LET'S EXPLORE TOGETHER




MATERIAL USEP :
elvory sheets, Paints, Scalg,
Scissors, Fevicol, Flash cards,

Tooth-picks
1G€ GROUP FOR PLAVING :
8 to 12 years I
-1G€ GROUP FOR \\DRARAT EK KHOF - -
CREATING: 10 to 15 gears |[E T T g N
‘TIME OF PREPARATION: | | == 08" ~e=
3-5 Hours Hore o

*GOST : T 500




CONCEPT/SRIlslsd

MAPPEP (PEPHGOGY)
Indian ¢thos, culturg and mythology is
deeply imbibegd and reflected in this
gamge. There is moral Igarnings to be
takgn from Indian €pic Ramayana af
gvery step of the game. It will also make
the plagers lgarn about Indian cuaising,
dancg forms , statg capitals ¢te.



HOW @rME CIN B€ USEP

1s this is a board game, so it can
be used in the class room to teach
studegnts about the diverse culturg
of India. It will invoke a sgnsg of
patriotism in goung minds and
they will fegl econngeted to their
roots.
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APHPTHATION OF CHILPREN
WITH ADHPTABILITY

In a country as diversg and dgnamic as India,
cross cultural skills areg gssential for managing
gvery life situation. The game is degply rooted
in the ¢thos of mystic India and the fatare of
India must haveg a strong basg of history-
harmony of India. The Great €pic of
Ramagana(€vegnts used in this gamge) gives us
dlimpsgs as to how life situations must bg
handlgd whilg rgmaining firm and calm.



