Teacher Resource
Pack
Everything you need to support student
participation in the 2017 Spark!Lab Invent It
Challenge.

Tips for 2017 Spark!Lab Invent It (Environmental) Challenge

Think It

Invention is all about solving problems, so the first step is to identify a problem or
challenge you want to work on facing our planet. (This is sometimes the
hardest step in the invention process!) Look around you – what environmental
challenges do you see at home, school, or in your community? Ask friends,
teachers, and family members about environmental issues that are important
to them. Look at your local newspaper to learn about the environmental issues
that people in your community are talking about. Observe the world around
you and write down any problems you see facing the natural world. You can
also try searching the Internet to learn more about environmental issues in
other countries. If possible, talk through what you’ve discovered in partners
and groups with other students to spark more ideas. The best invention ideas
often address problems that affect lots of people.

Explore it

If you’ve identified a health problem that affects many people around you (or
even around the world), you’re probably not the first inventor to try to solve
it! Don’t let this discourage you. Instead, do some research to learn how others
have addressed the problem. What do you like about their solutions? What do
you think you can improve? How can your invention be different? Many
inventions builds and improve on ones that have come before. Think carefully
about who your invention helps and make sure your idea clearly solves the
identified problem. Identify specific features and benefits of your invention
that build on inventions of the past.

Sketch it

Once you have a basic concept of what your invention will be, make some
simple sketches of your idea. These do not have to be perfect or artistic.
Sketches simply help you take the idea in your head and put it on paper.
Sketches can help you think through not only what your invention will look
like, but how it will work. You may want to make several sketches of your
invention – from the front, side, looking down from above, or from the inside
to show how it works. Be sure to label your sketches to explain how the
various parts and pieces function.

Create It

For many inventors, this is the most fun part of the invention process! This is
where you create a prototype, or model, of your invention. Using your
sketches as a guide, you’ll build your first prototype. Remember, this doesn’t
have to be perfect or even work! It’s just the next step in the process and
allows you to take your concept and put it into three-dimensional form. When
building your model make your invention as eco-friendly or sustainable as
possible by using materials that you already have. Items from your recycling
bin and scraps from other projects can be great resources. Remember the
model does not need to actually work, but it should show others what the
pieces and parts look like.

Try It

Once your prototype is finished, ask friends, teachers, parents, and neighbors
to try it. It’s even better if you ask people you interviewed in the Think it step
or someone who is affected by the environmental challenge you’re trying to
solve.. What do they like? What suggestions do they have for making your
invention better? Be sure to write down what they say about your invention so
you have good notes for the next step of the process.

Tweak It

Using the feedback you got in the Try it step, identify ways you can improve
your invention. Do you want to modify the design or change the materials it’s
made from? Do you want to add a new part to your invention, or take
something away to make it simpler? How could you make your invention more
environmentally friendly, or sustainable? Many inventors try and tweak and
then try again to keep improving their idea until they get it just the way the
want it!

Sell It

Once you have your final invention idea, you want people to start using it! How
will you convince others to use your invention? Create a “fact sheet” or a video
or written pitch about your invention. What health problem does it solve? How
is it different from other inventions? Who is your “target audience”? Who
should use your invention? How does it work? Answer these questions to
explain how your invention will lead to a healthier future for our planet!

ENVIRONMENTAL TOPICS & RELATED RESOURCES
Use these ideas and resources to spark your environmental
inventions!
Too Much Trash! We see trash overflowing our dumpsters, scattered along roads,
spoiling parks, and floating in waterways. The garbage humans produce causes pollution and
damages wildlife habitat, while also using up valuable natural resources. What can be done?
Lots! What invention can you create to help solve this problem all around us?
Resources:
● Earth 911 http://earth911.com/
● CAL Recycle http://www.calrecycle.ca.gov/default.asp
● Sustainable Sources-Composting http://compost.sustainablesources.com/
● Home Recycling http://homerecycling.sustainablesources.com/
● Green Education Foundation http://bit.ly/2e5saVd
● Rethink Recycling http://www.rethinkrecycling.com/learn-educate
● Compost Education Center http://projectgrowgardens.org/cec

Water Scarcity: All life on Earth depends on water. Unfortunately this precious resource is
often taken for granted and used carelessly. With an increase in severe weather and drought,
we are realizing the importance of saving water. What can you invent to help conserve water?
Resources:
● Water: Use It Wisely http://wateruseitwisely.com/kids/
● Water Sense https://www3.epa.gov/watersense/
● Ecology Global Network: Water http://www.ecology.com/water/
● Sustainable Sources: Water http://sustainablesources.com/water/
● GEF: Water http://bit.ly/2f0WIfq
● Project Wet http://www.projectwet.org/cleanandconserve

Climate Change: The climate is changing, which is creating an urgent need to make some
changes in the way we use energy and burn fossil fuels like coal and gasoline. The more energy
we use, the larger our carbon footprint is. Individuals, families, schools, and businesses can all
have a positive impact on the environment by using less energy. What can you invent to help
people lower their carbon footprint and slow climate change?

Resources:
● EPA: Climate Change https://www.epa.gov/climatechange
● EPA Measure Your Impact https://www.epa.gov/energy/measure-your-impact
● Passive House Institute http://www.phius.org/home-page
● Home Energy http://www.phius.org/home-page
● EPA Energy and the Environment https://www.epa.gov/energy
● Energy Kids http://www.eia.gov/kids/
● Ecology Global Network: Climate Change http://www.ecology.com/air/climateclimate-change/
● NOAA: Climate Change http://bit.ly/1DWtb7Q

Air Pollution: Air pollution is known to cause health problems in people, plants, and
animals. We see it as smoke, smog, and haze. Some air pollution is invisible and comes from
chemicals in the things we use. What can you invent to reduce the pollution in the air so we can
all breathe easier?
Resources:
● EPA: Indoor Air Quality https://www.epa.gov/indoor-air-quality-iaq
● EPA: Healthy Air in Schools https://www.epa.gov/iaq-schools
● Air Now https://www.airnow.gov/
● WWF: Air Pollution http://bit.ly/2ef36i2
● National Institute for Environmental Health http://bit.ly/2f1aHSs

Water Pollution: Have you ever seen or even smelled polluted water? Yuck! Water
pollution spoils our drinking water and ruins the habitat for aquatic plants and animals. Find out
how water becomes polluted, and then think of ways to help solve this toxic problem. What can
you invent?
Resources:
● EPA: Water https://www.epa.gov/learn-issues/learn-about-water
● GEF http://bit.ly/2f0WIfq
● Project Wet http://www.projectwet.org/cleanandconserve
● National Geographic: Water Pollution http://on.natgeo.com/1t5rW7b
● Natural Resource Defense Council https://www.nrdc.org/issues/water-pollution
● World Wildlife Fund Water Pollution http://bit.ly/1DQMr9r

To the Rescue—Endangered Species: Elephants, rhinos, and bees, oh no! Our
planet is home to diverse forms of plants and animals. Unfortunately, this number is rapidly
shrinking through the destruction of habitat and other human causes. What can be done? Select
an endangered plant or animal in your location. What can you invent to help save it from
extinction?
Resources:

●
●
●
●
●
●
●

Ecology Global Network: Species http://www.ecology.com/species/
US Fish & Wildlife https://www.fws.gov/endangered/
NEEF https://www.neefusa.org/nature/plants-animals
NWF: Endangered Species Act http://bit.ly/2f5sK7S
ARKive http://www.arkive.org/endangered-species/
WWF http://wwf.to/1pMS3JQ
Natural Resource Conservation Service https://plants.usda.gov/threat.html

Invasive Species: People often bring a plant or animal to a location that is not its natural
habitat. When this happens, the species can take over and disrupt the delicate balance of
nature in that location. What invasive species are in your location? What can you invent to help
stop the spread of these plants or animals?
Resources:
● NWF: Invasive Species http://bit.ly/13qV0L4
● USDA https://www.invasivespeciesinfo.gov/index.shtml
● Invasive Org http://www.invasive.org/
● National Invasive Species Council https://www.doi.gov/invasivespecies
● US Forest Service http://www.fs.fed.us/research/invasive-species/

Natural Resource Loss: We cut trees to build houses, furniture, and make paper. Water
is used in the manufacturing process. The land is mined for metals and fuel. All of us depend on
these natural resources to meet our needs and enjoy activities. Find out the problems facing the
Earth’s natural resources. What can be done to reduce the amount of resources we use? What
can you invent for a more sustainable future?
Resources:
● EPA: Green Building https://archive.epa.gov/greenbuilding/web/html/
● The Center for Green Schools http://centerforgreenschools.org/
● USDA Natural Resource Conservation Service http://bit.ly/1c1menK
● FS Conservation Education http://www.fs.usda.gov/conservationeducation
● UNESCO Biodiversity http://bit.ly/2f5Mvfb
● Smithsonian Ocean Portal http://ocean.si.edu/blog/helping-kids-help-ocean

Parental/Legal Guardian Permission & Release
By signing below, I acknowledge that I am the parent/legal guardian of the 2017 Invent-It- Challenge (“Challenge”)
student/minor child entrant indicated below, and hereby give him/her permission to enter, or be entered into the Challenge
(an “Entry”), as an individual entrant or as a team entrant through my submission as his/her parent/legal guardian or
submission through his/her teacher (hereinafter “Entrant”), as set forth in the Official Rules. I have read and accept the
Official Rules of the Challenge located at http://challenges.epals.com/inventit2017/challenge-overview/rules/ and
acknowledge the privacy policies of the Challenge sponsors’ (Cricket Media, Inc. and the Smithsonian Institution’s
Lemelson Center, hereinafter “Sponsors”), located respectively at www.cricketmedia.com and http://www.si.edu/privacy
apply.
In accordance with the Official Rules, I confirm and agree that as a condition of Entry, the Sponsors, their respective
parent[s], affiliate[s], and authorized distributor[s] and licensee[s] are granted a perpetual, irrevocable, worldwide,
transferable, royalty-free, and non-exclusive right and license to use, reproduce, adapt, modify, publish, distribute,
publicly perform, create a derivative work from, and publicly display the Entry, including the inventions depicted therein,
the photographs, video, slides, text, images, interview, and/or audio or narrative of Entrant and of other individuals
contained in the Entry submitted or related to such Entry, including any likeness, biographical information, text and/or
information as contained therein or any statements or remarks made about the Challenge, for any purpose, including but
not limited to advertising and promotional purposes, including without limitation for display on the Sponsors’ websites, in
any media now or hereafter developed, including social media, without any attribution or compensation to Entrant, except
where prohibited by law. I understand and agree that I have no rights to review or approve any uses and/or edits that
Sponsor[s] may make or authorize of the Entry or other materials submitted in connection with the Challenge. My grant
includes the right and permission for Cricket Media, Inc. to copyright, in its own name or otherwise, my child’s Entry.
To the extent permitted by law, I release and hold harmless Sponsors from any and all claims, injuries, damages, or
liability of any kind resulting from any use of or arising out of the use of my Entry. I understand and agree that this
Release is binding and shall be interpreted by, and enforced in accordance with the laws of the Commonwealth of
Virginia and applicable U.S. federal law, without regard to any conflict of law principles.
I represent and warrant that the Entry is provided in accordance with such Official Rules of the Challenge that the Entry is
an original work, not previously published commercially, and to the extent individual[s] appear in any portion of the Entry
that a written release for their participation has been secured, and shall, upon request, be provided to Sponsor[s].
I hereby warrant that I, the signatory below, am over 18 years of age and have the legal right and capacity to execute in
connection with my child’s Entry in the Challenge. I have read the contents of this Permission and Release form, and
understand and agree to its contents. (All information in the fields below must be completed, and this form signed).
Printed name of parent/legal guardian
Signature of Parent/legal guardian
Parent/legal guardian email
Printed name of my student/minor child entrant

His/her date of birth

Mailing Address (including city, state, country):
Name of Entry
School Name; School’s city/state/country; Grade in School: (write in “Home School”, if applicable)

Invent It Challenge Scoring Guide
Invent It Steps

1- Requires
Development

Identifies a real –
world
environmental
problem or
challenge

Mentions a realworld
environmental
problem but does
not define or explain
it.

Demonstrates
invention’s
originality

Presents an invention
that copies existing
ideas or products
rather than building on
them.

Sketch is incomplete
and does not show
Demonstrates
how the invention
how the invention
works to solve the
might work
stated environmental
problem.

Builds a
prototype or
model

Prototype or model is
incomplete and does
not reflect the sketch
or plan.

2- Approaches
Standard

Presents a real-world
environmental
problem and provides
minimal explanation.
Presents an invention
that shows some
originality (relying
heavily on existing ideas
or products).
Sketch is complete and
somewhat
demonstrates how the
invention works to solve
the stated
environmental problem.

Prototype or model
minimally reflects the
sketch or plan.

3 - Meets Standard

Presents, defines, and
explains a real-world
environmental problem.

Presents an original
invention and shows how it
builds on similar past ideas.
Sketch is detailed and
clearly labeled to
demonstrate how the
invention works to solve the
stated environmental
problem.
Prototype or model is
complete and accurately
represents the size, shape
and function. Process and
materials are
environmentally friendly
(e.g. using recycled
materials in the prototype).

4 - Exceeds Standard
Clearly presents and
defines the scope of a realworld environmental
problem, providing
detailed background and
explanation.
Presents an innovative
invention with attributes
that reflect but go well
beyond similar past ideas.
Multiple sketches clearly
demonstrate and provide
examples of how the
invention might work to
solve the stated
environmental problem.
Working prototype or detailed
model clearly shows how the
invention will function and is
accompanied by video, audio or
textual explanation. Explanation is
provided as to how the inventor
respected the environment
through prototyping process
and/or materials.

Invent It Challenge Scoring Guide
Invent It Steps

Tests the
invention

Tweaks the
invention

Includes a “sales
pitch” convincing
others of the
value of the
invention

1- Requires
Development*

2- Approaches
Standard

3 - Meets Standard

4 - Exceeds Standard

States that invention
has been tested or
feedback has been
gathered but does not
provide evidence.

Shows evidence of
some testing of the
invention or that
minimal feedback has
been gathered.

Shows evidence of
thorough testing of the
invention and/or gathering
of comprehensive feedback
from potential users or
experts in the field.

Shows evidence of extensive
and repeated testing of
different versions of the
invention, and/or gathering
of comprehensive feedback
from both potential users
and experts in the field.

Proposes changes to
the invention, but
changes do not
accurately reflect the
testing of the
invention or the
feedback student
received.

Proposes changes or
improvements to the
invention that
somewhat reflect the
testing and feedback.

Clearly improves the
invention based on test
results or feedback.

Significantly improves the
invention based on test
results or feedback and adds
additional innovations of
their own.

Provides basic
information about the
invention, but no
reasons for using it.

Provides information
about the invention
and the problem it is
solving, but does not
include compelling
reasons for using it.

Targets an appropriate
Includes a convincing and
audience, clearly defines
compelling “sales pitch”
the invention, shows how it that clearly explains how
is differentiated from
the invention solves the
similar products, and
environmental problem
explains how it effectively
and is different from any
solves the environmental
similar products that
problem.
came before it.
*Assign a score of zero if criterion is not met at all.

Total Points for all categories, (possible 28): _______

Follow the Spark!Lab 7-step Process of Invention:

Why take part in the Invent It Challenge?
Students:

Teachers:

• Learn how an inventor thinks!

• Engage students in a motivational STEM learning experience

• Share your invention with the world!

• Bring Smithsonian expertise and resources into your classroom

• Meet other inventors!

• Get free ready-to-use teaching materials

Who can take part?

Sponsors

Challengers may enter individually or as part of a
team in the following 4 age groups:
Age group 1: 5-7 years
Age group 2: 8-10 years

Age group 3: 11-13 years
Age group 4: 14-21 years

Visit challenges.epals.com for complete entry details and official rules.

Timeline

January 17

March 17

April 17*

May 1*

Official Start
(Kid Inventor’s Day)

Submission
Deadline

Winners
Announced

ePals Choice Award
Winner Announced
*Dates subject to change.

Smithsonian
National Museum of American History
Kenneth E. Behring Center

challenges.epals.com/inventit2017

Standards Alignment: Invent It Challenge

ISTE NETS‘S
Standards
http://www.iste.org/
standards/
standards-for-students
1. Creativity
and Innovation
2. Communication
and Collaboration
3. Research and
Information Fluency
4. Critical Thinking,
Problem Solving,
and Decision Making

Next Generation
Science Standards
http://www.nextgenscience.org

Dimension 1: Practices

Asking questions; Developing
and using models; Planning
and carrying out investigations;
Analyzing and interpreting data;
Constructing explanations and
designing solutions; Engaging
in argument form evidence;
Obtaining, evaluating and
communicating information

Dimension 2: Crosscutting
Concepts
• Cause and Effect

• Systems and system models
• Energy and Matter: Flows,
cycles, and conservation
• Stability and Change

Dimension 3: Disciplinary
Core Ideas
Life Science
LS2: Ecosystems: Interactions,
Energy, Dynamics

National Association
for Environmental
Education Guidelines
for Excellence
http://bit.ly/2dZuaAO
Strand 1: Questioning,
Analysis, and
Interpretation Skills
Strand 2: Knowledge of
Environmental Processes
and Systems
Strand 3: Skills for

Understanding and
Addressing Environmental
Issues

Strand 4: Personal and

Civic Responsibility

21st Century
Learning Standards
www.p21.org

Learning and
Innovation Skills
• Creativity and
Innovation
• Critical Thinking
and Problem Solving

Common Core
State Standards
for English Language Arts
www.corestandards.org
CCSS.ELA -Literacy.CCRA.W.4
Produce clear and coherent writing in
which the development, organization,
and style are appropriate to task,
purpose, and audience.

CCSS.ELA -Literacy.CCRA.W.6

• Communication
and Collaboration

Use technology, including the Internet,
to produce and publish writing and to
interact and collaborate with others.

Information, Media
and Technology Skills

CCSS.ELA -Literacy.CCRA.W.7

• Information Literacy
• Media Literacy
• ICT (Information,
Communications and
Technology) Literacy

Life and Career Skills
• Initiative and
Self-Direction
• Productivity and
Accountability

Conduct short as well as more sustained
research projects based on focused
questions, demonstrating understanding
of the subject under investigation.

CCSS.ELA -Literacy.CC RA.W.8
Gather relevant information from
multiple print and digital sources, assess
the credibility and accuracy of each
source, and integrate the information
while avoiding plagiarism.

CCSS.ELA -Literacy.CC RA.W.9

Earth Science
ESS2-Earth’s Systems

Draw evidence from literary or
informational texts to support analysis,
reflection, and research.

Physical Science
PS3 Energy

CCSS.ELA -Literacy.CC RA.SL.5

Engineering & Technology
ETS1 Engineering Design

Smithsonian
Institution

TM

Make strategic use of digital media
and visual displays of data to express
information and enhance understanding
of presentations.

STEAM
www.steamedu.com

Science

• Conduct scientific
inquiry through the
Spark!Lab Process of
Inquiry

Technology

• Conduct online research
• Communicate an
invention idea through
a digital presentation

Engineering

• Solve a problem
• Design an invention
• Build a prototype

Arts

• Imagine and sketch
an invention
• Create a 3-D prototype

Math

• Measure and create
a scale model of
the invention
• Analyze data to
refine invention

Official Rules
No purchase necessary to enter or to win this contest (the 2017 “Invent-It-Challenge” or “Challenge”). Entry
in the Challenge constitutes your acceptance of these Official Rules .
Sponsors: This Challenge is sponsored by Cricket Media, Inc. 7926 Jones Branch Drive, Suite 870, McLean, VA.
U.S.A., 22102, and the Smithsonian Institution’s Lemelson Center, Washington, D.C. (“Sponsors”).
Eligibility: Open to legal residents, age 5-21 at time of entry, of: the 50 United States (and District of Columbia),
Canada (other than Quebec) and only those countries in which this contest is fully permitted by law. Residents of
Cuba, Iran, North Korea, Sudan, and Syria are expressly prohibited. Individuals who meet the residency/age
requirements and who are in Grades K-12 are eligible to enter--either as an individual or part of a team (see below),
so long as entries are submitted in connection with an authorized Submittable account (by a
teacher/parent/or student account holder [if eligible]) utilizing the Challenge submission form[s]provided,
including the submission of signed Parent/Legal Guardian Release form(s). Children, immediate family
members, and members of the household (whether related or not) of employees of Sponsors or its affiliates,
are not eligible to participate or enter. To constitute a complete entry (“Entry”), the Challenge entry
submission form must be accompanied by the following uploaded attachments: (i) a file containing the
invention being entered; (ii) signed parental/legal guardian permission/release form[s], as provided; and (iii)
photo of inventor(s).
As shown on the online Challenge entry submission form, there are two (2) categories of Entry as follows:
(1) Individual
(2) Team; and
Four (4) Age groups within each Entry category (Individual/Team):
Age 5-7
Age 8-10
Age 11-13
Age 14-21
Content/Timing of Entry:
Submissions must adhere to the fundamental spirit of the Challenge and Entries be submitted for judging only during
the Entry time period (January 17, 2017-March 17, 2017) -see also Deadlines for Entry below. The invention or
any video contained therein cannot include any defamatory, obscene or otherwise unlawful matter, depict anyone
engaged in any illegal, immoral or lewd act, or contain any violent or pornographic material or any other inappropriate
content as determined by Sponsor[s].
Submissions must be original work by the inventors. By submitting, you (and the parent/legal guardian of the
inventor[s]) attest that the work contained in the Entry is not copied from others and it does not violate the rights of
any other person or entity, and that you have all rights necessary to submit the Entry and to grant Sponsors the rights
set forth in these Official Rules.

If the submission contains any material or elements that are not owned by the Entrant and/or which are subject to the
rights of third parties, and/or if any persons appear in a photograph or video contained within the submission or in
audio form, the Entrant is responsible for obtaining, prior to submission, any and all releases and consents necessary
to permit the exhibition and use of such third party’s voice/image in the manner set forth in these Official Rules
without compensation. If any person appearing in the submission is under the age of majority in their
state/province/territory of residence the signature of a parent or legal guardian is required on each such release.
Upon Sponsor’s request, each entrant must be prepared to provide (within 7 calendar days of receipt of Sponsor’s
request) a signed release from all persons who appear in the Challenge submission and/or from the owner of any
material that is displayed or included (i.e. audio) in the submission, which release “authorizes the use of the releasing
party’s image, voice or material by Sponsors, their affiliates, and authorized distributors for any purpose, including but
not limited to advertising and promotional purposes, and including without limitation display on the Sponsors’
websites, in any media now or hereafter known, without any attribution or compensation.”
Each Entry must identify a real-world problem that deals with an environmental issue and demonstrates all of the
following seven (7) Key Steps of the Invention Process:
Think it

Have a great idea for an invention

Explore it

Investigate inventions and ideas of the past

Sketch it

Draw pictures and diagrams to figure out how your invention might work

Sell it

Market your invention to people who might buy it

Create it

Build a prototype or model of your invention

Try it

Test your invention

Tweak it

Keep improving your invention

The real world-problem that deals with helping address an environmental problem may be one that all the people in
an Entrant’s neighborhood face, something that friends complain about, or an issue where the Entrant[s] live. It could
also be about a bigger, global environmental problem that affects many people. Your Entry must describe how you
help solve the problem by inventing something new.
For the evaluation criteria for judging, see the Scoring Guide, which is incorporated in these Official Rules.

How to Submit
Submission must demonstrate your solution using the Key Steps of the Invention Process. (For the invention,
Entrant can use either the provided PowerPoint template, a Power Point, or video).
Submit by completing the required fields on the online Submission/Entry form provided in connection with a parent,
teacher, or eligible student’s creation of an authorized User account for this Challenge ( through our provider,
Submittable).That account holder (only) is authorized to upload the Entry and Parental/Guardian Release form(s).

To constitute a complete Entry for consideration, fill-out the Submission Entry form and submit it along with a file
containing the video or slide show (a PowerPoint) being entered, and the Parental/Guardian Permission and
Release form[s], which form[s] must be signed by such parent/guardian who is 18 years of age or older (and
attached in pdf or via a photo of the completed parental release form[s]) – the Parental/Guardian Permission form is
required-regardless of whether the submission of the Entry is from a teacher, a parent, or from an eligible student
(with a Submittable account.)
Submission is online only, as follows:


Complete the online Entry submission form, and upload (i) the parental/guardian Permission and Release
form, at http://challenges.epals.com/inventit2017/submit and (ii) upload a single digital photograph of the
student(s) [the inventor(s)] being entered in this Challenge



Uploads of the Invention must be in one of the following formats and size: Submission uploads must be
under 2GB in one of the following allowed file types: ppt, pptx, avi, mov, mp3, mp4, mpg

Deadlines for Entry are as follows:
Start Date (for submission of Entries): January 17, 2017
End Date: March 17, 2017.
The timeline for determining the potential Winners and the honorary ePals Choice Award, as
described below, may be subject to change.
Disclaimers; Conditions: Sponsors are not responsible for entries that are lost, late, misdirected, incorrect, garbled,
or incompletely received, for any reason. If for any reason, the Challenge is not capable of running as planned by
reason of infection by computer virus, worms, bugs, tampering, unauthorized intervention, fraud, technical failures, or
any other causes which, in the sole opinion of the Sponsor(s) could corrupt or affect the administration, security,
fairness, integrity or proper conduct of this Challenge, the Sponsor[s] reserve the right at its sole discretion to cancel,
terminate, modify or suspend the Challenge and determine winners from all eligible Entries received prior to that
action taken.
The Challenge is subject to federal, state, provincial, territorial and local laws and regulations. Certain restrictions
may apply. By entering the Challenge, each Entrant agrees and acknowledges to be bound by the Official Rules, as
well as the decisions of the Sponsors which are final and binding in all respects; to waive any rights to claim
ambiguity with the Official Rules, and that the Sponsors, their parents, affiliates, and representatives (“Releasees”)
shall have no responsibility or liability (including, but not limited to, liability for any property loss, damage, personal
injury or death) in connection with: participation or inability to participate in the Challenge; technical or mechanical
error ; typographical errors in the Challenge’s promotional material; acceptance/possession, defects, and/or
use/misuse of prizes; human error; incorrect or inaccurate transcription of Entry information; any technical
malfunctions of the telephone service, telephone network, computer online system, computer equipment, software, or
internet service provider utilized by the Challenge or by Entrant; interruption or inability to access the Challenge, any
Challenge-related Web pages, or any online service via the internet due to hardware or software compatibility

problems; any damage to entrant's (or any third person's) computer and/or its contents related to or resulting from
any part of the Challenge; any lost/delayed data transmissions or mailings, omissions, interruptions, defects; and/or
any other errors or malfunctions, even if caused by the negligence of any one or more of the Sponsors. Each Entrant
further agrees to indemnify and hold harmless each of the Releasees from any and all liability resulting or arising from
the Challenge and to release all rights to bring any claim, action or proceeding against any of the Releasees. Winners
release Releasees from any and all liability/responsibility with respect to the prizes won (including any property loss,
damage, personal injury, or death). Releasees shall not be liable for any injury, damage, loss, expense, accident,
delay, inconvenience or irregularity that may be caused or contributed to (1) by any wrongful, negligent or
unauthorized act or omission on the part of any of the Releasees, or any of its agents, servants, employees or
independent contractors, (2) by any wrongful, negligent or unauthorized act or omission on the part of any other
person or entity not an employee of any of the Releasees, or (3) by any other cause, condition or event whatsoever
beyond the control of any of the Releasees.
Intellectual Property Rights: As between Sponsors and the Entrant, the Entrant retains ownership of all intellectual
property rights (including moral rights) in and to the Entry, including associated photo submission(s). As a condition of
entry, Entrant grants Sponsor[s], its parent, affiliates, and authorized distributors a perpetual, irrevocable, worldwide,
transferable, royalty-free, and non-exclusive license to use, reproduce, adapt, modify, publish, distribute, publicly
perform, create a derivative work from, and publicly display the Entry, including the inventions depicted therein, the
photographs, video, text, images and/or audio of Entrant and of other parties contained in or related to the Entry, the
likeness, biographical information, text, and information as contained in the Entry, and/or any statements or remarks
made about the 2017 Invent-it-Challenge for any purpose, including but not limited to advertising and promotional
purposes,, including without limitation display on the Sponsors’ websites, in any media now or hereafter known,
without any attribution or compensation to Entrant, except where prohibited by law. Entries will not be returned.

Privacy: Entrants agree and acknowledge that personal data submitted in connection with an Entry, including name,
mailing address, phone number, and/or email address, may be collected, processed, stored and otherwise used by
Sponsors and their affiliates for the purposes of conducting and administering the Challenge, and as otherwise
permissioned by the parent/legal guardian of Entrant as described in the foregoing paragraph and authorized on the
Parental/Legal Guardian Permission and Release submitted. All personal information that is collected from parents,
guardians, teachers, and/or eligible students on behalf of Entrants is subject to the respective Privacy Policies of
Sponsors.
Publicity. By entering the Challenge, Entrants agree to participate in any media or promotional activity resulting from
the Challenge as reasonably requested by Sponsor at Sponsor’s expense and agree and consent to the use of their
name and/or likeness by Sponsors. All or a portion of the Entry may also be used for press and media purposes and
Entrant agrees to waive any rights and not assert any intellectual property rights that Entrant has or may have in the
Entry. Sponsors reserve the right to publish the name and likeness of the Entrants on the Challenge Site or through
other media for publicity purposes.

Determination of Winners; Notification
On or about March 20, 2017, a panel of Smithsonian Lemelson Center and Cricket Media, Inc. staff members will
commence judging of all Entries. The judges will score Entries based on how the invention solves a real-world
environmental problem and how the key steps of invention were addressed. See Scoring Guide, which is
incorporated herein.
All potential winners will be notified by mail, email and/or telephone using the contact information on the Entry
documents. Upon notification of being a potential winning invention, each potential winner within a Category will be

required to sign (and/or such inventor’s parent/legal guardian if under age 18), additional documents in connection
with Challenge and prize fulfilment. Honorable Mentions, if any, may be asked to sign (or entrant’s parents, legal
guardian sign) additional documents in connection with the Challenge.
If a potential winning Entrant cannot be contacted, does not respond within seven (7) business days from the date the
Sponsor first tries to notify him/her, fails to return any Prize affidavit and release document, or refuses the prize, the
potential winner forfeits all rights to win the Challenge and its prizes. An alternate winner may be selected.

Prizes:
There will be eight (8) winners, an individual winner (4 total) and a group (“Team”) winner for each of the four (4) age
Categories, and potentially up to 20 Honorable Mention winners as may be determined by Sponsors (the Honorable
Mentions will not receive the below Challenge prizes, but shall be offered a digital subscription to one of the following
science magazines: Click; Ask; or Muse (ARV $9.99 (U.S. dollars) per magazine). (Sponsor reserves the right to
substitute a prize for equal or greater value).
Upon timely completion of any requested Prize affidavit and release form and dependent upon whether the potential
winner is an individual or a member of a winning Team entry, the prizing is as follows (or such substitute of the same
or greater value [shown in US dollars] as may be provided by Sponsor):
Age 5-7: A LEGO set (ARV: $ 50-75 for Individual winner; ARV: $12-$30 for each Team member winner); a
Smithsonian Magnetic Adventures: Jungle (book and foam magnets) (ARV: $22.95-for individual winner and one for
the Team); a set of Smithsonian Sticker Creations: Wildlife edition (ARV: $15.95 for individual winner and one set for
the Team); and for the individual winner, one Creativity for Kids kit, GROW Light (by Faber-Castell) (ARV: $29.99)-each member of the winning Team will receive a Creativity for Kids kit, Grow n’ Glow Terrarium (by Faber-Castell)
(ARV: $14.99 each).
Age 8-10: A LEGO set (ARV: $50-75 for Individual winner; ARV $12-$30 for each Team member winner); a
Smithsonian Young Explorers Oceans Fact Book and Floor Puzzle (ARV: $18.95 for individual winner and one for the
Team); a set of Smithsonian Sticker Creations: Under the Sea edition (ARV: $15.95 for individual winner and one set
for the Team); and for the individual winner, one Creativity for Kids kit, Spark!Lab Inventor’s Studio (by Faber-Castell)
(ARV: $19.99)—each member of the winning Team will receive a Creativity for Kids kit, Invent Cool Cash (by FaberCastell) (ARV: $14.99 each)
Age 11-13: A LEGO set (ARV: $50-75 for Individual winner; ARV $12-$30 for each Team member winner); the
paperback Ocean Visual Encyclopedia (ARV: $19.99 for individual winner and one for the Team); one hardback
Super Bug Encyclopedia (ARV: $ 24.99 for individual winner and one for the Team); and for the individual winner,
one Do Art Drawing and Sketching kit (by Faber-Castell) (ARV: $14.99)—each member of the winning Team will
receive a Do Art Color Pencil Art kit ($14.99).
Age 14-21: A LEGO set (ARV: $50-75 for Individual winner; ARV $12-$30 for each Team member winner); for one
individual winner in the Category of Age 14-21, the Smithsonian book, Geography: A Visual Encyclopedia (ARV:
$19.99 for individual winner)--for the Team winner in the Category of Age 14-21, the following two Smithsonian
books: Timelines of Science (ARV: $24.95), and Timelines of History (ARV: $24.95); and for the individual winner, a
36-count Classic Color Pencil Tin Set (by Faber-Castell)(ARV: $27.99) and 12-count Grip Graphite Writing Pencil set
(by Faber-Castell) (ARV: $.92)—each member of the winning Team will receive a 12-count set of Metallic Colored
Pencils (by Faber-Castell) (ARV: $6.99).
In addition, at the Sponsors’ discretion, up to three (3) Individual or Team winners in any of the above Age
Categories, will receive a free consultation with a patent lawyer from Nelson Mullins Riley & Scarborough, LLP to
discuss the eligibility of the winner’s invention for patent protection.
All taxes, fees and surcharges on prizes, if any, are the sole responsibility of the prize winners.
ePals’ Choice Award. The eight (8) winners described above will be eligible for ePals’ Choice Award. The winner
with the most votes from an online poll will receive the honorary ePals Choice Award that will be announced in May

2017. Such award is a recognition of the popularity of a single Entry invention (Individual or Team) and no further
prizing is associated with such award.
WINNERS LIST AND OFFICIAL RULES: A winners’ list will be available fourteen (14) days after the announcement
of the ePals Choice award and for a period of six (6) months thereafter. A copy of the Official Rules will be available
during the Entry Period (all requests must be received prior to the End Date). Send a request by emailing
invent@cricketmedia.com, or mail to: Invent-it-Challenge, 7026 Jones Branch Drive, Suite 870, McLean, VA 22102.

Prizes courtesy of:

