
WHEEL OF WISDOM IS A GAME THAT TURNS LEARNING INTO AN
UNFORGETTABLE ADVENTURE. DESIGNED TO IMPROVE GENERAL
KNOWLEDGE AND DEEPEN THE CONNECTION BETWEEN PLAYERS, IT
IS AN IDEAL TOOL FOR ANYONE INTERESTED IN INTEGRATING
INTERACTIVE METHODS INTO THE LEARNING PROCESS.
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WHEEL 
OF WISDOM

WITH SIX DIVERSE TOPICS AND THREE ADAPTABLE DIFFICULTY LEVELS, WHEEL OF WISDOM BREAKS DOWN BARRIERS AND

ASSEMBLES EVERYONE, REGARDLESS OF AGE OR ABILITY. IT FOSTERS CONNECTION AND ENCOURAGES CRITICAL THINKING IN AN

INTERACTIVE AND ENGAGING ENVIRONMENT.

EACH CATEGORY (CULTURE, HEALTH, POLITICS, GEOGRAPHY, HISTORY AND SOCIOLOGY) CONTAINS 150 CARDS, ALONG WITH 150

PRIVATE QUESTIONS AND 50 CHANCE CARDS. THE GAME ALSO INCLUDES A BOARD AND SEVEN 3D PRINTABLE GAME PIECES. AS

THE NAME SUGGESTS, IN “WHEEL OF WISDOM” EACH PLAYER MUST PROVE THEIR WISDOM BY ANSWERING QUESTIONS CORRECTLY

FROM EACH CATEGORY, AS WELL AS QUESTIONS ABOUT THE OTHER PLAYERS. 

THE GAME IS DESIGNED FOR 2 TO 6 PLAYERS AGED 11 AND UP. IT CAN BE PLAYED IN NON-FORMAL LEARNING SETTINGS AS WELL
AS IN FAMILY GATHERINGS. IT WILL REVEAL SIDES OF THE PLAYERS YOU NEVER KNEW EXISTED AND PROMISES AN EXCITING,
MEMORABLE EXPERIENCE FOR EVERYONE.

THIS GAME WAS DEVELOPED AS PART OF THE “ROLL FOR INITIATIVE” PROJECT. THE PROJECT AIMED TO STRENGTHEN THE
SKILLS OF YOUTH WORKERS AND EDUCATORS IN DESIGNING EDUCATIONAL GAMES AND APPLYING THEM IN YOUTH WORK, WITH A
SPECIAL FOCUS ON NON-FORMAL EDUCATION METHODS

LE LAB LISIEUX NORMANDIE (FRANCE) / HYP (GREECE) / TEIS (HUNGARY) / FUNDACJA MŁODZI DLA EUROPY (POLAND)

WHO CAN PLAY ?WHO CAN PLAY ?

ABOUT THE GAMEABOUT THE GAME

PARTNER ORGANISATIONSPARTNER ORGANISATIONS

DEVELOPED AND CREATED  BYDEVELOPED AND CREATED  BY
LOU-MORGAN BOYER - ALICIA HILDEBRAND - YÉLÈNA VAUGEOIS - ANNE BLANCHARD - BERNARD GENRE - AGATHE BOUCHARD -

ESTEL CRUELLS SÀNCHEZ - CAMILLE HÉDOUIN GONZALES



GAME RULESGAME RULES

PRIVATE QUESTIONSPRIVATE QUESTIONS
IF YOU LAND ON THE LARGE SPACE AT THE START OF A COLOUR, THE PLAYER WITH THE MATCHING COLOURED GAME PIECE
TAKES A PRIVATE CARD AND READS THE QUESTION TO YOU. YOU WRITE YOUR ANSWER SECRETLY ON A PIECE OF PAPER. THE
PLAYER WHO ASKED THE QUESTION ALSO WRITES DOWN THEIR GUESS OF WHAT YOU WROTE.
ONCE BOTH ANSWERS ARE WRITTEN, THEY ARE COMPARED.

YOUR MISSION IS TO COLLECT ALL SIX COLOURS, STEP THROUGH THE PORTAL TO THE CENTRE AND DEFEAT THE

FINAL BOSS. ARE YOU READY TO TAKE ON THE CHALLENGE?

IF YOU LAND ON AN UNMARKED SPACE, ANOTHER PLAYER TAKES A CARD MATCHING THAT COLOUR AND READS THE QUESTION TO
YOU. IF YOU ANSWER CORRECTLY, YOU EARN A TOKEN OF THAT COLOUR. IF YOU ALREADY HAVE THAT COLOUR, YOU DON’T GET
ANOTHER TOKEN, BUT YOU CAN ROLL THE DICE AGAIN.
IF YOU ANSWER INCORRECTLY, YOU STAY ON THE SAME SPACE AND PASS THE DICE TO THE NEXT PLAYER.
NOTE : KEEP ALL WISDOM CARDS THAT HAVE BEEN USED DURING THE GAME IN A SEPARATE PILE !

WISDOM CARDSWISDOM CARDS

EACH PLAYER THEN SELECTS A GAME PIECE AND PLACES IT ON THE STARTING SPACE THAT MATCHES THEIR CHOSEN COLOUR.
THEN, ROLL BOTH DICE. THE PLAYER WITH THE HIGHEST TOTAL SCORE STARTS THE GAME. ROLL BOTH DICE AND MOVE YOUR
GAME PIECE CLOCKWISE. FOLLOW THE INSTRUCTIONS ON THE SPACE YOU LAND ON. AFTERWARDS, PLAYERS TAKE TURNS IN A
CLOCKWISE ORDER.

PREPARATION & START OF A GAMEPREPARATION & START OF A GAME
FIRST, DECIDE TOGETHER AS A GROUP WHICH DIFFICULTY LEVEL YOU WANT TO PLAY. THEN, SORT THE CARDS FROM THAT
LEVEL INTO EIGHT SEPARATE CATEGORIES AND PLACE EACH PILE ON ITS MATCHING SPACE ON THE BOARD.
(PLEASE NOTE THAT THE CHANCE CARDS HAVE ONLY ONE LEVEL.)

IF YOUR TWO ANSWERS MATCH, BOTH OF YOU MAY
CHOOSE A TOKEN OF YOUR CHOICE. / IF YOUR ANSWERS
DO NOT MATCH, YOU REMAIN ON THE SPACE BUT MAY
CONTINUE PLAYING IN THE NEXT ROUND.

IF YOUR TWO ANSWERS MATCH, THE OTHER PLAYER MAY
CHOOSE A TOKEN OF THEIR CHOICE. YOU MAY THEN ROLL THE
DICE AGAIN AND MOVE FORWARD /IF YOUR ANSWERS DO NOT
MATCH, YOU MUST STAY AND REMAIN THERE, UNTIL YOUR
ANSWER MATCHES THE OTHER PLAYER’S.

INTENSE VERSIONINTENSE VERSIONSOFT VERSIONSOFT VERSION



IF YOU LAND ON ONE OF THESE SPACES AT THE START OF A COLOUR, BUT NO PLAYER IS USING THAT COLOUR, IT’S TIME FOR A
GROUP DISCUSSION.ANOTHER PLAYER TAKES A PRIVATE CARD AND READS IT ALOUD TO EVERYONE. YOU WRITE DOWN YOUR
ANSWER AS USUAL. THEN, THE OTHER PLAYERS DISCUSS THE QUESTION TOGETHER AND AGREE ON ONE FINAL ANSWER TO
COMPARE WITH YOURS.

GROUP DISCUSSIONGROUP DISCUSSIONPRIVATE QUESTIONSPRIVATE QUESTIONS

IF YOUR ANSWER MATCHES THOSE OF YOUR FELLOW PLAYERS, YOU
MAY CHOOSE THE PLAYER YOU FEEL HAS EARNED THE TOKEN THE
MOST. YOU CAN THEN ROLL THE DICE AGAIN /IF YOUR ANSWER
DOES NOT MATCH THE GROUP’S, YOU MUST WAIT UNTIL THE NEXT
GROUP DISCUSSION TO TRY AGAIN.

INTENSE VERSIONINTENSE VERSION
IF YOUR ANSWER MATCHES THOSE OF YOUR FELLOW PLAYERS,
EVERYONE YOU INCLUDED MAY CHOOSE A TOKEN OF THEIR
CHOICE. /IF THEY DO NOT MATCH THE GROUP’S, YOU REMAIN ON
THE SPACE BUT MAY CONTINUE PLAYING IN THE NEXT ROUND.

SOFT VERSIONSOFT VERSION

GO BACKGO BACK

AS SOON AS YOU HAVE COLLECTED ALL THE TOKENS, YOUR GOAL IS TO REACH A PORTAL.

WHEN YOU CROSS THE PORTAL AND HAVE ALL THE TOKENS, YOU WILL BE TELEPORTED TO THE CENTRE. THERE, YOU FACE THE FINAL

BOSS BY DRAWING ONE OF THE PREVIOUSLY PLAYED CARDS AND MUST ANSWER THE QUESTION CORRECTLY.

•IF YOUR ANSWER IS INCORRECT, YOU MUST WAIT UNTIL YOUR NEXT TURN TO TRY AGAIN.

•IF YOUR ANSWER IS CORRECT, YOU WIN THE GAME!

FIREFIRE

IF YOU LAND ON THE “GO BACK” SPACE, YOU GO BACK TO THE START OF THE CURRENT COLOUR.

STARSTAR

RAINBOWRAINBOW

PORTALPORTAL

LIKE A NORMAL SPACE, BUT IF YOU ANSWER THE QUESTION WRONG, ONE OF YOUR TOKENS BURNS

AND YOU LOSE IT.

YOU DRAW A CHANCE CARD.

YOU CHOOSE A COLOUR AND ANSWER A QUESTION FROM THAT CATEGORY.

IF YOU DON’T HAVE ALL THE TOKENS YET, THE PORTAL ACTS AS A NORMAL SPACE OF THAT COLOUR. ONCE YOU

HAVE COLLECTED ALL THE TOKENS AND PASS THE PORTAL, YOU GET TELEPORTED TO THE CENTRE.

FIELD TYPE AND RULESFIELD TYPE AND RULES

HOW TO WIN THE GAMEHOW TO WIN THE GAME


















































































































































































































