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Why is There a Project?
 To learn more about the science behind 

the Challenge theme.  

 Teams explore actual problems that today’s 

scientists and engineers are trying to solve 

(RESEARCH)

 To better understand the work of 

professionals in the field

 To identify a real-world problem.  

 To develop an innovative solution

 Teams use their creativity to develop a 

solution (or modify an existing solution) to 

solve a real-world problem (INNOVATIVE 

SOLUTION)
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You MUST do a project 

to participate in a 

FIRST in Maryland event.

All Team Members

Must Participate.
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THIS YEAR’S PROJECT
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This Year’s Focus

In the project, your team will:

 For “ANIMAL ALLIES”, think of people and animals 

as allies in the quest to make life better for 

everyone. Although sometimes people help animals 

and sometimes animals help people.

 Your Project mission this season is: To make our 

interactions with animals better.
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PROCESS

Identify

Investigate

Innovate

Inform 
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STEP 1: Identify a Problem

To make our interactions 

with animals better.

How will you do this?

7



Gradually

narrow

your focus…
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Keep two 

tracks going 

for a while…
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STEP 2: Design an Innovative 

Solution

 What could be done in a new way? 

 Could your solution make it more 

cool, fun, or easy to be responsible 

about trash?

 How can you reimagine disposing of 

trash to make it more efficient or 

safe?

 Could your solution prevent an item 

from becoming trash in the first 

place?
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STEP 2: Design an Innovative 

Solution

Research to discover how to make your 

solution into a reality. 

 Why would your solution succeed 

when others have failed?

 What would it cost?

 Do you need any special technology 

to make or use your solution?

 Can anyone use your solution or 

only some people?
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What does it mean to be Innovative?

A new idea

An improvement on an existing idea

A creative idea

Use of an existing idea but in a new way

Does not have to be complicated to be innovative

Does not have to include robotic solution - can be 

technological, robotic, engineering, design. 
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Testing the Innovative Solution

 Collect and record data. 

 Let them figure out what they 

want to test and how.

 Don’t make judgments, 

predictions or suggestions unless 

absolutely necessary for safety or 

otherwise – go with it – let them 

own their process and results 

totally
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STEP 3: Share with Others
Possible options:

 Those in the trash industry

 Those responsible for trash 

removal in local government

 Recycling facility staff 

 STEM professional who can advise 

on improvement

 Those who create the problem you 

are trying to solve

14



STEP 4: Present at a tournament

To be eligible for Project Awards 

and advancement your team 

must:

 Identify your problem.

 Explain your team’s innovative 

solution.

 Demonstrate that you shared  

your team’s findings with 

others.
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Does our team need to have the 

technology or working innovative solution 

to demonstrate to the judges?
 No, but the team needs to explain the solution 

clearly

 Diagrams or simplified models can be helpful for 

conveying key concepts of the innovation

 The judges will be looking for solutions that are 

feasible, so even if your team cannot demonstrate 

the solution, make sure they explain the 

technology involved
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TIP: After considering possible solutions, make sure your team’s solution 

is innovative by checking with experts, as well as reviewing patents and 

related sources.  The judges will be looking for your team to show that 

this solution is not already in use.  Once this process is complete, your 

team is ready to focus on their selected project.



STEP 5: Have Fun!

 There is a strategy if your 

focus is on winning. 

However, don’t let that get 

in the way of the kids 

enjoying themselves.

 Core Value: It’s about what 

you learn not about what 

you win.
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Coaches Role

 Facilitate…Guide…Encourage the process

 The team is responsible for the content

 You should remind the team of the timeline 

and where they stand

 Administrate the team—schedule field trips, 

obtain supplies, etc.
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TIP: Don’t spend too much time on any one step.

Keep the work moving forward.  



The project rubric is your friend…

Three Scoring Areas

Comments and Summary

This is EXACTLY what the 

judges will use. KNOW IT.



The project rubric is your friend…

Three Scoring Areas

Comments and Summary

This is EXACTLY how the 

judges will score 

(example)



The project rubric is your friend…

RESEARCH



The project rubric is your friend…

SOLUTIONS



The project rubric is your friend…

PRESENTATION



Resources

 FLL Challenge Documents:
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TIP – Print all docs and organize in a binder for the team



Resources

 Official Supplemental Material on 

the FLL website
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TIP – Print all docs and organize in a binder for the team



Other Resources

 Coaches Handbook 

 FIRST LEGO League Challenge Site

 FLL Blog: fllblog.wordpress.com 

 FLL Forums: forums.usfirst.org/forum

 FLL YouTube channel: www.youtube.com/fllglobal 

 Email fllprojects@usfirst.org

 Other teams! Many teams post helpful tips, videos, and links on 

the web. Just remember that if it is not on an official FLL site, it 

was not produced by FLL headquarters and could contain 

inaccurate information. 26



Other Resources: firstinspires.org
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Other Resources: FirstLEGOLeague.org
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Other Resources: youtube.com/user/FLLGlobal
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Other Resources: FirstInMaryland.org
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Other Resources: TechBrick.com 
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Scoring Sheets NEW!

Images For Your Own Worksheets, Posters, and Clothing

Group Exercises for Team Building

Challenge Logos

Worksheet for the Challenge Table

11x17 Field Worksheet for Strategy

A Worksheet for the Challenge Elements

A Strategy Worksheet for the Challenge Pieces

Step-By-Step Programming Worksheet

Awesome Lego parts that can win you a FLL 

What is a Team Info Sheet?

Cool LEGO Ruler With Stud Counters

Mission Path Robot Speed Spreadsheet

Digital Truths Articles



Other Resources: Google.com
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Top 11 Tips!

1. Decide before or at the beginning of the season starts, 

how many hours a week the team will meet for the 

Project component of the Challenge. The time 

commitment requires both team meetings and 

independent research. It is important that the team 

members share goals and expectations for this time 

commitment.

2. The Project is a fun and rewarding part of the FLL 

experience. Make sure every kid on your team has a 

chance to contribute to your team’s innovative 

solution.

3. It need not be overwhelming – simple is better.
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4. Practice in front of parents, other kids, or volunteer 

judges to make sure your team is ready for the 

spotlight.

5. Use the judging rubric for these volunteers to 

provide feedback, and remember that the team 

members may understand the parameters of the 

Project better than friends and family.

6. As noted in the Coaches’ Handbook, do not allow 

the team members to mock or ridicule each other in 

their skit roles—Gracious Professionalism is 

essential in all aspects of the Project.
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7. Try not to make changes in the 

presentation right before the tournament.

8. Some of the criteria on the judging rubric 

are very objective, such as the number of 

sources and the extent of sharing the 

Project—the Presentation should be very 

explicit on these aspects of the Project.

9. Talk with other teams about their Project 

solutions. Don’t be shy – you will find that 

teams love sharing their ideas, and you 

may get some great suggestions for next 

time.
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10.The judges are listening and scoring at the same 

time, and transitioning quickly from one 

presentation to the next—clarity is essential and a 

handout or brochure is helpful.

11.Teams often display a Project poster and 

supporting material in the pit at tournaments to 

share with other teams and spectators.
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