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Once Upon a Time
in the Classroom

Omnce Upon a Time is a game for all
ages — especially younger children
exercising essential skills in reading,
decision making, cooperative play,
and creativity. In ESL and foreign
language classes it also strengthens
a variety of fundamental skills. And,
best of all, it teaches those skills in
a way that kids find fun and familiar.

Visit our website for info on foreign-
language editions and using Omnce
Upon a Time in the classroom, plus

/& downloads, variants, and more!

%L www. ATLAS-GAMES.COM
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Summary W

Deal each player an Ending 1
Card, and Story Cards equal- {
ing eleven minus the number |
of players (five minimum). r

Draw a Story Card. The player
who looks most like it is the first
Storyteller.

WHEN You ARE
THE STORYTELLER

Start to tell a story, or continue
the story where the last Storyteller
left off.

When you mention an element on
one of your Story Cards, place that
card on the table.

If you've played all your Story
Cards, read out your Ending Card
to win the game.

If you're interrupted, your turn as
Storyteller ends. Draw a Story Card.

WHEN You'RE NOT
THE STORYTELLER

Listen to the story, looking for
chances to challenge and interrupt:

If the Storyteller mentions an ele-
ment on one of your Story Cards,
you can play it to become the new
Storyteller.

If the Storyteller plays a Story
Card that matches the category
of an Interrupt Story Card in your
hand (the colored icons are the
same), you can play it to become
the new Storyteller.

Drawing &
Discarding

Every time the Storyteller loses the
story, she draws a Story Card. If
she passed the story, she may then
discard a Story Card. >

If a player interrupts unsuccess- |
fully, she discards that card and
draws two Story Cards. 1'
If the Storyteller's ending 4
fails then she discards it, -'/ﬁ‘f
draws a new one, and draws K» |

a Story Card. ?]
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y STORYTELLER: “Once upon a

time, there was a evil king who
Ilved in an indestructible palace
! at the top of a distant mountain.”

At this point, the Storyteller could
use the Palace card (or King, or
Mountain) because that's an impor-
tant part of the story she's telling.

STORYTELLER: “One day a hero went
in search of the mountain. On his
way, he saw lots of villages where
there were horses, stepmothers,
and frogs, and also many strange
things like giants, wolves, and talk-
ing giraffes. Finally, he arrived at
the mountain.”

The Storyteller couldn't play Horse,
Stepmother, Frog, Giant, Wolf,
or This Can Talk. Although these
things were mentioned, they're of
no importance to the story.

Sxamples

of Playing
Interrupt
Story Cards

STORYTELLER: “After digging for
hours, he finally uncovered the
hidden treasure.”

The Storyteller plays Treasure,
which is an Interrupt Story Card,
but she uses it as a normal Story
Card. It has the green Thing cat-
egory icon.

PLAYER: “Interrupt!”

The player correctly plays an

Interrupt Story Card with the green

Thing icon, and so interrupts. The

Storyteller who was interrupt-

ed draws a Story Card, and the
| interrupting player continues as
the new Storyteller.

2\ The player couldn't have played
r_ an Interrupt Story Card with the

blue Aspect icon, though. Yes,
a Story Card cal]ed Hldden
|*5

exists, and its an Aspect,

J but the Storyteller didn't

actually play that card.
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Plaving the Game
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STORYTELLER: “And so she fell
asleep under the great oak tree
that grew in the forest.”

At this point, another player
with the Forest card could play
it, interrupt the Storyteller, and
continue the story herself.

The interrupting Story Card doesn't
need words identical to what the
Storyteller says, though.

STORYTELLER: “The king fell in love
with the woodcutter's daughter ..."

The Storyteller plays the Falling in
Love card.

STORYTELLER: "... and they were
married. A year and a day later she
gave birth to a baby boy."

Now another player holding the
Prince or Child card could play
it and interrupt. A baby is a child,
and the son of a king is a prince,
even though the Storyteller hasn't
used those exact words.

However, a player can't interrupt
with a Story Card element that
hasn't yet been mentioned at all by
the Storyteller, even if she might
say it soon.

STORYTELLER: "“As he tiptoed
through the cave, he heard a loud,
deep snoring sound.”

Another player couldn't interrupt
with the Monster card at this point,
because the snoring could be com-
ing from a bear, or a wizard, or even
an underground river that sounds
like someone snoring.

Cxample
of Winning

STORYTELLER: “"When they cut
down the magic tree, inside was
a ring etched with the queen’s name.”

The Storyteller plays Ring as the
last Story Card in her hand,
then her Ending Card to win.

STORYTELLER: “So They |
Returned It To Its Original '-TJ |
Owner. The End!" \
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