Descriptive Game Name: HUNGRY CEENBOT

Author: Tarin Grier
Game Brief Description: In this game, students will compete against one another using their CEENBoTs.  Between 2-4 CEENBoTs will try to retrieve objects within a 4x4 foot square and move the objects to their home base.  The objective is to retrieve more objects than the opposition.
Game Area Picture/Diagram and Materials: Using tape, construct a 4x4 foot square on the floor.  At each point of the 4x4 foot square, construct a 9x9 inch square out of tape.  These will serve as the home bases.  Place various objects in the large square.  Materials needed include:
• A CEENBoT for each competitor

• Tape

• Tape Measure

• Various objects (blocks, legos, balls, etc.)

• A variety of materials to construct a front-end scoop or something 

  used to push objects around

Rules:

1. Competing CEENBoTs will be modified with available materials to add an attachment on the front end.  This attachment will help the CEENBot collect and transport objects retrieved during the game.

2. Between 2-4 competitors will place their modified CEENBoTs on one of the home bases.  After a countdown, the CEENBoTs will begin to retrieve objects within the large square and bring them back to their home base.

3. Competitors will be allowed to fight for objects until the objects have reached a home base.  Objects that are pushed outside of the 4x4 foot square will be considered out of bounds and thus cannot be taken to anyone’s home base.

4. The game will continue until there are no more objects in the 4x4 foot square.  The winner will be determined by who collected the most objects in their home base.   

Scoring:

Once there are no more objects in the large square, each object in a student’s home base will count as one point.  The student with the most points will be declared the winner.

Game Suggestions:
1. Have students work in teams to modify their CEENBoTs

2. Players on a team could take turns retrieving objects during the game

3. Try different modifications of the front-end attachment

Learning within the Game:

Students will get to be creative when designing their front-end attachment.  They will also have problem solving opportunities.
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