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				07

				Activities

			

		

	
		
			
				07 Activities

			

		

		
			
				Wonder
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				We leave our shell 

				 limbs unfurl 

				 reaching to the sun.

				We begin to be

				 what we might be.

				Awaking is craving.

				There is always more.

				Never filled 

				 until stilled.

				Soon again

				 we are 

				 what we were. 

				Yet between 

				 the then 

				 and the then 

				 we glisten white 

				 playing amidst the blue.
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				07.02

			

		

		
			
				Adventure
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				A plane is a means 

				 to see what is

				 how we are

				 and discover others.

				Made by our hand 

				 it echoes us

				 in its form

				 and in its action.

				 Seed, tree, sprout

				 to explore, gather, refine.

				The more we do 

				 the more we become.

				Flying, discovering, considering

				 here are paths 

				 to adventure. 
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				07 Activities

			

		

		
			
				Free Flight
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				Flying just to fly

				 frees us 

				 from the ever present trouble.

				We cease doing 

				 what we would rather not

				 by doing something else.

				It is a means of quieting 

				 to gain more of what there is.

				An efficient plane O

				 with balanced flight O’

				 works well to this end.
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				07.04

			

		

		
			
				About Focused Flight
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				Flying with a goal

				 grows us 

				 to better see, discern, and do.

				Whether our objective is

				 acrobatic ~’ , accuracy X’ 

				 distance >, or duration ^

				 each flight is a lesson.

				Observe the launch

				 location, direction, energy, and angle.

				Consider the trim

				 wings, warp, body, and fins. 

				Ask with each attempt 

				 what change might make the flight better.

				When a change seems worthwhile 

				 try to alter just one thing

				 keeping the rest the same.

				This helps you to know 

				 that any difference you see

				 comes from the difference you made.

				The possibilities are vast.

				Each moment echoes them all. 
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				07 Activities

			

		

		
			
				Acrobatics
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				Acrobatics ~’ is a way we see

				 the plane’s responsiveness ~.

				It can be measured by

				 how interesting the flight is

				 or how closely it matches a goal.

				Trim the flight control

				 and launch the plane 

				 so it flies in a specific way.

				Acrobatics helps us learn

				 how what we do 

				 joins with what there is

				 showing how our actions

				 interact with the flying space 

				 and the things it contains.

				Here are a few acrobatic maneuvers.

			

		

		
			
				Loop

			

		

		
			
				Stall

			

		

		
			
				Turn

			

		

		
			
				Roll

			

		

		
			
				Landing

			

		

		
			
				Inverse
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				Accuracy
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				Accuracy X’ is a way we see

				 the plane’s stability X.

				It can be measured by

				 by how well it 

				 hits a target,

				 lands at a specific place,

				 or flies through a set course.

				Trim the plane

				 so it flies straight and level

				 and goes the way 

				 you launch it to do.

				Targets can be most anything 

				 the plane will not harm 

				 such as a tree, 

				 a spot on the wall, 

				 or something to knock down 

				 such as a paper block tower.

				Landing areas can be any size or shape

				 such as a table top 

				 or a marked off area on the ground.

				Courses can be set by markers 

				 or by existing things

				 such as bushes or hallway walls.

				You can make these 

				 more or less of a challenge 

				 by changing the size

				 or launching from different distances.

			

		

	
		
			
				07 Activities

			

		

		
			
				Distance

			

		

		
			[image: ]
		

		
			
				Distance > is a way to see

				 the plane’s efficiency O.

				It is measured by 

				 the units of length 

				 between the launch and landing points.

				To achieve the best distance

				 trim so the plane 

				 is more stabile than responsive

				 keeping both properties balanced O’.

				Watch and analyze the flights

				 to adjust each launch 

				 position, energy, direction, and angle

				 making the most of the flight space limits

				 such as height, barriers, and wind.

				Measure flight distance 

				 with things like

				 a tape measure,

				 counting steps,

				 or preset distance markers.

				To make comparisons

				 with other flying times and spaces

				 measure the informal units 

				 by a common standard 

				 such as measuring your steps with a yardstick.

				A fast straight flight works well.
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				Duration
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				Duration ^ is a way to see 

				 the plane’s efficiency O.

				It is measured by

				 the units of time

				 between the flight’s launch and landing.

				To achieve the best flight duration

				 trim so the plane 

				 is more responsive than stabile

				 keeping both properties balanced O’.

				Watch and analyze the flights

				 adjusting for each launch 

				 the position, energy, direction, and angle

				 making the most of the flight space limits

				 such as height, barriers, and wind.

				Measure the flight duration 

				 with a things like 

				 a stopwatch or counting.

				To make comparisons

				 with other flying times and spaces

				 measure the informal units

				 by a common standard

				 such as using a watch to time counting to ten.

				A high gentle circling flight is best.
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				07 Activities

			

		

		
			
				 Flight Log
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				Recording your flight history 

				 betters your understanding 

				 of the planes and the flying.

				Through writing

				 you consider each plane and flight 

				 more completely.

				Through reading

				 you can see and learn 

				 from the story of change 

				 across space and time.

				Here are some suggestions 

				 to help with your logging.

				 Abbreviations

				 Plane Aspects

				 ~ Responsiveness X Stability O Efficiency 

				 Flight Aspects

				 ~’ Acrobatics X’ Accuracy O’ Balance 

				 > Distance ^ Duration

				 Quantity and Quality

				 . least - low + medium * high ! most

				 Useful Information

				 Date Location Weather Plane type

				 Units >^ Comments

				 Launch Angle Flight diagram

			

		

	
		
			
				07.10

			

		

		
			
				Flight Log Example
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				Flight Log: DW Scott

				Date: 2020.03.08 

				Location: West Park 

				Weather: Sunny with light NNW wind 

				Plane type: Sparrow ~+ X+ O+

				Distance >: steps 

				Duration ^: seconds 

				01) >125 ^10 ~’+ X’+ O’!

				 

				02) >50 ^08 ~+ O+ 

				 Trimmed higher dihedral. Wind still. 

				 Very straight. 

				03) >20 ^20 ~+ O* 

				 Caught a thermal. Slow circling flight.

			

		

		
			
				This flight went a distance > of 125 steps. 

				It’s duration ^ was 10 seconds.

				The acrobatics ~’ were good +.

				The accuracy X’ was good +.

				The balance O’ was excellent !.
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				Each plane is unique

				 as are its interactions 

				 with earth and air.

				Associating the plane’s qualities

				 with those we see in others and ourselves

				 helps us to see the story 

				 in the plane’s adventures.

				The Plane Qualities

				 with the Seed Forms

				 amidst the Observer Contexts 

				 map to a plane’s Characteristics

				 giving us its personality.
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				07 Activities

			

		

		
			
				Plane Personality
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				Seed Forms

			

		

		
			
				Fruitful Tree Y

				 The humble gather quietly receives 

				 that which nourishes and sustains

				 so it may mature and bear fruit.

				Changing Seed  ‘

				 The peaceful traveler trusts in its path 

				 embracing whatever comes its way

				 to strengthen and guide to it’s goal.

				Growing Sprout v

				 The aware refiner sifts through all things

				 seeking whatever is valuable 

				 discarding whatever is without worth.

			

		

		
			
				Plane Qualities

			

		

		
			
				Responsiveness ~

				 This is how much the plane reacts to changes.

				Stability X

				 This is how well the plane continues on its course.

				Efficiency O

				 This is how well the plane keeps aloft.

			

		

	
		
			
				 ~  X   O

				Y =

				 #

				 &

				 

				‘  =

				 #

				 & 

				v =

				 #

				 &
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				Personality Characteristics
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				1) Decide the Qualities (~ X O) 

				 along with an intensity (. - + * !)

				 Forms (Y ‘ v) 

				 and Contexts (= # &) 

				 you find useful to tell the story.

				2) Considering the mix 

				 seek a word for the Characteristics 

				 the plane shows.

				3) You can use the following guide 

				 as a starting point

				 for suggestions to help find

				 the right word.

			

		

		
			
				Observer Contexts

			

		

		
			
				 

				Self =

				 Seeing how one sees themself.

				Others #

				 Seeing how one is seen by others.

				Else &

				 Seeing how one interacts with the rest.

			

		

		
			
				Determining Characteristics

			

		

		
			
				 mature curious childlike

				 generous responsible social 

				 collector diligent keeper 

				 

				 flexible studious dynamic 

				 agreeable trustworthy considerate 

				 adventurous energetic engaged 

				 clever reflective analytic 

				 spontaneous discerning wise 

				 explorer inquisitive humble 

			

		

		
			
				Root Characteristics Guide

				Moderate Quality Intensity +

			

		

	
		
			
				 ~+ Moderately Responsive

				 X- Not Stable

				 O! Extremely Efficient

			

		

		
			
				The plane has encountered a difficult obstacle

				 when trying to get something it needs Y.

				How does it see the situation? =

				 Root Y ~+ mature X+ curious O+ childlike

				 Adjusted ~+ mature X- indifferent O! free spirited

				 

				How do others perceive it? #

				 Root Y ~+ generous X+ responsible O+ social

				 Adjusted ~+ generous X- careless O! passionate

				What does it do? &

				 Root Y ~+ collector X+ diligent O+ keeper

				 Adjusted ~+ collector X- indifferent O! owner

			

		

		
			
				07 Activities

			

		

		
			
				Personality Example
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				Summary

			

		

		
			
				This capable, yet hardened, powerful plane 

				 is like someone who is reasonably aware 

				 of everyone and everything around them 

				 and will try to get what they want

				 regardless of consequences,

				 but will move on if they fail.

				In the story

				 when confronted with a need for something

				 they will battle ferociously to win it,

				 knowing they may not succeed

				 hence, they are not surprised if they lose.

			

		

		
			[image: ]
		

		
			
				Story Moment

			

		

		
			
				Plane Qualities/Intensity 

			

		

		
			
				Finding the right words is a journey.

				The Root Characteristics Guide is a starting point.

				A dictionary with synonyms and antonyms 

				 is a great help.

				In the end

				 use the words that work for you.
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				Appearance and Naming
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				The combination 

				 of character, description, and history 

				 can be captured in a name.

				The name can be made from

				 notable qualities,

				 an exceptional event, 

				 a traditional name with relevant meaning,

				 someone or something the plane brings to mind,

				 a new invention of interesting syllables.

				Naming a plane you made and fly

				 keeps it beyond the life of paper and fold.

				The name contains 

				 what the plane was

				 what it is

				 and what it might be.

				It is sad when the name is forgotten

				 for then the plane is truly no more.

				 

			

		

		
			
				How the plane looks 

				 adds to its character.

				It can be things like

				 sleek, broad, skinny, fat, long, short

				 colorful, drab, fancy, simple, flashy, plain

				 fresh, worn, young, old, straight, bent

				 red, yellow, blue, spotty, striped, checked

				 and so on.

				It can be whatever catches 

				 your eye, heart, and imagination.

				 

			

		

		
			
				Appearance

			

		

		
			
				Naming
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				Adventure
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				An adventure 

				 is the stories of the flights

				 through different spaces.

				It is the telling

				 of how the plane interacts

				 with the things it encounters.

				 

				Like a plane

				 each thing can also have

				 characteristics, appearance, and a name

				 that we create 

				 based on its Qualities ~ X O.

				Our plane might be (~- X+ O+)

				 rigid, strong, capable.

				We will name our plane “StarSeed”.

				A wall is (~. X. O!)

				 unresponsive, immovable, and unyielding.

				We will name the wall “Monolith”.

				A tree is (~- X. O!)

				 intractable, rooted, and sturdy.

				We will name the tree “Hydra”.

				Another plane might be (~* X+ O+)

				 reactive, malleable, and flexible.

				We will name this plane “DarkSpawn”.

				Our flight log 

				 becomes our adventure story.

				When a flight ends

				 with our plane meeting another character

				 we can consider the qualities of each

				 and record the result of the encounter.
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				Adventure Example
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				Flight Log: StarSeed

				Date: 2083.03.20

				Location: Planet Earth

				Distance: . - + * !

				Duration: . - + * !

				01) >* ^* (~’- X’+ O’+) Monolith

				 We flew straight and true 

				 through the corridors of our Earth home.

				 Monolith came before us

				 bringing a sudden end.

				 Neither StarSeed or Monolith 

				 suffered any serious damage.

				02) >* ^* (~’+ X’- O’+) Hydra

				 Escaping Monolith

				 we continued at a good rate 

				 when we encountered buffeting winds

				 leaving Earth’s firm embrace

				 only to become entangled in Hydra’s tentacles.

				 Again we fell

				 with no real harm done.

				03) >- ^- (~’- X’! O’+) DarkSpawn

				 As we collected ourselves 

				 after Hydra’s attack

				 we spotted DarkSpawn 

				 a short distance beyond

				 We made a swift direct flight

				 challenging the intruder.

				 DarkSpawn yielded

				 returning from whence he came.
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				07 Activities

			

		

		
			
				Gaming
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				When we fly we play

				 we feast on discovery

				 becoming what we eat.

				 

				To bite off what we can chew 

				 we focus 

				 defining goals, rules, and names.

				These are the elements of games 

				 useful tools 

				 to better our skill, understanding,

				 and discover others.

			

		

		
			
				The basic goals

				 are to either

				 keep perpetually alive 

				 or bring the final end.

				The rules

				 define what is possible

				 to attain the goals.

				The names

				 describe what can be seen

				 on the paths the rules define.

			

		

		
			
				Here are elements for games of

				 Flight Competition, Course Navigation,

				 Battle, and Adventure.

			

		

		
			
				Goals, Rules, and Names

			

		

		
			
				Games

			

		

		
			
				The goals are the ways the seed might change

				 renewing with the cosmos of order

				 or ending with the chaos of dissolution.
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				Flight Competition - Distance and Duration
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				Flying to achieve

				 1) The longest distance >.

				 2) The longest duration/time aloft ^.

			

		

		
			
				Goal

			

		

		
			
				Plane #1 StarSeed 

				Plane #2 WeepingCloud

				 Distance > in Feet

				 1 2 3 4 5 Avg

				#1) 100 115 80 135 99 105.8

				#2) 140 98 30 70 104 88.4

				 Duration ^ in Seconds

				 1 2 3 4 5 Avg

				#1) 07 10 09 15 12 10.6

				#2) 12 15 22 17 15 16.2

			

		

		
			
				Each flight contestant

				 - Uses the same plane from start to finish.

				 - Launches from the same location.

				The best achievements are judged by

				 single flight and overall average.

			

		

		
			
				Rules

			

		

		
			
				Examples
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				Flight Competition - Accuracy

			

		

		
			[image: ]
		

		
			
				Flying to achieve

				 1) The closest landing to a target marker.

				 2) The best number of landings 

				 inside a target area.

				 3) The best number of hits on a target. 

			

		

		
			
				Goals

			

		

		
			
				Plane #1 SunStorm 

				Plane #2 InfiniteBlue

				 Distance from Target in Feet

				 1 2 3 4 5 Avg

				#1) 05 01 10 08 03 5.4

				#2) 05 05 00 06 04 4.0

			

		

		
			
				Each flight contestant

				 - Uses the same plane from start to finish.

				 - Launches from the same location.

				The best achievements are judged by

				 single flight and overall average.

			

		

		
			
				Rules

			

		

		
			
				Examples

			

		

		
			
				You can use the prism blocks

				 described at the end of the chapter 

				 as a target marker, to mark off a target area,

				 and to build target towers

				 that can be knocked down to show a “hit”.
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				Flight Competition - Accuracy Examples
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				 Landings within Target Area

				 1 2 3 4 5 Tot

				#1) X - - X X 03

				#2) X - X - - 02

				 Hits on Target

				 1 2 3 4 5 Tot

				#1) - - X - X 02

				#2) - - - - - 00
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				07 Activities

			

		

		
			
				Flight Competition - Acrobatics
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				Flying to achieve

				 1) A specific specific maneuver.

				 2) An interesting flight.

			

		

		
			
				Goals

			

		

		
			
				Plane #1 QuietNight

				Plane #2 ThistleDown

				 Excellence of Maneuver

				 1 2 3 4 5 Avg

				#1) . * + + + +

				#2) + ! + - * *

			

		

		
			
				Each flight contestant

				 - Uses the same plane from start fo finish.

				 - Launches from the same location.

				The best achievements are judged by

				 how well the specific maneuver was made

				 or how interesting the judges found the flight.

			

		

		
			
				Rules

			

		

		
			
				Examples

			

		

	
		
			
				07.22

			

		

		
			
				Flight Competition - Acrobatics Examples
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				 Interest of Flight

				 1 2 3 4 5 Avg

				#1) . * + + + +

				#2) + ! + ! * !
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				 Course Triad Nova #1

			

		

		
			
				07 Activities

			

		

		
			
				Course Navigation
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				Goals

			

		

		
			
				Rules

			

		

		
			
				Examples

			

		

		
			
				Fly to follow and complete a course

				 launching as few times as possible.

			

		

		
			
				To complete the course each contestant must

				 1) Start the course from the same location.

				 2) Pass through each course marking gate

				 in the correct direction.

				 3) Finish the course 

				 by successfully reaching a target.

			

		

		
			
				Course gates and targets 

				 may be marked with prism blocks

				 described at the end of this chapter.

			

		

		
			
				 Gates 1-4 Target 5

				 1 2 3 4 5 Tot

				#1) 2 3 1 3 3 12

				#2) 2 3 2 3 5 15

			

		

		
			
				Plane #1 BrokenWing

				Plane #2 SilentBlade

			

		

		
			
				Hit
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				Course Triad Nova #2 

			

		

		
			
				Gates 1-5 Target 6

			

		

		
			
				Course Triad Nova #3 

			

		

		
			
				Course Triad Nova 

			

		

		
			
				 1 2 3 4 5 6 Tot

				#1) 2 2 2 3 3 1 13

				#2) 1 3 3 3 1 1 12

			

		

		
			
				07.24

			

		

		
			
				Course Navigation Examples
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				 Gates 1-4 Target 5 

				 1 2 3 4 5 Tot

				#1) 1 2 2 2 2 9

				#2) 1 2 3 2 2 10

			

		

		
			
				 Totals

				 1 2 3 Tot

				#1) 12 9 13 34

				#2) 15 10 12 37

			

		

		
			
				Gates 2 and 5 use the same markers

			

		

		
			
				Hit

			

		

		
			
				Landing
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				Battle - Dogfight
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				Goals

			

		

		
			
				Rules

			

		

		
			
				Compete to determine

				 winning, losing, and consequences.

			

		

		
			
				1) Competition begins when a plane lands 

				 an agreed upon distance from an opponent.

				 Three feet is a good standard.

				2) The attacker wins without a battle

				 if the plane lands striking the opponent.

				3) Otherwise, the landing plane decides

				 whether to attack.

				4) To battle

				 each player makes a fist.

				 Players then move their fists in unison

				 simultaneously striking a flat surface three times

				 counting aloud with each strike.

				 On the third strike

				 the players keep their fist closed

				 or extend their thumb.

				 The attacking player wins the battle

				 if both are fists or thumbs.

				 The defender wins 

				 if one is a fist and the other a thumb.

				5) The defender must always take flight

				 either as a consequence of losing

				 or acting in a successful defense.

				Consequences depend on the game.

				In a flight battle competition

				 each victory is recorded

				 the player with the most victories wins.

				If a course competition 

				 the loser must return to a previous position.

				In an adventure 

				 the loser may be removed from play.
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				07.26

			

		

		
			
				Battle - Prizefight
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				Goals

			

		

		
			
				Rules

			

		

		
			
				Compete to determine 

				 the owner of a space and its contents.

			

		

		
			
				1) Mark off a space

				 using prism blocks or other means.

				 A 3’x 3’ space is a good standard.

				2) A space is owned by a player 

				 who has the only plane within it.

				3) Competition starts 

				 when an opposing plane 

				 lands within the space.

				4) Players then follow 

				 the previously described rules for battle.

				5) The loser of the battle must take flight 

				 landing at least the space’s width

				 from its borders.

				 Also, they may not re-enter the space

				 for at least one turn.

				If a dogfight occurs 

				 with a space owner 

				 and an attacker outside the space

				 the owner may stay put in the space

				 with a successful defense.

				If the owner loses 

				 they must leave the space 

				 as a consequence.

				The space then becomes unowned.
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				Ultimate Adventure
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				1) Prepare a plan 

				 describing challenges to be encountered 

				 on the way to the great goal.

				2) Make planes with personalities

				 to join the quest.

				3) Create teams 

				 deciding whether the play will be

				 cooperative or competitive.

				4) Place planes in spaces

				 owned at the adventure’s start. 

				5) Play with alternating turns

				 starting with a battle for who goes first.

			

		

		
			
				Goals

			

		

		
			
				Rules

			

		

		
			
				Combine the activities and games

				 to create adventures

				 playing alone or as teams

				 cooperatively or competitively

				 with a variety of planes and personalities 

				 exploring, discovering, battling,

				 knowing victory and defeat,

				 pursuing an ultimate goal

				 telling an epic story.

			

		

		
			
				Example

			

		

		
			
				Team #1 

				BlackStar AmazingGrace FireBall

				Team #2 

				TrueBlue WoundedHeart SilentKnight

			

		

		
			
				Quest for a New Home
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				 There were three battles.

				 FireBall#1 defeated TrueBlue#2

				 WoundedHeart#2 defeated BlackStar#1

				 FireBall#1 defeated SilentKnight#2

				 Order of finish

				 1) 2) 3) 

				 4) 5) 6)

			

		

		
			
				07.28

			

		

		
			
				Ultimate Adventure Example
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				1) Course of Battle

				 The course is five 2’ wide gates.

				 The consequence of defeat in battle

				 is returning to the preceding gate.

			

		

		
			
				2) Battle with Chaos

				 The plane Chaos battles with coin flips,

				 heads is a fist and tails is a thumb.

				 Players first choose thumbs up or down

				 then the coin is flipped for Choas’ response.

				 Players must win 2 of 3.

				 The consequence of defeat is elimination.

			

		

		
			
				3) Final Conquest

				 The course is four 2’ gates 

				 ending with a 3’ x 3’ target area.

				 The consequence of defeat in battle is elimination.

				 The adventure champion must hold 

				 the target area for two consecutive turns.

			

		

		
			
				AmazingGrace found a new home.
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				Adventure Story
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				The sun’s wave 

				 broke upon the earth.

				Upon its crest 

				 rode Falling Star.

				He was the first of his people.

				He walked the land.

				The soil was rich 

				 the water sweet and plentiful.

				He heard the singing

				 of a light threaded stream.

				It lifted him

				 and he flew to its source.

				There he beheld Shining Dove.

				She became his wife

				 the mother of the Quiet Tribe.

				The tribe grew

				 taking whatever they saw and desired.

				But others were also cast upon the earth

				 and they too became many. 

				What was once free 

				 could only be had by taking from another.

				At the beginning 

				 only the living and life-giving were named.

				Now the people knew the words of killing.

				Fights became battles

				 battles wars

				 each given names

				 as once only babies were christened. 

				Songs rejoicing in new life

				 yielded to those glorying in a foe’s death.

				The Quiet Tribe

				 became the Babbling Destroyer. 

				Things became valued 

				 over lives.
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				Adventure Story
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				The Mother and Father wept

				 washed away by the river of tears

				 to the flowered land beyond sorrow.

				Words became meaningless and many

				 filling the skies with empty air.

				Their polluted clouds hid the sun

				 and suffocated the living.

				Yet the poisons could not kill all.

				A few endured 

				 to learn of deeper things.

				The brave sacrifice

				 so another might live.

				The starlight of mercy

				 amidst the dreadful night.

				The forgiving of grievous wounds.

				And so, the seed awoke

				 to become as it should be.

				A new word emerged

				 that is above all others

				 but few know its true meaning.

				Those who do

				 bear the shining fruit

				 walking the forever path

				 ascending beyond the stars.

				 

				This is the time of adventure

				 the striving of life to live.

				Cowards, heroes, villains, saints,

				 the sad now, the hopeful then.

				Countless stories with endings

				 that have yet to come to an end.
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				07 Activities

			

		

		
			
				Prism Blocks
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				These triangular blocks

				 made from the same paper as the planes 

				 can be used as pillars and beams 

				 to build courses, targets, and other structures

				 useful in gaming and other activities.
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				Prism Blocks
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				07 Activities 
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				Prism Blocks Tall and Slender
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				Fold the paper in half.

			

		

		
			
				Fold the paper into quarters.
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				Unfold.

			

		

		
			
				Unfold.

			

		

		
			
				02

			

		

		
			
				Match the corners 

				 and edges.

			

		

		
			
				Crease sharply.

			

		

		
			
				Match the right edge 

				 with center fold.

			

		

		
			
				Crease sharply.

			

		

		
			
				Match the left edge 

				 with center fold 

			

		

		
			
				Crease sharply.

			

		

		
			
				Use a 5.5” x 8.5” 

				 sheet of paper.

			

		

		
			
				03

			

		

		
			
				Form prism block.

			

		

		
			
				Lightly glue long edges.
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				01
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				Form the block

				 by layering the two end panels together

				 one beneath the other.
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				07.34

			

		

		
			
				Prism Blocks Short and Stout
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				Fold the paper in half 

				 by width.

			

		

		
			
				Fold the paper into quarters.

			

		

		
			
				Unfold.

			

		

		
			
				Unfold.
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				Match the corners 

				 and edges.

			

		

		
			
				Crease sharply.

			

		

		
			
				Match the top edge 

				 with center fold.

			

		

		
			
				Crease sharply.

			

		

		
			
				Match the bottom edge 

				 with center fold 

			

		

		
			
				Crease sharply.

			

		

		
			
				Use a 5.5” x 8.5” 

				 sheet of paper.
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				Form prism block.

			

		

		
			
				Lightly glue long edges.
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				Form the block

				 by layering the two end panels together

				 one beneath the other.
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