
 

 

CHALLENGE PINS ORDERING 
TIME FRAME EXTENDED! 

 
We are taking pre -orders for a very limited time on CHALLENGE pins.  
These little pins make a great little gift for you to give your team members 
- or anyone who has helped your team as a mentor teaching general skills.  
You can see photos of the pins on our website at 
http://nydi.org/04ChallengePins.htm  and can click to access the 
order form from the same page.  PLEASE… do not forget to add shipping 
costs to your order! 
 
We will be taking orders until all pins are sold.  We will have a VERY SMALL 
QUANTITY of these pins available at Regional Tournaments and once they 
are gone we will not be able to order more.  The only way to guarantee 
that you will get the quantity you want is to place your order by 12/1/03 
 
 

SUGGESTIONS FOR YOUR PARENT’S MEETING 

 
The goal of the parent’s meeting is to convey the following information:  

-This is a commitment and if your child wants to do this, he/she will need 
your support for the long haul.  

-The team will decide roles both in front of the audience and in preparation, 
and parents and team managers need to support those choices, not second 
guess the kids.  

-Team dynamics and roles evolve over time; be patient.  

-It's a great time for kids to learn about responsibility; if the kid agrees to 
paint a widget by Wednesday, he/she needs to do it. (Not the parent, the 
KID.)  

-If you've got a kid with multiple other outside activities or who has trouble 
getting homework done, think long and hard about how you are going to fit 
this all in before you commit.  

-Emphasize the dangers of interference - especially taking the positive side 
that this is the kids' project and their chance to grow and shine. Tell the 
parents that this is the single toughest thing to do, since we are all used to 
jumping in and giving kids hints about how to do things the easiest way. 
Remind them that no matter how terrific their ideas are, if they share 
them, the kids cannot use them (even if they would have thought of it 
themselves later.) It's not just about losing points, it's about ownership: 
this is not the adult's challenge, it belongs to the kids and solving it is that 
much sweeter when you do every step of it without assistance. (And 
sooner or later, one of these unassisted teams really IS going to invent a 
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sooner or later, one of these unassisted teams really IS going to invent a 
wheel that works better than Firestone, but only if we leave them alone to 
do the trial and error it takes.)  

-Do ask for help in appropriate ways: tell parents you'll need snacks and 
supplies, tell them to save whatever weird trash and recyclables their kid 
wants, because "you never know".  

-You may want a couple parents around when you start building just to 
keep an eye on safety concerns, such as hot glue guns or electric drills (if 
your team chooses to use them.) Put out feelers to see who is interested.  

- If a parent has a resource where the kids can visit and sort through 
leftover items (in our case, a small assembly plant opened its doors and we 
found cardboard boxes, pieces of acetate, spools from wire, that sort of 
thing), ask for an early field trip. Tell them you don't know what you are 
looking for, because it's true. You don't know what type of resources folks 
have if you don't ask, or ask the kids for ideas.  

-Ask if anyone wants their garage sorted out, and let your team keep the 
stuff they can use.  

-Budget: The $125 worth of junk that becomes your solution may just 
evolve from things the kids found or brought or dug out of a dumpster but, 
in most cases, you need glue, paint and other supplies to stick it all 
together. Those supplies can get expensive. Some teams ask each family to 
contribute $20 bucks (20x7 is $140 right? The $15 is extra stuff that 
doesn't end up in the solution.) --- but we must have used another couple 
hundred $ in stuff we started, and abandoned, or never worked out, or 
didn't really need. Or that the dog ate and we had to make a second time. 
So if you go the $20 route, advise the parents that they might need to chip 
in again in the spring if supplies run low. ($125 represents the stuff in the 
solution that the judges see, but you will have to "waste" a little practicing 
on the route to success. Surplus doesn't count in the final budget, just stuff 
you actually use.) Another budget consideration is how will you pay for any 
travel expenses you encounter. You may have to rent a truck to transport 
the solution to a tournament. How will you cover the cost if your team has 
the chance to go to Global Finals (the cost is about $400-$600 per student 
depending on how many pins they buy to trade).  

-Meetings dates are important: first figure out what is good for YOU, the 
team manager, then offer a couple choices for the team. We had to work 
around soccer, basketball and baseball schedules, you probably will, too. 
So find out in advance who is doing what and when their practices or 
games are and see if there are obvious open times.  

 

 
Did you know that 
students in Australia, 
Brazil, British Columbia, 
China, Colombia, Israel, 
Guatemala, Korea,  
Latvia, Mariana Pacific, 
Mexico, Ontario,  Qatar, 
Singapore, Solomon 
Islands, Scotland, 
Turkey, Ukraine, 
Venezuela & the United 
Kingdom will all be 
represented at the 2004 
Global Finals? 



 

 

-One option is to have instant challenge practices at school either right 
before or right after school: the kids are already going to be there, not 
another trip to schedule. Before school wasn't an option for my sleepy 
team, but 3:30 to 5 p.m. was great. They were tired of behaving and being 
quiet and got silly quickly. We met on weekends to do our structure and set 
building, away from school, but if you have access to an art room (and 
Storage - very important!) you might be able to keep it all at school.  

-Snacks: it might not seem worth considering, but depending on when you 
meet, having a bag of pretzels or fruit rollups, helps them settle down and 
focus. So work out a system up front with all the parents so that snacks 
and drinks are covered.  

 

Top 10 List for Getting Started  

with Your Team 

10. Read and re-read the Rules of the Road and the Team Manager's 
Guide. Read and re-read the specific Central Challenge which your team 
picks. Have the team read it and re-read until you are sure they 
understand it.  

9. Make sure everyone understands Interference rules. You, the team, and 
their parents.  

8. Have a discussion about expectations. Let the team set their own goals 
for the season. If you start pushing a team beyond their desire to excel, 
things will go sour pretty darn quick. Let them discuss and set some team 
rules. Make sure they understand your expectations such as how they will 
behave in your house and how often they can miss team meetings.  

7. Remember that you don't have to solve the challenge for the team. 
That's their job. Understanding this can be a big relief for a new manager.  

6. In the early stages, concentrate on building the team rather than solving 
the challenge. Do a lot of improv and instant challenge activities. A team 
that feels good about working together and trusts each other will do a 
better job.  

5. Enlist your team members' parents. Have a parent meeting. Don't be 
shy about delegating some responsibilities. You'll go crazy if you do it all 
yourself.  

4. Attend Team Manager's training. They have some excellent training 
materials and a good training session can give you a big boost. Don't miss 
it!  

3. Use the web. This list is a good start. Visit the Destination ImagiNation 
web site once a week or so. Check out the clarification pages at least that 
often. Visit our New York DI Website at http://nydi.org often! Follow some 
of the links and you will discover lots of resources.  

2. Find a mentor. If you can, find a more experienced team manager who 
doesn't mind if you ask a few "dumb questions". A good candidate would be 
a manager who is in your challenge but at a different level.  

1. Always remember to have FUN! If the team isn't having fun and you 
aren't having fun - something is wrong.  

 


