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Discovery, Invention, and Innovation

http://www.inventionatplay.org
Interactive webpage evaluation

Introduction:  Some inventors have a goal in mind and work persistently toward it. Others stumble across solutions to problems they weren’t trying to solve. Each student will complete the 4 activities on problem solving, exploration, visual thinking, and social games.  There are several questions that need to be answered following each activity.

Challenge:  Evaluate and experiment with interactive lessons on invention. (200 pts total)

Procedure:  
Type the following web address into your web browser: http://www.inventionatplay.org


Engage in each of the following activities and answer the questions for each.

Cloud Dreamer - Using your imagination encourages original thinking.  (50 pts.)

1. What shape did your cloud resemble?



2. Why did you choose that shape?



3. In the space provided draw a sketch of your cloud.

Puzzle Blocks - Many inventors can see patterns that aren’t obvious to others. Changing or manipulating patterns is one way to generate new ideas. (50 pts)

1. Which puzzle did you find to be the most difficult?


a. Why?


2. Which puzzle did you find to be the easiest?


a. Why?
3. Were you able to visualize before trying pieces or did you have to try several different ways.

Tinker Ball - Experimenting with materials and pushing their limits encourages us to consider a wide range of possibilities when problem-solving. (50 pts)
1. Did you get it on the first try?


2. How many different ways could you solve this problem?


3. In the space provided, draw a detailed sketch of your device (You will need to complete this once you get ball into the basket). Be sure to label all parts and trace the path the ball will travel.

Does Play Matter?  Click on the link to find out. (Return to the Homepage – Scroll Down – Click Does Play Matter?)
1. Read “What did you play with?”
2. Click and watch the “Discussions on Play” video clips.\

3. In the space, provide a short paragraph answer for each question. (50 pts)


a. How have attitudes toward play changed over time? 
b. What kinds of toys did inventors play with as children? 
c. Is the quality and quantity of children’s play changing? 
d. If play is changing, how will that affect invention? 
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