You needl
The 27 cards (9 Place cards, 9 Twist cards and 9 Question cards), one world map sheet, pencils
and something to keep score.

Setup
Shuffle the three decks. Turn over one Place card and one Twist card. Together they are your
world. Write them at the top of the map sheet and give the world a name.

On your turn
1. Turn over a Question card and read it out.
2. Answer it by adding one new fact about the world. Say why it makes sense: "because...”.
3. The other players may ask, "Does it follow?" Your fact must fit the place, the twist and every
fact so far. If it doesn't, change it until it does.

4. Write the fact on the sheet and draw something for it on the map. Score 1 point, or 2 points if
your fact links to a fact another player added.

Encling the game

Play until all nine questions are answered. Add up the points. Then each player tells a one-
minute story that could only happen in this world. Vote for your favourite. The winner adds 3
points.

The world builder's rule

You can invent anything, but once a fact is on the sheet, it is true. New facts have to
fit with it. That is what makes a made-up world feel real.

Other ways to play

¢ Solo: draw a Place and a Twist, answer all nine questions and make a visitor's guide.

¢ Whole class: one world on the board. Each table answers one question and the class checks
that it follows.

e Map maths: choose a scale, such as 1 square = 5 km, and work out how far apart your fowns
are.
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World Forge - Place cards

Cut along the dashed lines
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World Forge - Twist cards
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World Forge - Question cards
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WORLD FORGE

Qur world

Builders:

[Place ] [Twist ] [Name of our world
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Facts about our world. Each one must fit all the others.
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Tock’s World Builders Book - Prompt cards
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