1. ICE-SKATING FLAMINGO'S LAKE 2. MEADOW OF POPPIES
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. . . Congratulations on reaching this landmark!
Congratulations on reaching this landmark!

Interaction to be initiated by the Teaching Interaction to be initiated by the Young Teacher,
Assistant, who should be the only player who should be the only player to read
to read the back of the card. the back of the card.

3. RIVERBED SUNSET 4. MONSTER ROCKS

Congratulations on reaching this landmark! Congratulations on reaching this landmark!

Interaction to be initiated by the Headmaster Interaction to be initiated by the Senior
of the School, who should be the only player Teacher, who should be the only player
to read the back of the card. to read the back of the card.

Congratulations on reaching this landmark!

Interaction to be initiated by the Mountain
Guide, who should be the only player
to read the back of the card.



2. MEADOW OF POPPIES

4+ Thegroup wants to take a break to get to know
each other better. So the Young Teacher rolls
the dice and the player with the corresponding
number must tell 1 truth and 2 lies. Then the
other team members must guess which is the
truth. If the majority guesses correctly, then
they get 2 motivation.

1. Mountain Guide 5. Headmaster of the
2. Teaching Assistant School
3. Senior Teacher 6. Roll again until a
4. Young Teacher player is indicated
*

4. MONSTER ROCKS

+ Each character reads their role play description about:
Wrong sleeping place debate

The group have been hiking all day and stop for the evening to set up
camp. However, they soon realise the chosen spot is a bit too far from
water and the terrain is rocky. The group must decide if they will camp
the night on the rocky terrain or search for a better spot in the dark.
The Senior Teacher is starting the discussion.

Camp the night:
-1 energy and -2 motivation because of the poor night's sleep.

Search for a better spot:
Roll the dice:
¢ 1-3: The group finds a better spot to camp for the night, and all is
well.
e 4-6:The group get lost before having no choice but to return to the
monster rocks and camp out. -2 energy and -2 motivation due to
the extra energy expended getting lost.

1. ICE-SKATING FLAMINGO'S LAKE

As the Teaching Assistant you want more group
building and initiate the following
drawing/sketching game. You must draw a sketch
of the items listed below, and the other players then
get 2 minutes to guess as many items as possible.
You can only draw the items and cannot speak or
interact physically with the other players. For each
correct guess, you can take 1step In any direction.

1. tent 5. sunrise 9. binoculars
2.boots 6.ice axe 10. lake

3. waterfall 7.goat

4. map 8. bridge

3. RIVERBED SUNSET

+ Each character reads their role play description
about:
Sunset Pantomime - no talking

The group has reached a stunning viewpoint at sunset.
Each person silently reacts to the moment based on
their personality, using exaggerated gestures, body
language, and facial expressions to communicate their
feelings and interact with the others. The Headmaster
of the school starts and the others try to guess the
emotion (each person has 30 seconds). For each
correct guess, you can take 2 steps in any direction. .

+

The group has reached a comfortable cave and decides

to take a rest. The Mountain Guide suggests a game in the
style of “Taboo”, and the Mountain Guide must try to explain
the following things, without using any of the prohibited
words, while the other players try to guess what the Mountain
Guide is trying to explain.

Backpack
Without using: Bag — Carry — Gear — Shoulders - Supplies

Campfire
Without using: Fire — Wood — Warmth — Cook — Night

The players have 1 minute to guess the correct word, and
then they increase the energy by 1level for each correct
identification.
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LOW FOOD SUPPLIES
EXTRA FOOD FROM FISHING

You didn't calculate very well and
there is little food in stock. The group
are hungry and eat some berries.

/

Roll the dice.
If the score is 3 or more, If the scoreis1or 2
then the group gets then the group suffers
nutrition and for the next food poisoning and for
2 turns they do not have the next 2 turns they
to reduce energy or cannot take more than
motivation after moving. 3 steps.
L P .. Regardless of the dice roll,
The fishing went well so you get -|-'| i l, ) disappointment prevails and you lose 1 S Q\\ """"
+1 energy. s d motivation. TR0

GREAT WEATHER

The Senior Teacher has i .
seemed largely /\ o o o )
unaffected by the ups ST g .
and downs of the u /\ o o o !
group’s disagreements. . o

Over time, the senior teacher has had a
conversation with everyone and individually
lifted their moods.

The day is wonderful and the group is more in
the mood for walking, so you take 2 extra stepw

You get 1 motivation. {:ﬂ+'| Q\ on the next dice roll

SHORT-CUT PATH ANIMAL

BEAR
SNACKIE

It seems you came up with a better way - on A bear steals some of your food
the next dice roll, you can move one square and the group loses 2 energy

diagonally. and 1 motivation.
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AN ARGUMENT BREAKS OUT IN THE GROUP
OVER WHICH DIRECTION TO GO NEXT

DANGEROUS PATH

_ioaee Roll the dice:
e 1-3 you can move
only left for the next
\/ —— ~ turn. If there is no
- path on the left, stay
P where you are.
\ * 4-6youcanonly go
right for the next
_ turn. If there is no
path on the right,
stay where you are.

SNOW FALL

)
N

o
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It started snowing, and the group is
having a hard time. So you lose
2 energy and 2 motivation.

You accidentally stepped onto a dangerous
path. For the next 3 turns, reduce your dice roll
result by 2. If the result is 1 or 2, then the pawn
remains stationary for this turn.

BEEHIVE

You find a beehive and can &
choose to take some honey, but at
the risk of getting stung.

Roll the dice.

e 1-3: You gather some honey,
and this increases energy by 1.

e 4-6:The bees sting all of you
before you can gather the
honey, and this reduces
motivation by 1. a@

ROUNDABOUT

There is a lot of fog around. There are two
options and the group must decide for the
next turn.

Keep going Stay put

Roll the dice twice. The first
roll is the number of steps

you have to make and the
second indicates direction

You wait until the
fog dissipates and

as you are disorientated by You lose 2 energy
the fog. and 2 movitation.
e 1-downwards

e 20r3-left

e 4orb-right

L]

6 - upwards

are cold and damp.

It becomes clear to the group
that they have been taking

a more roundabout route
than necessary.

This issue is raised with the
guide, who rejects the
suggestion and argues that this
would be impossible given the
guide's expertise and
experience. The debate
continues for some time before
it is decided that it is best that
the group keep going.

You lose 1 motivation.
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STONE COLLECTOR

The Teaching Assistant knows the
‘ Headmaster of the School has an
interest in geology and has been
collecting interesting stones along

the path.
‘ The teaching assistant gives these

to the headmaster, who is really
. touched by this simple act of
kindness.

; You get 1 motivation.

LOST MOBILE PHONE

......................

. Return to the last

: landmark to find the

: phone, which was left
: behind after taking
pictures. If no
landmarks have been
i achieved, return to

: start.

( T —— 4

GADGET

The Young Teacher likes
new gadgets and brings
along a very powerful
infrared flashlight. This
light is so powerful it can
allow navigation even in
heavy fog.

Keep this card in case the fog card is drawn, at which
point the flashlight can be used and allow two rerolls
of the dice, with the most favourable outcome
available for the group to choose.

TWISTED ANKLE

A team member twists their ankle and needs to
move slowly. So for the next 2 turns, reduce your
dice roll result by 3. If the result is 1,2 or 3, then
the pawn remains stationary for this turn.
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Special skill of Special skill of

YOUNG TEACHER YOUNG TEACHER

Look on the bright side Look on the bright side
You can tell a funny story to raise You can tell a funny story to raise
the motivation of the group by 1. the motivation of the group by 1.
+1 Q\ + IQ\ """"

Special skill of Special skill of
SENIOR TEACHER > A SENIOR TEACHER

Here, let me help! Here, let me help!

As an experienced hiker, you can
gather food for the group,
which increases energy by 2.

As an experienced hiker, you can
gather food for the group,
which increases energy by 2.

o q QAP o q
Specialfskilliof @1&@ Specialfskilllof
MOUNIAINIGUIDE MOUNIAINIGUIDE

I know a way! I know a way!

You can guide the group through You can guide the group through

a shortcut by passing through the a shortcut by passing through the
forest. You can make up to 4 steps in forest. You can make up to 4 steps in
the forest, but you have to end the forest, but you have to end

your move on a path. your move on a path.
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Special skill of

TEACHING ASSISTANT

Special skill of <=
HEADMASTER OF SCHOOL

Learning to take initiative

You can double the amount of energy

you retrieve from a camp or an event card.

Leading from the front

Your experience and wisdom allow you

to cancel out the outcome of an event card
of your choice. In other words, the event card
is simply returned to the bottom of the deck
with no consequences applied.
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