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Game A

No. of participants

Maximum 40 players

Set up

1. Place 6 coral cards at an eye-catching area (e.g. blackboard) as the coral area, the rest of the coral cards as backup.
2. Divide the players into two groups, one group as the protector while the other as the destructor.
3. Shuffle the game cards and deal to each group evenly, each player holds one game card.

4. Divide the room into two areas, oneis 'Good Area’ while the otheris '‘Bad Area’ .

How to win
If there is still coral card(s) in the coral area at the end of the game, then the protector wins; whereas no more the coral cards left in

coral area, the destructor wins.



How to play

1. Ten minutes are assigned to each group for discussion. Group members should decide which game card is a good card
(beneficial to coral) or a bad card (harmful to coral).

2. Protector acts first after the discussion. For those who hold a good card should goto '‘Good Area’ while those with a bad
card, should goto ‘Bad Area’ .

3. Instructor will disclose the answer reference to the <Game Assistant> after finishing procedure 2, mistake would be counted as
those who hold a bad card butend up in  ‘Good Area’ , or who hold a good card but in the ‘Bad Area’ .

4. For each mistake, protector would be punished by removing one coral card from the coral area, but if any group member could
tell the coral name of that coral card, that punishment would be waived. If every coral card in the coral area are named, this
method can no longer be used to keep the coral cards.

5. All 6 coral cards could be removed at most. If no coral cards are left in the coral area, no punishment would be given even more
mistakes are made.

6. The removed coral cards become the backup coral cards.

7. Now it is the destructor’ s turn. Repeat procedures 2 & 3.



Unlike protector, each mistake made by destructor will be subject to the addition of one coral card from the backup to the coral
area. If any group member could tell the coral name of that coral card, that punishment would be waived. If every coral card
from the backup are named, this method can no longer be used to avoid the addition of coral cards to the coral area.

Upon the addition of all backup coral cards, there would be no punishment even more mistakes are made.

10.Instructor makes the final conclusion for the result.

D)

D)

D)

)

Instructor can refer to the reference answer (P.21) for discussion. Some game cards can either be good or bad. If the player can

make the point rationally, Instructor can make the final decision.

Instructor can use the <Game assistant> to introduce the twelve coral cards before the game.

Protector makes the first move because we should protect and conserve our corals before any destruction.

If both groups do not make any mistakes or with equal number of mistakes, the six coral cards will still be in the coral area. The
protector is the winner.

— Itis because even if there is destruction to the coral, the harm can be ‘cancelled” out by our effort in coral conservation.

As a result, corals can flourish under our protection.



@ Instructor can take reference of the below messages for conclusion:
— If none of the coral cards left at the end, of just one or two, it reveals ‘Easy to destruct, difficult to protect’ .

— If many coral cards left at the end, it reveals 'We are able to protect it as long as we try our best’ .
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Set up as the above picture.

10



Good Area Bad Area

| FE

HEHH

THEA (RESZ) ETEH - RR—FEEXRECHERFEFMS —+RAZER -

Group A (Protector) makes the first move. Assume half of the group members believing their cards are good while the other half with bad cards.
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‘Good Area’ and lendupin ‘Bad Area’ wrongly, none of the members could tell the names of the removed

coral cards, then 3 coral cards will be removed from the coral area.
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It is group B (destructor)’ s turn. Again, assume half of the group members believing their cards are good while the other half with bad cards.
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Assume 2 members of group Bend up in  ‘Good Area’ and none end upin ‘Bad Area’ wrongly, none of the members could tell the names of the added

coral cards, then 2 coral cards from the backup will be added to the coral area.

14



& §

i I
| HE
| Good Area I
: i

1
1
]
]
1
]
]
1
1
]
1
i Bad Area
1
]
]
1
1
]
1
1

BENETARA -

Instructor makes the final conclusion.
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Game B

No. of participants

Maximum 40 players

Set up

1. Remove the coral cards, we only need the game cards for this game.

2. Players can be divided into two to four groups, depending on the number of participants.

3. Shuffle the game cards and deal to each group evenly.

4. Instructor has to emphasize the fact that ‘good’ cards can be classified as either ‘very good’ or ‘good’ , while ‘bad’

cards can either be ‘verybad’ or ‘bad’ .Butthe rank of each card will be disclosed after the game.

How to win

The group scoring the highest mark will be the winner.
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How to play

1. Five minutes are assigned to each group for discussion. Group members should think which rank their game cards belong to
( '‘Good" or ‘Verygood' , ‘Bad’ or ‘Verybad ).

2. After that, 10 minutes are given for exchanging cards among different groups.

3. Participants can choose not to exchange card, thus if you wish to change your card, you should try your best to persuade or
even treat the others to exchange with you.

4. Forinstance, ifyou holda ‘good’ card, but you find a member of other groups hold a ‘very good’ card, you can
aggressively persuade or even treat him/her to exchange with you.

5. After exchanging card session, Instructor will announce the answer (P21). From the game card contents, man-made bad
conditions are classified as 'Very bad’ , natural bad conditions are classified as ‘Bad’ , whereas anthropogenic good
conditions are classified as 'Very good’ and natural good conditions are classified as ‘Good’ .

6. 'Good’ , '‘Bad’ , 'Verygood' , 'Verybad arerepresenting +1, -1, +2, -2 scores respectively.

7. Sum up the score, the group with the highest mark is the champion.
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Since natural bad conditions cannot be avoided, but man-made bad conditions can be prevented, therefore the score for
man-made bad conditions is lower than that of natural bad conditions; man-made good conditions are the results of our effort

in conserving corals, which are beneficial to our corals, therefore it scores higher than that of natural good conditions.

20



2 E S8 Reference Score

21



P&, /~E2 Game B demonstration

|
E4H Blackboard

A # B
Group A Group B

AREWMLEHE -

Set up as the above picture.
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Instructor discloses the answers. Sum up the score.
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Game C

No. of participants

2 to 8 players

Set up

1. Shuffle all the cards (including both coral and game cards).

2. Deal 4 cards to each player, face down.

3. Look at your own cards, but keep them secret.

4. Put the remaining cards face down adjacent to the first player as the draw pile.

5. Play continues clockwise.

How to win

Collecting a full set of 4 cards (Good cards / Bad cards / Coral cards), and interpret the content of each card accurately.
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How to play

'_\

. The first player takes a card from the draw pile, and passes one card to the second player.

2. The second player passes one card to the third, so on and so forth. The last player should not pass the card to the first player,
instead, he/she should place one card adjacent to him/her to create a backup pile, such that each player only holds 4 cards.

3. The game continues by repeating procedures 1 & 2, until one of the players collected a full set of cards.

4. Player who collected a full set of 4 cards, should uncover the cards (face up) immediately, and interpret the content of the cards,

for those who failed to interpret the content of the cards correctly becomes a loser as the rest of the players.

If the cards from draw pile were finished, use the backup pile.

The game should play as fast as possible, in order to increase the difficulty.
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Assume there are 4 participants, set up as the above picture. Everyone takes 1 card every time and pass 1 card to another at the meantime. The 1% player take

cards from draw pile and the last player put cards to backup pile.
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Assume the 2" player collected a full set of 4 cards, should uncover the cards and interpret the contents immediately.
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