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  2014-
2015

“Like” us on Facebook at 
Destination Imagination, Inc. 
to share content and interact 
with the DI community

Follow us @IDODI for 
program updates

Follow us on Pinterest for 
inspiration and creative ideas
 

Share your photos 
@boxandball

• Fairy Tale Styles Research

• Art Form Research

• Effective Storytelling

• Theater Arts Skills

• Technical Design Process

• Engineering Concepts

• Presentation Skills

• Project Management

• Creative and Critical Thinking

• Teamwork

• Interpersonal Skills

• Management Skills

• Perseverance

• Risk Taking

• Self-directed Learning

• Digital Literacy

• Citizenship Skills

• Present a team-created fairy tale about a 
character that faces and deals with a phobia.

• Create an expressive artwork that 
conveys a thought or feeling.

• Create a functional artwork that 
serves a practical function.

• Design and create an illusion that makes 
the impossible seem possible.

• Create and present two Team Choice 
Elements that show off the team’s interests, 
skills, areas of strength, and talents.

Fine Arts 

LEARNING OUTCOMES

POINTS OF INTEREST



CHALLENGEOVERVIEW
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Time Limit
The team must complete the Presentation (including setup) in eight minutes or less.

Team Budget
The total value of the materials used may not exceed $150US.

Approaching This Challenge
This Challenge can be solved on many levels, ranging from the simple to the complex. We recognize that 
there are many different ways to be creative. Please approach this Challenge in the true spirit of Destination 
Imagination: try foremost to solve the Challenge. If you fi nd the intent or any of the details of the Challenge 
unclear, we encourage you to ask for a Clarifi cation. (See the Rules of the Road.) Remember—if it doesn’t 
say you can’t, then you can. However, if it says you “must” perform specifi c requirements, then those 
requirements have to be met.

Team Number
Teams and individuals using these Program Materials must hold a 2014-2015  Team Number. The Destination 
Imagination Team Number is a license to compete in sanctioned tournaments and/or to use the Program 
Materials for educational purposes within your team, school, group, or organization. Online access to 
Program Materials for teams who have purchased Team Numbers is on www.destinationimagination.org.

 £ My 2014-15 Team Number is:  

___  ___  ___   -   ___  ___  ___  ___  ___

 £ My team is planning to compete in a sanctioned tournament.

 £ I have registered for that tournament with the:

 £ Regional Director  or      £   Affi liate Director

Team Managers are strongly encouraged 
to read and use:

 £ Roadmap

 £ Instant Challenge Practice Set 

(available online in the Resource Area at 

DestinationImagination.org)t

 £ Travel Guide for Teams 

(available online after Jan. 1, 2015)

 £ facebook.com/destinationimagination

 £ twitter.com/idodi

 £ Training at DIuniversity.org

In order to successfully solve this Challenge, 
teams must read and follow:

 £ Team Challenge
A. The Central Challenge (240 points)  

B. Team Choice Elements (60 points)

C. Presentation Area

D. Reward Points

 £ Rules of the Road

 £ Published Clarifi cations

(online at DestinationImagination.org)

The information in these materials is binding 
on all teams.

TEAMS TEAM MANAGERS



A: CENTRALCHALLENGE
240 POINTS
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1. The Intent of the Challenge: The intent of this Challenge is for the team to create and present 
an original Feary Tale about a character facing and dealing with a Phobia. The team will create an 
Expressive Artwork and a Functional Artwork and include them in the presentation of its Feary Tale. The 
team must also design an Illusion and present it during the Feary Tale.

2. The Feary Tale:  For centuries, fairy tales have captured the imagination of people around the world.  
Now it is your turn to create an original Feary Tale with a character that faces and deals with a Phobia.  
What will the character do? It is up to your team to decide if they live happily ever after!

a. Good and evil characters, make-believe situations or events, and moral lessons are just a few of the 
story elements common to fairy tales. The team will research and learn about the elements of a fairy 
tale. The team will then create a Feary Tale using elements from its research. 

b. The Feary Tale must be an original, team-created story. It may be set in any location, real or imaginary, 
and in any time period.

c. The Feary Tale must include a character with a Phobia. For this Challenge, a Phobia is a fear of an 
object, activity, or situation that leads to a desire to avoid it. The Phobia may be team created or it 
may be an existing phobia.

d. During the Feary Tale, the character with a Phobia must face and deal with the Phobia. This does not 
necessarily mean the character must be cured of the Phobia during the story. Rather, the character 
simply must not let the fear stop him or her from achieving a goal. 

e. The team will earn points for how well the Presentation fi ts the style of a fairy tale. This means how 
successfully the team uses elements of fairy tales in the Presentation. (D.1.a)

f. The team will earn points for the creativity of the Feary Tale story. A story is more creative when there 
is original or novel development of the storyline and the characters. (D.1.b)

g. The team will earn points for the theatrical portrayal of the character with a Phobia. (D.1.c) 

h. The team will also earn points for clear and effective storytelling. (D.1.d) Clear and effective 
storytelling means the Feary Tale has a beginning, middle, and end and it is presented in a way that 
is easy to understand.

3. Artwork: Through the ages, artists have created amazing works of art to show the imaginative worlds 
and characters described in fairy tales. The team will design and create two works of art to include 
in the Feary Tale. One artwork will artistically express the Phobia, and the other artwork will help the 
character with the Phobia face and deal with it.

a. The team will create two artworks – one Expressive Artwork and one Functional Artwork.

i. The team must use at least one Art Form from Table 1 to create the Expressive Artwork and 
must use at least one different Art Form from Table 1 to create the Functional Artwork.

ii. The team may use multiple Art Forms to create each Artwork. The team may also use 
additional art forms not listed in the Table, as long as at least one different Art Form from 
Table 1 is used in each Artwork.



A: CENTRALCHALLENGE
240 POINTS
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iii. It is up to the team to decide how the Expressive and Functional Artworks fi t in the selected 
Art Form categories in Table 1. The team will list on the Tournament Data Form at least one 
Art Form for each of its Artworks.

b. The Expressive Artwork: Artists create art to express their thoughts and feelings. In this Challenge, 
the team will design and create an original Expressive Artwork.

i. The Expressive Artwork is a work of art that must convey a thought or feeling related to the 
Phobia. It is up to the team to decide how the Expressive Artwork will convey this thought or 
feeling related to the Phobia.

ii. The team will earn points for the creativity and originality of the Expressive Artwork. (D.2.a)

iii. The team will also earn points for how well the Expressive Artwork conveys a thought or 
feeling related to the Phobia. (D.2.b)

c. The Functional Artwork: From buildings and appliances to furniture and cars, functional art is all 
around us. Everyday objects, such as our phones and shoes, are designed by artists. Artists and 
designers make commonplace things artistic. The team must design a Functional Artwork that is 
both creative and useful.

i. The Functional Artwork is an object that serves a practical function and is artistic in quality. For 
example, a decorative basket is artistic because of its appearance and is functional because 
it carries items.

ii. The Functional Artwork must be used to complete a task in the Feary Tale. The task must help 
the character face and deal with the Phobia in some way.

iii. The team will earn points for the creativity and originality of the Functional Artwork. (D.2.c)

iv. The team will also earn points for the integration of the Functional Artwork’s task into the 
Feary Tale. (D.2.d) This score includes how the Functional Artwork helps the character face 
and deal with the Phobia.

d. The Expressive Artwork and Functional Artwork must be easily identifi able as two separate works of 
art that can be scored separately. If it is determined that the two Artworks are not able to be scored 
separately, the team’s scores for creativity and originality of the Artworks may be lower.

e. The team may include as many expressive and functional works of art in its Presentation as it wishes, 
but only the two works listed on the Tournament Data Form will be scored as the Expressive and 
Functional Artworks.

Table 1. Art Forms

Videography/Animation Light Art Furniture Design Street Art

Fashion Design Body Art/Make-Up Graphic Design Sculpture

Architecture Toy/Game Design Installation Art Folk Art



A: CENTRALCHALLENGE
240 POINTS
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4. Illusion: A wooden puppet turns into a real boy! A pumpkin and some mice become a regal horse-
drawn carriage! Fairy tales often take place in fantastical worlds where anything is possible. In our world, 
fairy tales come to life on stage and screen using special effects. In this Challenge, the team will create 
an Illusion to make the impossible seem possible!

a. The team will design and create an Illusion that uses Technical Methods during the Presentation. 
An illusion is an effect that uses theatrical methods to make the impossible come to life in the 
Presentation. For example, people cannot fl y, unaided, in real life. Making a character seem to fl y on 
stage would be an Illusion. The team will decide what kind of effect the Illusion will create. 

b. The Illusion should be visible from a distance of at least 25 ft (7.62 m).

c. The team will earn points for the theatrical effect of the Illusion. (D.3.a) This means how well the 
Illusion makes the impossible seem to actually happen during the Presentation. 

d. The team will earn points for the Technical Design and Technical Innovation of the Illusion. (D.3.b 
and c)

Technical Methods

Refers to the use of principles in fi elds such as chemistry, computer science, electricity, hydraulics, mathematics, 
mechanical engineering, physics, or structural engineering. Other technical fi elds are also acceptable.

Technical Design

The result of a plan for creating an Illusion. A well-designed Illusion shows careful planning, and it creates its effect using 
effective, effi cient, and reliable Technical Methods.

Technical Innovation

A new, unique, original, or creative way to create an Illusion using Technical Methods.

5. Team Identifi cation Sign: The team should provide a free-standing Identifi cation Sign (ID Sign) of 
approximately 2ft x 3ft (0.6m x 0.9m) displaying your team’s Team Name, Team Number, School/
Organization (if different from Team Name), and Level. It cannot be used as a scoring element. See 

“Team Identifi cation Sign” section in Rules of the Road for further information.



ELEMENTS
60 POINTS

B: TEAM CHOICE
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In addition to the above requirements, the team must present TWO creations called “Team Choice Elements” 
that show off their interests, skills, areas of strength, and talents. The team may create anything they wish for 
Team Choice Elements including props, music, technical gadgets, costumes, physical actions, etc.

1. The team must present both Team Choice Elements as part of the eight-minute Presentation and each 
Team Choice Element should have a meaningful connection to the team’s Central Challenge solution. 
Each Team Choice Element must be described briefl y on the Tournament Data Form found at the end 
of this Challenge.

2. A Team Choice Element may not be a specifi c item that is required in the Central Challenge that is 
already being evaluated. A Team Choice Element MAY be a single unique PART of a required item, as 
long as it can be evaluated as a stand-alone item. Both Team Choice Elements may be presented at 
the same time ONLY IF both can be easily identifi ed and scored separately. Examples of these can be 
found in Rules of the Road.

3. Each Team Choice Element will be evaluated in three ways: for the creativity and originality of the Team 
Choice Element, and for the quality, workmanship, or effort that is evident and integration into the 
Presentation. Evaluation of Team Choice Elements is subjective.

1. Floor Surface: Destination Imagination strongly suggests that the Presentation Area be a large space 
with a hard fl oor such as wood, linoleum, concrete or very short-napped carpet. The team should be 
prepared to deal with a variety of fl oor surfaces.

2. Size: The minimum required overall size of the Presentation Area is 8ft x 10ft (2.44m x 3.05m), but the 
team may use any additional space that Tournament Offi cials designate as available. 

3. Electrical Power: A single 3-prong electrical outlet will be provided at the edge of each Presentation 
Area for the team’s use.   

C: PRESENTATIONAREA
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D: REWARDPOINTS

ELEMENT POINTS DETAIL
Central Challenge Up to 240 A

1. The Feary Tale Up to 95 A.2

a. How well the presentation fi ts the style of a fairy tale
b. Creativity of the Feary Tale story
c. Theatrical portrayal of the character with a Phobia
d. Clear and effective storytelling

Up to 25 
Up to 25 
Up to 25  
Up to 20 

A.2.e
A.2.f
A.2.g
A.2.h

2. Artwork Up to 80 A.3

a. Creativity and originality of the Expressive Artwork
b. How well the Expressive Artwork conveys a 

thought or feeling related to the Phobia
c. Creativity and originality of the Functional Artwork
d. Integration of the Functional Artwork’s 

task into the Feary Tale

Up to 20 
Up to 20 

Up to 20
Up to 20

A.3.b.ii
A.3.b.iii

A.3.c.iii
A.3.c.iv

3. Illusion Up to 65 A.4

a. Theatrical effect of the Illusion 
b. Technical Design of the Illusion
c. Technical Innovation of the Illusion

Up to 25
Up to 20 
Up to 20 

A.4.c
A.4.d
A.4.d

Team Choice Elements Up to 60 B

1. Team Choice Element 1 Up to 30 B.3

a. Creativity and originality
b. Quality, workmanship, or effort that is evident
c. Integration into the Presentation

Up to 10
Up to 10
Up to 10

B.3
B.3
B.3

2. Team Choice Element 2 Up to 30 B.3

a. Creativity and originality
b. Quality, workmanship, or effort that is evident
c. Integration into the Presentation

Up to 10
Up to 10
Up to 10

B.3
B.3
B.3

PUTTING IT ALL TOGETHER
INSTANT

CHALLENGE

TEAM CHOICE
ELEMENTS

25%

15%

60%

CENTRAL
CHALLENGE

CENTRAL CHALLENGE SCORING
ILLUSION

27%
40%

ARTWORK

THE FEARY
TALE

33%
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TournamenT DaTa Form FINE ARTS: FEARY TALES / PAGE 1 oF 3 
 
Team Name:                           Team Number: ___  ___  ___   -   ___  ___  ___  ___  ___

School/Organization:            Level:  EL      ML      SL     UL   

To our teams and Team Managers: Help your Appraisers identify the required elements of your Challenge solu-
tion so they can award you all of the points you have earned. Please fill out this 3-page form completely and 
neatly. For Elementary Level teams only: Team Managers MAY fill out the form, writing out the words dictated 
by the team. 
 
PART ONE: Required Paperwork

At the tournament Challenge Site, the Prep Area Appraiser will ask for your team’s forms. A complete checklist 
of the required forms is below. None of the forms listed below can be used as a scoring item.

Your team needs:
 £ Five copies of the completed PAGE ONE and PAGE TWO of the Tournament Data Form. This is PAGE 

ONE of the form. 

 £ One Copy of the completed PAGE THREE of the Tournament Data Form. This page helps your team 
reflect on how you experienced the creative process.

 £ Two Copies of the completed Declaration of Independence. Blank copies of this form can be found in 
the Rules of the Road. One copy of this form is for Team Challenge, the other copy is for you to take to 
Instant Challenge. 

 £ One Copy of the completed Expense Report. This form can be found in the Rules of the Road. Be sure to 
bring copies of your receipts in case you are asked for them, but it is not necessary to attach them to the 
form.

 £ One Copy of Team Clarifications issued to your team.

 £ Team Identification Sign: This will tell the Appraisers and the audience who you are. It must list your 
Team Name, Team Number, School/Organization (if different from Team Name), and Level. It cannot be 
scored. See the Rules of the Road for more information.

 £ Published Clarifications: You need to be sure you are aware of the Published Clarifications for this 
Challenge available at www.DestinationImagination.org. 

PART TWO: Brief Description of Team Choice Elements
Team Choice Element 1:  What is your Team Choice Element? 

                                       
 
Please write a brief description of your Team Choice Element. Make sure that Appraisers know exactly what 
you want them to evaluate. What would you like them to know about the Team Choice Element?

                                       
                                                     
                                    

Team Choice Element 2: What is your Team Choice Element?

                                       
 
Please write a brief description of your Team Choice Element. Make sure that Appraisers know exactly what 
you want them to evaluate. What would you like them to know about the Team Choice Element?
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TournamenT DaTa Form FINE ARTS: FEARY TALES / PAGE 2 oF 3 

Team Name:                           Team Number: ___  ___  ___   -   ___  ___  ___  ___  ___

School/Organization:           Level:  EL      ML      SL     UL   

 
PART THREE
This Challenge requires the team to supply the following information to help the Appraisers evaluate your 
solution. This is PAGE TWO of the form. Be sure to fill in both pages.

1. Briefly describe your story and how your Presentation fits the style of a fairy tale.

2. Identify the character with a Phobia. __________________________________________   
What is the Phobia?

 

3. How does the character face and deal with the Phobia? 

4. Describe your Expressive Artwork.  Which Art Form(s) did your team use? How does it express a thought 
or feeling related to the Phobia?

5. Describe your Functional Artwork.  Which Art Form(s) did your team use? What task does it accomplish?

6. Describe your Illusion.  What Technical Methods does your team use in your Illusion?
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TournamenT DaTa Form FINE ARTS: FEARY TALES / PAGE 3 oF 3 

Team Name:                           Team Number: ___  ___  ___   -   ___  ___  ___  ___  ___

School/Organization:            Level:  EL      ML      SL     UL   

    

PART FOUR
THE CREATIVE PROCESS: Reflect on how your team experienced each stage of the creative process as you 
solved the Team Challenge:

1. RECOGNIZE: Understanding all the issues or points of the Challenge:

2. IMAGINE: Exploring new ideas about possible solutions to the Challenge:

 

3. INITIATE and COLLABORATE: Taking risks and going beyond the minimum as you commit to a solution. 
Working in a collaborative way. Listening to all team ideas before judging them:

4. ASSESS: Monitoring progress. Assessing the solution as it is being created and after it is finished:

5. EVALUATE: Reflecting on the experience, thinking about what was learned, celebrating the team’s journey 
and accomplishments:


