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Explain what Strandbeast is.
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Learn about the different types of Strandbeasts.
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Separate the Strandbeast into several parts for the challengers to
assemble.
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When challengers finish assembling, then challengers can choose three
difficulty levels.
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Easy: Adjust the angle to make the Strandbeast reach the finish line.
(Powered by electricity: battery)

4-2 7 X:ig A ghte F A o (AR )
Make the Strandbeast climb the slope. (Renewable energy: Wind
power)
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Construct a program (using Lego NXT 2.0), then use a Strandbeast to
reach the endpoint (Bat: ultrasonic waves) (Phototropism: light-
sensitive system).
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The Strandbeest is invented by the Dutch artist Theo Jansen, also
known as the beach animal. It uses natural energy sources like the
wind (blowing the wind vane) to power the Strandbeast.

There is another type of Strandbeast that imitates the movement of
animals by using energy sources like electricity or gasoline to operate,
such as climbing a pole like a monkey, digging like a groundhog.
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Biodiversity allows us to use machines to mimic various movements
that humans cannot perform.
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By exploring nature and observing animal behaviors, we can replicate
those actions.
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By arranging various cards, learn more about different shells and develop logical thinking skills
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Cardbroad ~ taped ~ papers ~ shell cards
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Put the cards on the taped spaces on the cardboard so that the

patterns are different in every row, column, and 2x2 square.
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Level one: Use 2x2 cardboard and four different shell cards
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Level two: Use 4x4 cardboard and four shell cards of four different types
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Level three: Use 8x8 cardboard and eight shell cards of eight different
types
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Pictures
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Conch ~ Taiwan Buccinum ~ Nautilus ~ Cherry shell ~ Bald turban
snail ~ Abalone ~ Ivory murex -~ Purple-sleeved murex
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Use logical thinking and observation skills to find the answer
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By arranging various cards, learn more about different shells and
develop logical thinking skills
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Each pattern represents a different shell species, and through the game,
students become familiar with the concept of biodiversity. The
Sudoku-like rule of "no repeating patterns" symbolizes how every role
In an ecosystem has its own position and function, which cannot be
overlapped or replaced. If there is repetition (for example, two fish in
the same area), it causes ecological imbalance and the game cannot be
completed. This relates to marine sustainability.

The Sudoku-style rules also challenge students’ logical reasoning
skills, encouraging high engagement through hands-on manipulation
and trial-and-error exploration during gameplay. This supports the idea
of joyful and exploratory learning.




Moreover, the game cards can be designed with bilingual (Chinese-
English) labels, allowing students to learn vocabulary naturally while
playing. This aspect aligns with promoting bilingual education.
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This game requires the challenger’s thinking and logical skills. The challenger may fail at
first, but as long as the level master guides them step by step, they can gradually complete
the game. Once the game is completed, the challenger will feel great joy and a sense of
accomplishment.
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Permutations&Combinations, and Algebraic Balancing:
Using permutations&combinations and algebraic balancing
To ensures each line's numbers sum to the same integer

Each number is used twice on the lines
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It looks just like a star-shaped chart, but it hides mathematical rules and logical
challenges. If you place one number incorrectly, the entire star will fall down. Come and
test your logical skills!
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We designed a mathematical Solomon Star game, where students
arrange numbers on a star-shaped structure so that each line has the
same total. This game-based learning approach encourages logical
thinking, observation, and patience, allowing students to actively
explore and discover the beauty of mathematics in a fun and engaging
way.

The activity uses recycled materials such as cardboard, to create the
teaching aids, helping students learn the value of reusing resources
while playing. All instructions and challenges are provided in both
Chinese and English, allowing students to practice language skills while
solving mathematical puzzles. By integrating bilingual learning,
environmental awareness, and cross-disciplinary exploration, we aim to
promote a diverse and sustainable educational experience that connects
students with the world and their future.
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Select 4 characters from multiple Demon Slayer: Kimetsu no Yaiba
characters and arrange them.

A: Correct position and characters match

B: Correct characters match ,only 4A constitutes victory.
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Through games adapted from hit and blow, one can gradually
deduce numbers and positions using the process of elimination.
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You can understand its characters rules through the characters in
Arena of Valor.
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Select 4 characters from multiple Demon Slayer: Kimetsu no Yaiba
characters and arrange them.

A: Correct position and characters match

B: Correct characters match ,only 4A constitutes victory.

3

‘fﬁgi




REFW | BES aBbichdfl o T Prp R E SRy g
Through games adapted from hit and blow, one can gradually
deduce numbers and positions using the process of elimination.
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You can understand its characters rules through the characters in
Arena of Valor.
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The challengers play the role as the cat- surrounders, and the master
plays the role as the cat.
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The cat- surrounders must encircle the cat by placing dots. If the cat is
finally surrounded and unable to move, the cat-surrounders win.
Conversely, if the cat escapes out of the board's edges, the master
wins.
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% Cats will move to positions without dots, one step at one time. (8*8)
Level.1:4~ 4>~ [f] gk 15 - Initial dots 15.
Level.2:4~ 4~ [f] 8k 12 - Initial dots 12,
Level.3:4~4~[F1 8L 9 - Initial dots 9.
Level.4:4~ 4~[f] 8L 6 - Initial dots 6.
Level.5:4~ 4~ [F] 8L 3 - Initial dots 3.
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Exploring the possible movement directions for quadrilaterals and
hexagons in the cat-surrounding game.
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This game helps children develop their observation and logical
thinking skills, enabling them to better understand methods.




