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Students must use their vector skills to steer their boats across the river. There are five increasingly difficult levels, the last two deceptively difficult. A score is kept for each ten tries where each level is worth a different number of points.
The Motorboat Vector Challenge works well when used with a projector in front of the class.  Groups of students can work through solutions to the five levels and come up to see if their answers are correct.


The software is downloaded as an exe file.  When run, this exe file will install the Motorboat Vector Challenge software onto your computer.
System Requirements:


Pentium PC or equivalent


Microsoft Windows 98, ME, 2000, NT, XP, or Vista

800 x 600 monitor resolution
	


	This is the main menu where one of the five levels is chosen.  Below is a brief description of each of these levels.
Level 1 - simple v=d/t problem
Level 2 - navigate to a point with river not moving
Level 3 - go straight across a moving river
Level 4 - need two equations, up and down river
Level 5 - navigate to a point with moving river
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In this game you have10 tries to navigate a boat using your knowledge of vectors.
You can choose these 10 tries from five increasingly difficult levels by clicking on the
buttons below. Each level is worth a different number of points. The top possible
score is 100 points, if all tries are successful and at Level 4. More information on the
4 levels is available below and from the help buttons at each level.

Your boat is on a river that is moving. You must find the velocity of the river by
‘measuring the fime it fakes you to go downstream and then upsfream. You do know
the velocify of your boat.

Your boat is now on one bank of a river that is not moving. You must find the angle
fo get your boat to a specific point along the opposite bank.

Level 1

2 Poi

The river is moving again, and you must find the angle fo get your boat fo go

t
4 Points
directly across the river fo the opposite bank.
ints

6 Poi

Your boat is on a river that is moving. You must find the velocity of the river by
‘measuring the fimeit takes you fo go downstream and then upstream. You do not

8 Points  know the velocity of your boat.

The river is moving and you must find the angle to get your boat to go to a specific
point along the opposite bank. Seems simple, but the solution is challenging.

10 Points

0







	This is the screen for Level 2, where students have to navigate to a point across the river with the river not moving.  They are given the boat’s velocity, the distance across the river, and the distance along the river.   They can choose their calculated angle by dragging the slider and clicking on the fine adjustment buttons.  When the Start button is clicked, the simulation will show the path of the boat and whether the point across the river is reached.
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Calculate the angle from the knowns above to allow the boat to
move across the river and to the lighthouse.
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	This is the Help screen for Level 2. It explains the challenge for this level and how to input the calculated answer. 
	[image: image4.png]MOTORBOAT VECTOR CHALLENGE






	
	


