out), draw eyes, none and & mouth ssd lnsent a Sand for a pappet,

Try this activity with your class or group of yosng people by using some of the problems that you
solved using your peevious brainstorming technique. such as making a bathtub betier, or by
choosing a new object (o.g., a pencil, shoe box, curtain, desk. eoc.). Write the word
“SCAMPER" in big letters on a chalkboand and encourage everyone 1o think freely and playfully,
Do not allow amy criticism or judgement of the sdeas. Keep all of the idean recondad for further
problem-solving activities,
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Forced Fit

Make the familiar strange and make the strange familiar.

Forced Fit is a creative thinking method that is wsed when students have exhausted their ability
to think in new SErections and supply fresh idean. This exercise ks used as a brainstorming
cabancer, Forced Fit eocourages ssadents 10 explore fun sed sbaued possibelitics, giving them
froe reign in their thinking.

Rulex of the Forced Fit Methed
Laugh, have fun and let your mind wander.
How 10 Creave a Foveed Fu

1. Draw fows 10 six columas on the chalk board. Choose a problem that neads o be solved or an
idea that neods imgrovemcst (the same prodiem that you used in your bramstoeming practics
sesshon would be bost). Write #t Sown a2 the 1op of the first column, Make sure everyone can
e

2. Sclect theee 1o five completely warclated objects (your stedonts cam help you select these).
Write them down on the challboard (each at the sop of a separate column),

3. Have the students gonerate a list of attribotes (gualities or charactenistics) for these obgocts.
Recond the attributes in the corresponding column, Encourage the students 1o come vp with as
masy aributes as possible.

4. Now, “Toece (6™ one mribate from an object 10 the problem or idea. The goal is 10 help

studoats make new connections (between the problem or idea and the list of attribates ), linkag
seemingly smrelated ideas together 10 come up with new possibiliies. I at first the combination
doesa’t work, move onto the next smtrnbute.  “Forced flinag™ will not work with every attribuse.

If this entire process seems silly and illogical, thes it is working. Remember the purpose is 10
combune unrelated things. 1o “force™ connections in ceder 10 come up with new ideas. Do oot
allow any yedgement or critacism of these seas.

£ Record your results in e first colamn below the stated peoblem.

More Ways 10 Creare @ Forced Fu

In addition 1o using visual objects, students can also use their sores for the “foeced fiL” To
encourage stalosts 30 think about their senses, give students different texteres for them 10 feel,
have students smell vials with &fferent aromatic objects inside each (e g.. spices, perfume,
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scemed soaps, oc, 1 and play a vaniety of sounds (e.g., classical mwasic, nature sounds, traffic,
¢} Remind students to “force fit” these various stimuls isto the problems or idea.

Suggesnons for Practivieg the Forced Fir Method

Below is an example of how a Forced Fit method may work using the example of a besser
bathtub. You can ese any everyday object such as a car, studest’s desk, efc, Again, your best
chaice 1s 10 choose the same problem addressed s your brainstorming session 10 gerersie
completely new sdeas and sodutsons.

a teb with see-through glass, sades (children cam
be betier supervised)

a b on wheels (cas be rollod out o the poech hot wheels cars
for washing pets)

& b with soe-rusting faucets

yision keather rasting

Note: Thn 1 e loet codamm to be Alad a

This s just an example. Your list should be much longer, Remember, 8o judgments or
eriticisms are allowed. Also, be sure 10 keep all of the sdeas that have been generated in this

exercese if you plan 1o carry cut the following peoblem-solving exercises.



Hits & Clusters

Hits & Chasters s a 100! that helps select a fow promsissng ideas from the large lists that sopdonts
have genermed throegh brainstorming. SCAMPER and Foece Fit exercises. Up 1o this point, all
of the peoblem-solving activities have centered around penerating many ideas. Judgments and
criticism have been discouraged. Now these ideas mmnt be evalsatod so that the most proassiag
< be selectod. The premise behind this exercise is 10 reduce the number of idess while
seloctmg the most promising ones,

How o Hit

1. Wrate all the peeviously penerated ideas raadomly on Post-#™ notes or on a blackboand.
Have stiudents read every idea o familiarize themselves with them.

2. Gave all stoderts 3 prodetormined sumber of votes that they will use to choose the ideas that
ulymh“mqmuwmm«mwwmmx In selecting the number
of voees 10 give 10 each student it is important 1o consider the number of ideas that are to be voted
on aad the sumber of stadeans who willl vote, Too manmy of (oo few votes may Creste a situation
where no clear favorites are evident.

Voting cam be accomplished in several ways, e g, place a check mark or dot next 10 the ideas
that "B cach student.

Whar Coustitates @ Hir®

An idoa can be considerod a bet whes it hits the mark or Is amestiag, workable, captivating, clear,
sppropeiate, feels right andfor sofves the probiem,

How o Cluster

Count up the voses for cach hit and sclect the top winsers (the number of winners will depend ca
the mumber of ideas genermed). Once the ideas with the most hits have been identified it is time
to place them into meaningful categores—chamtens. Encourage the stodents 1o discuss the

possible clusters (groupings ), and 10 be Mexible in changing the coatesss of the clusters, Post-o(™

potes come in very Bandy here. sinoe it is casy 10 rearrange <lusters heredy getting a truly proper
growping of eclaiod wdeas

It may prove belpful to name the cluviers accondag 10 thelr category. Now, students have 3 more
manageable and categorined sets of ideas 1o furdher review.
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ALoU — Advantages, Limitations
(Overcoming Limitations),
and Unique Qualities

ALoU is s clfective 1ol for examining » small groep of idexs in a positive, constructive and
focused manscr. Both positive and segative aspects of ideas see scrutinized for their potential.

Once sdeas have been hit and clusiered, the ALoU 100l can be employed 10 evaluate, cultivase,
improve and enhasce them. Jess that may seom wacky or highly unusual lend themselves 10
beag scrutinieed using the ALoL method, belping students find that “diamond is the rough™ and
avouding the common knce-jerk reaction of rejecting sdeas immediasely, Select the wp solutions
from your Hies and Clusters exercise before proceading with the ALol,

How 20 ALl

Dreaw & chan with five codess and a ssmber of rows equal to the number of soluticas you wish
10 examine. Be sure the rows are wide, as cach will contain mech information. Label the
columns 2 follows: Salutions, Advantages, Lisoitacoas, Unique Qualities, Overcoming
Limstations,

1. List the advantages of the firu sodstion you wish o examine:
. What bs positive ? What see @ best points?

. State specific, concecte strengths,

. Avoid superficaal responses,

By beginning the examination with the positive aspects, 2 constrostive sone is set for the
remnnder of the exercise.  Exhaust all possidalities before moving onto the next siep.

2. List all the limitations. Note: It is imporative to list the limigations in the form of 2 questios,
rather than & coticesn

. s what way might .7

. How could | .. be overcome?

This method of listing lmotations eacourages the participsats to seek ways of overcoming the
limitations, rather than condemaing the idea because of criticism.

X List the enigue gualities of the adea.

. Why s ot ongeal?

. Why = i so imtriguing?

. What makes it stand apan?

. What does thas sdea have that others see kacking?
Comsider possible spin off ideas that may be generated.
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4. Improve and strengthen the ideas by describving ways 10 overcome the Simitations Bssed.

S, Repeat stogn one Bheough four for the remaining sodetions.

ALol i an easy ool that everyons can wse, whether in a group setting or individaally, Some
Ideas that bave mude it this far will be used, others will noe. ALoU is simply a method that prves
feodback foe the purpose of improvement. Use this method with your ssedents. It brings out the
best in sdeas and helps stodents make a balanced decision reganding which ideas 1o pansue. The
chant below should be draws oa your blackboand.




Activities & More Activities

I aS5ton b0 the pn blem solving lechougaes in the previous soction, You may want 40 try othes

ACUVIDES 30 stimulase Creativiny

l.‘ S AOCDOD OOMEXINS Yanious stadken! activibwes Those activi s ] hedo your students fun N
Sevebop the sax charscteristios of inventons. For instance, the “Exploring & Machine™ activity
will devels 4 thesr imuusiveness. Choose the activities that will best it the kevel and noeds of

your ssedents, Mons are Jesigned o be ¢ npsicd 3 CHRISATOOIN scoting sithout thhe wse of
. »

wieaboets




Invent a Game

This lossom will help children waderstand that in levention can be many things, inchadiag
something enjoyable for them. 1t will help them Sunk about the fact that an investaon is nof
always something mechamcal.

Step |

Prepare the enaterials. Obtain seversl games as examples of this Jesson, such as boaed games,
card games, dominoes, dice, ¢t Photocopy the activity sheet following this page for cach
student.

Siep 2

Show the students the examples of games. Explain 10 them that some games have a game board,
soch 38 chess, and some games do sot, such as jumping rope. Ask your studests 1o beaastorm
with you 10 make a list of 30 different games on the chalkboard. Remind yose students to
inchade all types of games, not just all board games or all video games.

Swp 3

Choose one of the examples that you brought in 10 class s your demsonstration gaane. Try %0
select ome that most children would know. Erase the games oa the chalkbosed and draw five
columas ttled: name of the game, object of the game, number of players, itcms needed to play
and imstructions & rules. Have your students help you fill oot these columns for your
demonstration game,

Swep d

Hand out the activity sheet on the following page. Ask each stodent 10 invent his or ber own
game and 10 fill out the activity. This activity shoet can be done in the classroom (imdividually,
with a partaer of with & groap) or it can be done individually for homework

Siep §
If time permits, this activity can be taken one sicp funher by having the students actually create
OBC OF INOre pames ko art class.
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Invent a Game
Activity Sheet

You can invent your own game! Use the table bebow 10 help you design a game

1. Begin by thinking of what the object of the game will be. Will it be physical lhe charades?
Will iz be 2 boasd game bike chess?

2. Now, think about what items are neaded 10 play the game, Will your game need dice, game
peeces, paper & pen, board, spece, imagieation, cards, et ?

1. How many players (will you secd two or more)? Can there be partners or 1eams ?

4. How &0 you play the gamse (Instroctions)? What can and cas’t you do (rules)?

5. Thank about the object of the game, the ilems wwed and other detadls %o belp you create & name

Now that you have got it all

worked out, draw a sketch of
the game board and/or game
pieces in the box to the right!




Exploring a Machine

The goal of this lessom is 1o belp children understand and think about the way things work.

Sicp |

Prepare the materials. Obtan five odd objects or machines, such as a telephone, hais dryer, raho,
saaster, chock, answening machine, typewnser, VOR, eic., that are no loager noeded. Remove any
danperous or messy parts, such as lypewriter ribbom. Prepare flve sets of soods including

Step 2

Divide your stadents into five groups. Tell your students that although an object or machine may
sppear simple on the outside, it can be quite complex inside. Explain that in onrder to find ot
mare about how sometiing works, they may want 10 take a look inside. For instance, scientists
often dissect things to find ost more abost them. Let your students know that like soientists,
inventors seed to be aware of how something works. This helps inveators in their own investng

process.

Step 3

Give each group one machine or object and one set of tols. Help them prepare a work area
covered with newspapers. Instruct your students to carefully take apart the machine sad inspect
what is inside. Ask them 10 record what they found, what Bhey learned and how the machine
works.

Step 4
Have cach groap share their revalts with the rest of the class and recond their findings on the
blackboard
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Box of a
Thousand Inventions

The poal of this kesson is %0 show that everyday objects can peovide the impiration and materials
neodod for an invention. This lesson can aleo show that many inventsons can be created 1o
resalve one problem.  This lessom will heldp ssadeots break away from a traditional way of
looking at common peoblems and propel them ingo B instinctive sad wild woeld of their own
creativity.

Siep |

Prepare the materials. Obtasn five boxes. I cach box, place the same commeon objocts. The box
could include the following material: paper cups, paper plates, straws, clothes pins, paper clips, a
funnel, a ball of string, sets, bolts, PVC pipe, marbies, 3 soction of gardem hose. rubber bands,
plastic melk jug and anythiag clw you can imaging.

Seep 2

Divide the class w0 five groops and give cach growp a closad box, Explain %0 vour sedents that
common objects can solve vanoes problems.  For istance, 2 milk jug can be cut into a holder for
pens and peacils: it can be made into & waned for a kamstor; or # can be made mto & watering can
for plants.

Step 3

Ask cach grosp 1o crcale an invention using some of all of the objects in their box, The
invention must solve am individual or 2 group prodlem. To add more challenge and excisement
10 the lessom, ask all of the groups 10 solve the same problem, For example., “How can you cch
an insect without hurting 7™

Step 4
If time permita, you can add languape arts activities 1o this lessos by asking the groups 1o write
an advertisement, slogan and/or jingle for thew invention.

Swep §
Ask each group 10 demonstrate their imvestion and explaim how it solves thesw problems. If they

have compicied the additional activities described i step 4,
ask them 10 share those as well, ”




Role Models

In addition to leacksng your students the skills they neod 1o thesk creatively, you cam motivale
them 1o beoome inventoes by providieg roke models. Below is a description of theee role models,
Jerome Lemelson, Marvin Stone and Ruth Wakefichd, whone creativity can serve as inspiralion.
Share this isformation with your stadents %o broaden their sdeas abost what is an svention and
who s an inventoe. This activity can be followed by the Iavemtor Profides Essay Coment

Rode Model #1-—Jorome Lomelson

Jerome Lemelson’s more than S00 patents have camed him the title of one of America’s most
profafic smvemons ever. He worked ia industrial engimeering for several years, In the mad- 1950«
he switched cocupations and bocame 3 professional inventor.

After receiving his fiest patent in 1955, Lemelson was receiving patesss at the rase of one per
month for an astounding 20 years! He rocorved patosts for fun 80 seroes inveations, such as cut
out 10ys o the back of cereal boxes, magnetic tape drives used i Soay Walkmans, wiking
thermometers for the blind, amomated warehouses. robots and scamners used by department and
grocery stoees.

How did he come up with idess for over S00 patented inventions” Lemelson pot his ideas from
comsmantly looking for problems 10 solve. Reading magarines snd newspepers, s lsaening to
expenences of others, provided him with many problems to solve. Scesctimes, be woke up in the
middie of the night with the solution 10 a problems he had boen thinking about!

Role Model #2 - Marvin Stone

Marvia Stoae was the inventor of a very important invention, making every deink more enjoysble
and moee fun—ihe drinking straw. He also imvented many other products such ms 3 pencil
sharpener, a fountsis pen bolder among others; however, be & best known foe his straw.

In the lase 1800s, Marvin Stone manufactured paper cagarcite holders in & Washingion, D.C.
factory. Stone ofiem stopped to have a refreshanent afier woek, Many people wsed & straw so that
their hands would not have 10 100ch the ghass of a cold beverage. Before 18K, a straw wins made
of a wild grass. Unfortunately the taste of the grass usually mfociod the drink,

Stone™s paper cigaresto holdes™s gave him the idea of creatng s artificial dnnking straw, Stone
made several antificial paper straws for his own use. When other patrons saw his straw, they
wanted their own. Shortly thereafior, Stone had designed a paper straw that was couted with

paraffia o keep it from becoming soggy. patented it and sold it for vae in all drinks.
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Role Moddl #3—Ruth Wakeficld

In August 1930, Ruth and Kenncth Wakeficld purchased the 221-year old Toll House lan. Ia the
carly 17005, the lan was established ca a route between Boston and New Badford and catered o
passengers that walted (and aie) as their stagecoach driver paid e toll sad chanped horses.
After purchasing the Inn, the Wikeficlds were determinod 80 rostore # and open a restasrant.
Ruth Wakefichd was in charge of the meos and she began experimenting with cookie recipes.
She used the popular Amernican recige for Butier Drop-Do’s and then beoke up a Nestle semi-
sweet chocoline bar into small peeces and added it to the batter.

Wakefield expected the chocolate to melt sad was surpeised to find that the chocolate remasned
mostly intact. She called this sew coolie “chocolate crispies™ and it became a favorite among
custoemers ot the Toll House, The recipe for the coolkie was given out on a Boston radio show
and procecded 10 spread through word-of-mouth.  Troaically, Nestle had been cossidenag
discontzsuing ity serm-sweet chocolate bar because of poor sales. However, they decuded 10 send
# cxecutne 10 the one place where the bars were selling well—Bowon. I Bontoa they learned
of the cookie recipe. By 1990, Nestle had parchased the “Toll Howse™ name sad before Jong
began making chocolate monsels carrying Ruth Wakzfield's recipe on the back of the package
whach remains woday.



Inventor Profile Essay Contest

Your students can familianize themmelves with the isvestion process by learsang about an
inventor. Stadents should choose several imvenion, leam about cach coe and then select one
inventor about whom %0 wrile an essay. Nest, students should prepare an ol presentation,
working alone, in pairs o as a team.  The class can vote oo thewr favonse presentation. Use the
list of iventors, questions and oral activitles below s suggestions. Write them oo the
chalibosnd or peovide them s 2 hand-out (you can cover this paragraph and photocopy the page
2 a hand-out)

Inventors and their Inventions: Leam a few facts about three investors (below are
suggetions dut you cam choose any theee inventons). Choose the one that is the monst

imterestang 1o you for your project,

Abce Chatham—space helmet Manic Curie—prosatype radation counter
Mary Dixon Kics—weaving method Mantine Kemspd—voicecontrolied wheelchalr
Fred Mcerison—Frishbee Lady Mary Monsagu—smallpox inoculation
George Nissen— trampoline James Najsmish—the game of basketball

Essay Questions: Write 2 000 10 two-page essay sbout yone inventoe, Coasider the following
questions. ' What is the name of the inventor and his®er mvention” What date was it in

How was it invented? What was happening in the world during the time of this invention? Is
there a connection between world events and the invention or the inventor? What obstacles did
the inveanoe have 1o overcome” How has thes smvention changed our Tives? What other
inventions did hefshe mvent” How was the mvention trasafonmed in laer years? What other

Oral Presentation: Prepase a one- 1o theee - munate oral presentation about your isvestor,
You can read excerpts from your peofide: however, you should thank about a creative way %
present what you have leamed about your ssventor, You can brisg in hisher invention sd
descnibe what o was oniginally made of and what parts posad particulss probless. Yoo can
preseat a skit that dramasizes a special cvent in the life of your inventor. Try 1o incorpoease
visual aids sach & a time lise, photographs, deawings, doramas or cven a slide show,
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Finding an Inventor Mentor
in Your Area

You can administer the Inventor Memor Program by invitiag five mentors 30 visit the class for
several weeks, Be sure that all interaction is supeevised,

Break the class up into five groups, Ensure you provide enough time for cach mentor 10 meet
with his or her group. Tell students to record information about their moctings and what they
have kearned from their mentor in their journals. Encourage students 1o ask their mentors
specific questions about thesr lndividual loventions, B inventing provess sad creative thinking.

Places 10 contact for possadde inventon who may be intorested in becoming memons:

local and regional investor clubs or organizatioos

natxomal O state inveator organizations

# local Iibeary or city hall (mary have displayed exhibits of Jocal invemon )

a local museum or sclence center

companics (e.g., research of manafacturieg compames ) in your arca
neighbors o friends

local colieges and universitios

radio, mewspaper or television stations (science andlor technology depanments)
schools

the World Wide Web.

Note: Please be seee w0 have any steraction between » mentor and 3 stodent supervised by a
parent, teacher or guardian,
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Inventors Club

I onder 10 funther stissulate your studests, you may want 40 encourage them to form an
Inventoes Club, You could be the sponsor for this club. The club would enable your studcnts
10 provide support for ooe another’s ideas, Furthermore, the club would be ancther outlet for
their creative minds,

The club can meet after school, weekly, be-weekly or moathly whichever, is sppropeiase.
Ensure that all members of the club bave their parents fill oul a permsission slip allowing them
10 stay afier school,

Each member of the cded should keep an mventor’s joumal. Cleb members should brainstorm
and critique ideas durisg cleb time. This will be a helpful preparation for the Youag
Inventor's Competition.

Club members can participase in vanious additsonal activities 1n ceder 10 practice theif creative
thinkung skills. By reading sbout creative thinking, cach club member could take turms
peesenting and facilmating & creative thinking exercise with other mombers. Furthermore, club
members may want 10 take fickd:trips 10 vanious swscums and basinesses to further stimulate

their imaginations.

One activity that may be particelarly useful for cdab members would be 10 rofe play the day of
the competition. Each messber of the chab may want (o prepace a skesch, design or model for
their presentation well before the day of the competition, Have the other club members play
the role of pudges and critigee cach prosentation ssang the criseria listed on the catry form.
Remind students that the point of the critique i %0 provide constructive criticism, sor verbal
attacks. The suggestions peovided 10 cach member can then be used o impeove upon the
presentations before the day of the competstion.

Depending on the motivation of the club members, the club could be continued well beyvond
he day of the competitson. Club members can share with each other how they used creative
Sanking techniques to help them in their courses. Continued practice i creatyve thinking will
b an immeasurable asset 1o all stodents involved in their school work and in future careers.
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Young Inventors

Inventing 101 —
Handouts for
Participants



Handouts for Participants

Alrer you have practiced Bramatorming with your students and camed ot otder prodéem-solveng
and creatsve-thanking activitees from this kit they will be ready 1o begin thinking about their own
mycalon

In order 0 belp your stodents with the Young Invensor's Competition, photocopy and distnbute
the following bandouts. These workshects will take your students through the inventing process
step-by-step. You cam photocopy and distnbute the catire section, of you can disanbute oady
sclected handouts, Stepns 7 aad ¥ in particular may be reserved for odder ages, gifted students
and\or exira crodi,




What is an Invention?

Invention n L US Patew Laws. anew, useful process, machine, improvement, otc,, that did
Dot exist previously, and that & sot obvious 1o persoas artfully skilled @ the ficld

An invention can be many dafferent things, An inventson can be somethung completely new,
never thought of before o it can be an msgeovemest of something that already exists. it can be
something that solves a senous problem like the heart pacemaker o it can be something fus such
as frishees, trampodines md Eskimo pies. Or, inventioos can be something i peactical & Apple

Cotrputers, paper clips and ball posat pens

Just thimk of all the inventions around you tight now as you are reading this description,
Remember the defimtion, “a new, usefal process, machine, improvesnent, ¢ic.” How many iems
could you come up with® B is really incradible that we are seerousded by o many different
mveanions that make our everyday lives possible and caier

Inventions are often taken for granted. For example, how many tenes have you staplod shoets of
paper together and acteally thoughe shoat who invented the stapler, what it fing kooked hike and
how Jid peaple pet by without coe? B s difficult 1o pay attcation 1o all the mventions around us,
bocamse there are so many of them'
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Do I Really Need This?

To give yourself a betier idea of just how unportant inventions ace, It ay many inventions as you
can think of in | minue. o

Date: Q °.
-

1. My list of investioas:

2. Pick any one inveatson that you use everyday and try 1o go an
entire day without using o1 The nvention that 1 have choscn mot o
use s

A, At the end of the day, list the ways not using the invention affecied your day.

4. What did you do differently today without the invention?

This activity will help you have & beter appreciation of investions and how they impact your life.
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Myths of Inventors and Their Inventions

Put oo yorer safety glasses because we are about 10 shatter some myths sboul inventing.

Myth #i
The peevailing royth is that it takes & remendoes gosses OF & mad scienti 50 be an Inventor.

Smiash’ That ks what Hollywood would like you 1o believe, Albough there are gomiases snd
mad scientists who are invemors, there are also a Jot of normal, repelar poople like yourself oe
your seat-door scighhor who aee tavesnons.

The dictionary has the following definition foe s Investor:
In-ventor (im vea't 1), n. a persom who imvents, especially ooe who devises some dew
process, sppliance, machine. article or improvement,

That is it! It does not say thee you have to have a PRD., work for a corporation, be & plysicist or
a chemist 10 be an isvemor. Yoo don't seed & laborstory with expensive machinery and
computers. You already have everything you nead to be an inventor. You meed your observation
skills and o willingsess 10 work band. Why was Thomsas Alva Edisco, Amenca’s most prodific
inventor, wach an effective invemtor? Perseverance. Edison once peoclamed, “lavention is 99
percent perspiranion, and coe peroent inspirativa.” Thomas Edison tumed failerc into success. b
is this quality thal allowed him to be fearkess of taking risks or of failimg. If something didn’t
work for Edswon, he samply learned from it

Mk 02
Ancther widely heldd myth is that an invention has to be something revolutiosary, something new,
e a cure for cancer, a satellite or a computer.

Smash’ The fact o that many patents issved aee actually for imventions that are ieprovements or
modifications 10 an cxisting imvention. An casy way 10 undenzand this concept is 10 look at the
airplane. Compare the Wright Brothens” Flyer airplane w a Boeing 747, The Wright Flyer was a
revolutionary invention, the first of its kind. However, new isventions in planes today sre largely
descendans of this inveation.

The maodifications 10 the exiting invention can be something quite ondinary, For mstance,
imagine all the patents that exist for a Boeing 747. Too many so think of? Well, just imagine ol
the patents involved in just the scats of a 747 (seam belts, Fasteners 50 secure them to the floor,
reclining mechanism, headphone jacks, volume cottrel dials, persomal flotation devices, the
frame that your cushions (i imo, the material in the custiion, the fabric that covers the cushions,
your food tray, the sheeve that holds the magazines, the clbow rests snd so on). All these things
are inventions. They may not seem exonc of revolutionary, bat there was & need for cach and
every one of these things,



The Life of An Invention

An Overview of the Inventing Process

B all szarts in your head,

The lives of 2l inventions begin as someone’s idea. Although people have many good ideas, soe
all turm out 10 becomne inventions. The ideas that do po oa to become Inveatsons arrive here by a
variety of means. There is no ome commect course 1o steer an idea 10 hecoming an invention, but
the steps described bedow provide an overview of the paths successful inventors have taken,

favenror's Journal

This is the place to turm o when you look back on yoor

invention and wosder, “what was | thinking™ Thomas Alva '

Edsson, the most prolific invemsor in the history of the Uninad

Stases, left bediind close to five millios journal pages that Jan.4 Jan.5
allow us 10 ghimpse inshde bis mind s try 00 soe eractly

what be was thinking  These pages contain the ideas behind

1093 patemed inventions s well as laboeatory reconds, carly

drafts of patent applications, Jetiers, photos of models and

other telling memocabila.

An inventor’s joursal is where ideas are described and deawn, It is a kind of Jife history for your
mventions. You cas trace an avention from the day it was fint comocived all the way through to
patent filing. An inventors notedook inchudes various items: sucoesses (“Eureka™), faiberes
("Back 10 the drawing board™), expenses, obsorvations, msights. experiments, coouments,
doodies, pocras or anything else that cam belp you think crestively.

Master Plan for Your Iavennion

Inventing can be a very complex and intricase exercise. This is where you can make & easy on
yoursell. Once you have chosen an invention 10 build, it is wise 10 come up with & master plan.
A master plas determines the life stages of your invention. The first siep s your plan is o
rescarch whether or not an lnveation Eke yoers exists already, Once
that step has deen completed, you may choose 10 build your
mvention n crder 10 determine whether or ot it works. I your
mveshion docs sot work, the plan would call for you 5o go back 0
the deawing board and come up with altomatives. If yoar isvention
does work, the next step may be 1o test the response of people 1o
your inventson. Will people ke it buy i and ase it?




From Idea to Product

The physical stage of am laveanion is the model. Building a model belps prove that the isveation
works. The moded s constrected keeping in mind the who, what, where, how and whys (e,
whoswhat will use it? how will they use w71 It should be built in the samplest way possible using
the simplest matenials possible. I & mode] is bailt, it can be tested 1o ensure that 3 works and 0
ensure that users will like it

What's e a Name

A name, especially oae that is clever and caichy, will help crease onthssasm and make # much
casier for people 10 understand sad remember your inventioa. One common method for naming
a0 invention is 1O use Be components or iagredicats of the laveation. Or, the same can refer to
some special feature of the imvention. You could name @ after yourself or inclode imitlals or

acronyms. The same can be something inspirational

I s important 80 remember that the same yoo choose may have a kot 10 o with whal people
think of your inveation. You, the mventor, must decide how you want people o think of the
invention and scarch foe & name that helps convey thas.

Pasenr

A patest 1 a trade made between you, the lnventor, and the United States government. & takes a
bt of time, effort and moacy 1o get a patent. A patent requires that you make public all the
details and techaology of your invention. These desalls should be so complete that based on your
patent, someone could come along and build a working moded of your invention.

After your patent is granted. the United States Patent
Office publishes the patent and makes it avallable 1o
anyone. By supplyseg all this infoemation abost your

mvention, the goverssent hopes 10 belp other inventors
overcome problems with their snventions and mnspare atent
even better inventions by showing how patentod

inventions work.

What s the point of obtasming o patest from the
govermment” In return for saking your leveation
pebiic, the government grants the investor the exclusive
nght to make and sell the invention for & specificd
peniod of time. Depending on the type of palent
gransed, the exclusive night 1o make and sell your
invention can be from three and a half vears %o
scvemeon yean. As the lavestoe, you are saill
responsible for makang sure that sobody s legally
copying your invention dering the allotied e period
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Not every sventor gets a patest for an invention, For lastance, the formulas for Coca-Cola and
Sdlly Pumy have never been patentod and these highly pearded secrets are kaown 10 caly a select
few indnviduals, This has allowed these products to be made for decades and docades without
other companics knowing the exact formula. Had a pateat been issued and expared, anyone could
look i1 up and copy the formulas and sell the prodects without punishment. So, somc inventons
pet a patent to ensure they have exclusive nghts 1o make aad sell their invention, whele other
inventors don’t pet a patent 1o envere that no cee will kaow their secrots, at least uatil] someone
invents their iaveation.

Marketing

If you want 10 make moncy from your invention, you will seed 10 pet it o the people who willl
want %0 buy it. Generally there are two ways 10 accomplish this: sell your svention %0 a company
who will manufactere and sell it or start your own company 10 manufactere and sell your

= %{

Eiber way, once you have made your prodect, you
will wast 1o publicize s existence so that
potential buyers will leam sbout it. This publiciy
effort is called marketing. Marketing decisions
concemn the appearance of the peodect, iy name,
packaging, sales brochures aad advertising.
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Planning an Invention

Why Plan? The process of inventing requires many sieps.  Your plan showhd detail what you are
going 10 do, how ane you going 10 o i, what ceder you are going 10 3o it in and the results that
you expect. Many ungeedictable things can occur during yoor lnvention process. As a result, it
is difficedt 10 assign & e schedule for the various steps. Yoo sbould give yourself plenty of
time for cach siep. Instead of setting a schedale, try 10 set progressive poals 1o help you realize
when %0 move ooto the aext step. Daon’t forget 10 record all the stops and goals in the joumal.

It & umportant 50 mote that not all poals sre readily evident at the begimming of the invention
process. It is acceptable to wait until coe goal is accomplished before setting the sext,

What steps should your plan inclode? The following is an cutling of steps. More details on cach
step follow,

1. Create 2 journal  As you complese steps two through tes, record everything i yoor joursal.
2. Kemify problems that need solving.

3. Use your brainstonming technique to think of as many ways as possible 1o solve cach
problem,

4 Select the peoblem and e for a solution that you think is most likely wo be seccessful.
S Research your isvention (i.¢.. has 3t already been invented, what maserials will you seed,
et b

6. Draw your ivestion,

7. Beild 2 model of your mvention (optioasd ),

8. Tewt your model (optaomal).

9, Name your invention.

10. Design a prosentation.




Keeping an Invention Journal

In ceder 10 create an inveation you mest Jook for problems and bow 10 solve them, Bet befoee

you Begin looking for problems and generating idess on how 10 solve them, you nced a place %0
recond the enoemous amount of informeation you will be coming across-—an mvention josmal.

You may think thet caly expericncod investors keep joarnals. However, whether you are a
beginner or an expert, you shoold koep a journal. The best thene 10 staet keoping a joumnal is sow,
right now. Get a nosebook and start recording your ideas. You may want 10 get a three-ring
binder 50 that you can include new pages and handoets in the jowmal.

The invention journal should be a detailed log of probiems that seed solving and all the woek you
o on your invention. This can inchade all of your ideas. experuments, research, tests and results
uwellumycumpoakm-iommaoﬁasutoh\rlﬂpdmmnnmy. You
may also want 10 keep handouts, documentes, photographs and deamings in your journal.

Sute the problem(s) you are attempeing to solve @ your journal. Next, provide a detailed and
comcise description of your ideas on how 1o solve the problem-—~youor investion. You may bave
more than one imvestion to solve a particular problem, in which case, all of your ideas for each
inventson should be described ba detail. Do not Jeave room foe guesswork in your description.
Do mot asseme that you will be able 1o remember any details. Write everything down.
Remember, you may have 40 repeat some of the sseps in making your invention, so the notes ks
yoor joumal should guide you theough the stegn. Your joursal will benefit you and others who
are interested in your invention.

Be sure 10 inchsde the date, time, location, type of work aad ideas you had while working on your
invention in each joumal entry,

In addition 10 writiag in your joumal, you can also draw your ideas.
Including sketches will help you and others readag your journsal
understand your inventicn. These deawings do not have to be fancy
or elaborate. They past bave 1o be clear. Your drawings should
show all the essental festures. I size, shape and particular paets o
mutenisls are importam, they should be clearty indicated on the
drawing, as well ax ia the writton description. If cee view is noe
adequate, use several views, clearly identifying and croms
referencag them in your wnmen descripton.

At the ead of your descripeion, have someone trustworthy (6.2, your parent of teacher) sign it as
.wimwpmclhtmtdidmmywounA‘nc«Mndmmdmm
and underseand your ovention and how it works. I they do ot wnsdontand it. you may need to

edit your descraption and deawings. Keep your invention journal in a safe place.
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Sample Jowrnal

On the first page or froat cover of the joursal, you shoold include the following: name, address,
schoal or onganization spoasonng the contest and mentor (if you have ooe). Inside the journal,

wse the format that works best for you. Always be sure 10 include the date, time, location and

notes for cach entry. One way 10 ongasize your aotes in your journal is 1o draw a vertical line

two 1o theee inches from the margia. On the left side of the pege, write down sotes about your
invention. On the right-band side, you can include drawings or phosos. Have a witness (¢.5.,

teacher of parcnt) sign your journal 10 prove that your work and ideas are your own (this

signature should be on e last page of a journal entry that describes your inveation aed all of the
relased rescarch). Yoo should keep a jommal even if you do sot eater 3 contest of the comest has
eaded

Date: Time: Drawings or Photos

Location:
Notes:

Read (n comfidence and understood by me.

{Sigmature of witness) (Date)
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Finding a Problem

Inventing is & Greative act. Anyone can lavent. You meust think creatively and you mest keep as
vention josrnal i onder 50 hegin the finst step of the imvention process—finding a prodlem.

Locking for Needs

Now, it bs e 10 invent. Doa’t know where to stant? You have probably already started, many

times, Try to recall 3 situation where you were trying oo do something and were having difficslty
doing . You may have thought 10 yourself, “1 wish somecne would come up with & do-Backey 1o
help me do this."  Well, that is the first sicp in inveating—finding a need.

To identify some needs, wy the following exercise. Fint. camy arousd your invention journal asd
write down your Soughts ssd observations throaghout the day. Spend time (it may take several
duys o woeks) paying atiention to yoor nomsal day-to-<day activitics and what possible neads
could be found here. You may be thenking thas studying your daily habits is not exciting or
exotic, howsver, you are mose Blely 10 recopmize aceds during your own activities becanse you
are »o (umaliar with dhem.

Foe example, If you were 10 try 10 invent something exoei for space cxploeation, you would first
need 10 do a dot of research %o familiarize yourself with what already exints and what is needed in
space exploration. Neal, you would have to become familsar with the criseria that the inventoa
would have 10 meet (for example: dealing with 50 gravity, extremely cold semperasures, lntense
radiation et ), Therefore, It s casier 1o stat your invention career looking for needs down here
on earth, in your own eavironment, something you know well. This includes your school
eaviromment, your home enviroament, any hobbics you have or sports you play, Do not forget to
write down all of your ieax and observations in your imvention jossmal,

The sext sicp after identifying this need is to 1Ml i,
Filling the Need
Filling a need is the stage s which most would-be mventors stop, Ressember Thomas Alva

Edison’s famous saying: “lavention is 99 percent perspiration, and ose percent inspiration.”
Well don't be afraid %0 perspire. Eaventing is hard woek.




Solving Your Problems Through
Brainstorming

Once yos have spent several days studying your day-to-day activities and identifyiag prodiems,
it is timne 10 explore solutions, Select teee perplexing problems that are Blely %o produce good
solutions. Géve yourself four mintes per problem 8o write down at least cight solutions. Do st
judpe s=y solution, Write down as many solutions as possible, iacloding coes that aro wild. Yeu
can combine or beild co previous solutions. Be creative. If you have leamed other problem-
solving techmigqees (¢.g.. SCAMPER. Forced Fit), try them sow 10 gensrate ten more solutions.
Write these oo separate pages. [Inclode yoer list in yoar inventicn joursal. Ready, set, go!

Problem I: Prodiem 2: Problem 3:
Solations: Solsetioms Solunons

1 1 |

2 2 2

3 3 A

4 4 4

s S, h

6 6. 6.

? 7. 7

8. b} 8

8



Selecting a Problem and a Solution
What Makes a Good Solution?

From your past exercise, you should have peneratod many solutons. Read thems over, Thimk
about which ones you could create with simple maserials. Select between fhroe 10 five solutions
that may be workable. Write them into the column lebeled “solutions™ below. Now, for cach
solution, fill in its advantages (the streagths snd potentzals of ghis solution), limitations (the
obstacles of this solution), uniqoe qualitses (the creative aspects of this solution) and ways 1o
overcome the limitations o the chan below. Saate all of your limitations as questions (¢.5., How
can | make # small enough 10...7),

. -

Looking at the chart above, you can evaluate and compare the varioss solutions.  Select ome that
bas many advantages, several smique qualities and limitations that you feel you can overcome.
And, of course, select a solution that will Be fun for you 10 work on. Inclede this page in your
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Selecting a Problem and a Solution
What Makes a Good Solution?—Continued

You have identified masy necds in your daily life. There are many peoblems whach can use
fisimg. But how do you know if your solution is the one you should work on® Ask yourself the
following guestions:

1. s my idea onginal? Is it creative ™

2. Do chers need my sdea?
If yes. who (e.g., students, parosts, o )7

3, Does my idea solve 2 problem”

If ves, Bow?™

4 Is my sdex alfordabde?

s Can 1 find materials to make my lavestion?
M yes, where?
Is it samngplde?

L Will | be able to make a model of my iavestion (optional)”?

If your answer 10 these questions was "yes,” you have pot a pood idea (if your aaswer was "no,”
try another solution), Inchade this page in your invention journal, Asd, pow ¥ & Time 10 22250
work om your invention'




Researching
Your Invention

The teo maim steps in resesrching your invention se

L Desermine if it exises already,
r Recoed your findings in your joamal.

Once you have ideatified a problem and a possible solution, the noxt siep is to determine whether
O mot somecne has thought of 2 siméler solution. This type of rescarch can save valuable time
wd offort. Why try 10 invent somethang that has alrcady boen inventod” You can wse several
techniques 10 rescarch whether your invention has boen invented by someone elwe. If your
invention has already boen creatod, try choosing ancther solution of sdea. of iy improving upons
this inventice. Record all of your findings in your investson journal

Patent Search

You can condact & patent search 1o find ot whether or not something has been kavessed before,
Patent searches can be condocted by visiting the Washingson, D.C. area’s U S, Patent snd
Trademark Office’s Scientific Litwary. There you can search sad examine ssoce thas five million
US. patents! Outside of Washington, D.C. you can do & pasent scarch at one of the Pasent
Depository Libraries located in many states. Caldl your kocad library for mare information.

A patont search is cnly useful if the invention has beon patented. Some inventions ssegldy can'y
be patented (e.2., perfume formeslas) or the inventor may not have filed for a patent (e.g., the
formula for Coca-Cola) in onder 10 keep the invention secret.

Your Hometown

There is & kot of information that you can find out by yoseself in your oun hometown. The bdes
is to investigase all the differcet places your invention may appear. Ia doing this type of research,
do ot go into detail describing your invention.  Somecne may like it 5o much that he or she
might try 1o steal your idea. Ask your questions in general terms <o as not 10 Evilge 500 mch
informaticn aboct your investicn. Describe your invention by feaction (what problem it should
salve), don’t describe it by specifics such as what muterial it is made of or Bow it works,

Famuly and Fraend's
Describe the problem your invention solves sad ask your famidy and fnends what they use %0
solve il. Remember %0 record notes 48 your journal!

Seoves
Visit arca stores 10 find out if they sell an mvention smilar 10 yours. Go 1o the ‘
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departments where your invention may be displayed and Jook for @ there. If you canece find it,
ask sales people if thoy have seem a similar product. Look theough the store”s product catalog s

well

Uers

Visit places where your invention might be put 1o use. Use yourr imagination here. You may not
have thought of all the eses for your invention. If you do sot soe your invention, sk somoone
what they would use %0 sofve the problem your invention addresses.

Advertisements

Look theough advertisements in magarines asd nowspapers fof an s eation similar 1o yours.
Try o focus your search on magazines and nowspaper soctions that deal with products similar 1o
your mveahon

Manwfax turers
Contact manufacturers who might build a product similae o your invention. Ask to soe thear

cazalogs if you think they may Bave something simsilar 30 your ivention. Go 10 yoor Jocal library
80 see 8 copy of the Thomas Regisser (lists names asd sdirenses of masufacturens).

Repair Shops
Contact ropair shops that may repair peodects similar to your invention. Ak the repuir persoa
whether they know of a peodect that is ssmilar 10 your iovention.

Internet
The World Wide Web is & great place 1o rescarch your investion. One place (o stast bs LEM.'s
data hase of over two million inventions that fave boen patested since 1971, The address of the

LBM. pasent site i <hirpeifwws ibes com'patonts>,

Yo can use the chart below 0 recond your findings. Be sure 1o imclode it in your lnvesoo™s
Joursal.




Drawing Your Invention

A very important siep ks creating yosr invention is your drawing. All inventors use drawings o
show how their imventions Jook and work. Deaw your invention from different angles or m the
different stages of # working. Show and label all of the parts clearly 10 belp others undenstand
how it works, Make your drawings colorful, Make several sketches on scrap paper before you
Jo the fimal one (you may have already made sketches in your journal). Use this page for your
fimal drawings sad inclode it in yosr invention joursal,

In these boxes, sketch your
invention. Include three views (e.g.,
front, back, ssde, top or bottom) or
three stages, whichever shows the
most information about your
invention,

Remember, label all your parts
clearly and make your drawings

attractive!
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Building a Model (optional)

If your lsvention can be made casily from inexpensive materials, you may want 10 make o model
%0 that it may be tested. Remember, the best inventions work with the fewest and Jeast expensive
parts, %0 use your smaginacon. To make a maodel, Jook at your drawings 10 help you determine
what materialy you will need. Think sbout some inexpensive maserials you could we such as
clay, wood, paper, candbosnd sd paper mache. Check several locations to obtain the lowest cost.
List your materials and costs below.

Materiabs Costs

I T

=

v =

You may want 10 pet a book from the libeary aboat making msodels of sk a parent or mestor 10
belp you (as loag as you participate in making the model and ensure the invention ideas,
llustrations ssd written descriptions wre your own). Use your fist of ssaterials and your drawings
10 make your model. You may be able to make a ropresentational model] (one that does not
actually woek, bt repeesents your adea). Or, you may be able 1o make a functional model. I
your model fenctions, you can test it
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Testing Your Invention (optional)

Testing a model will help you determane if i is safe amd if it addresses the problem. Use these
pages to describe what steps you 100k i testing your invention and recoed your resalts. Make
changes 10 your svention if you thiek it will work better and recond the changes. Perform the
1632 again if you have made a change. Include these sheess in your journal.

Test 1

Dante

Test (Describe how you perfoem the 164.)

Reswles (What happened? Did your inventaon solve the problem?)

Changes (What changes did you make 50 your imvention 30 make it work beeter?)




Test 2

Date

Test (Describe Bow you perform the test. )

Rexuits (What bappened? Did your invention solve the peoblem?)

Changes (What changes did you make 10 your invention 1o make it work better”)




Test 3

Date

Test (Describe how you perfoem the test.)

Reswlss (What happened? Did your investion solve the problem?)

Changes (What changes did yos make 10 your invention 10 make it work betier?)




Testing Your Invention (optional)

Continued

1 addition 10 testing i your invention works, you may test whether or not people will use 1. Ask
your friends, parents, neighbaors, e, 1o fill out this questiconsize based on your model or your
descriptions and drawings.  You ¢an cither give them this foem 10 1l oot (make copies) of yoo
can sk the guestions vertally and record them yourself. Inclede the respanses in your invention
yournal. Obeain your parents permission and supervision for the interviews. Afler completing
your isterviews, make any changes 10 your invention that you think will make it better, based on
he responses that you recerved during the intervicws.

Invention Interview
Name

Occupation

1. Have you ever used an imvention such as this bedore?
If yes, what type. when and how ofien?

2. 1f you owned this inveation. would you use it? I yeu, horw often?

1. What is particularly positive about this investion”

4. What predlems do you foeesee (o using this invention”

S, What would make it moee useful 10 you?
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Selecting a Name for Your Invention
Examples

I es o soccess' You have mvented something and now you have the privilkege of giving it a great
name. There are many &fferent ways 0 come up with the perfoct namne, Below are some of the
methods used 1o come up with names, followed by some examples.

Famcnion
An investon can be nassed for the way o works.
crasey radio
chevstor wnow boand
favenror
Many mventions are named after the (nventor.
Posa Cereal Foed Automobiiles
Levin Jeans Ferrs Wheel
Wieey

An invention can have a funny name. These types of sames are likely 1o stand oot in a
consumer’s misd.

frevhee life saver
sncaker Ypper
Descriptoee
Descriptive nasnes chasactonze the smvention
Play-Dob key board

burglar alsem drisking straw

Matersal or Ingredient
Sometimes the materials o ingredicnts that comprase the mvention are alwo used to same the

invention,
sibcon chip cye glass
popcom hot air balloon
Abdevvianons
Inventions can alw be named after an abbreviation.
VCR VC ppe
CD player ™
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Selecting a Name for Your Invention

Your Tum
Sclocting & name is very smportant, bocause o is 2 key factor in marketing the imvention. It will
influence people’s decision whether or oot 10 boy and use your invention. A good mame will belp

poople remember your invention. A great same gives your isvestion penonality. Wrile as many
pames as you can for your invention in cach category and inclode this page in your journal.

Functbon - How does 11 woek?”

Lovemsor - What s your personal same?

Wizry - What would be a funny naese for #t?

Deseriptive - What woeds best dewenbe it?

Material ov Ingredient - What is 1l made of?

Abbrevianons - What ininals could descnde ut”

Now, on the knes below, write your flve favorite names.

Choonse your one favorite same aad wride it in the space Below. My invention is named:

e -
- - ; -

- T,
- _ e —n
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Designing A Presentation

You have dooe so much work for your laveation, from keeping a jounal 10 solviag peoblems o
drawing snd namung. Now, IL s time 10 create a presentation Bat will display your invention aad
il of the work that you put im0 i, One of the Best ways to suke your preseniation i 10 e a

backboard which shows all of your steps in the imvention process,

Below are imstructions on designing a presentation backboard, bat thes is your project, o if you
have a better idea, use it! Be oreative.

Muarenials:

b ol ol

2 Poster Boards,

Markers, Crayons andior Sticky Lettors,
Tape. Glue and'or Pushpins,

Ruler,

Colored Paper,

Asy other craft matenals that may be usefel!

Inatrwctions:

N

e =

10,

Cut one poster board i half and attach cach half 10 the other poster board with tape (see
picozre on the pext page).

Use markens, crayoms o sticky lemers 2o snclude the following co your presentation
board: your name (or ideatification number ), yosr invention name, a diagram of your
invention with all parts Babelod, an explanation of how your mvention works and ats
purpose.

Astach photographs and'or drawings of you (f allowed) and your invention. Your photos
can show how your laventon works.

Thunk of a catcly phrinse, fingle, songs andior poems that highlight the usefulness of your
Invention asd your creativity sad inclade it on the boasd.

You can abwo sttach graphs, magazine articles and sewspaper clippings that relate 10 yosr
inventicn. Your presentation should show that you put care imo making it.

You can include a biography of the imvemsor (if allowed).

¥ you made and 1ested a model of your mvention, you can include the resules of your
research.

A model can be placed in froet of the presestation boand

Decorate your presentation bosed with colorad paper, markers, nbboas and amvthing clse
your can think of 1o make it attractive and colorful. Remember, it must casch your oye!
Revord all of the materials and costs mvolved i making your model in your journal.
Place your journal in front (o beside) your presentation. It will be important for judges 1o

we.
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Your Presentation Board

Remember:

Make it attractive!
Make it colorful!
Be creative!

full poster

Y poster Vs poster
My Invention Name
My Name

If you have a camera, take a photograph of your presentation sad inclade il in yosr inventor's
Joamal. Your prescatation should show onlookers, especially jodges, all of the hand work g
you have done. Be sure your peesentation reflects the best of your invention. It should be
suractive and caschy. Your presentation shosld clearly sed casily explain how your invention
fulfills a necd. The presentation shoudd be a showcase for your creativity sad oniginality. If you
have sot made a model, be vore Bl in addition 1o labeling all of the parts on the diagram, you
identify what materials would be used s creating the smvention. The entire presentation should
be well made and your inveator's jowrnal should reflect your creative thinking skills, your
research and your ability 10 recoed your hard work.
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Designing a Presentation

Continued

Any pood presentation will require advance plasning. If you are going 10 ese 2 preseatation
board like the one below. thisk about what maserisls, drawings, words. photographs., cec., you
will use to create your peesentation.  Fill in the specific matenals yoo plan 10 use. Use the blank
board below 1o help you design the final peoduct. Fill 11 in 10 show where you will place all of
your materals. Eaclode this page in your journal

My materials:

My desig:

3



The Inventor’s Quick Checklist

Use the chocklit Below as 3 guide o the ivention peocess. It wall help you Koep track of whae
you have completed and what still sceds 10 pet done, Use & blank sheet of paper 5o write your
own, more detailed reminders. You may want to isclude this page in your jouenal

. Begin s lavessoe’s journal (preferably a throe-ning binder)

L

2, . Pracuice thinkung creatively (e.g., brainsionm) with a teacher, scout leader, e,
3 — Leamn about inventors and inventions.

4 _ Fiad a peoblem. Pay stication 10 what problems arise in your day-to-day life.
S . Sobve a problem. Try beainstoeming %0 come up with solutions 0 peoblens.
6 — Select the problem with the most workable solution,

T . Moot with a mentor (optional ).

LS . Reseurch your inveamion.

9 . Draw your inveation.

100 ___ Determine what matenials you need 10 creste your invention,

11, Fill out and returs the Young Inventor's Compesition Eaary Form

1. . Create 3 model (optioeal)

13 Test your model (optional ).

14, ___ Interview potential users (optional )

1S, Compile a list of potestial names aad select one.

16 Desipn s presentaton,

17. __ Determine what maserials you willl noed for yose presentation

18,  ___ Obtain your matenials,

19. ___ Create your presentation.

20, ___ Deliver your presentation %0 the competition site (do not forget your jourmal and »

model if you Bave one).




Resources

This resource section hses pablications, Internet sites, crganizations and competitions that will
provide you with information about inventing, invemtors, isnovation and creativity. Some of the
resources are peared torwasds you, the organizer, other resources, such as The Linle Prince by
Antoine de Sainte Exupery, are meant 1o inspare and‘or inform yousg readers. Masy resources
exist for profexsional inventors: however, we have incloded the resources that should be moss
wseful and imspirational 10 young inventors and their mentors.

Many of the following resources can be esed in the classroom of at home. Several of the many
muscwms lsted are not oaly appropraate for fickd togs, but may also peovide curmicula or other
maserials that can be used in schools.

Adams, James L. Care and Feeding of ldeas: A Guide 1y Encouraging Creativity, Reading,
MA: Addison Wesley. 1986,

Describes the unconscicus mind, the brain, the nervous system, memory and how they
work topether to enabde us 10 think and act

Adams, Junes L. Concepenal Blockbusting: A Gulde 1o Berer Ideas. Reading, MA: Addivom-
Wesley, 1986, 1979, 1976, 1974,

Details our minds' anti-creative mental “Blocks™ and the use of “Blockbustens™ 40 enhance
oar prodlem-solviag sbdlities.

Alstralicr, Heaey (H. Aluv), And Suddenly the Invessor Appeared: TRIZ The Theory of
Irnventive Problem Solving. Worchester, MA: Technical Innovation Ceseer. 1996, 1992,

Explains 27 practical thinking 100ls and techniques while working through 78 problems
which rmsge in defficulty (answers provided).

Armstroag, Thomas, Ph.D. Awakening Your Child's Natwra! Gembas:
Creaniviry amd Learming Abitity, Los Angeles: Jeremy P. Tarcher, Inc. 1991,

Inchades practical ideas for activities o do at homne, 25 well as authorative advice on
Bow 10 get the most out of children’s schools.

Aspen Books & Softwase
1-800-319.2608; 406.586-3798
Sells Dooks about investoes, creativily, efc,

Baker, Exik and Jane Martin. Great Invensions Good Intentions: An Misrated Hissory of

American Design Patents. San Francisco: Chuoaicle Books, 1990
Comtains more than 500 drawings fled with the U.S, Pasean Office from 1930 to 1945,
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Baldwin, Neil. Edivon: fnventing The Century. New York: Hyperiom. 1995,
Details the biography of America’s most famoss invessor, Thomas Edison.

Baer, George. Science Projects for Young People. New York: Dover. 1986, 1964,
Contaes 19 caternaining, educational experiments foe childeen in junior bigh or the later
clementary grades 10 perform at home or in the classroom with ordinary materials,

Barr, Geoepe. Sciemce Reseurch Experiovents for Young People. New Yook Dover, 1986,
1958,

Coatains 40 casy-to-perform experimenti/projects for upper clemsentary 1o punior high
grade levels.

Berger, Melvin. Simple Science Says: Take One Magnifylag Glass. New York: Scholastic Inc.
1989,

Includes a real, flexible magnifying glass for casy-1o-do, fun and edocational activities,
This book i probably best for 10 year old's and younger,

Bochimi, Jellanne. The Complete Handbook of Science Fair Projecix. New York: Jobn Wiley
& Soms. 1996

Costains infoemamon and advice about scicace fair projects in geoeral and descriptions of
award-wimnieg estries.

Bragdon, Allen D. and Marcia J. Moubleas. Dupesious frventions of Domesric Unidiry. New
York: Harper & Row. 1989,
Comalas photographs and descriptions of “obd fashicood™ hosmehold inventions,

Brown, Robert J. 200 Nlustrated Schence Experiments for Children. Bloe Ridge Sumamit, PA:
TAB Books, 1987,

Buzan, Tony. Use Both Sides of Yowr Brain. New York: Penguin Books. 1989, 1982, 1974,
Explains the theory and many practical “ssad-mapping” techmgees for enhancing
coeativity and imellipence.

Cancy, Steven. Stevew Caney s Invention Bovd. New Yoek: Workman Publishing. 1985,
Shows kids how 10 get started tinkering on their own, presesting saformation that will
hedp young persons think creatively and pet organized,

Carpester, Thomas. Mventors: Profiles In Canadian Geniny, Camden House Publishing. 1991,
Describes Canadun invenors who shaped modern inventions (particularly appropriate for
young adelts ).

Carson, Mary Stetten. The Schennific Kid: Profects, Experiments and Adventures. New York:

Harper & Row. 1989,
Describes 38 fun leaming activities for young children—ages 3-10.
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Chesman, Andeca. The bavemttve Yankee: From Rockers to Rollershates— 200 Years of New
England Inventors & Inventions. Dublin, NH: Yankee Books. 1989
Contains more than one hundred stoeies sbost “Yankee™ inventions,

De Bomo, Edward, D Bowo's Thinking Course. New York: Facts on File. 1985, 1982,
Describes the tools and sechaiques of pood thinking by a leading thisking instroctor,

De Bono, Edwand. Larerad Thisking: Creativity Step by Step. Harper & Row. 1970,

Teaches “laseral thinking™ —a way of thinking that produces more creative results tham our
usual “vertical thinkang ™ This hand book can be usad by the individual reader or by a teacher for
the sake of the students, using the examples and practice sessions.

De Sainte Exupery. Amoine, The Lirle Prince. San Diepo: Harcourt Brace & Company. 1993,
Touches wpon the creativity of children verses the liveral imerpeetations of adelts, A book

for all young readers ongimally peblcabed in French.

DeVore, Homoe and Lawson. Creativity, Design & Technology. Worcestor, MA: Danvis
Publicaticns, kac, 1989,

Fosters creative thinking in stedents by provideng teachers with useful information ca the
creative process

Dacbold, Joha. The Innovators. The Discoverres, Inventions and Broakthroughs of Owr Times,
New Yorke Dunion, 1990,
Details the rue Bves of innovators and their modern inventions.

Edtors of Comsumer Guide. Mow Things Work. Liscolowood, I Publications latemational
1954,

Explains the cperations of more than 200 machises, padpets, instraments and other
inventions that are hoth high tech and low tech.

Edwands, Betty. Drawing on the Artisz Wirkin, New York: Simom and Schuster. 1957, 1986
Stresses viswal thinking as 2 mcans 10 enhamce oreativity.

Ehclich. Robert.  Turning the Wovrld Inside Owr: And 174 Other Sivaple Plysice Demonstrations,
Prisceton, NJ: Princescs University, 1990,

Describes physacs dessoastrations that cost very litthe to produce. yet illustrate key
concepes in semplde and playful ways
Explocstorrem staf and Jobn Cassady. Explorabook: A Kids' Sclence Museuw in o Book, Pako
Aloc Klutz Pross. 1991,

Comtains more thas 50 activities o experimncnts and the ool to do nearly all of themn.
Flatow, Ira, They Al Laughest. From Light Bulbs to Lasers: The Fascimaning Stories Belind the
Grear Inventions that have Changed Owr Lives. New York: Harper Collins. 1992,

-76-



Ghisclin, Brewster (ed,). The Creavive Process. Univensity of Califormia Press, 1952,

Containe writhngs by inmovators describang how they begim and complete creative worek in
various fickds (e.g., an, litcrapare, scieace, etc. ).

Grissom, Fred and David Pressmam. The faventor s Novebook. Berkeley: Nolo Press. 1996
Nodo Press peovides sclf-help law books. lnformation about this book can also be foend

on B web at hitpagan com'gnavbus/nolo,

Grudin, Robert. The Grace of Grear Things: Creavhviry & Insovation, New York: Tickner &
Fields. 1990,

Describes the difficelties of 2 creative thiaker in & workd hostile 10 new ideas. B criticizes
the mode of thooght i universities, collepes, o%.

Hall. Doug. Jamp Siarr Your Brade: A Proven Method For lmprovieg Creativity Up To S00%.
New York: Waener Books. 1995,

Offors practical, tactcal advice 10 fully utilire the braan's potential —and increases your
ability 10 think. svent and market oew ideas.

Herbert, Don. My, Wizard's Experiments for Young Scientists. New York: Doublediy. 1990,
1959,

Describes the step-by.step procedures and necessary equipment foe thireen different
experiments that can be performed at home.

Hetbert, Doa. Mr. Wizand's Supermarket Sciomce. New York: Random House, 1980,
Prescnes more that 100 pretested science experiments which use matorials that are
commonly availahle at grocery stores.

Merrman. Ned. The Creative Brade. Lake Lure, NC: Brain Books. 1989,

James, Peter and Dr. Nick Thorpe, Anciens lnvesslons. New York: Ballantine Books. 1994,
Covers world-wide inmovation from the earliest stone 300ls 80 1492,

Kayser, Thomas A. Mising Grosp Gold: How 10 Cash in on the Collaborative Beain Power Of
A Growp,. Chicago: Trwia 1995, 1990,

Describes methods that emphasize teamwork 10 enable any size of type of groep to reach
sodatioms.

Macaulay, David The Way Things Work. Boston: Hougheos Mifflin. 1988,

Uses the humorous analogy of a woolly masssoth 1o (Bestrate principlos, providing cven
the least mechaaically minded reader a window of undentanding ksto the complexities of sodays
technology,

Mandell, Muricl. Simple Science Experiments with Everyday Marerials. New York: Stething.
1989



MGrath, Carol Rito and Dagmar Kosack Rutzen and Marsan Dvana Costello.  favennions’
Inventions! An Imtegrated Unit of Sandy, ECS Learming Systems, Inc. 1995,

Muephy, John, How to Devign Trademarks & Logos. Oxford: Fhaidon. 1988,
Lays out the step-by-step process of creating a graphic identity inchading design, idea
editing, prodoct placement, strategy development eic.

Ontario Scaence Ceater. Scienceworks: 65 Expertments That Introduce The Fam And Wonder OF
Science. Reading. MA: Addison-Wesley. 1984,

Uses puzzles oe tricks with common hoaschold enss 1o eagage students in performing
casy experiments which represent fundamental prisciples explainad in this book. Best for ages
9-12.

Recio, Belinda of The Boston Meseum of Science. Boston 't Masewn of Schence fnventor'y
Workshop. Running Press. 1994,

Consists of a coloeful illustrated box that iacludes The Isvessor’s Handbook, The
Eleceric Mosor, The Investor's Wockshop and much moee.

Rheingold, Howard (ed.) The Millesnlam Whole Earth Catalog: Access 2o Tools for the
Twemty-First Century. Harper Collins. 1994

Contains useful sad interesting resoseces, providing food for thought snd sugpesiod
rosources {or snvemonyisaoy stoes,

Sherkeryian, Denise. Uncommon Gemlus: How Great Ideas Are Born. New York: Pesguin,
1990,

Imerviews the winners of the MacAnhur Fouadation Fellowships-—the “genius
awands”to discover how they Bank of preat ideas.

Sobol, Dosald ), Encyclapedia Broww and the case of ... New Yoek: Delacoeto Press. 1996,
A series of detective stories for kids,

Steinberg. Neil. Complese & Unier Fallure: A Celebration of Also-Runs, Runner-Ups, Never-
Weres & Total Flops. New Yok Doubleday. 1994
Enables readers %0 dave a sense of humor about failed inventions.

Stroogia, Herh. Science on @ Shoesiring. Mendo Park, CA: Addwn-Weskey, 1985, 1976,

Designed for K theough Tth grade school teachers with littke or no science background,
Wi ook contains 56 different low-cost, screntific “investigations™ which use few supplies and
malenialy

The Thomas Alva Edison Foundation, Thossir Edison Book of Easy and Incredibie
Experiments; Activities, Projects and Science Fun for All Ages. New Yeek: John Wiley & Soas.
1988,

Coergles the best, most popalar experniments asd projects spoasored by the Ediscn
Foundation and a range of activities from the very simple to the intriguingly complex,
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Vare, Ethlie Ann 3nd Grog Praceck. Mothers of favention—&rom the Bra 1o the Bowb: Forgotten
Woesen amd Their Unforgessable Ideas, New York: Willliams Morrow & Co. 1987,
Contains the life stories of moee than 80 women inventors and inmonvaton.

Von Ooch, Roger, A Kick in the Sear of the Pants: Using Your Explover, Artist, Judpe &
Warrior to be More Creative. New York: Harper & Row. 1986,

Describes the four maia steps in the creative process using the ssalogies of an explorer.
antisz, padge and warrior,

Von Occh, Roger. A Whack on the Side of the Head: How You Can Be Move Creative. New
York: Warser Books. 19590, 1983,

Filled with provocative puzzies, ancodotes, exercines, metaphars, CAMO0as, questions,
quotations and siaries that strive 50 unlock the mind for creative thinking.

Waitley, Dennis. Winming the fnnovarion Game, Berkeley, CA: Berkeley Publsihing. 1984,
Based oo interviews with successful innovators i the United Stases.

Williams, Trevee L The History of Invention; From Stone Aves fo Silicom Chips. New York:
Facts on File, 1987,

Describos thossands of inventions from around the workd and pets them in thew
historcal, cultural and scientific comext

Wilkes, Asgela. My Firs Sciemce Book: A Life-Size Guide 1o Simple Experimentr. New York:
Alfred A, Knopl. 1990,

Enablcs children 1o have fun and leam sbout science using Bas very colocful and
over-saze book of activities whach uses commonly fosnd matenials.

Wi Scott. Mow 30 Be Twice as Smart. Boosting Your Brabwpower Amd Unleashing the
Miracles of Your Mimd. West Nyak. NY: Parker Publishing Company, Inc. 1983,
Describes how to geserate creative idean and solve problems.



COMPETITIONS & CAMPS

Camp laveation
bepUwew invent.org/came himl
1-800.968.4352
Encourages @ development of a child's kmagination throegh one-woek, summer day-
camp held is schools throughout the country,

Central Savannah River Area Scsence and Esgincering Fair, Inc.
PO Box S07
Augusta, GA 30503.0507
"Alds schoods, teachers and students in developing s keterest in all aspects of science

and engineenng hrough the science fair project.”

Invent America’
PO Box 26065
Alexandria, VA 22513
TO3684. 1836
Hosts 3 naticaal soaprofit edecation program and stadent invention competition.

The Lesselson-MIT Awands Program's lavention Dissension
hap/fweb mit.edufaveny

The Nasional Awards consist of the world's largest single prize for lnvestion and
mnovation, the annwal half-million dollar Lemelson-MIT Prize, as well as e sanual
Lemelson-MIT Lifetime Achievement Award

Rube Goldberg Machine Contest
212-371-3761 (fax)
Seoe the entry under INTERNET SITES for The Official Rube Goldberg Web Sise.

The GREAT! Casadian Science Contest
ofo The Royal Society of Canada
225 Mescalie St., Suite 308
Owawa, Ont. K2P 1P9
Mrp fwew e calsoience. contest
Provides excelleat links to science projoct ideas, science project resources, other sience
fairs, ot



INTERNET SITES

215t Cenmary Problem Solving
hexpArwww 2 hawaii edu/suremathhome html

Provides resomrces for ieachers, students. pareaes, administratoes, eic., i the field of
problens solving,

4000 Years of Waomen in Science
hatpotorux asty ua odwSOO0WS/S000WS himi

Contaims biographics. photopraphs and refecences for women i the scicnces (inchading
WO venion ).

ABC News SeifTech
hitpciwww abenews comsections/scitech/
Coatains news stanes on science and technology topics.

Ball Nye The Scieace Guy
hirp Mwww deseey com/Disncy Television/BalINye/index.hitml

Presested by Disney, this Web Site domonstrates scacntific panciples in a fes way,
including “Demo of the Day.”

Jerome and Dorothy Lemelson Center for the Study of Invention and Insovation
htpiwww si.edudemeivon/Start him
Contains information on the history of imvention and inventors as well as extenseve links.

CNN Sci-Tech News
hitpciwwe com com/TECH/
Provides newy stories on science and sechnology updated datly,

Creativity Web: Resources for Creativity & Innovation
htg Mwww ozennl com as'~cavernaan/Creative/

Includes mformation on creativity basics, a mental workout center, Children’s Coener,
Resources, Quotations, ¢tc. The Children's Cormer is particular can be an excelient sowrce of
q‘ -. -k.l. »

DaViaci's kyvessor Homepage
psuloas bedieley edufevention

Claims 10 be the master list of Internet resources of use & inlorost 50 imvenion: and
m\wmm:mhmmummmmum
patents, legal resousces, et

Derwent Pasent News
hrpeVaww derwent oom'news'patnews himl
Dedivers n-depth, up-to-date patent sews.
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e(mc)’
hirpciiwww e mowience-tech/index. himl

Contains information about inveatson shows and competitions occurring in Earope, such
3 The European Inventions Competition of Monaco on the Science-Tech page.

Franklin Pierce Law Center
batpoiwaw fpic eduntfickdidea him
Descusses patents, scarches, profits, etc., for isventions,

Invemor Waoeld
hitpVwww InventorWorkd. com

Presents information about marketing and a link to the United Stases Constitetion. Article
I, Section 8 gearantecing invemor's rights.

Invessce™s Digest Ounline
hupteww inventorsdigest comdefault himi
Comprised of a bi-moathly inventor's magazine.

Inventor's Homepage
bepliourworkd compenerve comhomepapes/inveat/

Dedicaned 10 inventors workd wide which will give isversors a place to market thele
mmum-&uwmmamnmmmm
and sdeas.

Inventors
httpo/inventors. ngs. com'

Ceatains inventor balletin boards, chat, event, newsleticr, links, inventor biographies, esc.
(mew ks on women inventors are particularly interesting). Anticles cover a vanety of modern
inventoe-related issuos (0 2., the comroversy over bio patents, the inventors of neon lights, e.).

Invent Net—The bavensoes Network
hatpSiwww.inventnet cominfo Seml

“Provides isdependent inventors with the newest information and helps them develop sad
market thes investions. "

Enables kids 10 participate in the debates, creating the perfect school, Inveation
Coaventson, Mystery Impossible, ot

Lesrn About What It Takes to Be An Inventor
huplerevang coled umn.cdwisveming/inventing heml

Includes lmks 10 inventson-relsted sites and informaticn sbout becoming an invenlor
(geared loward youang adels).



Lemelson National Program - National Collegiate Inventoes and Innovators Allance

htp.iharmgrdire edu'nciiaf
Provides sources for grants, networking, patent advace and confercace information,

Mad Scicatist Network
htpctmadsa org/

focludes a “collective crania of scaentists anvwering questions in many aress” Be sure to
follow their guidelines in asking questions.

Scionce Leaming Network
httpoVwww slin oep/

Contains an “on-line community of educatons, studeats, schools, sciomoe muscosms and
other institamons demosatrating a new model for inguiry wience oducation. ™

Shadow Patest Office
bepliwnw edsrods comvspo/open/home huml

Claims %o be “the caly WWW site offering a searchable database consisting the full 1exr
of the U.S. Patent & Trademark Office (USPTO) patents issved from January 1, 1972 %0 the
present.” Since this service changes a foe, you sy want to check out the IBM site ot
hpiwww ibm.convpatents instead,

Student Competitions, Tournaments and Opportenitios
htip.tident edmonds. Wednet oo EEN)Competitions hml
Has links 10 3l types of student competitions at vanous levels.

The Gadget Investoe's Website

htpciwws brandywine net'oservhaniscod'gadget Wtm
Provides advice and information for inventors, incloding avokfiag scams, ¢ic,

The lavemor™s Mill-Shop

bup Vutteadicy com/
Contains patent infeemation, sdvice, products, etc., refated to the imvention peocess,

The Official Rebe Goldberg Web Sae
hatp iiwww rube- poldberg comingQids htm

Describes and displays the work of Rube Goldberg. a Pulitzer Prize winning canoonist,
sculptor and author best known for wacky investions.

Tomorrow's Weoeld: The World's Favourite TV Science Show
httptiwww bbe.co ukAw/indes. hind
Contains isformation from the most cerrent week of e BBC science show Tomosmow's
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Warld

Yousg ksvestors Network
htip A www, wirchub al'~inventnewyin.htm

Swupports young inventors by providing infoemation on developing sad marketing
Inveatsons and provading consacts Trom around the waorld.

MAGAZINES & NEWSLETTERS

Communigus
The Creative Problem Solving Geowp - Buffalo
1325 Nomh Foeest Road, Suite F-340
Williamsville, NY 14221
T716-689-2176
Published occassonally 10 highlight and share information about curreet development,
research and program activities taking place at CPS-8."

DNscover Magazine
avaslabie i the library and on sewsatands

hp magazines enews com/magazines‘discover/
Costains informative artickes and a School Science Program.

Invessors World Magazine
o The IPDC
72a Badfond Place
Scuthampecn, SO1S 2DS
United Kingdom
(LK) 01703 S70101
(UK) 01703 570102
htpoeasyweb casynet co.uk/~robodyse/inventons-worky/
Published quanterdy. Geared specifically toward inventors with previous amicles covering
1opics such @y the inventoe's world 100 years ago, intellectual property law, new peodects, etc,

“The Undiscoverad World of Thomas Edisca ™ (Volame 276 Number 6, December 1995), The
Adlantic Momehly, pp. SD9X

THINK™: The Magazine on Critical & Creative Thinking
ECS Leasning Systems, Inc.

2M0WR. Laeson R, San Astonio, TX 78261
2104384262

Working Kaowledge senes. Sciemtific Americae.

Yex Magazine: Canoda s Science Magazine for Kids
hopciwww ] slandnet. com'-yesmag)
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Coatains sclence projects that Kids can 3o at home, 2 brain bumpers section, information
on how things work, eic.

MUSEUMS, ORGANIZATIONS & AGENCIES

Allsance for American lnnovation
1100 Connectcut Avenoe, NW
Washington, DC 20036-4101
02-293-535)
betpSiwww Alllance-DC org/
Conains legrslative information, inventor resoseces, ¢ic.

Carnegie Science Center
One Allcgheny Avenuve
Pitmsdargh, PA 15212-5850
412-237-3400
httptiwww o clpgh.ong/
Strives to edacate, enlortain, cxcite and inspire “the widest posabile sadience theough
programs in sclence and sechoology ™

Center for Creative Leamuag, Inc.
4152 lodependence Court, Seine C-7
Sarasoda, FL 34234-2147
941.351.8862
Sells texthooks and other resources that may be useful for seachers. Also publishes a
newslener.

Homeon lavemorn Association

2916 West T.C. Josser Bivd,, Sulie 105
Howssoa, TX 770187051
7156867676

laventions & lnpovation Program
U.S. Depariment of Encrgy
1000 Independience Avenue, SW
Washingion, DC 20585
202-586- 1897
beprwww ontdoe povi Accessfimventionsinventions, html
Provides funding and commercialization tramng (o develop encrgy-saving inventicas.

Houston Meseum of Natural Scleace
One Hermaon Circle Drive
Houston, TX 77030

T1L639.4600



hitpcfaww hmns. mos.tx. us/

Contains a plasctarium, betterfly cemter, IMAX Theatre and a natural scicnce muscum
that includes Discovery Place—a permanent exhabit with bandv-on activities enabling visitors 1o
conduct experiments.

Lawrence Hall of Scence
Ussvenity of California, Berkeley
Lawrence Hall of Science #5200
Berkeley, CA 94720.5200
S10.642.5182
hatpuiiwww Ins berkeley. oduThidbome htm)
Esables visitors 10 practice being scieatists in this public scsence museum,

Maami Museum of Science
3230 South Mizem Avenuve
Miami, FL 53129
1088844247
haxpeiwww srdasminci ong/
Provides a saience education in a stimulating. enjoyable, non-threstening enviroament.

Muscwm of Science
Science Park
Boszon, MA 021141099
617-723-2500
hutpc/fwww mon. org)
Strives 10 make scicnce fum and accessible 10 all Beough the wse of moee than 400
interactive exhibits and an Omai Theater.

Natiooal Inventors Hall of Fame, kavemture Place
80 West Bowery, Suite 201
Alron, OH 44308
216-762-4463
httpufwww inveat org/inventure html
Enables visitors to explore their cursosaty and creativity. Web site iscludes an imdex of
inventions.

New York Hall of Scsence
4701 117h Seroet
Flushing Meadows, Corona Park. NY 11368
TIS699-0005
hitpUiwww nyballsc oeg/
Preseats moee than 155 interactive exhibits that peovide fum, learning experiences for
everyone,



Ontaro Scence Center
770 Don Mills Road
Torcato, Ostario
M3C 1T}
CANADA
4164294100
Explores the carth, & molecule, landiag on the moon, bees making honey and moch more
through hundrods of scicnce-related exhibits

Oregon Muscum of Sceence & Indasry
1945 SE Water Avenue
Portland, OR 97214
S03-797 4000
Batp www o edu/
Contains hands-on science exhibits, an Omnimax Theater, laboratones asd more.

Scrence Museumn of Minnesota
J0E. Temh St
St Pagld, MN 55101
612-221-0488
betpiweaw sci mus.min. uy
Contains hasds-on science exhibits, an Omni Theater, cic.

The Ex
3601 Lyon St
Sam Francisco, CA 94213
415.563.7337
hatpwww exploratonum edu
Consists of a collage of 650 interactive, scaence, an, and haman peroepton oxlabers,

The Franklin Insticste Science Museum
222 Noeth 2eh St

Philadelphia, PA 19103

2154481200

httpoiisin flodafi/
Stmulates Imerest i (e SCICNCes.

The Tech Muscum of Innovation
145 Weat San Carlos St
San Jose, CA 95113
408-279-7150
hitpolisizzie. thesech org
Contains hands-on lsboratories and workshops in science and technology for students in

Grades K @eoagh 12, teachers aad the general public, plus innovative community programe such
as Toch Garls.
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VIDEOS, CD-ROMS, AUDIOTAPES & CARDS

Assigement Iisconvery: Science & Tecknology on Dircovery Channel. (VIDEO)

1-800- 3425100

hupuiischool dscovery. com'vvaulVassign'spring96/scitochAnveationep$ 1epS Vindex htm|
Frosonts a video magazine ca innovation (hang gisding. resaing shoes sad fireworks ).

Clarie IL Thomas C. (ed.) fuventovs Card Game, ULS, Games Systems, 1989, (Cand Pack)
Pictures founees historically famoss isventons, theie work and informative text abost the
inventor of invention,

Von Oech. Roger. Creunive Wack Pack. US. Game Systems. 1988, (CARD PACK)
Consists of 63 cards that teach & creativity techiigue o strategy and which cas be esed by

one person of a group of people.

Discovery Chaanel's bnvemtion eprsodes | through 3. (VIDEO)
1-800-342-5100
Desenibes the development of spocific mventions.

Leomardo: The Invessor. ImerActive Electromic Peblishing. 1994, (CD Rom)
Contains aa imteractive format with information about Loceando da Vine, his inveasions,
works of an, et

Macaslay, David The Way Things Work. DK Multimedia. (CD Rom)
Based 0o David Macaulay's 1988 book, The Way Things Work, this CD Romn vividily
domaomtranes how everyday items operate.

Wajec, Tom. Pumping fons: Games And Exercives To Flex Yowr Mind Bantaen. 1989,
(AUDIO)



Evaluation Form

We hope Yowng Inventors: A Kit for Competition Organizers helped in preparing you foe 2
competition. Please GGl out the form below and let us know how we can improve on future
editions. Please rase cach oniteria from 1 (poor) 10 S (excelient). Thank you

Organizing Competitions Section (poor) (excedlem)
Clarity | 2 k) 4 S
Usefulness | 2 3 4 s
Thoroughness ! : 3 4 s

Sparking Imagination Scctiva
Clanity ! 2 1 4 S
Usefulness | 2 ) 4 S
Thoeoughness ! p. k) < 5

Activithes & More Activities Section
Clariry | 2 3 4 5
Usefulaess I 2 3 K 5
Thoeoaghness | 2 L) 4 5

Inventing 101 - Handouts for Participants
Clanty I 2 3 4 S
Usefulaess | 2 3 . S
Theeoughness i 2 3 4 5

Samgles i P 3 4 h

Checklists | 2 3 4 b

Resources | 2 3 4 5

Overall i 2 3 4 5

Comments (aach moce pages of noeded )

Mail oo
lnventons of the Feture Pregect
Inwsmste for Civic Rencwad
PO, Box 199038

Waskingmon, D.C. 20036
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Notes



Essential Books
PO Box 19405
Washington, DC 10036
$10.00
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