Double Trouble 

[image: image1.emf]Leaky Pipe & Pipeline

Pursuit Instructions 

Standard  

Maximum 1 minute to introduce activity and answer questions
Time Frame  

Maximum 15 minutes to plan both challenges (TIMED)

Maximum 15 minutes to complete both challenges (TIMED)
Introduction


Your challenge is to execute two tasks, Leaky Pipe and Pipeline. 
Guidelines for Leaky Pipe
Your challenge is to raise the ball to the top of the pipe, using only the water provided.
1. Only one team member can be assigned to pour the water – this team member does not have to plug holes.

2. All other team members must plug at least two holes by the completion of the activity.

3. Only the cup provided may be used to retrieve and pour water to fill the pipe.

4. Only the water provided may be used to fill the pipe.

5. The pipe must stand upright at all times.

6. Neither the pipe nor the water source can be moved.

Facilitator Notes

· Water may not be used during the planning session.
· It is not necessary for each team member to be plugging holes on the pipe the entire time water is being added to the pipe. Rather, all team members must have 2 fingers plugging holes on the pipe once it is full of water.

Points for Leaky Pipe
· 75 points for the ball reaching the top and all team members having at least 2 fingers on the pipe
· 60 points for the pipe being ¾ filled and/or fewer than all team members touching the pipe
· 50 points for the pipe being ½ filled or less and/or fewer than all team members are touching the pipe
Guidelines for Pipeline
Your challenge is to transport a golf ball from the starting line into the finish cup in the shortest amount of time.
1. This is a timed challenge. 

2. Only the materials provided may be used to transport the ball.

3. Each team member gets only one pipeline piece and cannot assist with other pieces.

4. The ball must roll in or on each piece at least once.

5. Team members cannot move their feet while the ball is in/on their pipeline piece.

6. If the ball is touched, dropped, or stops, the group must return to the start with the ball and try again. The clock keeps ticking.

7. “Juggling the ball” is allowed.

8. Pipe sections may not overlap or be inserted into each other by more than one inch.

9. Your task is complete when the ball is rolled into the finish cup and stays.
10. You will have practice time during which you can strategize, exchange pieces and re-start as needed.

Points for Pipeline
· 75 points for completing activity in less than 2 minutes.

· 60 points for completing activity in less than 3 minutes.

· 50 points for completing activity in less than 4 minutes.

· 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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