ENGR 10-Intro to Engineering

Mission College

Instructor:  K. Disney


 or
DESIGN PROJECT

TABLE JUMPER

Tentative Demonstration Date: 

Wednesday, December 1st & 6th
1.
Working with other group members; design and demonstrate a table jumper apparatus on the date shown above.
2.
Write a design report, outlining the evolution of your design. Include diagrams, brainstorming ideas, and comments regarding the work and cooperation of the group. Each individual will submit his/her own design report.  Each group will demonstrate one table jumper.

DESIGN PROJECT GOAL:

To design and build an apparatus that will move from one table top to a second table top over a 50 centimeter gap. The jumper must begin on a table, unattached to anything and in a self-supporting and stable condition. The apparatus can have no stored energy other than gravitational potential energy (no compressed springs or other items which depend on a spring-like mechanism to provide thrust, batteries, or engines).
The "jumping" process will be initiated by using scissors to cut a string internal to the apparatus. Everything must end up supported by a second table of equal height placed at least 50 centimeters away from the initial table (nothing on the floor, nothing left behind). The apparatus may hang over the edge of the second table, but all of it must be at least 50 centimeters away from the first table. Nothing can be left behind on the first table! Your apparatus should employ materials which cost no more than $10. Use your imagination, there are many ways to do this!

ENVIRONMENTAL IMPACT CLAUSE (applies to all design project competitions):

1. Do not break any school property

2. Do no injure yourself or your classmates (or me)

3. Clean up when you are finished


ENGINEERING DESIGN PROJECT STEPS:

1. Problem Identification

2. Preliminary Concepts and Ideas-Brainstorming 

3. Problem Refinement and Analysis 

4. Decision

5. Implementation

HINTS AND SUGGESTIONS:

1.
Try to think of as many verbs as possible, which could describe how your design will move from one table top to the other. (When brainstorming, remember to avoid judging ideas until later. Try to generate a wide a variety of verbs when doing this). If you only concentrate on something which 'jumps,' you limit your possibilities. And since no springs or rubber bands are allowed for propulsion, something which literally jumps may be more challenging than something which moves across the table tops in a different way.

2.
Don't reinvent the wheel. If something exists which helps you in your design, use it. Save your limited time on fine tuning, making adjustments.

3.
Make it simple! Although grandiose plans can be fun, remember that performance is what you are striving for. You have time restrictions--learn to operate within these. Every engineer deals with the balance between making a design better vs. how much time is allowed to make it better.

4.
Success in this project depends on several factors, including (a) having a good idea, (b) executing that idea, and (c) working cooperatively within the group.
5.
Check out: http://www.youtube.com/watch?v=ADrHLw1802s

