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Enter the Young Inventor Challenge 
Part of the Chicago Toy & Game Fair 

 
We believe imagination and play are crucial to healthy development and community 
well-being. Inventive thinking has been identified as an essential 21st Century skill by the 
U.S. Patent Office and educational institutions. Now we bring together imagination, play 
and inventive thinking in our Young Inventor Challenge! 
 
Use the enclosed Inventor’s Guide and Official Entry Rules to create your greatest 
invention!  
 
It is not required to use the Inventor’s Guide, but it is recommended! The Inventor’s 
Guide is designed to help spur your creativity and give you tips on creating a dynamite 
prototype and poster display.  
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REGISTRATION 
 
Deadline:  November 2nd, 2014 
 
Online:  
http://chitagfair.com/young-inventor-
challenge 
 
Postal Mail:  
Chicago Toy & Game Group 
Attn: Young Inventor Challenge 
6842 N Kilpatrick Ave. 
Lincolnwood, IL 60712 
 

CONTACT 
 
Email:  yic@chitag.com 
Web: http://chitagfair.com/young-
inventor-challenge 

EVENT SCHEDULE 
9am:                  Check-in and assembly 
10am - 2pm:    Open to viewing and voting  
5pm:                 Winners Announced on Stage   

http://chitagfair.com/young-inventor-challenge
http://chitagfair.com/young-inventor-challenge
mailto:yic@chitag.com
http://chitagfair.com/young-inventor-challenge
http://chitagfair.com/young-inventor-challenge
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PART I: 

INVENTOR’S GUIDE 
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Imagine… 
 
A large part of invention is seeing old things in a new way, or combining totally unrelated 
things to create something new. It all starts with using your imagination. What do you 
imagine? 
 
Here are some questions to help you start imagining. Answer as many as you want, but 
the more questions you answer the better! You can keep your answers to yourself, or 
share them with a friend or parent.  
 

 What is your favorite toy or game?  Why do you like it so 
much? 

 Do you ever play with cool bits and pieces of stuff you 
have laying around? 

 Have you ever made changes to toys or games you 
already own? 

 Which toy would you talk to if you could? What would 
you talk about? 

 Have you done something in a game that you wish was 
something you could do in real life? 

 What do you enjoy doing that’s not a toy or game at all? 
 Do you play with your food? How? 
 What is your favorite book? What do you like about it the 

most? 
 What are some of the things you’d like to do but can’t 

right now? Is there anything you could do to make them 
possible? 

 What do you like to do when you are bored? 
 What is something that you miss a lot when you can’t 

have it? 
 What is one of the silliest things you have ever done?  
 Can you remember a time when you couldn’t stop laughing or crying? What 

happened? 
 
Is there a question you think should be here, but isn’t? What is that question? 

 
Using imagination to make toys and games starts with making images in your head of 
things you like to do or have. After answering all of those questions, you probably have 
some images in your head right now! Invention is trying to take pictures and ideas out of 
your head and make them a real thing.  
 
The next step is brainstorming… throwing out your ideas and seeing which ones you 
want to work with. 
  

Did you know…. 

Squashed
tm 

was invented by 

Nick Metzler, and was 

selected as the winning 

entry for the Young Inventor 

Challenge in 2011. 

 

Since then, Nick has also 

designed challenges for the 

TV Show Survivor as part of 

their “Dream Team” 

. 
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Brainstorm! 
 
Now, it’s time to brainstorm! Inventors come up with lots and 
lots of ideas (a “storm” of them!) and then they decide which 
ideas they want to put more work into. These ideas are usually 
“thrown out” into the open where they are talked about, 
played with, and laughed at.  
 
It’s okay for you to have ideas you don’t think you will use! 
Sometimes you will look at an idea you didn’t like the first time 
around, and end up liking it more later. 
 
It’s okay if other people don’t like your ideas!  
It’s great to come up with ideas that people will like, but not 
everyone will like every idea. And sometimes, different people will like different ideas. 
 
You might ask your family and friends to help you with this step. If more people 
participate in brainstorming, more ideas will get generated. Just make sure that if you 
want to use an idea that someone else thought of, you give that person credit on your 
poster board! If someone else used your idea, you’d want them to say they got it from 
you, right? 

ACTIVITY - SHAPES 
On the next page you will find a lot of shapes. Cut them out, or draw your own on 
another sheet of paper and cut them out.  

Using the shapes, can you make: 

 A sailboat? 
 A house? 
 A doll or action figure? 
 Something you throw? 
 A scene from your favorite cartoon or movie? 
 Something you would wear on your head? 
 Something you would like to do when you are an adult? 

There aren’t very many shapes on the next page. That’s OK! Do what you can with what 
you have first. 
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Now, use your imagination and think about what shapes you’d like to have. 

 Could you make something different by putting the shapes on top of each other 
instead of next to each other? 

 What shapes would you like to have? 
 What would you do with more of just one shape? 
 What would you do with a larger shape? How big would it need to be? 
 Would you color some of the shapes? What colors? 
 Would you draw a picture or a face on it? 

ACTIVITY – GOOD IDEAS LAND HERE 
In this activity, we’re going to play a game as a way of brainstorming ideas.  
 
Write “GOOD IDEAS LAND HERE” on a sheet of paper. Then, put that piece of paper on 
the floor and stand at least 3 steps back.  That paper is going to be your target. 
 
Now, on smaller pieces of paper, write down some quick ideas of things that you’d like 
to turn into a toy or game. Keep it short, like “A bicycle that pedals up hills on its own” or 
“Purple Monsters from Mars!” Write down as many ideas as you can in three minutes. 
 
Once you’re done writing down your ideas, the goal is to get those slips of paper to land 
on the target that says “Good Ideas Land Here”. How are you going to do it?  That’s up to 
you. The only rule is that you can’t step any closer to the target than you are right now. 
You can interpret that rule any way that you want to. If you want to make the game 
harder, you can add more rules… you’re inventing right now, so be creative! 
 
When a slip of paper lands on the target, whoever came up with that idea should say 
why it’s a great idea and why it should be worked on. If others are playing with you, you 
can each take turns sharing your ideas and listening, and then you can talk more about 
your favorite ideas after the game is over. Keep trying to get your ideas onto the target 
and the game ends when a player has no more ideas.  
 
You can always write more ideas on slips while you’re playing the game! The winner of 
the game is the person with the most ideas that landed on the target. You can also play 
this game by yourself, and try to beat your highest score! 
 
How many ideas did you come up with? 
 
What did you do to help your ideas to land on the target?  
 
Did some of your methods to land your ideas on the target work better than others? 
 
Is there an idea you tried harder to land on the target than others? What was it? 
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AFTER THE ACTIVITIES 
 
You want to try to get as many ideas as possible before settling on one idea to work on. 
Even after you pick an idea, save all of your favorites because you might want to work on 
a different idea later! 
 
Brainstorming requires imagination. If you’re not getting any good ideas from your 
activities, you might want to go back to the section on imagination and answer the 
questions again. Or take a break, do something else, and try brainstorming again later. 
 
There is no right way to brainstorm. The only wrong way is to not consider every idea, at 
least a little. Sometimes you come up with a better idea when you think about it some 
more. 
 
Once you have settled on an idea you would like to work on, its time to move to 
developing your idea. If you don’t like the idea after you have developed it some more, 
you can always set it aside and try working on something else, or come back and try 
brainstorming again, to see if you get something even better! 
 
Have you picked your idea?  If so, you’re ready to continue! 
 

Developing Your Idea 
 
It’s a good idea to take lots of notes as you develop your idea. Be sure to write things 
down, draw sketches, and do anything that helps you remember how you came up with 
your idea, and be able to explain that to others.  
 
Hint: Showing your development work is an important part of the poster display.  
 
The first part of developing your idea is being able to say what your idea is. For example, 
say “I want to invent a game about dogs,” or “I want to invent a toy I can throw indoors.” 
Just keep it as simple as possible, because your idea might change as you develop it.  
 
 
I want to invent: 
 
Once you have a basic invention statement, you can start getting more specific about 
how you’re going to do it.   
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GETTING MORE SPECIFIC 
 
Ask yourself these questions:  
 
Game Questions 
What theme would you like to use? Will this game be about something in particular like 
dogs or American History, or will it be without a theme at all like Chess or a ball? 
 
What parts does it need? 
 
How do people play with it? Do they roll dice, move pawns, pass an object to other 
players, or play cards? Make a list of actions that you think people will do while playing 
with your invention. 
 
How many people can play? Will it work better with more or fewer people? 
 
When does it end? Do players have to reach a specific goal? Do they have to score a 
certain number of points or be the first to collect something?  
 
Toy Questions 
Is the toy simple (doll, ball, hula-hoop) or complex 
(connecting blocks, robot, marble maze)? 
 
What will it be made out from? Wood, plastic, metal? Which 
parts? 
 
Do any of the parts move? How? 
 
Is this toy for younger kids, older kids, or all ages? Think about 
your friends and family; who would be most likely to play 
with it (aside from yourself!)? 
 
How safe is it to play with?  
 
 
You should use your imagination to picture what the final toy 
or game looks like when answering these questions. What does it feel like when you hold 
it? How big is it? What color? Who is playing it with you? The more you can imagine, the 
better you can explain how it works! 

 
  

Did you know…. 

Jenga 
tm 

was invented by 

Leslie Scott, who was born 

and raised in Africa. 

 

The name “Jenga” is derived 

from a Swahili word 

meaning “to build”. 
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CATEGORIES 
Did you know your toys and games have certain common characteristics? Using 
categories helps you group different toys and games together. Understanding the 
different toy and game categories helps you focus our creative ideas. It also helps you 
tell others about the idea, by comparing it to something they are already familiar with.  
 
A toy or game can belong to several categories; think about which categories are the 
best match. For example: there are word games, strategy games, card games, trivia 
games, and much more. There are also many categories for toys: Construction, Vehicles, 
Dolls, Outdoor toys, Role Play, Collectibles, and Plush and much more. 
 

Toy or Game Categories 

Go Fish 

 
 Card Game (played with cards) 
 Set Collection (You collect matching cards) 
 Verbal Interaction (speaking with other players) 

 

Scrabble 

 
 Word Game (you play by making words) 
 Board Game (played on a board) 
 Tile-laying Game (you place tiles to make a pattern, in this 

case the pattern is a word) 
 

Lego Building Blocks 

 
 Construction (you build things with the parts) 
 Fine Motor Skills (you have to connect small pieces together 

precisely) 
 Creative Play (there are no rules applied) 

 

Skateboard 

 
 Riding (A person stands or sits on it) 
 Transportation (you can use it to get from one place to 

another) 
 Sports (people participate in competitions using 

skateboards) 
 

 
When you have developed your idea enough, its time to take the next step in making 
your idea a reality…making a prototype! 
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Making the Prototype 
 
A prototype is a model of your idea. It is the very first one of its kind! The goal of a 
prototype is to demonstrate what the toy or game will look and play like.  
 
You want to be as complete as possible when making a 
prototype, but sometimes what you want to create is outside 
of your skills or budget. That’s okay! Use your poster display to 
help describe the parts of your invention that you can’t make 
yourself. The most important part is being able to 
communicate your idea to others. What can’t be done today 
might be possible tomorrow. 
 
Remember, a prototype is not a final product. It doesn’t need 
to be pretty, or polished. It’s good for the prototype to 
resemble the finished product as much as possible, but you 
should avoid spending a lot of money on parts until you are 
more experienced as an inventor. Use your imagination and 
brainstorm about ways to make a good prototype without 
spending a lot of money. 

DIAGRAM 
Draw a diagram sketch of your invention. Imagine it is real… 
what are the important details? Draw arrows to the important 
parts, with notes about what they are and how they are used. 

- If it is a game, draw the parts that you’ll use; game board, cards, pawns, timer.  
- If it is a toy, draw the whole toy… think about what it looks like from the front, 

back, top… 
 
Hint: You might want to include this sketch on your poster display. 
 

Not everyone is a terrific artist or makes good diagrams. That’s OK! The most important 
thing is for you to understand what you need, and tell/show others how it works. Its OK 
to ask for help if you need it, but do the best you can on your own (practice makes 
perfect!)  

Did you know… 

The Super Soaker 
tm 

was 

invented by a NASA 

engineer named Lonnie 

Johnson. 

 

The prototype used a 

common soda bottle for the 

pressure chamber. 

Image credit: Ben Baker/Redux 
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MATERIALS 
Now make a list of all of the materials you will need. What physical parts do you need?  

 Cards?  
 Cardboard?  
 Dice?  
 Tape?  
 Marbles?  
 Clay?  
 Something unusual like a collection of nuts and bolts?  

 
Hint: It would be a good idea to include this list on your poster display. 
 
There are a lot of places you can go to find parts, but ask your parents first. 
Neighborhood yard sales can be a great place to find old games to salvage parts from. 
Office and hobby supply stores are great places to find paper, pens and fabric. Make sure 
you use materials that are safe and easily available. If something is too expensive to buy, 
you may have to get creative in finding a substitute.  

Rules and Instructions 
 
There is one last step in creating your prototype. You must write instructions and/or 
rules so people know how to use it. The instructions don’t need to be long, but they do 
need to be clear. A good idea is to number your instructions. What do they do first? And 
after that? 
 
Note: Written instructions must be included as part of your entry in the Young Inventor 
Challenge. 
 
You can make your instructions part of your poster display, or lay them on the table next 
to your prototype. Remember - people will read them! Make them using a computer, or 
your best handwriting. Consider drawing illustrations or using photos to show how to 
play with it. Edit your written instructions for proper grammar and punctuation, so 
people understand your instructions clearly. 
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Testing your Prototype 
 
Before you start showing off, you must test your prototype. Gather your family and 
friends to help you test your game or toy. Play with it several times, then ask them to tell 
you what they think. 
  

 Would they play with your invention again?  
 What did they like the most? 
 What didn’t they like? 

 
Don’t get discouraged if you get negative comments. Just use that to make your 
invention even better! Ask them to be as specific as possible. 
 

 Was it too long?  
 Were the instructions clear? 
 Was it difficult to use? 
 What would they change? 

 
Hint: Real toy & game companies often use positive comments they receive as part of 
their advertising. You can do this too! 
 
You should also watch the players closely when they are using your prototype. What 
they do while playing could tell you as much… or more… than they wil tell you by 
answering your questions. 
 
Make a note here of any comments you received from your family and friends. 
 
Positive Comments: 
 
 
Negative Comments: 
 
 
It’s not uncommon for a prototype to undergo several changes, or even be rebuilt 
completely. You make changes based on feedback or comments received from the 
people that play with your invention, to either improve on the things they like, or remove 
things they don’t like. Make a list of changes you make to your prototype and what 
comments/feedback caused you to make the change.  
 
Hint: Consider including this paragraph in your Poster Display. 
 
Once you’re satisfied with your toy or game, you’re ready to put together your poster 
display!  If you still need help coming up with ideas or putting together your prototype, 
check out some of the resources listed below. 
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Other Resources 
 

We try to provide interviews and tips for Young Inventors on the Chicago Toy & Game Fair website. We have included 

some direct links here for your convenience. 

Inside tips for young toy inventors from Bruce Lund: http://www.chitagfair.com/come-
out-and-play-blog/inside-tips-for-young-inventors-from-bruce-lund 

Brainstorming with kids, by Gigglicious:  

http://www.chitagfair.com/come-out-and-play-blog/the-business-of-inventing-toys-
with-kids 

Tips on what makes a good game from Hasbro’s Mike Hirtle: 
https://www.youtube.com/watch?v=k3OlHGNgeRg&list=PL1B869899AB68219B 

Prototyping supplies:  

http://www.chitagfair.com/come-out-and-play-blog/encourage-and-inspire-young-
game-inventors-with-simple-prototyping-supplies 

  

http://www.chitagfair.com/come-out-and-play-blog/inside-tips-for-young-inventors-from-bruce-lund
http://www.chitagfair.com/come-out-and-play-blog/inside-tips-for-young-inventors-from-bruce-lund
http://www.chitagfair.com/come-out-and-play-blog/the-business-of-inventing-toys-with-kids
http://www.chitagfair.com/come-out-and-play-blog/the-business-of-inventing-toys-with-kids
https://www.youtube.com/watch?v=k3OlHGNgeRg&list=PL1B869899AB68219B
http://www.chitagfair.com/come-out-and-play-blog/encourage-and-inspire-young-game-inventors-with-simple-prototyping-supplies
http://www.chitagfair.com/come-out-and-play-blog/encourage-and-inspire-young-game-inventors-with-simple-prototyping-supplies
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PART II: 

ENTRY GUIDELINES FOR THE 

YOUNG INVENTOR 
CHALLENGE 
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The Poster Display 
Every Young Inventor Challenge entry must be accompanied by a poster display.  
 
Each entry is allotted a 36” wide x 24” deep space on a tabletop. All material must fit 
within this space including the prototype and poster display. It is recommended that a 
freestanding tri-fold heavy-duty poster board be used in much the same way you would 
at a science fair. There will be no walls to hang materials on. The poster display helps 
define the limits of your space. 
 
Here’s what you should include in your display: 
 

A. The display must demonstrate the process you went through to invent your game 
or toy. You may use portions of the included Inventor’s Guide for your poster 
display, or you may summarize what you did in your own way. 
 

B. Clearly and attractively show the name of the invention. You may want to include a 
slogan or pictures of people playing with your invention.  
 

C. Consider listing the benefits and unique features of your invention. Look at 
advertisements in magazines and newspapers for ideas on how to make an 
attractive advertisement. 
 

D. Remember - the audience is seeing your invention for the first time. Make sure 
everything is explained clearly. It should be attractive and appealing. 
 

E. There will be no electrical power, You must supply battery power for anything 
electrical. 

DESIGN TIPS: 
 

 Plan your display before gluing or taping anything. Draw a sketch on a piece of 
paper first. 

 Use appropriate fonts. If you want it to look business-like, use Time New Roman or 
Arial. If you want it to look fun and creative, use a more unusual font with swirls or 
offset letters. Just make sure it is readable. 

 Use colored paper to create a background behind white materials. 
 You may want to include arrows or numbers to guide the reader through the 

sequence to make it clear if it’s complicated. 
 The marketing message should be a central focus of your poster board. Place your 

advertisement and/or slogan in a prominent position on your poster board. 
 
 
 



Young Inventor Challenge Workbook Page 16 
 

 

Other Poster Display & Prototype Requirements 
 

 All entries must be the original idea and work product of the participant/team, and 
must not have previously been made available to the public as a commercial 
product.  

 Entries may not contain hazardous materials such as explosive, combustible, or 
incendiary materials, blades or dangerous projectiles.  

 Show management reserves the right to reject any prototype deemed hazardous, 
threatening, or otherwise inappropriate in its judgment, and to prohibit challenge 
participation of the owners of said prototype. 

 Poster displays and any accompanying written materials must be in English, 
though bilingual translations are welcome and encouraged. 
 

Any questions about meeting these guidelines should be directed to yic@chitag.com.  
 
Happy inventing and best of luck! 

 
 
 
 
 
 
 
 

mailto:yic@chitag.com
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Thank You To Our Partners and Sponsors 
 

 
 
 
 
 
 
 
 
 
 
Special thanks to Julie Blake, Nathaniel Scheidler and Ruth Green Concepts for their 
roles in assembling content for this workbook. 


