SILVERQUICKEN UP THE MOUNTAIN G

The Forest had been tricky. But Wyatt and Gwen had decoded the
mysterious instructions given by the trembling tree, and now the kids
emerged from the woods. A long grassy slope stretched up ahead of
them toward rocky heights.

“The Mountain!” said Wyatt happily. He loved this place, so unlike
his home in the real world. His mount Bront thundered ahead, its club
tail dragging noisily. Chuckling, Gwen raced forward on her lioness.
Some minutes later, they all scopped at the edge of a ravine.

“Look!”

Across the ravine lay a shifting maze of stone blocks, letters etched
between them in the ground. Just beyond the maze, a wolf-like
creature prowled.
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SILVERQUICKEN

GROUP SOLVE-A-MAZE

For both options, place this artifact in a plastic sleeve
and use a dry-erase marker, or use a pencil.

Option 1: Blindfolded Pairs

One of you is the Blindfolded Solver.
Put on a blindfold (or close your eyes)
and draw an unbroken line through the
maze from start to finish. Don’t hit any
walls! Listen to your partner.

The other person is the Seeing
Director. Look at the maze and give
your partner directions aloud. Don't
touch the Solver or the marker/pencil,
except to put the writing tool back in
the starting circle.

Option 2: Draw Once and Pass

Make teams of 2-4 people. Your team
will race others to complete the maze
with one unbroken path. Each of you
can only draw straight lines—no bends
or turns! After the first person draws
one straight line, the next person
draws another straight line from the
end of the first line, and so on in order.
If you hit a wall, you have to erase the
last line and redraw it. The first team to
draw a path from start to finish without
touching any walls wins.
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