Wood Working-Creating a Jump-A-Peg Triangle
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Purpose: The purpose of this activity is to allow students to put their wood working skills to the test. It involves math skills, Measuring skills, as well as woodcutting.
Jump A Peg

Name: __________________

All measurements must be within 1/16”. Dimensions that are deficient or exceed the specified dimension will receive a deduction of 1 point for each 1/16” with a maximum deduction of 5 points for each measurement. Other areas to be evaluated have the point value listed by them.
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Holes- should have a spacing of 1 inch
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1” space between lines








Free of chips (0-5)
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How to Play Jump A Peg 
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Start by putting 14 pegs (golf tees) in the holes leaving one empty. Try to remove as many pegs from the board as you can by "jumping" them. To jump a peg, you take one peg, move it over an adjacent peg, and put it in the hole on the other side. The peg that got "jumped" is removed from the board, thereby creating another hole that other pegs can jump into. The object is to remove as many pegs as you can before no further jumps are possible.

Results

One peg left you will be declared a Genius (lucky you).

Two pegs left you are an Above Average Intellect.

Three pegs left you are an Average Intellect.

Four or more pegs left, I suggest you try again.
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