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It is necessary to play through the game at least twice to 
build confidence in its use. 

 It is very short game but could inspire several literacy 
sessions depending on the age of the pupils taking part.  

Guide: 

 Italics text  - walk through notes 

 Plain text  - ideas  

 Green text  - speaking and listening opportunities 

 Blue text  - writing opportunities 

In any of the game inspired discussions invite the pupils to 
come up with descriptions based on the senses – what can 
they see, hear, feel, taste and smell.  

Ask for strong, unusual descriptive words or phrases, tease 
out metaphors and similes and ask the children to record the 
ones that they want to use for a piece of extended writing 
later. 
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The opening screen shows a small world.  

 

  
 
 

A Small World 
 

 

Before getting to the game pupils could describe it, say what 
kind of world they think it is, imagine who lives there. Get the 
pupils to work in small groups choosing three strong 
adjectives to share.  

Pupils could choose from those words to write two sentences 
about this world or another of their own imagination. 

  

http://www.123ict.co.uk/?attachment_id=5966
http://www.123ict.co.uk/?attachment_id=5966


Click on the lookout tower at the top.  

 
 

What did he see? 
 
 

We meet the hero who sees that there is another world on 
collision course with his world.  

In notebooks pupils record words to describe the hero, this 
could lead to a character description or a poem such as a 
haiku or limerick at the end of the game when they have 
seem much more of him. 

He sets off in his space ship to investigate what he can do and 
lands on the other world. 

Possible D&T link, design a rocket for the hero and explain 
how it works. 

  



 

 
A Strange Land 

 

Discuss with pupils 

What did he see? What does he need to do?   How may he be able to do 
that?  Where has he landed?  What can he see? 

Touch the pipe until there is nothing more to smoke and the 
monk throws the pipe down. Touch the pipe on the ground 
and it will act as a key to the box. 

Touch the wire hanging down in the lift so that it is raised into 
place. 

Touch the red knob on top of the key box. Now the little man 
will go up the ski lift and stop at the top. 

What is the construction along the right? 
Can you write instructions for how it works? Or design, with 
explanation notes, a better ski lift. 

Turn the sign post to the left and click on the monk that it is in 
the way. When he moves out of the way 

  



 
 

 
 

Funny Little Houses 
 

Touch the little man and he will ski down the hill and off this 
page and on to the next. 

What sort of person may live in the little house?   

What does he eat? 

Is it warm there?       

If not how does he keep warm? 

Write an estate agent’s blurb for the house.  

Design a For Sale advert.  

  



 

 
 

Fishing off a Rock 
 

 
Go to the bottom of the screen and touch the float on the 
fishing rod. Touch each lizard. Touch the pterodactyl. The 
little man is carried off to the next screen. 

Touch the flower shaped handle until the tree trunk does not 
move any more. 

Touch the hole on the bottom left. 

Touch the hole in the top of the branch until all of the bees 
come out. Touch it again and a man with a light bulb will 
come and put the light bulb on top. 

Touch the silver knob half way down. When the elevator 
reaches the top of the screen near the man  click on the silver 
knob above the door to open it so the little man to get him 
into it. 

Touch each worm so that the woodpecker comes out to eat it. 



 

 

 
 

Wriggly Worms 
 

What could be living in this tree? 

What sort of home do you think it would make? 

What may be in the home? 

What is going to happen next? 

Finish the story in your own words. 

Touch the central hole to see the fox at home. Touch the red 
button to play music. Touch the record twice to change the 
music. 

When the owl starts to dance click on him three times. 

Who lives in that building? 



What creature is that on the branch? What sort of conditions 
does it need for him to live there? (One could build in 
research about animals if required as a science project.) 

Click on the sliver knob above the door of the elevator so that 
the little man can jump out. 

Touch the steel bar on the tree. 

When the anteater is eating touch the stairs, the little man 
climbs up to the shed. 

Touch on the box on the side of the building twice. Enter the 
same pattern as is on the door. Click in the open door to 
enter. 

 

 
 

What's in the Shed? 
 

Discuss with the pupils - What is happening? What is in the 
shed? How do you think he can save the world now? 



Write a letter or postcard home as the little man explaining 
what you have done, what you hope to do next and what will 
happen if you fail. 

The scene is completely black but watch for the flashing red 
dot. Click on that to put the lights on to see inside the shed 
and look around. 

What do the gauges tell us? Does he need to change either 
one of these? 

On the left set of controls put the pressure up to 50. 

Touch the middle button on the left set for the stairs. 

 

 
 

Going Home? 
 

Touch the lever on the top dial and watch the little man climb 
up and move the lever. 



This changes the direction that the world is travelling in and it 
avoids collision. The little man gets in his rocket and returns 
to cheering. 

Write a newspaper report about the event. 

Pupils could be encourages to make a documentary, podcast, 
news broadcast to develop these skills further but that would 
require more teacher confidence and skills. Those skills may 
be covered in later examples. 

 


