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MINOTAUR™
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Explore the world of VEX Robotics®
Construction Kits by HEXBUG®
with these additional builds and
activities. Each build comes
with individual instructions.
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EXPERIMENTS

ABOUT THE ZIPFLYER
The Zip Flyer uses a zip cord and meshed
gears to launch discs. Pulling the zip cord
turns the gears that spin the center post.
When the center post spins, it also spins the
disc on top of it. The faster the disc spins, the
higher and faster the disc launches.

It is fun to tilt and aim the Zip Flyer launcher
to change the direction that its discs fly. Play
the Zip Lander game below to practice your
aiming and launching skills.

ZIP LANDER GAME
SETUP AND KEEPING SCORE

Goal: Have your discs land on the target or
as close to it as possible to earn the highest
total points.

Go to where you have 13 feet of
clear open space and a wall.

Measure out from the wall for 3
feet. Mark that spot as the Target.

Then measure out from the Target
for 13 feet. Mark that spot as your
Launch Site.
To earn points measure from where
a disc lands to the target. Use that
measurement and the table to see
how many points you have earned.
Did you know that the blades on each
Zip Flyer disc are angled so that they slope
downward at the back? This is to create
an upward force called lift after the disc is
launched upward.

Wall

To play Zip Lander, you will need:
∙ Tape or something to create a target
and mark the launch location
∙ A measuring tape
∙ 13 feet of clear space outside or
inside with a wall at one end
∙ A partner to play against as an
opponent (optional)

3 feet

≈ 10 inches

If your disc lands closer
to the Target than

10 points

25 points

Points earned

13 feet

≈ 1.5 feet

5 points

Target

≈ 3 feet

2 points

Launch Site

≈ 6 feet

GAMEPLAY

Tilt and aim the Zip Flyer forward
a little bit so that the discs fly
forward instead of straight up.

Set the Zip Flyer and its three
discs at the Launch Site.
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The player with the highest total
score after two rounds wins.

Let your opponent launch three
discs. See who won Round 1 and
move on to the next round.

Use the Zip Lander Score Table to
add up your score for the round.
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Player #2

Distance from Target

vs.

Distance from Target

vs.

Points Earned

Points Earned

Launch all three discs and then
measure the distance between
each disc and the Target.

Points Earned

Points Earned

Player #2

3

Total Score for Round 2

Distance from Target

Player #1

Total Score for Round 1

Distance from Target

Player #1

ZIP LANDER SCORE TABLE

Round 1
Blue Disc
Green Disc
Orange Disc

Round 2
Blue Disc
Green Disc
Orange Disc

You win the game by earning the
most points. Play an additional Round
if points from Rounds 1 and 2 total
to a tie.

Strategy 2
Try bouncing the discs off of
the wall and then back toward
the target.

Strategy 3
Try pulling the zip cord faster or
slower so that the discs do not
spin as fast or fly as far.

Did you know that the discs will not fly if they are put onto the Zip Flyer backward? That’s because the
blades’ angles would be in the wrong direction when spinning and would not create the lift force. Be careful to
load the launcher correctly.

HOW TO WIN
When you play again, try
different strategies.
Strategy 1
Try launching the discs at different
angles by tilting the base more or
less than you did.

Which strategies make the discs land closer to the target?

