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These inventions of the past were one of the few original automata designs 
known in history. Research these 3 historical models to inspire your 
automata project. 

Who/what will be moving on the automata system? How can you 
decorate/design to enhance the moving automata?

• Which shaft spins faster, the crank shaft or the main shaft?
• What would happen if you swap the small and the big wheel?
• How would you make the shafts rotate with equal speed?
• What do we call the mechanism that reduce rotational speed between 

two shafts?

With the leftover Cori Beams or other craft materials, let’s inspire 
future Cori Automata builders with the variety of objects that can fly. 
Our goal is to have over 100 different designs to show the creativity 
of this project. Share your projects on multiple social media platforms 
using our hashtag #CoriCreate. 

Here are just some of the many other flying objects that you can build 
with leftover Cori Beams and other craft materials that you have available.

prompt ideaCori design process

Feel free to use one of the automata templates in our instructions or 
better yet, encourage your learner to come up with their own design. 
Sketch a few images before you start your build. 

• Silver Swan 
• Automaton in the Form of a Monk
• The Extraordinary Machines of Al-Jaziri

Visit on these YouTube links to learn more about the 3 automatas. 

Work out the following questions with your learner:

• The crank shaft as it has the smaller wheel.
• The opposite would happen.  Main shaft would spin faster.
• Make each wheel the same size.
• We call the mechanism that reduce rotational speed between two 

shafts gears.

Answers:

• Butterfly 
• Rockets
• Birds
• Helicopter
• UFO

• Hang Glider
• Bumble Bee
• Bat
• Hot Air Balloon

Silver Swan
Automaton in the 
Form of a Monk

The Extraordinary 
Machines of Al-Jaziri



Coach’s Corner

As parents, the most valuable gift we can give our
children is our time. However, life can get busy, and
parents are often squeezed for time to engage in play.

Would you like to optimize the impact of the time you
spend with your child and enhance the Cori learning
experience. Then, Coach’s Corner is your resource!

These 5-min mentor check-ins are ready-to-go prompts.
They offer ideas and solutions to help make the learning
experience even more rewarding! Find the matching
clipboard icon on the kit instructions trifold to know when
to activate the Coach’s Corner card.

"Each person holds so much power within themselves that 
needs to be let out. Sometimes they just need a little nudge, a 
little direction, a little support, a little coaching, and the greatest 

things can happen." - Pete Carroll

The Cori Design Process provides our learners the experience of
what engineers, architects, scientists, and makers do everyday.
We thrive on structuring design challenges and projects that
intentionally nurture skills (i.e. critical thinking) needed now and
well into the future.

And it all begins with what drives your INTEREST for a particular
project. The best indicator of interest is the energy and effort
put into something, and as facilitators of learning, we need to
focus on creating challenges and projects that motivate and
energize students to create.

Then, we let them loose with the IDEATION phase, where learners
are at their most creative and collaborative, with the goal to
identify a design.

From there, the real hands-on learning begins when transitioning
from ideation to ITERATION. The iterative design methodology
focuses on implementing, testing, inspecting, and improving your
Cori project design.

We stress the importance of grit as the iterative process requires
persistence to power through multiple failures. In our world,
failure offers an opportunity to learn.

Lastly, we strongly believe in enhancing communication skills by
sharing your creations. In this phase, unleashing creativity and
sharing your passion will INSPIRE others.

“One idea lights a thousand candles” - Emerson

Fun Facts to Share - Automata derives from the Greek word,
αὐτόματα, which means “acting of one’s own will."
French inventor Jacques de Vaucanson has often been
attributed to have created the first successful automata known
as the Flute Player. He is also known for creating the
miraculous mechanical duck in 1739.

For more resources make sure you check out the Cori website
and our YouTube channel.

www.coricreate.com

“At the end, kids won’t remember that fancy toy or game you 
bought for them, they will remember the time you spent with 

them.” - Heath


