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Message from the Board Chair 
This was another year of change and renewal for NHICC. Our organization has 
been highly effective in carrying out its core mission, as you will see when you 
read some of the success stories in this report, but we don't plan to stop there! 

This year, we added four new NHICC board members who had specific 
experience and skills that we felt were needed on our board. We welcomed new 
board members Robert Hammond (former director of FIRST Robotics), Frank 
Phillips (Director of Defense Systems Engineering at BAE Systems). Stephen 
Zaharias (attorney at Wadleigh, Starr & Peters), and Susan Bryant (retired 
healthcare fundraising and public relations/marketing executive). Pam DesMarais 

and Wendy Langelier decided to retire from our board this year, and I would like to thank both Pam and 
Wendy for their many years of service as board members. Jeannette Fitzgibbons became our new 
Treasurer. She replaced Sandra Hardy, who will remain on our board, and I want to thank Sandra for the 
many years she ably served as our Treasurer. 

This year, we held the first meeting of our new NHICC Advisory Council. The Advisory Council is a 
group of educational, business, and community leaders who have agreed to contribute their expertise to 
complement the skills of our Executive Director, board, and other volunteers. The charter members of 
our Advisory Council are Angela Foss (Associate Dean Associate Dean of Operations and Innovation at 
SNHU’s College for Engineering Technology and Aeronautics), Brady Sadler (independent consultant 
and former EVP of Growth & Innovation at GYK Antler), Fred Bramante (founder and president of the 
National Center for Competency-Based Learning, and former chair of the New Hampshire Board of 
Education), Jamie Saucier (Director of School District Engagement at Reaching Higher New 
Hampshire), Anat Eshed (former Staff Research Scientist at the Massachusetts Institute of Technology), 
and Jill Schoonmaker (retired former Executive Director of NHICC). 

We have continued to focus on expanding our existing New Hampshire Destination Imagination and 
Camp Gottalikachallenge programs, so more students will have the opportunity to participate in these 
programs. We have also been working on new programs that can reach communities that are not 
currently being served. 

I am pleased to report that in order to more effectively manage our flagship program, we have enlisted 
the services of Lisa Gowern and Melinda Sines, who became the new co-managers of our Destination 
Imagination program. 

Everything we’ve accomplished over the past 35 years was made possible by the efforts of hundreds of 
volunteers. They include our Board of Directors, tournament directors and officials, the volunteers who 
served on our program committees, and hundreds of Team Managers who devoted so much of their 
time to working with the students on their teams. I would like to thank all of these volunteers, and the 
New Hampshire parents who supported their children’s efforts as they learned important life skills while 
having a lot of fun! 

Special thanks also go to Southern New Hampshire University for their continued support as our 
Innovation Sponsor! 
 

 
  Craig Richardson, Board Chair  

New Hampshire’s Incredible 
Creativity Connection 
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Our Mission 
New Hampshire’s Incredible Creativity Connection (NHICC) is a 501(c)(3) non-profit 
organization dedicated to encouraging teamwork, creative problem solving and innovation 
among students from grades K-12. For more than three decades, NHICC has prepared NH 
youth for college, career and life by developing important 21st Century skills through the 
application of STEAM principles. 
NHICC also awards scholarships each year to graduating high school seniors who have 
participated in NH-DI programs. 

Our Programs 
New Hampshire Destination Imagination® 
NHICC’s flagship program is New Hampshire Destination 
Imagination (NH-DI). We are the New Hampshire affiliate of 
Destination Imagination, an international program with more than 
150,000 participating students from 48 U.S. states and 30 other 
countries. 
Teams of students, led by adult Team Managers, meet from early fall 
until March each year to work on one of seven different Team 
Challenges developed each year by teams of educators and industry 
experts. Focus areas include Technical, Scientific, Engineering, Fine 
Arts, Improvisational, and Service Learning. There is also a special 
non-competitive Early Learning Challenge that fosters the 

development of social and problem solving skills.  
Individual teams are usually organized as part of a community afterschool program, and some 
schools have incorporated DI into their electives curriculum. Teams present their Challenge 
solutions at regional tournaments in March, with the highest scoring teams advancing to our 
state tournament, and to Destination Imagination Global Finals in May. 

Camp Gottalikachallenge™ 
NHICC also operates one of the oldest creativity camps in the United 
States, Camp Gottalikachallenge, which became a residential camp 
in 2001 after years of providing weeklong summer day camp 
programs. Our campers’ days are filled with hands-on learning, 
challenging activities, and zany fun guaranteed to get their creative 
juices flowing!  
Our camp program focuses on helping each camper to develop his or 
her creative potential. The goal is to empower our campers to 
approach life’s challenges with confidence. We do this by honing 
their creative and critical thinking skills, leadership skills, problem 
solving abilities, and teamwork.  
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Up to 7 members can be on a team. Students from 
kindergarten through university level can participate. 

Each team has one or more adult Team Managers, who help 
the students to stay on track, but are not allowed to help 
develop the solution to their Challenge. Team Managers are 
often faculty members or parent volunteers. 
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Teams can choose from 7 new Challenges each year. A team 
of educators and industry experts designs each Challenge to 
target a specific area of the curriculum, and related standards 
of content and performance. Areas of focus include: 
Engineering, Technical, Scientific, Fine Arts, Improvisational, 
and Service Learning. There is also a non-competitive Early 
Learning Challenge designed to help young children develop 
social and problem solving skills. 
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Teams learn higher order thinking and improve in creative 
thinking, critical thinking, effective communication, and 
collaborative problem solving—key 21st century skills. Our 
participants experience the creative process, develop new 
friendships, and learn to work together. 
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Each season starts in September and ends in May. Teams 
typically spend 2 to 5 months developing and practicing their 
Challenge solution, which they present at a local tournament. 
Top-scoring teams advance to a state or country tournament, 
known as an Affiliate Tournament. The top teams earn the 
right to represent their Affiliate at Global Finals—the world’s 
largest celebration of creativity. 
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New Hampshire team solutions are assessed at regional and 
state tournaments. While most schools run DI as an after 
school or community program, some school districts 
incorporate the program into their electives curriculum. Top 
scoring teams at our state tournament compete with teams 
from 48 states and 30 countries at DI Global Finals. 

   

$ 
At an annual cost of $50 to $65 per student, Destination 
imagination is an amazing value for life skills received! 

STEAM-powered 
creativity, critical thinking, 
collaboration, and 
communication skills for 
the next generation of 
leaders and innovators 

STEM education (science, technology, 
engineering, and math) is all about 
exploration and experimentation. But 
who says you can’t do this without also 
having fun? STEAM takes the STEM 
acronym, and adds an A for the arts. 

Destination Imagination® (DI) is a 
project-based learning program that has 
been putting the A in STEAM for over 
30 years. DI’s Challenge Program 
blends STEM with the arts and social 
entrepreneurship. It complements K-12 
education by promoting curiosity, 
collaboration, creativity, critical thinking, 
and effective communication. 

Each year, more than 150,000 students 
from all around the world have fun, and 
gain confidence in their ability to solve 
any challenge on their own. They learn 
about the creative process—a system 
at the root of innovation in engineering, 
science, and the arts—by working in 
small teams to solve one of 7 engaging 
Challenges designed to focus on 
different STEAM skills. 

New Hampshire Destination 
Imagination (NH-DI) operates our 
state’s DI program, with over 1,800 
participating students from schools and 
community groups all over NH. Teams 
begin work in the fall, and present their 
Challenge solutions at regional 
tournaments in March, with the top 
teams advancing our state tournament, 
and then to Global Finals in May. 
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2016-17 Destination Imagination Challenges 
TECHNICAL CHALLENGE 
The Technical Challenge prompts students to complete tasks by using engineering, 
research, strategic planning and related skills. 

• Present a show that includes an opening act and a headlining act. 
• Design and build a stage on which the acts will take place and that will move a 

team member from one location to another. 
• Enhance each act with a technical effect to amaze the audience. 
• Create and present two Team Choice Elements that show off the team’s interest, skills, areas of 

strength, and talents. 

SCIENTIFIC CHALLENGE 
The Scientific Challenge blends the research and curiosity of science with the thrill and 
creativity of the theater arts.  

• Create and present a story about a secret mission. 
• Research and apply methods from cryptography and steganography to reveal 

secret messages. 
• Design and create a gadget that appears to be an everyday item. 
• Create and integrate a disguised character into the story. 
• Create and present two Team Choice Elements that show off the team’s interests, skills, areas of 

strength, and talents. 

ENGINEERING CHALLENGE 
The Engineering Challenge asks teams to design, build and test load-bearing structures 
out of specific materials. 

• Design, build and test multiple free-standing structures that work together. 
• Develop a strategy for placing structures to support as much weight as possible. 
• Develop and present a collaborative solution to a global issue. 
• Create and present two Team Choice Elements that highlight the team’s 

interests, skills, areas of strength, and talents. 

FINE ARTS CHALLENGE 
The Fine Arts Challenge has students flex their acting and creative muscles as 
they experiment with different types of artistic media and theater arts, write scripts and 
design props.  

• Present a story about how the disappearance of a color changes the world. 
• Create a colorful character that is involved with the color’s disappearance. 
• Use technical theater methods to create a vanishing act. 
• Create and present two Team Choice Elements that show off the team’s interests, skills, areas of 

strength, and talents. 
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IMPROVISATIONAL CHALLENGE 
The Improvisational Challenge is all about spontaneity and storytelling. Teams receive 
topics and produce skits right on the spot. 

• Create three improvisational skits from the same story prompt. 
• Present each skit in a different performance genre. 
• Portray a different stock character in each skit. 
• Enhance each skit with props. 

SERVICE LEARNING / PROJECT OUTREACH® 
Our Service Learning Challenge is designed to engage students in public service to 
address real-life community issues. 

• Identify, design, plan and carry out a project that addresses a real community 
need. 

• Create a live presentation of a team-created fable that integrates information 
about the project. 

• Include an impact prop and a character that changes appearance. 
• Create and present two Team Choice Elements that show off the team’s interests, skills, areas of 

strength, and talents. 

EARLY LEARNING / RISING STARS!® 
Our Rising Stars! for Early Learners Challenge offers simple experiences with the 
creative process, and it gives young kids (preschool through 2nd grade) a place to work 
together and make new friends. 

• Learn about simple and complex machines. 
• Use simple machines to create and build a new invention. 
• Create a play that tells a story about how the new invention helps to save the 

day. 
• Create props, scenery and costumes to help tell the story. 

INSTANT CHALLENGE 
At every tournament, each team receives an Instant Challenge and the materials with 
which to solve it. The team members must think on their feet by applying appropriate 
skills to produce a solution in a period of just five to eight minutes. 

Instant Challenges require teams to engage in quick, creative and critical thinking. In a 
world with growing cultural connections, increased levels and types of communication, 
and a new need for real-time teamwork and problem solving, the ability to solve 
problems quickly is becoming increasingly critical. 

Instant Challenges can be performance-based, task-based, or a combination of the two. Each Instant 
Challenge has different requirements, but all Instant Challenges reward teams for their teamwork. 
Instant Challenges are kept confidential through the day of the tournament. 
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Addressing the Need for 
Creativity and Innovation 
Generation Z students—children born during 
1995 and after—are being raised in a digital 
fabric that is hyper-connected to objects, 
things and people. These students have a 
predisposition to be self-reliant, and a large 
percentage will have the opportunity to work 
in jobs not invented yet. Destination 
Imagination could be the game changer for 
advancing STEAM education, enabling all 
students to thrive while also becoming a 
viable solution for expanding teacher 
productivity. It is time to take a leadership 
role and to enhance the educational 
opportunities for all children. As we have 
entered the fourth industrial revolution, we 
must provide students with experiences and 
learning opportunities that will teach them 
the value of curiosity, courage, collaboration, 
creativity and creative presentations. At 
Destination Imagination, we do not want to 
see any child suffer from a loss of potential 
or from not having a connection to industry 
trends and emerging opportunities. 

Dr. Chuck Cadle 
Destination Imagination CEO 

Global Impact of 
Destination Imagination 
 
• 150,000 participants annually 
• 1.5 million alumni 
• 38,000 volunteers worldwide 
• 48 states and 30 countries 
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Destination Imagination in New Hampshire 
. 

In 2016-2017, we had more 
than 300 participating DI 
teams from every region of 
our state. 
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New Hampshire Outreach 
 

In order to provide more 
effective outreach to new 
schools and organizations, 
we have divided New 
Hampshire into seven 
Outreach Areas. 

Coordinators for each area 
are responsible for 
reaching out to new 
schools and organizations 
in their part of the state to 
generate interest and 
increased participation in 
Destination Imagination. 

. 
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Regional Participation 
Not surprisingly, areas of New Hampshire with large numbers of school age students had many 
more Destination Imagination teams than less heavily populated regions of the state. 

 

However, if we compare the number of DI teams to the total K-8 student population, there 
are significant differences in participation rates between regions within our state. This 
suggests that there is considerable growth potential in many areas. 
 

The statewide 
participation 
rate for New 
Hampshire DI 
was 1.70, which 
was more than 
double the rate 
of any other 
U.S. DI affiliate. 
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Team Composition 
Our Destination Imagination program attracts students of all ages, but most of our participants 
are elementary and middle school students. 

  

 
Elly G. (Age 15) 
Team Member, New Heights HS  

 
Madison V. (Age 11) 
Team Member, Bedford 

 

 
Madison K. (Age 11) 
Team Member, Bedford 

 

 
Darby Bruno 
Team Manager 
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NH-DI Alumni Profiles 
Emily Richardson 

I was nine years old when my team created a vaudeville act 
featuring a band called The Whalers, which performed songs about 
saving whales. I was eleven when I transformed into a toothbrush 
named Bobo on stage. I was fourteen when my team built a 
pagoda hut out of soda cans. I was sixteen when we created a ten-
foot working waterfall. I was seventeen when we built a vehicle 
controlled by the movement of a team member’s fingers.  
 
I was on a DI team for nine years. I learned about the importance of 
collaboration and listening to others’ ideas. I learned that it’s not 
only okay to fail, but that failure is an essential part of learning. We 
were told that we could do anything, and we believed it.  
 
DI shaped my childhood and continues to play a huge role in my 
life. For over a decade, I have volunteered in numerous capacities, 

from appraising, to serving as a NH board member, to helping organize and run training for 
volunteers in New Hampshire and California. I’ve also had the opportunity to work as a 
Challenge Developer and an International Challenge Master. 
 
This past fall, I joined the faculty at Deerfield 
Academy, a 9th through12th grade boarding school in 
Western Massachusetts. I work on research, 
innovation, and outreach, and help direct the student 
maker space, The Innovation Lab.  
 
My experience with the DI program has undoubtedly 
shaped my views of education. When I think back on 
my years of teaching, the moments that I believe are 
most important to my students (and to me) are the 
moments when I push them to use their knowledge 
to do something, whether it be creating and 
performing their own vision of A Midsummer Night’s 
Dream, building a mock refugee camp to educate 
their community about genocide, publishing their 
writing and photographs in the school newspaper, 
writing picture books and reading them to children, 
or composing memoirs and publishing them online. I 
strive to make my lessons matter, and to enable 
students to make connections between the reading 
and writing we do in class, their own lives, and the 
world outside my classroom. Instead of giving my 

 
Emily (far right) in 1994 with her first 
team. Standing to the left of Emily is 
Julie Mantius, current co-Affiliate 
Director for Connecticut DI. 
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students all the answers, I try to teach them how to question, and to believe in themselves 
enough to know that they can find the answers with a bit of guidance and support. I believe that 
learning is a process, not a means to an end. 

Margaret Thompson 
Margaret Thompson is currently working with a University of 
Washington research team that is developing a targeted treatment 
for essential tremor, the world’s most common movement disorder. 
Margaret is an electrical engineering doctoral candidate and a 
member of the Center for the Sensorimotor Neural Engineering 
(CSNE) team at UW. 
 
Essential tremor affects an estimated 7 million people in the US 
alone. The hallmark of the disease is an involuntary rhythmic 
shaking during intentional movement. This complicates tasks like 
writing, eating and drinking. Margaret’s team is working on 
advances in current treatment options that will put more control into 
the hands of individuals with the disorder. 

 
Margaret’s primary research project focuses on 
human learning during use of fully implanted 
brain-computer interfaces (BCIs). The BCIs 
that she works with utilize deep brain 
stimulators (DBS), a device that originally 
received FDA approval to treat neurological 
movement disorders such as essential tremor 
and Parkinson’s disease. 
 
Margaret was a DI team member for 10 years. 
Her DI experience included multiple trips to 
Global Finals, where her team received two 
special awards during their senior year. 
 
I'm in a doctoral program for electrical engineering and I still use the skills I learned through NH-
DI. When the problems you're solving become harder, it only becomes more important to be 
able to work effectively on teams and to think creatively about solutions. And, still use my 
instant challenge skills during our experiments, where we have extremely limited time to collect 
valuable data. If something doesn't work the way you planned, you have to be able to think on 
your feet. DI gets a lot of credit for helping me develop those necessary skills. 
 

 
Margaret (center) with her DI team. 

To find out more about Margaret’s research projects, please visit: 

margaretcthompson.wordpress.com/projects 
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More Success Stories 
We asked former New Hampshire team members to tell us about the impact that the 
Destination Imagination experience has had in their lives. This is what they told us: 
 
  

 

Kaitlyn Nelson  
Fairfield University, Mechanical 
Engineering 2019 

Doing the technical challenges 
inspired me to go into 
engineering. Being on an all 
girls team boosted my 
confidence to go into a male 
dominated field and gave me 
the three life-long friends who 
love and support me even 
though we're all in different 
states. 

 
Anastasia Feraco  
Rensselaer Polytechnic Institute, Materials 
Engineering 2019 

DI taught me there is no ONE way to 
solve a problem. My thought processes 
may differ from my peers but our 
differences don't indicate failure. At a 
DI competition there was always a team 
that solved the challenge in a way I 
hadn't even thought of before. These 
differences can be intimidating, but I 
have come to learn they are a good 
thing. There is something to be gained 
from listening to others' solutions, but 
DI has shown me others' solutions do 
not make mine less valid. 

 

Luke Chapdelaine  
Rensselaer Polytechnic Institute, 
Biomedical Engineering/Mechanical 
Engineering 2020 

DI was a great introduction to 
large scale problem solving for 
me when I started in 7th grade. 
This program was a considerable 
factor when I decided I wanted 
to be an Engineering major, 
because I enjoyed thinking 
critically to find creative, yet 
effective solutions to the DI 
challenges. 

 

Neil McCalmont  
Oberlin College, Classics/Music 2018 

DI trained me to think in the 
moment: to gather what 
resources were available to me 
and to think differently about 
how they could be used to 
achieve a goal. It also taught 
me to take an idea and run 
with it, no matter how silly it 
seemed. Even if it failed, you 
learned something along the 
way. It gave me a thinking-
blueprint for life. 



 16 

SNHU Internships 
 

Many thanks to Lynn Murray-Chandler who 
coordinated the opportunity to engage as interns 
Jacqui Capobianco and Sarah Lawton, SNHU 
School of Education students, class of 2017. Sarah 
and Jacqui were amazing. No matter what they were 
asked to do, they willingly took it on and much more. 
We are going to miss them but are excited about 
their next adventure as they move into the workforce 
and pursue their passions. 
 
This is one more example of the amazing support 
SNHU continues to provide our organization. We are 
truly grateful! 
 

The New Hampshire Gnome 
 
In 1987, a young team member designed our logo, a Gnome, to evoke the magic that is 
possible with teamwork and creativity, and to suggest the Old Man of the Mountain, the state 
emblem of New Hampshire. Over the years, the Gnome has become the most visible symbol of 
our organization for more than 100,000 students. Most of the DI alumni who have returned as 
adult volunteers have fond memories of seeing him as children when they were members of our 
creative problem-solving teams. 
 
Our Gnome also has a very busy social life! He has been invited to skiing at Mascot Day at 
Cannon Mountain, attended birthday parties with the New Hampshire Fisher Cats mascot 
Fungo, and appeared in numerous parades and other events around the state.  
 
This year, we updated the Gnome with the help of our alumni, volunteers, and team members:  
 

 
 
Our new Gnome (shown on the right) was welcomed to chants of "Gnome, Gnome, Gnome" at 
events throughout the state. We expect the updated Gnome to continue for many years as our 
brand ambassador to a new generation of students.    
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Awards Received in 2017 
 

At this year’s Destination Imagination Global Finals in Knoxville, 
Tennessee, Craig Richardson received the Spirit of Destination 
Imagination Award. The award is given in recognition of those who 
act as superior role models in the areas of spirit, teamwork, 
sportsmanship and volunteerism. 
 
Craig has been volunteering his services to the DI program, both in 
NH and nationally, for over 30 years. His numerous roles include DI 
parent, Team Manager, Tournament Director, Global Finals 
Appraiser, NH Board member and (currently) NH Board Chair. We 
were thrilled that he was recognized at Global Finals, and we are 
proud to have his continued support in NH. 
 
At Destination Imagination’s annual Ignite conference, our affiliate 
received the "Twitter Rock Star" award. 
 
This was one of three social 
media awards presented 

globally. It recognizes our efforts in advancing DI 
messages through social media—specifically the 
Twittersphere. 
 
Facebook and Instagram communications, paired with 
our web site, have continued to reinforce our ability to 
inform and engage the members of our community. 
Instagram has proven to be an effective way to reach 
team members, and Facebook to reach and engage 
with volunteers, including Team Managers. 
 
  

This season, our online marketing efforts drove: 
 
• 571,222 photos views (over 11% with sponsor images in the frame) 
• 46,292 unique people reached by Facebook posts (unique by posts) 
• 122,164 web page views, averaging over 2.5 minutes per page 
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Camp Gottalikachallenge 2017 
 
Camp Gottalikachallenge, our 
weeklong overnight camp, 
fosters creative problem solving, 
tactile skills, and teamwork for 
campers age 10-14, and works 
to empower our campers to 
approach every challenge with 
confidence. 
 
Session 1: July 30 - August 4 
Session 2: August 6 - 11 
 
2017 was a year of growth! Our 
new camp management software 
streamlined the registration 
process, and we met enrollment milestones weeks ahead of past seasons. In response to 
increased applications for assistance, we doubled the number of scholarships compared 
to last year, with a total of $1,300 awarded to six 2017 camp families. 
 

For the second 
time, a group of 
campers traveled 
from China to 
attend a session! 
The cultural 
exchange between 
American and 
Chinese campers 
was exciting to 
watch, as was the 
teamwork and 
friendships that 
resulted. 
 

Five outgoing campers earned the coveted Golden Nut 
Award, presented to those who have attended all five 
years of Camp Gottalikachallenge. 
 
For over ten years, Camp Gottalikachallenge has been 
hosted at Brewster Academy in Wolfeboro, a boarding 
and day school with a beautiful campus on the edge of 
Lake Winnipesauke. 
  

Campers came from: 
New Hampshire (53) 
Massachusetts (39) 
China (10) 
Virginia (2) 
Florida (1) 
New York (1) 
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Our campers reside in the 
dorms and eat in the dining 
hall, making Gotta Camp a 
comfortable and easy 
experience for those 
attending a sleep-away 
camp for the first time. 
 
Based on feedback from our 
families and enrollment 
growth in recent years, we 
are currently exploring 
options to add day camps 
for Summer 2018. 
 
 

 
Camp Gottalikachallenge would not be 
what it is without our amazing Staffers. I 
am so appreciative of their boundless 
energy and dedication to our campers 
and the program! It is truly an honor to 
bring this group of people together each 
summer. 
 
Lou McKenna 
Director, Camp Gottalikachallenge 
 
 

 

 

 

Andy K. 
Gotta Camp parent 

 
Joy W. (age 13) 
First year camper 

 



Leadership 
 
Executive Director 
Anna Maenhout 
NHICC Board of Directors 
Craig Richardson (Chair) 
Harvey Black (Vice-Chair) 
Jeannette Fitzgibbons (Treasurer) 
Carrie Thompson (Secretary) 
Susan Bryant 
Pam DesMarais 
Bob Hammond 
Sandra Hardy 
Ric Haskins 
David Kelly 
Wayne Kurtzman 
Wendy Langelier 
Frank Phillips 
Ellie Stetson 
Dan Whitney 
Stephen Zaharias 
NHICC Advisory Council 
Fred Bramante 
Anat Eshed 
Angela Foss 
Brady Sadler 
Jamie Saucier 
Jill Schoonmaker 
NH-DI Program Co-Managers  
Lisa Gowern 
Melinda Sines 
NH-DI Committee Chairs 
Alumni Committee 
Jenna Caputo 
Jake Oudheusden 
Appraiser Committee 
Steve Greenwood 
Ellie Stetson 
Education and Training 
Harvey Black 
Bernadette Kuhn 

 

NH-DI Committee Chairs 
(continued) 
IT Committee 
Steve Greenwood 
Craig Richardson 
Marketing Committee 
Wayne Kurtzman 
Merchandise & 
Concessions 
Melinda Sines 
Outreach Committee 
Dave Griffin 
Carrie Thompson 
Tournament Committee 
Lisa Gowern 
Dan Whitney 
Tournament Directors 
Berlin Regional 
March 11, 2017 
Dave Griffin 
Amy Welch 
Kingston Regional  
March 11, 2017 
Carrie Thompson 
Goffstown Regional 
March 18, 2017 
Lisa Gowern 
Swanzey Regional  
March 18, 2017 
Dan Whitney 
NH State Tournament 
Bedford High School  
April 2, 2017 
Lisa Gowern 
Craig Richardson 
 

 
 
 
Camp Gottalikachallenge 
Lou McKenna (Director) 
Jaime Gratton (Asst. Director) 
Gotta Coaches 
Amanda Berke 
Amolina Bhat 
Emily Bogdan 
Natalie Bronfine 
Juliana Brown 
Jenna Caputo 
Caitlin Chisholm 
Sarah Christ 
Sarah Cloutier 
Anna Correia 
Doug Gandle 
Alexandra Hsu 
Robert Hsu 
Jerry Kuhn 
Noah Levin 
Constance Moore 
Jake Oudheusden 
Jack Perry 
Jacquelyn Pierson 
Madeline Wagner 
Arianna Wentworth 
Mitchell Williams 
Nate Wooding 
Carlin Zia 

Profiles of all current 
Board and Advisory 
Council members are 
available online: 
nh-di.org/board 
nh-di.org/council 
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Financial Information 
As planned, FY 2016/17 was a year of investments and adjustments, and 
the budget for FY 2017/18 is projected to break even. FY 2017/18 will 
also focus on NHICC's fund development strategy. 

REVENUES 
NH-DI Program Fees: $42,706 
NH-DI Other Income: $56,362 
Camp Gottalikachallenge Program Fees: $71,825 
Camp Gottalikachallenge Other Income: $347 
Contributions and Grants: $7,928 
Other Income: $838 
Total Income: $180,006 

EXPENSES 
NH-DI Program: $75,349 
Camp Gottalikachallenge: $67,599 
General Administrative: $115,888 
Depreciation: $0 
Total Expenses: $258,836 

OPERATING DEFICIT 
$78,830 

TOTAL ASSETS 
$137,937 

Scholarship Recipients 
We were proud to present $4,000 in scholarships to three of this year’s Destination 
Imagination high school graduates to help support their post-high school education. 
Congratulations to: 

Amit Eshed (Hollis, NH) 
Anna Correia (Merrimack, NH) 
Julia Fitzgibbons (Londonderry, NH) 
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Connect With Us! 
Web:  nh-di.org 
Phone: 603.868.2140 
Email: questions@nhicc.org        

        facebook.com/NHICC 

        twitter.com/NH_DI 

 


