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What to do:
Play “Picaria” as it was played by the 
Spanish conquistadors.

Players take turns to place one of their 
counters onto the board but not onto the 
middle dot.

Players can then move one space 
in any direction on their turn 
(including onto the middle dot).

The first player to get three in a row, diagonally,     
horizontally or vertically is the winner.

Now ask some “what ifs”: What if we used 
4 counters each? What if we grew the board? 
Experiment and invent a new version of the game.

PicariaTask card 5

Hook Your AudienceTask card 6

What to do:
Ask each of your friends to write a really boring introduction for 
a story. Some really boring sentences are:

It was night-time.
The cat sat on the mat.

Everyone then works on the same sentences, trying to make 
them interesting so that a reader would want to read on. The original words have to 
be kept in the same order in the new sentences.

Really interesting sentences are:

It was night-time, the moon was full and a howling broke 
through the eerie sky.

The grinning tabby cat sat patiently on the mat, watching 
the household, flexing his claws in anticipation.

Rate each new sentence out of 5 and say why. 
Total the scores to find which sentences rate the best.

What you need:  
• pencil and 

paper

• some friends

What you need:  
• pencil and 

paper

• 6 counters 
(three of each 
colour)


