Double Trouble
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Pursuit Instructions 

Standard  

Maximum 5 minutes to introduce activity and answer questions
Time Frame  

15 minutes to plan and complete Keypunch (TIMED)

10 minutes to plan and complete Rope House (TIMED)
Introduction


Your challenge is to execute two tasks, Keypunch and Rope House. I will explain the rules to Keypunch; after you complete the challenge, I will give you written instructions for Rope House.
Guidelines for Keypunch
Your challenge is to touch all the keys in the shortest amount of time.
1. You will have three separately timed rounds to try for your best score.
2. The entire team must start each round behind the start/finish line.

3. Time begins when the first person crosses the start/finish line and stops when the entire team is back across the line.

4. Keys must be touched in numerical order.

5. Keys may not be moved from their current position.

6. Only one team member may be in the boundary area at any given time.

7. Each person on the team must touch at least one key during each round.

8. You may strategize between rounds. All planning must take place behind the start/finish line.

9. Be aware of the following penalties:

a. 10 seconds added for a key touched out of sequence.

b. 10 seconds added for each person who does not touch at least one key during each round.

c. 10 seconds added for each instance of more than one person in the boundary area at a time.
Facilitator Notes

· Be aware of and watch for tripping hazards.

· If a team asks to use one of their rounds to plan around the boundary area, that is allowed.
Points

Only the best time of three rounds (after penalty time is accounted for) is recorded:

· 75 points for completing activity in less than 45 seconds
· 50 points for completing the activity between 45 seconds – 1 minute
· 25 points minimum for trying the activity but not completing it within 1 minute
· 10 bonus points to the team that has the fastest time overall
Guidelines for Rope House

Your challenge is to form a house (see illustration) using the rope provided.
1. The rope must begin in the shape of an oval, with no one touching it.
2. Everyone must be holding the rope with both hands by the time you form the house shape.

3. Your hands are “glued” to the rope once you pick it up. You may not slide your hands along the rope.

4. You may not mark or knot the rope or write on the instruction card.
5. You may not move the rope with your feet.
6. The rope may cross over itself but not double back.
Points

· 75 points for making the Rope House with no extra rope at the ends
· 50 points for making an imperfect Rope House (crooked sides, loose ends, etc.)
· 25 points for a valid attempt
Total Points Possible
·    75 points for Leaky Pipe

· + 75 points for Pipeline
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·  150 Total points possible 
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