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Make Your Own mazes

a. Draw a box on graph paper with a pencil. 
Leave an entrance open, and an exit too.

b. Draw a dotted line from the entrance to 
the exit. Make it wind around. Always go 
through the middle of the little boxes. 
Cross the little boxes at their sides, not 
at their corners. Never draw diagonally, 
but rather always up, down, right, or left. 
Draw this dotted line lightly. You’re going 
to erase it later. 

c. Draw in walls with lots of side openings. 
Make side passages that branch… and 
make sure they all dead-end! Also make 
sure that the correct path has all the walls 
it needs. 

d. Finally, erase the correct path. Ask your 
teacher to make a copy, or put it into a 
plastic sleeve so someone can check your 
maze. It’s easy to miss a gap!

2. Hide a Message in Your Maze

a. Once you’ve made a maze, put letters inside along the correct path (like in Pree’s 
maze) to spell a message. Put wrong letters in the side passages.

b. Or you can use numbers instead of letters, using the alphabet code (A=1, B=2, 
C=3, etc.). 

c. Or you can put in arithmetic (like in Aaliyah’s maze) that generates numbers for 
the alphabet code.

d. Or you can make a “floating-letter” maze like Oliver’s. This takes some planning. 
Draw the floating letters first, leaving room between them. (Keep the message 
short!) Then draw the right path to go past the letters. Finally, put in walls and 
side passages.

1. Make a Plain Maze

Group Solve-A-Maze

Option 1: Blindfolded Pairs

One of you is the Blindfolded Solver. 
Put on a blindfold (or close your eyes) 
and draw an unbroken line through the 
maze from start to finish. Don’t hit any 
walls! Listen to your partner.

The other person is the Seeing 
Director. Look at the maze and give 
your partner directions aloud. Don’t 
touch the Solver or the marker/pencil, 
except to put the writing tool back in 
the starting circle.

Option 2: Draw Once and Pass

Make teams of 2-4 people. Your team 
will race others to complete the maze 
with one unbroken path. Each of you 
can only draw straight lines—no bends 
or turns! After the first person draws 
one straight line, the next person 
draws another straight line from the 
end of the first line, and so on in order. 
If you hit a wall, you have to erase the 
last line and redraw it. The first team to 
draw a path from start to finish without 
touching any walls wins.

For both options, place this artifact in a plastic sleeve 
and use a dry-erase marker, or use a pencil.
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Explore: TWO SIDES TO EVERY COIN

• Distribute Two Sides to Every Coin - Heads (Artifact 11.1A) to half the learners 
and Two Sides to Every Coin - Tails (Artifact 11.1B) to the other half. Mix them 
up, and don’t call attention to the fact that there are two different artifacts.

• Allow at least one minute for them to ponder the mystery of the artifact. 

• Pay attention to who boldly “cuts through the noise” based on the previous 
episodes and who cautiously examines the situation before proceeding. 

• Interject by saying something to the effect of “This feels familiar and yet also 
strange. What’s DIFFERENT about this artifact?”

• Allow for space and time for discussion. Avoid rushing in and providing the 
solutions (either the fact that the solution requires the combination of the two 
artifacts or the solutions themselves). Remember Cocoon and Butterfly! 

• Remind learners of the opening statement:

“When heads and tails align, the coin tells its full story.”

• Provoke thinking as needed with the question, “What details do you see that 
seem unusual or purposeful?” 

• If learners are still struggling, share this message: 

◊ Every part of nature is connected, like a tree and its roots working together 
to create something greater. And animals are all connected too. Many are 
interdependent; that is, they each gain something from the other. 

◊ Now, think about your tangram pieces. Do they fit together to make 
something? If not, how might you find the missing pieces?

◊ Alone, your set of tangrams might not enable you to complete the puzzle. How 
can you find the interdependent pieces?

• If learners are still struggling with this problem and have not realized that they 
need to partner with one other person, try this as a final prompt. 

◊ “If this artifact has both heads and tails, how do you find the side you’re 
missing?”

INTERDEPENDENCE
Two Sides to Every Coin - HEADS
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Explain: Guided Reflection
TWO SIDES TO EVERY COIN

• Distribute the Guided Reflection (Artifact 11.2) to each learner. 

• Ask them to write a reflection for the first prompt.

• Share the following:

◊ DID YOU KNOW? Butterflies and turtles have a special connection that helps 
both survive. Butterflies sometimes drink turtle tears! This might sound 
strange, but it’s because turtle tears contain salt and minerals that butterflies 
need to stay healthy. Butterflies in the Amazon can’t find these nutrients in 
flowers alone, so they rely on turtles for a little boost. In return, butterflies 
don’t harm the turtles—they just gently land near their eyes to sip the tears. 
This relationship is called symbiosis because it benefits both creatures: 
butterflies get the nutrients they need to keep flying, and in return they seem 
to clean the turtle eyes and maybe even protect them from bees! This shows 
how different animals in nature can depend on each other in surprising and 
helpful ways.

• Ask learners what Interdependence means to them. You can share the following 
definitions and questions.

◊ Interdependence means things or people depending on each other to get 
what they need or to make things work. It’s like a team where everyone has a 
special job, and they all rely on each other to succeed. 

◊ What examples can you think of that represent Interdependence? 

◊ How did you demonstrate Interdependence in this episode? 

• Ask learners about their Curiosity. How were they curious during this activity? To 
be curious is to be willing to: 

◊ Be inquisitive and wonder

◊ Toy with an idea

◊ Be open to puzzling situations

◊ Ponder the mystery of things

◊ To follow a particular hunch just to see what will happen 

• Curiosity is another feeling skill from the Williams Model of creativity, and learners 
explore how they can continue to be curious in the future.

Two Sides to Every Coin - Tails
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