MODULE 1
BULLYING
DISCRIMINATION

Description

The characters face discrimination issues, but their problems have a solution. We need
to understand and decide which of the participants we can help with our advantage.

The course of the game

Each participant initially draws a card with a character. The name of the character and
his problem are written on it. He also receives an additional 2 cards on which his
advantages and disadvantages are written. The participants take turns telling about their
problem and waiting for someone from among the other participants to offer a solution.
Each problem does not have a specific solution, participants may even offer unexpected
advice. Desirable and logically appropriate options are presented here. That is, you
should not expect that the players must necessarily give exactly these tips. On each card
with a solution to the problem, there is both a good and a bad consequence. It is
welcome if the advisors do not just read out the suggestions from the cards but try to
prove that their solution is the best fit.

Each participant has points, which they decide who to give to. If the participant who is
offered a solution to the problem is satisfied with everything, then he can give a point to
his opponent. The game goes in a circle. The winner is the one with the most point.

Onucanue

[lepcoHaku CTAIKUBAIOTCSA € MTPOOIEeMaMH TUCKPUMHUHAILIMK, HO UX TIPOOTIEMbI UMEIOT
petienne. Hy)>kHO MOHSTh U PEIINTh, KOMY U3 YYaCTHUKOB Mbl MOYKETE TIOMOYbh CBOUM
MPEUMYIIIECTBOM.

Xoa urpsl

Kaxx1p1i1 yuaCTHHK IEPBOHAYAJIBHO BBITATUBAECT KapTOUKY € IepcoHakeM. Ha Hel
HaNMCcaHbl UM [IEPCOHAXKA U €ro MpodieMa, a TaKKe €ro rNaBHOE MPEUMYILIECTBO.
VY4acTHUKY MO OYEpEeTU pacCKa3bIBAIOT O CBOEH IMpobIeMe U KIYT, oKa U3 Yyhcia
OCTaJIbHBIX YYACTHUKOB KTO-TO MPEJIOKUT pelieHre. Y KaKa0i mpoodaemMbl HET
KOHKPETHOT'O pa3pelIeHMs], YYaCTHUKH MOTYT IIpeJIaraTh Ja)Ke HEOKHUIaHHbIE COBETHI.
B kapToukenpeicTaBieHbl JKeIATENbHbIE U JIOTHYECKU NOAXOASAIINE BApUAHTHI.
[IpuBeTcTBYyETCS, €CJIM COBETUUKHU HE IPOCTO 3aUYUTHIBAIOT NPEIOKEHUS C KAPTOUEK, a
npoOYIOT 10Ka3aTh, YTO UMEHHO UX PEIICHHE MOAXOIUT JydIie. Y KaKJ0ro yYacTHHKA
ecTb OJIMH 0aJul, KOTOPBII OH OTAAET YETIOBEKY, KOTOPBII peImni ero mpoodiemy,
noka3aB cBOE pelreHue npobiembl. KonkpeTHoro nodenurens He Boiaensercs. Bee
npo0JIeMbl B KOHIIE UTPBI JOJIKHBI OBITH PEIICHBI.



MODULE 2
FINANCE

Description

The game presents different situations in which people get into, one way or another
connected with each other. All players have to find money for his goal, but the game ends
if at least 5 participants have reached their goal. Thus, to solve the problem, you should
interact with other players, the only way you can achieve your goal and save up for the
thing you need.

The course of the game.

Players draw cards with characters, then each player takes turns taking a card with a
variant of the development of events. The game continues until one of the players reaches
the goal.

Players have the opportunity to join groups to achieve a goal together. In this case, the
game is considered finished if the whole team has achieved its goal.

When completing the tasks written on the cards, make a corresponding request (if any)
directly to other participants of the game.

If the money remains, you have the right to give it to one of the participants.

Receiving a certain amount for the completed task, the player does not lose the money he
already has.

If the player's capital is a negative number, then he continues the game.

If the card falls to the person directly targeted by the action, the player has the right to
take another card, putting the previous one back, but shuffling the cards.

Pulling out the cards, you need to communicate with other players in one way or another.
The contents of the cards and all your actions must be spoken out loud.

After at least 5 players have completed the task assigned to them using the vocabulary of
the lesson, the game ends.

Onucanue

B urpe npeacraBiieHbl pa3inyHbIE CUTyallid, B KOTOPbIE TONAAal0T JIFOIH, TaAK WU
VHA4€e CBSI3aHHBIE APYT C APYTroM. Bce UrpoKr IO KHBI HAWTH JEHBIH I CBOEH
1[I, HO UTPa 3aKaHUYUBAETCS, €CII XOTs Obl 5 YUaCTHUKOB JIOCTUTJIM CBOEH I1EIH.
Takum 006pazom, 4TOOBI peIUTh TPOOIEMY, BaM CIIEyeT B3aUMOJACHCTBOBATH C
JPYTUMH UTPOKAMHU, TOJIBKO TaK Bbl CMOXKETE IOCTUYb CBOCH 11€JIM U HAKOMIUTh Ha
TO, YTO BaM HYKHO.



Xoa urpel

WUrpoku BHITATMBAIOT KAPTOUKHU C TIEPCOHAKAMU, 3aTEM KaXJIblil UTPOK 10 OYepeaH
OepeT KapTOuKy ¢ BapMaHTOM pa3BUTHs coObITHil. rpa mpopomkaercs 10 Tex
1op, MOKa KTO-HUOY/Ib U3 UTPOKOB HE IOCTUTHET IMOCTABJIECHHOM LIEIIH.

v HI'POKOB €CTh BO3MOKHOCTD 06’beI[I/IHI/ITBC$I B I'PYIIIIbI AJIs1 COBMCCTHOI'O
JOCTHKCHUA IICIIN. B takom ClIydac urpa CuuTacTcCsa SaKOquHHOﬁ, CCJIn
MOCTaBJICHHOM OCJIN JOCTHUIJIAa BCA KOMaH/a.

BrinonHss 3aqaHus, HallMcaHHbIE HA KapTO4Kax, oOpalanTecs ¢
COOTBETCTBYIOILEH MPOCHOOH (€CIIM TaKOBAsi UMEETCS) HEMOCPEACTBEHHO K APYTUM
YYaCTHHKAM UTPBI.

Ecan ACHBI'M OCTAHYTCs, Y BaC €CThb IIPABO IMOAAPHUTH UX OJHOMY M3 YHACTHHUKOB.

Honyqaﬂ OIIPCACIICHHYIO CYMMY 3a BBIIIOJIHCHHOC 3aJaHUC, HT'POK HC JIMIIACTCS
YKC UMCIOINNXCA Y HCTO JICHCT.

Ecnu Y UI'pOKa KalluTaJl COCTABJIACT OTPHULIATCIIbHYIO YHNCJIO, TO OH IIPOAOJIZKACT UT'PY.

Ecnu xapTouka BeIIAAAaEeT YEJIOBEKY, HEMOCPEACTBEHHO Ha KOTOPOTO HAIIPaBJIEHO
JIEMCTBHE, TO UTPOK UMEET IPABO B3ATh APYTYIO KAPTOUKY, ITOJIOKUB MPEIBIAYIITYIO
00paTHO, HO MepeMelIaB KapTOUKH.

BrITArnBas KapTo4Ku, HY’>KHO TEM WU UHBIM 00pa30oM O0IIAThCS C APYTUMU UTPOKAMHU.
CopepxaHue KapTO4YeK U BCE CBOM JIEUCTBUS HEOOXOAMMO MTPOTOBAPUBATH BCIIYX.

[Tocne TOro, Kak MUHUMYM 5 UTPOKOB BBIMOJIHWIM [TOCTABJICHHYIO MTEPE/ HUM 3aJ1auy,
UCMOJIb3Ys JEKCUKY YPOKa, UI'pa 3aKaH4YNBAETC.



MODULE 3
SCHOOL YEARS
SCHOOL PROBLEMS

Description

Everyone at school had some problems, whether it was a poorly written test or a difficult
relation with classmates. So, the characters of this game have their own problems that
must be solved, and other participants will help them in this. Thus, they will come
together to solve all their problems.

The course of the game

Each participant initially draws a card with a character. The name of the character and his
problem are written on it. The game begins, and the participants receive one card each
with the solution of some (someone’s) problem, on the reverse side of which both positive
and negative outcomes of the case can be caught. The participants take turns telling about
their problem and waiting for someone from among the other participants to offer a
solution.

Each problem does not have a specific solution, participants may even offer unexpected
advice. Desirable and logically appropriate options are presented here. That is, you
should not expect that the players must necessarily give exactly these tips.

On each card with a solution to the problem, there is both a good and a bad consequence.
It is welcome if the advisors do not just read out the suggestions from the cards but try to
prove that their solution is the best fit.

A participant with a problem receives a token "problem solved" if he chose the card with
the solution, the outcome of which turned out to be positive and everyone was satisfied.
The participant who gave the card with the advice takes a new one from the deck and a
token with a score. The player whose problem has been solved takes the next card (if
there is one; if not, he can only give advice). If he chose an option that led to a bad result,
no one gets tokens - and the problem remains until the next round.

Onucanue

VY Bce B 1IK0JIe OBLITN KaKU-TO MPOOJIEMBI, Oy/Ib TO IIOXO HATMCAHHBINA TECT WU
CJIO’KHBIE OTHOILICHUSI C OJTHOKJIACCHUKAMU. Tak U y IepCOHaXKEH 3TOU UTPBI €CTh CBOU
poOIeMBbI, KOTOPHIE HY>KHO PEIINTh, @ IOMOTYT UM B 3TOM JIPyTU€ YYaCTHUKH. Takum
00pa3om, OHU BMECTE IPHUIYT K pa3pelieHHI0 BCEX CBOUX MPOOIIEeM.

Xoxa urpsl
Kaxp1ii yuacTHUK NepBOHAYAJIBHO BBITATUBAET KapTOUKY C nmepcoHakeMm. Ha Heit
HaMMCcaHbl UM IEPCOHAXKA U ero mpobiema. Urpa HaunHaeTcs, ¥ y4aCTHUKU
MOJIY4YaloT M0 OJJHOM KapTe CpelIeHneM KaKoi-To (Ubel-To) mpoOsieMbl, Ha 00paTHOM
CTOPOHE KOTOPOM MOJKET MOMACThCS KaK MOJIOKUTENbHBIHN, TaK U OTpULIATEIbHBIN



UCXOJ Aena. YYaCTHUKU [0 OYepeaun

paccka3bIBalOT O CBOEH MpobeMe U JKIYT, MOKa U3 YMCJIa OCTAIbHBIX YYaCTHUKOB KTO-
TO MPEIJIOKUT PELICHHE.

VY kax a0 npo6sieMbl HET KOHKPETHOTO pa3pelieH s, y4aCTHUKH MOTYTIIpEJiaraTh
Jla)Ke HEOKU/IaHHBIE COBETHI. 37IECh MPECTABICHBI KEIATEIbHbIE U JTOTUYECKU
NOJXOJIAIIUE BapUAHTHL. TO €CTh HE CTOUT JKJaTh, UTO UTPOKH 00S3aTEIBHO JOJIKHBI
JIaTh UMEHHO 3TH COBETHI.

Ha xaxpmoit kapTe ¢ perieHreM npo0aemMbl ecTh Kak Xopollee, Tak U

mioxoe ciencteue. [IlpuBeTcTByeTcs, eciam COBETYMKU HE MMPOCTO 3aYUTHIBAIOT
IPEJIOKEHUS] CKApTOUEK, a IPOOYIOT 10Ka3aTh, YTO UIMEHHO UX PELIEHUE TTOJXOIUT
Jy4Ie.

Y4acTHHK ¢ TPOOIEMOi MOIYHaeT KETOH «IIpodIeMa peleHa, eCiIi OH BBIOpal Ty
KapTOUKY CPELIEHUEM, HCXO/I KOTOPOM OKa3ajcs MOJOKUTEIbHBIM U BCE OCTAIUCH
HNOBOJILHBIL. TOT

YYaCTHUK, KOTOPBIN OTJAT KAPTOUKY C COBETOM, OEpeT U3 KOJO/IbI HOBYIO U KETOH C
oammom. rpok, mpobiemMmy KOTOPOTo pelniiu, OepeT CIeayIoNyto KapTy (€ciau oHa
€CTh; €CJIU HET -

eMy OcTa€Tcsl TOJIbKO J1aBaTh COBETHI). Eciu ke OH BbIOpan BapuaHT, KOTOPBINA MPUBEN K
IUIOXOMY UTOTY, HUKTO HE MOJIy4aeT )KETOHOB - U Ipo0iieMa OCTaéTcs 10 CIeAYIOIIero

Kpyra.



MODULE 4
ECOLOGY
Description

The city has a difficult environmental situation. Residents urgently need to do something
to improve the situation. The mayor suggested that the whole city switch from cars with
internal combustion engine to electric cars.

The course of the game

Each player draws a card with a character whose goal is to speak for or against the
transition to a new type of car.

After receiving the cards, the players unite depending on their position (for or against /
"+" or "-") and, thus, 2 teams are formed.

In turn, each player must give an argument to confirm his position. Each team member
must give at least one argument, otherwise the team does not win. Players are allowed to
discuss arguments and help their team members.

If during the discussion a member of the opposing team considered the argument
weightless and proved his opinion, then this argument does not count.

The game can be completed when one of the teams has given at least 8 arguments.
The team that brings more arguments will win.

For each correct argument, the team is given 1 circle.

Onucanue

B ropoje cnoxHas axosioruueckasi cutyarus. JKUTemnsM CpouyHO HY)KHO YTO-TO
MPEINPUHSATH, YTOOBI YIYUIIUTH MOJ0XKEHUE. M3p MPEIIOKUIT BCEMY TOPOJY MIEPEHTH C
OOBIYHBIX MAIlIMH Ha JIeKTpoKapbl. Hauanoch akTUBHOE 00CYXKICHHE.

Xoa urpsl

Kaxx/1p1ii UrpoK BBITSTUBAET KAPTOUKY C MEPCOHAXKEM, LIETBI0O KOTOPOTO SIBIISIETCS
BBICTYIIUTH 33 UM TIPOTUB TIEPEX0/1a HAa HOBBIN BUJI MAIITUH.

[TomyunB KapTOUKH, UTPOKH OOBEIUHSIIOTCS B 3aBUCHMOCTH OT CBOCH MO3UIIUH (32 WIH
NPOTHB/ «+» UITN «-») U, TAKAUM 00pazom, oOpazyeTcs 2 KOMaHIbl.

ITo ouepeau Kaxaplii UTPOK JOJIKEH ITPUBECTH APTYMEHT B OATBEPKICHUE CBOEH
no3unuu. Kax bl yaacTHUK KOMaH/Ibl JJOJDKEH IPUBECTH XOTSI ObI OJIMH apryMEHT,
MHaue KoMaHaa He noodexaaet. Urpokam pasperraercsi 00Cyk1aTh apryMeHThl U
IIOMOTaTh YJI€HAM CBOEU KOMaH/BbI.

Ecnu B mpouecce 00CykAeHNS WieH KOMaH bl IPOTHBHHUKA ITOCUYUTAN aPTyMEHT
HEBECOMBIM U J10Ka3aJl CBOE MHEHUE, TO JaHHBIA apIYMEHT HE 3aCYUTBHIBACTCS.

I/Ipr MOKHO 3aBCpUINTh, KOT'JJa OAHA U3 KOMaH/ IIPpUBECJIa MUHUMYM 8 APpryMCHTOB.



[ToOenuT Ta KOMaH1a, KOTOpask NPUBEAET OOJIbIIE APIYMEHTOB.

3a Ka)kJIplil MPaBUJIbHBIN apryMeHT KoMaHe fnaércs | kpyxouek.



MODULE 5
JOURNEYS
AROUND THE WORLD IN 80 DAYS

Description

Phileas Fogg once made a bet that he could travel around the world in 80 days. And now
he has an interesting journey ahead of him. To him and his servant, Jean Passe-partout. A
lot of new and interesting things are waiting for them, meetings with various people and
difficult tasks...

The course of the game

Each participant pulls out a card with information about him - the country and its capital,
problems, as well as advantages that can help other participants.

Among the participants there are two main characters who travel around the world,
visiting different countries and meeting other participants. The main characters
communicate with these participants. They tell a little about themselves.

The main characters remember this information and help the participants during the
game, and those, in turn, help the main characters themselves to get to another country.

The main characters need to help all the participants of the game solve their problems, as
well as travel around all countries.

Onucanue

Hexornma ®unuc ®orr 3aKIr09I Mapy, 4To CMOXKeT 00bexaTh Bech Mup 3a 80 nueit. U
TENepb EMYy IIPEACTOUT UHTEpECHOE nyTemecTBue. EMy u ero cinyre JKany Ilacnapry. Mx
JKJIET MHOTO HOBOT'O M MHTEPECHOT'0, BCTPEUH C PA3JTUYHBIMU JIFOABMHU U CIIOKHBIE
3aJaHusl. . .

Xoa urpsl

Kax1plii yuacTHUK BBITATUBAET KapTOUKY, ¢ HH(opMalueit o HEM — cTpaHa U eé
CTOJIUIA, TPOOJIEMBI, a TAKXKE MPEUMYIIECTBA, KOTOPbIE MOTYT IOMOYb JIPYTUM
Y4aCTHUKAM.

Cpenu y4acTHHUKOB €CTh J1Ba IJIaBHBIX Ieposi, KOTOPBIE MYTEMIECTBYIOT I10 MUPY, 3a€37Kas
B pa3Hble CTpaHbl U BCTpeyas IPYruX y4acTHUKOB. [ TaBHBIE repou 0011aloTCs ¢ STUMU
yuacTHUKaMH. OHHU paccKa3bIBalOT HEMHOTO O ceOe.

['maBHBIE TEpOU 3aMIOMHUHAIOT JAHHYIO HH(POPMALIMIO U B TEUEHUE UTPbI IOMOTAI0T
y4acTHHKaM, a Te, B CBOIO O4Yepe/ib, TOMOTAIOT U CAMHUM TJIABHBIM I'eposiM 100paTbes 10
JIPYrOy CTPaHB.I.

['maBHBIM reposiM HY»HO ITOMOYb BCEM YYaCTHHUKAM MI'Pbl PELIUTh UX MPOOIEMBI, a
Tak)ke 00bexaThb BCE CTPaHHbI.



YrtoObl HE 3a0ITyTUTHCSI, CIEAYHTE KapTe B BAIlIEM IyTEUIECTBUU OT OAHOM CTPaHbI K
JIPYTOH.



MODULE 6
HOLIDAYS
BURNS’ NIGHT

Description

The game can be played both in one room, based on the imagination of the players, and
in the form of a full-fledged quest with many rooms and various decorations.

The game is a quest in which players need to find the holiday (player) who stole Burns’
Night. Being on different holidays (this is the location of the quest), all players must
participate in the investigation, asking various questions to the holiday (player) in which
the action is taking place at the moment. The holiday that stole Burns' Night is a card
where it will be written — THIEF. An outsider can write this word in pencil on any card,
then erase it. And in the new game, choose a different holiday.

Players are given a little time to think through a strategy.

Holiday (player) - during this time, the thief must figure out where he would hide the
stolen Burns Night food in his own holiday (location) and how not to give himself away
when answering questions from other team players.

The winner will be the one who guessed which holiday (the player) stole Burns’ Night.
The course of the game

The players get together. Each participant draws a card with a holiday. After everyone
has received their holiday cards, the player who first took his card pulls out the holiday
card again — this is the place where the investigation will take place. The investigation is
given 15 minutes (at the request of the players, they can finish the investigation earlier
and move on to the next location (holiday), then the 2nd player draws another card with a
holiday and so on until all locations (holidays) are investigated.

The player can offer an answer in advance, without waiting for the investigation of all
locations, but in case of failure, he confesses (if it's a holiday thief) or leaves the game,
which makes it easier for other players to investigate and achieve the goal.

Onucanue

Hrpa MmoxkeT ObITH pa3pirpaHa Kak B OJHOM IMOMEIICHUH, ONTUPasch Ha (paHTa3UI0
UTPOKOB, TaK ¥ B (hOpMe MOJHOIICHHOT'O KBECTa C MHOKECTBOM KOMHAT U PAa3IMYHBIMU
JEKOpaIUsIMH.

Urpa npencrasuser co00il KBeCT, B KOTOPOM UTPOKaM HEOOXOAMMO HAWTH MPA3AHUK
(urpoka), kotopsiii ykpan Hous bépHca. Haxonsch B pa3HbIX pa3gHUKax (3T0 U
ABJIIETCS MECTOM IPOBEEHUS KBECTA), BCE UTPOKH JIOJIKHBI y4acTBOBATh B
paccieloBaHuH, 3aJaBasi pa3JIMuHbIE BOIIPOCH TOMY MPa3IHUKY (UTPOKY), B KOTOPOM
MPOUCXOIUT AECUCTBUE HA NaHHBIM MOMEHT. [IpaznHukoMm, noxurusmuM Houbs bépHca
ABII€TCA KapTouKa, rae Oyner HanucaHo — BOP. [TocTopoHHMit yenoBek MOKeT



HaIucaTh 3TO CJIIOBO KapaHJIalloM Ha JI000W KapTouKe, 3aTeM cTepeTh. 11 B HOBOI
NapTUH BBIOPATh yXKe IpYyroi npa3HUK.

Hrpokam ga€rcss HEMHOTO BPEMEHU, YTOOBI MMPOyMaTh CTPATETHIO.

[Tpa3nHuk (Mrpok) — BOp JOJDKEH 3a 3TO BPeMs IIPUIyMaTh, TJe Obl OH CIIpSTAl
yKkpazneHnyto eny Houn bépHca B cBOEM cOOCTBEHHOM Npa3AHUKE (JIOKALMU) U KaK HE
BBIIATh c€0s IPU OTBETaX Ha BOIPOCHI IPYTrUX UTPOKOB KOMaH/IbI.

[To6eautenem OyAeT TOT, KTO OTTaiall, Kakou mpa3aHuk (Mrpok) moxutuia Hous bépHca.
Xoa urpnl

Urpoxku cobupatorcs BMecTe. Kaxkplii y4aCTHUK BBITATUBAET KaPTOUKY C MPA3THUKOM.
[Tocne Toro, kak Bce MOJYYMIIA KAPTOUYKHU CO CBOUM IMPA3THUKOM, UTPOK, KOTOPBIA
MIEPBBIM B35U1 CBOIO KAPTOUKY, €III€ Pa3 BRITSITUBAET KAPTOUKY C MPa3THUKAMH — 3TO
MECTO, B KOTOpOM OyIeT MPOUCXOAUTh paccienoBanue. Ha paccnenoBanue paércs 15
MUHYT (110 JKEJTaHUIO UTPOKOB OHU MOTYT 3aKOHYHUTH PACCiieIOBaHNE PaHbIle U IEPEUTH
K cJeayrolel JJokanuu (pa3aHuKy), 3aTeM 21 UTPOK BBITSITUBAET JPYTYIO KApTOUKY C
Mpa3IHUKOM M TaK Jajiee, MoKa He paccleyI0oT BCe JIOKAIMH (Pa3THUKH).

Hrpok MOKeT 3apaHee, He I0KHIAsCh pacciieIoBaHUs BCEX JIOKAIUH, PEIOKUTh
BapHaHT OTBETA, HO B CIy4yae HeyJa4yu OH MpU3HAETCs (€CIU 3TO MPa3HUK — BOP) UITU
MOKUJIAET UTPY, YTO OOJIETUALT 3a/1auy APYTUM UTPOKAM B pacclieJOBAaHUM.



MODULE 7
MUSEUMS
MADAME TUSSAUDS MUSEUM

Discription

The action takes place in Madame Tussauds Museum. Lost among the wax figures is a
spy who is not a wax figure himself. He doesn't know where he got to with the rest of the
characters, and he should find out.

The course of the game

Each player gets a character - a famous person to whom one of the wax figures of the
famous museum is dedicated, and one location for all. The company of wax figures will
be brought to different places.

One of the players does not belong to the wax figures, he secretly becomes a spy among
them. He doesn't know where he got to with the rest of the characters, and he needs to
find it out. The players need to ask each other carefully about the place they see on the
card, trying to figure out a spy hiding among the players. The spy himself will listen to
the discussions and participate in them not to be under the suspicion. He needs to
understand where he is during all conversations and announce it before he is revealed.

After getting answers, everyone tries to understand which of the players is acting
suspiciously: answers out of place, silent or nervous when answering questions. Game
time is limited - after a certain time, the figures will "melt" , so they should have time to
recognize the spy in time.

The game has 3 locations and 15 characters for each one.

Locations: I. Fair Il. Polar Station I1l. Concert Hall

Characters: Princess Diana, Queen Elizabeth of Great Britain, Charlie Chaplin, Jean
Jacques Rousseau, Benjamin Franklin, Napoleon I11, Marilyn Monroe, Albert Einstein,
The Dalai Lama, Henry Ford, Louis XVI, Adolf Hitler, William Shakespeare, Elvis
Presley, Salvador Dali.

First, one of the participants chooses one of the three decks with localities. In each deck
there are fifteen cards with characters and the same picture - location and one a card with
the inscription "spy". All players, except the spy, got into this location. The spy doesn't
know where everyone is now. He will lie and pretend to be one of the players.

Then, somebody starts asking anyone a question related to the place where the players
are. In order to make it more interesting, you can not immediately answer the truth.

Sample questions: Are there many people there? What does it smell like? Do you go
there often? Is it possible to swim here? Is it possible to stay here for a long time? How
fast are we moving? Is it safe here? Can | get out of here? Are there windows here?



By asking and answering, the characters check other players and confirm themselves that
they understand what is being discussed. At the same time, they need to be careful with
the wording, because the spy hears everything. The more details he hears, the easier it
will be for him to get involved in the discussion if the question is asked to him. Players
must limit the duration of the round themselves and vote after a certain time, otherwise
the wax figures will melt.

Who wins? The round may end earlier when one of the cards is revealed: either the
location, or the spy. The location is revealed by the spy (he must show his card and name
the location). If the guess is correct, he wins, and the other characters fail to complete the
mission and lose. If he is incorrect, the other players win and fill him with wax. The spy
can be accused by any player. The exposed spy loses. If an innocent person gets hurt, the
spy wins

Onucanue

JeiictBue npoucxoaut B myzee Manam Trocco. Cpenn BOCKOBBIX (DUTYp 3aTepsuics
IIMTHOH, KOTOPBIN caM He SBJSIETCS BOCKOBOM (purypoit. OH He 3HaeT, Ky/a Mmomnain ¢
OCTQJILHBIMH TIEPCOHAKAMU, U EMY HY>KHO BBISICHUTB 3TO.

Xox urpsl

Kax1p1i1 urpoK Mojy4daeTr nepcoHa)xa — M3BECTHYIO JINYHOCTh, KOTOPOU IOCBSIIEHA O/THA
U3 BOCKOBBIX (PUT'yp 3HAMEHHUTOI'O My3es, U OJIHY JIOKauio Ha Bcex. Kommanuio
BOCKOBBIX (hUTYp OYJET 3aHOCHUTDH B Pa3HbIE MECTA, OH €IMHCTBEHHBIN HE MOXKET 3HATH,
rze Bce HaxosTcsi. OH OyzeT ciaymaTh 0OCYK/IEHUSI U MHOT/Ia Y4acTBOBATh B HUX.

OnuH U3 UTPOKOB HE OTHOCHUTCA K BOCKOBBIM (DUT'ypaM, OH TaHHO CTAaHOBUTCS IIMMMOHOM
cpenu HUX. OH He 3HaeT, Ky/1a [oNnaJl ¢ C OCTaJIbHBIMU NIEPCOHAXKAMU, U EMY HYKHO
BBISICHUTB 3TO. JIpyruM K€ UTPOKaM MPEICTOUT BBIYUCIIUTD, KTO LINHOH, 3a/1aBast APyr
npyry Bonpockl. [IInnoH B ¢BOKO ouepear BHUMATEIBHO CIYIIAET Pa3rOBOPBI U HHOTAA
y4acTBYET B HUX, YTOOBI OTBECTH OT cedst mogo3penus. EMy Heo6Xxoanumo Bo Bpemsi Bcex
Pa3roOBOPOB MOHSTH, I71€ OH HAXOJAUTCSA U OOBSIBUTH 00 3TOM JI0 TOTO, KaK €ro pacKpoIoT.

CrpamuBast Ipyr Apyra caMble pa3iuyHble TOJAPOOHOCTH O MECTE U MOIyYasi OTBETHI, BCE
CTaparoTCsl MOHATh, KTO U3 UTPOKOB BeAET ce0s MOI03PUTENIbHO: OTBEYAET HEBIIOMNA,
MOJIYNT WJIM HEPBHUYAET IIPU OTBETE HA BOIIPOCHL. BpeMs Urpbl orpaHn4YeHo — 110
UCTEUCHHUH OMPEANEHHOIO BPEMEHU (UTYPBI «PACIIIaBATCS», TAK YTO OHU JIOJKHBI
YCIETh y3HATh LIIIAOHA B CPOK.

B urpe npucyrctByeT 3 nokauuu U 15 0AMHAKOBBIX MEPCOHAXKEHN Ha KaXKIYIO.
SApmapxa, [Honspuas Cranuus, Konuepraen 3an.

[Tpunuecca /Ilnana, Koponesa BennkoOpuranuu, Yapnu Yarmmn, XKan XKak Pycco,
benmxamun ®panxnun, Hanoneown 111, Mapunun Moupo, Ansbept DitHmureiin, lanai
Jlama, I'enpu @opn, JTronosuk XVI, Anonsd ['utaep, Yunssam Hlekcnup, InBuc
IIpecnu, CansBagop Hanu.



Bnauane oquH U3 y4aCTHUKOB BBIOMPAIOT OJHY U3 TPEX KOJIOJ C MECTHOCTAMU. B
Ka)KIOW KOJIOJIE JIEJKAT NATHAALATH KapTOYEK C MIEPCOHAKAMU U OJIMHAKOBOW KapTUHKOMN
— JIOKallMel U OJIHA KapTOUYKa C HAAMHUCBIO «IIMHUOH». [1oyunB kapTy, UTPOKH
pPacCMaTpUBAIOT KAPTY C JIOKALMEN U IEPCOHAIKEM.

B OTY JIOKAIIHIO I10IIaJIn BCC UT'POKHU, KPOMC HIITMOHA. TOT, KTO IIOJIYYHWJI IIITKOHA, HC
3HACT, I'AC ceituac Bce. OH 6yz[eT BpaThb U IPUTBOPACTCA OAHUM U3 UT'POKOB.

IToTom, o o4eper UTPOKH 3aJal0T APYT IPYTY BOIPOCHI, CBA3AHHBIE C MECTOM, T1Ie
HaxoAATcs Urpoku. st Toro, 4roObl OBIJIO HHTEPECHEE, OTBEUATh MOXKHO HE cpa3y
IIpaBLy.

Bo3MoxHBIE BOIIPOCHI:

MHoT0 1 TaM JIFo e ?

Yem TaM maxHeT?

TrI gacTo TaM OBIBacIIbL?

MO>KHO 71 TYT IIJ1aBaTh?

MO3KHO 71 TyT TOJITO OCTaBaThCS?
Kaxk 6b1cTpO MBI IBHKEMCS?
3neck Oe3omacHO?

MoxHO 711 BBIUTH OTCrOna?

Ectp 1 TyT OKHA?

CrnpamuiBasi 1 OTBeuast, IEPCOHAXKHU MTPOBEPSIOT IPYTUX UTPOKOB U CAMU MOJATBEPIK/IALOT,
YTO MOHUMAIOT, O YeM UJIET peub. [Ipu 3TOM UM HYKHO OBITH AKKYPATHBIMHU C
dbopMynupOBKaMH, BEIb IIMHUOH BCE CIBIIUT. YeM O0JIbIIe MOJCKa30K OH YCIBIIIUT, TEM
npoie emy OyJeT BKIIOUUTHCS B 00CYKJIEHUE, €CIIM BOIPOC 3a/1a1yT EMY.

WUrpoku JOKHBI CAMU OTPAaHUYUTh MPOJOJIKUTENBHOCTh PayHIa U IPOBECTH
rOJIOCOBAHUE MO UCTEUEHUIO ONPEIeIEHHOIO0 BpEMEHHU, HHA4Y€ BOCKOBBIE (PUTYPbI
pacruiaBsITCs.

Kto moOexmgaet?

PayHa MOXeT 3aKOHYUTBCS paHbllIe, KOT/Ia PACKPOETCs OJIHA U3 KapT: JH00 JIOKAIHS,
I1M00 «HEBOCKOBOI» IIMHOH. JIOKanuio yraaplBaeT IIMOH (OH JI0JIKEH PACKPHITH CBOKO
KapTy W Ha3BaTh JOKanuio). Ecnu gorajaka BepHa — OH MOOEKIAET, a OCTAJIbHbIE
NEPCOHAXH, HE CIIPABUBLINCH C MUCCHEH, TPOUrpbIBatoT. Eciu oH omubces — nodexaator
OCTaJIbHBIC UTPOKH U 3aJIMBAIOT oOMaHIuKa BockoM. [lInmrona yragsiBaet mo00ii qpyroi
y4acTHHK. PackpeIThIi mmuoH npourpsiBaeT. Ecnu Ha3zBamyu ommO0YHO HEBUHHOTO
y4acTHUKA — IIMMHOH T00eXaaeT



MODULE 8
TECHNOLOGIES
THE TIME MACHINE

Description

The time machine lacks one device - the zikigetr, so that you can travel to any era of the
past and future. Now it works with an interval of 2000 years. In order to complete the
construction to use the time machine at full power, the traveler needs to find parts for this
device that are in different eras.

Now the traveler and his companions must go on a journey.
The course of the game

Each participant takes turns pulling out a card that indicates the year or century to which
you need to go. The traveler will have answers to what is in this year and where it is
hidden. The rest of the characters will have to guess what it is and where it is. At the
same time, the traveler can give hints and answer the questions of his comrades, but he
should not directly say what it is.

There are twenty different years in total, which our heroes will visit.

Each participant needs to guess and find at least one item, otherwise after completing the
journey, he will not be able to return back to his home.

Guessing the item, the participant gets 1 circle. Guessing where this item is to be taken,
he gets 1 circle.

The game is considered completed when all items are found.
Onucanue

MainvHe BpeMeHHU He XBaTaeT OJTHOTO YCTPOMCTBA — 3UKUTITP, YTOOBI MOKHO OBLIO
MyTEIIeCTBOBATH B JIF0OYIO 3MOXY Mpolnuioro u oOyaymiero. Ceituac oHa paboTaer ¢
uHTepBasioM B 2000 neT. YToObl 3aBepUINTh CTPOUTENBCTBO AJIS UCIOJIb30BAHUS
MAaIIHbl BpEMEHH B MOJHYIO MOIIb, TyTEHIECTBEHHUKY, HEOOXOJUMO HAWTH JeTaln JJis
ATOr0 YCTPOMCTBA, KOTOPBIE HAXOAATCS B Pa3HBIX AIOXaX.

Tenepb NYTCHICCTBCHHUKY U €0 TOBapulllaM MMPEACTOUT OTIPABUTHLCA B IIYTCIICCTBHC.

Xoxa urpsl

Kaxx/p1ii yuacTHHK IO OYEpEAU BBITSTUBAET KapTy, HA KOTOPOM yKa3aH I'oJl WU BEK
OTIIpaBKH. Y MyTENIECTBEHHUKA OYAyT OTBETHI Ha TO, YTO HAXOAUTCS B 3TOM TOJly U T1ie
3TO crpsiTaHo. OcTaabHBIM MEPCOHAXaM HY>KHO OyZeT 0TragaTh 4yTo 3TO U rae oHo. [pu



9TOM IIYTCHICCTBCHHUK MOXKCET AaBaThb IMOJACKA3KN U OTBCYATH HAa BOIIPOCHI CBOMX
TOBapPIIIIeP'I, HO OH HC OOJIKCH Ha IIPAMYIO I'OBOPUTD, UYTO ITO.

Bcero npeacrasieHo 1BaanaTh pa3HbIX JIET, B KOTOPBIX MOOBIBAIOT HAIIU T€POMU.

Kaxcszy Y4aCTHUKY H606XOI[I/IMO yraaaTtb u HaWTH XOTS OBI OIUH IMpEAMCT, NHAYC
IMMOCJIC 3aBCPIICHUA MMYTCIICCTBUA, OH HC CMOXKCT BCPHYTHCA HA3a1 K cebe I[OMOﬁ.

VYranas npeaMeT, y9acTHUK MOy4aeT 1 Kpyr, yraias, e HaX0AUTCS 3TOT MpeIMET
HY>KHO B34Tb — | KpyT.

Urpa cuurtaercs 3aBepilIeHHOM, KOT/1a BCE IPEAMETHI Oy1yT HalICHBI.



