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Report
1. Construction of a game (pilote course) by the teachers : development of the scenario

A night, in a small village of Southern Belgium, a violent storm breaks. Lightning strikes the conductor of the school equipped with a radium cell. The mast which supports the lightning conductor bends, breaks the window of the sciences laboratory and hurls the radioactive cell on a bottle containing fireflies aimed to experimentation. The poor little beasts suffer from genetic mutation and turn to monstrous insects unable to survive without source of heat.
The young people of the village watch strange lights coming from the windows of the school. A little group of rash people decides to go exploring in order to find out the cause of this untimely lightning.

When they reached the playground of the school, the explorers are given chase by the fireflies. They enter the main building (populated with fireflies as well) and take refuge in the caretaker’s boxroom, beneath the stairs. They find there a lot of heterogeneous objects confiscated from generations of children. Some of them will be usefull in the game.
1st mission : finding out that radioactive fireflies are attracted by the slightest source of heat. Each time the group tries to exit the boxroom, it is given chase if it uses powerfull torches. In the boxroom, a student has to find a LEDS equipped lamp and use it. So they are aware that heat attracts fireflies.
2nd mission : the computing classroom
The group states that all computers are occupied by monstrous fireflies. A circuit breaker allows to cut off the power. The problem is that it is located near a radiator occupied by an enormous beast. Obviously, the heating is working at full capacity because a window is open. The window has to be shut. Heating slows down, the radiator cools down and the students can access  the circuit breaker.
But that’s not settled at all !
Mister Lebécasse is an extremely stingy man. He put in charge the electric devices (MP3 Player, PSP, mobile phone…) of his children in the computing classroom. Thus he has put in line all the chargers on a long adaptator in order to make his job easier ! No embarrassment ! This setting up gives off an important heat that has to be combatted by unplugging the adaptator.
Note : When they aren’t exposed to the heat anymore, fireflies turn back to a normal shape. So we can capture them in order to prevent them from searching calories.

3rd mission : Sciences laboratory
An electric extension cord which connects the plug with an incubator gives off heat due to a lose connection. The extension cable has to be unplugged (on the side of the electric device in order to avoid electric consumption and therefore heat production) and to be replaced. Then the electric device can be plugged again.
4th mission : the canteen
Bulbs which are numerous and energy-guzzling, attract the fireflies as soon as the room is lightened. They have to be replaced by econmic bulbs. Fortunatelly the caretaker has a lot of economic bulbs in reserve.
5th mission : the kitchen

The back side of the fridge heats a lot because its seal is partly removed. In order to reduce the heat exchange that attracts the fireflies, the seal has to be reput properly in its place or sticked again (glue is available at caretaker’s). Then the heat is reduced. Fireflies turned to their normal shape can be captured.

To capture all the fireflies of the freezer, it will have to be defrosted in order to optimize its consumption.

6th and last mission : back to the caretaker’s boxroom

The last monstrous firefly is hidden there!
The caretaker appreciates to make a good cup of coffee sometimes. So he equipped his boxroom with a Senseo machine. The thermic camera found in the boxroom (which had been forgotten by an inspector of the Walloon Region at the time of an energy audit) indicates that this plugged device produces heat. The Senseo machine will have to be unplugged in order to overcome the last firefly....
2. Choosing a name for the game.

Participants chose  the name of the game during the workshop of the 9th April : FIREFLY

3. Dates of next meetings
23rd April at 13.30 PM 
7th May at 13.30 PM 
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