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INTRODUCTION
This manual has been designed for use with the Trunky educational game. The Trunky universe has been developed, primarily, for initial and pre-schooling. In this manual, you will
find the necessary information how the educational potential of the game is used to its fullest extent in English classes from 0 to 3rd grade. The purpose of this teacher’s guide is to aid
the teacher in utilizing the game in the classroom.
Based on past experiences and numerous award winning educational games for young
and old, the Trunky universe will be able to make a difference in regards to pupil motivation
and learning. ‘Trunky & Friends’ uses elements from the game medium to create a magical
universe appealing to children – a universe brimming with fund and learning.

This is how you use Trunky & Friends in a classroom.
As preparation, we suggest that the teacher play the game before use, to evaluate the
game to ensure that it suits the level of the students. It is also highly advised that the teacher
estimate how much time he or she wishes to dedicate to the game.

Introducing the game for the students:
Before the students play the game, we recommend that you, the teacher, establish an overview of the game in question. We recommend that you ready an introduction to the game
to give the students. If the classroom is equipped with an interactive whiteboard (e.g. A
Smartboard or a Prometheon) or a projector, you can play through a small part of the game
while the students observe you play.
Before the game starts – make sure to clarify for the students which tasks they are expected
to complete during and after the game.
The teacher should prepare the students by explaining them what is going to happen and
why they are playing the game in question; to have fun and learn. Explain to the students
how they are going to play (independently, in groups, taking turns) and how the selected
game is to be played.
It is also a good idea for the teacher to tell the students how long the play sessions are intended to be.

Target audience:
The game has been developed, designed
and tested with children at their first stage of school.
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TEACHING ELEMENTS
Trunky & Friends consists of six games. Every game focuses on various educational areas.
The games have been designed as a bundled solution, meaning that each game contains
a specific task affecting specific essential skills for early school in a fun and alternate way.
The following areas are covered by the games:

Cognitive skills
Memory and the ability to maintain focus: augmented via classic game formats:
• Trunky: Memory
• Trunky: Puzzles
Colour- and shape-recognition: augmented via classic tasks
• Trunky: Fishing
• Trunky: Puzzles
Motor skills:
• All games

Basic skills:
Math
• Learn numbers 1-20 (Fishing game)
• Train addition and subtractions (Trunky 123)
• Learn dividing, addition and subtraction (Dr. Oddball)
English:
• Teaches and practices the alphabet (Trunky: Fishing and ABC)
• Trains spelling of basic words and vocabulary acquisition (Trunky: ABC)
• Teaches numbers (Trunky: 123 & Fishing)
• Teaches spelling (Trunky: ABC)
•
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OVERVIEW OF THE GAMES
Here, we provide you with an overview of the game and insight on how the game works,
which educational elements are the most crucial and how the students will enjoy themselves while playing.
We also provide you with optional ways to continue to play, outside of the game universe.
The game contains various educational elements – these elements can be used to form
educational tasks - you are free to use our pre-defined approaches as inspiration, or make
your own.

Fishing game
Catch it while you can! In the Trunky Fishing Game, you have to catch all the fish when their
mouth is gaping, otherwise you might scare them away. The game has been designed for
single or two player games. The game features multiple varieties of the games, so that you
may use it to train letters, numbers and colours. Furthermore, you are able to swap languages – permitting you to train letters, numbers and colours in Danish, Swedish, English or
Norwegian.
Game varieties:
1. Choose Danish, English, Swedish or Norwegian.
2. Capital letters
3. ‘small’ letters
4. Numbers (1-20)
Possibilities for continued play:
The fishing game is great for motor skills, and it ca thus be ‘copied’ into real life play situations.
The students form their own ‘pond’ by lying on the floor. Put a chair in the midst of
the laying students – this chair belongs to the fisherman (the player).
The students on the floor must have a sign on them, stating whether they are a letter, number etc. The ‘fisherman’ must reach the students with a fishing rod (a stick
with a piece of string on it, perhaps). If the fisherman goes the wrong target, the
student on the floor (the fish) rolls over on his tummy, and the fisherman must then
move on to another ‘fish’.
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ABC
The children navigate Trunky through a magical forest, while they avoid obstacles on their
way – by jumping from side to side and up. Find the right letters for the word that needs
spelling and experience Trunk’s happiness. The game contains 150 high frequency words,
providing a good base for vocabulary acquisition and further advancement of reading skills
and letter recognition.
Game varieties
1. Capital letters (ABC)
2. Small letters (abc)
3. Single syllable words
4. Two syllable words
5. Single and two syllable words

Possibilities for continued play
In the ABC game, the student experiences spelling. The game mechanics of Trunky ABC can
be replicated by creating the ‘letter forest’ (where the game takes place) with the students.
The students must stand with letters around the classroom. One student assumes the
role of Trunky, who must walk around (between the other students) to collect the
letters required to form a specified word. This way, the game is turned manifested in
‘real life’ environment, outside of the digital sphere  

123
The students navigate Trunky through a magical forest while they avoid obstacles by jumping up, left or right as they go. The objective is to find the right answers to arithmetic questions (addition and subtraction). Trunky gets thrilled when you succeed and encourages
kids to journey on. To maintain a constant sense of challenge, the difficulty goes up as you
progress through the game.
Game varieties:
1. Numbers (1-20)
2. Easy arithmetic, (2+2)
3. Medium arithmetic, (8+14)
4. Hard arithmetic, (19+19)
Options for continued play:
In Trunky 123, the students will be made familiar with subtraction and addition. The
game mechanics of Trunky 123 can be replicated by creating the ‘number forest’
(where the game takes place) with the students.
The students must stand with numbers around the classroom. One student assumes
the role of Trunky, who must walk around (between the other students) to collect the numbers and arithmetic symbol required to form a specified number. This
way, the game is turned manifested in ‘real life’ environment, outside of the digital
sphere.

Trunky & Friends I Gamemanual

6

© seriousgames.net

Dr. Oddball
In this math game, the students must aid Dr. Oddball to solve math puzzles by addition,
subtraction and some dividing, in a fun and engaging manner. In the game, you shape
balls with numbers on them, and put them into the corresponding ‘boxes’ – you do this by
adding (pasting) balls together, or cutting (splitting) them into two. This introduces numbers
in a visually appealing manner, and permits play using plus, minus and dividing skills. The 60
different levels in the game vary in difficulty, and even adults will find some challenge at the
later levels.
Game varieties;
1. Easy (Numbers 1-10)
2. Medium (Numbers: 1-20)
3. Hard (Numbers: 1-20)
Options for continued play:
The game mechanics of Dr. Oddball are simple and easily replicated in paper form. Simply
make a cube and draw a total of ten squares on it – the students may then add or subtract
numbers by pasting them to the cube.
The cube could be made from;
• Clay
• Pearls
• Old furniture, any object that you can paste/attach numbers to.

Puzzle.
The students can pick one of the 30 different jigsaw puzzles, all illustrated with vibrant, cute
images from the world of Trunky. Jigsaw puzzles train motor skills, concentration and focus
skills, orientation skills and shape recognition by interacting with the many combinations of
jigsaw puzzles of various difficulties.
Game varieties:
1. 17 x figure placement in one image.
2. 14 x one figure with several jigsaw pieces
Options for continued play:
Through jigsaw puzzles, the student is exposed to classic puzzle elements. The students can
make their own jigsaw outside of the game world as well. This can be done by doing the following:
Draw your own images (These could be images borrowed from the game)
• Make a collage
• Build a sculpture
The aforementioned items can then be cut, or parted, into separate pieces in order to create homemade jigsaw pieces for the student to assemble.
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Memory
This is the classic ‘memory’ or ‘matching’ game where the student must remember the locations of two matching images, letters, numbers or words. A classic educational game with
an educational twist that augments memory and vocabulary skills. You have the ability to
select which game mode to play and create your own content. Teachers may generate
wordlists, custom made for the Memory game.
Game varieties:
1. Capital letters
2. Small letters
3. Numbers (1-10) symbols
4. Numbers (1-10) written
5. Numbers (1-10) images
6. Numbers (1-10) roman numerals
7. Words (written/spoken)
8. Words (images)
Options for continued play:
In the memory game, the student experiences elements of classic memory training. These
elements are easily translated into classroom tasks, by creating your own flappable tiles. You
may do this by using the following:
• Draw an image (this could be an image borrowed from the game)
• Hide these images under items, such as blankets or mats.
• Alternately, line the students up, each one holding an image. Have one student
‘pick’ which friends he or she wishes to turn (only two at a time).
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TEKNICAL HELP
Do the games work on both PC and MAC?
Yes, they work for both platforms
What are the minimum hardware requirements?
• PC: 1 GHz CPU, 512 MB RAM, Windows 2000/XP/Vista/Windows7+8
• Mac: G4, 512 MB RAM, Mac OS X 10,3 or newer
• Display resolution 1024x768 or above
Do I need to install anything to play?
The first time you intend to use our games, you must install Unity3D. You can download it for free at this link: http://unity3d.com/webplayer/
What do I do if the games do not work?
The first thing you must do is to ensure that you have installed the Unity Web Player
(mentioned above) – afterwards, restart your game. Furthermore, you must ensure
that your graphical drivers are fully updated. If the issue persists, try downloading
the game again If issues have not yet been remedied by following the steps above.
Can I get help for use of the games?
Yes, simply write a mail for support@seriousgames.net with your question.
Or contact us call us, Monday to Friday 9.00 and 15.00 on +45 4844 5192
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