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Star Mission Junior 
 
 
 
 
 
 

 
What is this activity about? 

Get ready for a space adventure with a mathematical twist! *Star Mission* is an educational 

game designed for students in grades 1–3. Players support the crew of a spaceship by 

completing a series of math challenges. To succeed on the mission, students solve addition, 

subtraction, multiplication, and division problems up to 100. With adjustable difficulty levels, the 

game can be tailored to revisiting the basics or challenging advanced learners. 

  How does it work? 
Math operations appear on the screen, and players must select the correct answer by 

controlling the spaceship using whole-body movements. Each correct answer moves the 

spaceship closer to its mission goal. The game’s active and dynamic nature keeps students 

engaged while enhancing their focus, reflexes, and arithmetic skills. 

 
 Interactions: whole-body movement 

 Forms of work: individual work, group work 

 Application: math lessons, educational activities, and skill development 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 100 

 Difficulty level: medium or hard 

 Time: timed game
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More or Less 
 
 
 
 
 
 

 
What is this activity about? 

 

What’s bigger, smaller, or exactly the same? *More or Less* is an educational movement game 

that introduces students to comparing numbers, sizes, and object quantities in an engaging and 

practical way. Players spin a virtual wheel to select a task category and then compare the 

presented objects, determining which one is greater, smaller, or where there are more or fewer. 

  How does it work? 
 

A category selection wheel appears on the screen. Players start by spinning the wheel with their 

right hand and stopping it with their left hand. Once a category is selected, a question from one of 

the four categories appears. Players answer by moving their bodies: raising the corresponding 

arm and leg in a specific direction to indicate “greater” or “lesser,” or spreading their arms wide to 

signal “equal.” This full-body control approach fosters concentration, promotes gross motor skills, 

and helps make abstract mathematical concepts more tangible. 

 
 Interactions: arm and leg movements 

 Forms of work: individual work, group work 

 Application: math lessons, educational and developmental activities 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 100 

 Difficulty level: easy 

 Time: free play mode (no time limit)
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 Cowboy Adventures 
 
 
 
 
 
 

 
  What is this activity about? 

 

Dust swirls over the Wild West town, the sun beats down relentlessly, and in the distance, 

mischievous rabbits can be heard… Math worksheets have gone missing, and only the fastest 

cowboy reflexes can retrieve them! *Cowboy Adventures* is a fast-paced educational game 

that helps students master multiplication and division tables up to 100. Students are 

transported to the Wild West and step into the shoes of cowboys taking on the challenge of 

mischievous rabbits. 

  How does it work? 
The result of a math operation is displayed on the screen, and players must match it to the 

correct multiplication or division expression using the appropriate hand gestures. In some 

rounds, both displayed operations are correct, making quick reactions and thoughtful analysis 

equally crucial for success. 

 
 Interactions: movement of one or both hands 

 Forms of work: individual work, group work 

 Application: math lessons, educational and developmental activities 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 140 

 Difficulty level: medium or hard 

 Time: free play mode (no time limit)
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Mathematical Jungle 
 
 
 
 
 
 

 

  What is this activity about? 
The thick jungle, mysterious ruins, and treasure waiting to be uncovered… To reach the goal, 

players will need wit, movement, and math skills! Mathematics Jungle combines math 

learning with movement and an adventurous storyline. Players take on the role of explorers 

navigating through the jungle in search of a hidden city and a legendary treasure. Each stage 

of the journey presents new math challenges, and only correct answers reveal the next pieces 

of the puzzle leading to the final destination.  

  How does it work? 
Three monkeys hang on vines on the screen, each holding a board with a different answer.  

A math question is displayed in the center of the screen, and the player's task is to indicate 

the correct answer by making a hand gesture that mimics pulling the corresponding vine. After 

every three correct answers, a fragment of the illustration revealing the hidden treasure is 

uncovered. 

 
 Interactions: hand movements 

  Forms of work: individual work, group work 

 Application: math lessons, educational and developmental activities 

  Languages: PL, EN, RU, UA 

  Number of interactive tasks: 72 

  Difficulty level: easy 

  Time: free play mode (no time limit) 
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 Mixer Junior 
Fruit & Veggies 

 
 
 
 
 

 
What is this activity about? 

Fruit or veggie? Test your reflexes and vocabulary at the same time. Mixer Junior – Fruit & 

Veggie is a dynamic movement game in which students practice English vocabulary related to 

fruits and vegetables. The game can be played in free mode or as a timed challenge, adding 

a competitive element. There is also an option where the word is read aloud by the narrator 

instead of appearing on the screen, allowing players to practice listening comprehension. 

  How does it work? 

Players can select from three thematic categories: vegetables, fruit, or mix, allowing them to 

adjust the difficulty level and tailor the gameplay to students' abilities. The word in English appears 

on the screen or is read aloud by the narrator, and the player's task is to quickly indicate the 

correct image using either hand or foot movements. Simple rules make the game a perfect tool for 

active vocabulary reinforcement or an energetic classroom activity. 

 Interactions: hand and foot movements 

 Forms of work: individual work, group work 

 Application: English lessons, educational entertainment 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 44 

 Difficulty level: easy or medium 

 Time: timed gameplay or free mode (no time limit) 
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 Mixer Junior 
Clothes & Accessories 

 

 

What does this activity involve? 
See how quickly you can match the English word to the correct image. “Mixer Junior – 
Clothes & Accessories” is a movement-based language game in which students work 
with vocabulary related to clothing and accessories – fitting everyday situations and 
classroom realities. Gameplay can take place in free play mode or in a timed version. There 
is also an option where the word does not appear on the screen but is read aloud by a narrator, 
allowing learners to practice listening comprehension. 

 How does it work?? 
An English word appears on the screen or is read aloud by the narrator, and the player’s task 

is to indicate the matching illustration by reacting with arm or leg movements. Three thematic 

sets are available: “clothes”, “accessories” and “mix”, making it easy to adapt the  

difficulty level to the group. Clear rules and a fast pace make the game ideal for reinforcing 

vocabulary as well as providing a short, active classroom break. 

 Interactions: arm and leg movements 

 Modes of work: individual tasks, group activities 

 Applications: English lessons, educational entertainment 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 44 

 Difficulty level: easy or medium 

 Time: timed gameplay or free play (no time limit) 
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 Mixer Junior 
Wild & Domestic Animals 

 
 
 
 
 

 
What does this activity involve? 

Can you recognize all the English names of wild and domestic animals? With the game 

“Mixer Junior – Wild & Domestic Animals” you can test your speed. Gameplay can take 

place either in free play mode or in a timed mode, introducing tempo and a sense of friendly 

competition. There is also an option to play without visual hints – the word is only read aloud 

by the narrator, allowing students to practice listening comprehension. 

 How does it work?? 

An English word or its audio recording appears on the screen, and the player’s task is to point to 

the corresponding picture using arm or leg movements. Three thematic sets are available: “wild 

animals”, “domestic animals” and “mix”, which allows for adjusting the difficulty level and 

tailoring the game to the group’s proficiency. The dynamic format and clear rules make this activity 

suitable both for reinforcing learning material and as an energetic break during English lessons. 

 
 Interactions: arm and leg movements 

 Modes of work: individual tasks, group activities 

 Applications: English lessons, educational entertainment 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 54 

 Difficulty level: easy or medium 

 Time: timed gameplay or free play (no time limit) 
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 Mixer Junior 
Home & Everyday objects 

 
 
 
 
 

 
What does this activity involve? 

“Mixer Junior – Home & Everyday Objects” is a movement-based language game where 

students learn and reinforce vocabulary related to the home and everyday items. Gameplay 

is available in free play mode or timed mode, which allows for adjusting the tempo to the group 

and introducing an element of competition. There is also an option to activate a mode where 

the word is exclusively read aloud by the narrator, enabling students to focus on listening 

comprehension. 

 How does it work?? 

An English word or its audio recording appears on the screen, and the student’s task is to quickly 

indicate the matching picture using arm or leg movements. Three thematic sets are available: 

“home”, “everyday objects”, and “mix”, which allows for adjusting the difficulty level and 

flexible use of the game during lessons. The clear rules and dynamic format make the game 

suitable both for reinforcing vocabulary and as an active break during English lessons. 

 
 Interactions: arm and leg movements 

 Modes of work: individual tasks, group activities 

 Applications: English lessons, educational entertainment 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 58 

 Difficulty level: easy or medium 

 Time: timed gameplay or free play (no time limit) 
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Set the Time 
 
 
 
 
 
 

 

  What does this activity involve? 
When is the break, and at what time does the English lesson start? 

To know this, you need to get along well with the clock – also in English. 

“Set the Time” helps students practice reading and setting times on an analog clock, while 

simultaneously introducing English terms for hours and minutes. The application works well 

during lessons combining math and learning English. 

  How does it work?? 

The student sets the clock hands with arm movements – first the hour hand, then the minute hand. 

Confirmation occurs by keeping the arm over the chosen number until an hourglass is filled. Two 

work modes are available: setting the time based on a digital display with an AM/PM selection, 

or setting the time based on the narrator’s English instructions (e.g., “quarter to four”). After 

each attempt, the student receives feedback, and the teacher can pause the activity at any time 

to discuss the task. 

 Interactions: arm movements 

 Modes of work: individual tasks, group activities 
 Applications: English lessons, developmental education sessions 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 300 

 Difficulty level: medium 

 Time: free play mode (no time limit) 

  

 

 

 

clock 
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Forest Adventure 
 
 
 
 
 
 

 
What does this activity involve? 

A squirrel has made a mess in the forest… but not everything lying on the ground can be taken 

away! Here, reflexes, alertness, attentiveness and good decisions matter. “Forest 
Adventure” invites students to dynamic play in a forest setting. During the game, children 
have to collect items scattered by a mischievous squirrel, while remembering that natural 
elements of the forest should remain in their natural environment. The game combines movement 
with learning responsible attitudes toward nature. 

  How does it work??? 

Various objects appear on the screen, and the player’s task is to control a backpack by moving 

their body left and right. The goal is to catch only those items that are not part of the natural 

environment, avoiding items such as pine cones, leaves, or other forest resources. “Forest 

Adventure” works well during educational activities, remedial sessions, and corrective- 

compensatory classes, enabling work with students with diverse educational needs. 

 
 Interactions: body movements 

 Modes of work: individual tasks, group work 

 Applications: educational-developmental activities, occupational therapy, special 

education, remedial education, corrective-compensatory activities 

 Languages: PL, EN, RU, UA 

 Difficulty level: easy or medium 

 Time: free play mode (no time limit) 
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Ecosocting 
 
 
 
 
 
 

 
What is this activity about? 

What if the waste-sorting machine mistakes plastic for paper? In “Ecosocting” students first 

teach the robot the rules of sorting, and then check to ensure it remembers them. 

“Ecosocting” introduces students to the subject of waste sorting and recycling, showing how 

modern sorting systems work. The game is based on a simple yet highly effective scheme: first, 

we teach the machine, and then we monitor its operation. 

  How does it work? 

In the first stage, the player programs the sorting machine by gesturing with their hands or legs to 

indicate where specific types of waste should go. After programming the robot, the machine 

begins to independently sort the waste according to the memorized algorithm. In the second 

stage, the student takes on the role of controller to ensure proper operation. They observe the 

machine's work and intervene when an error occurs – clapping above their head stops the 

conveyor belt and provides an opportunity to change the sorting direction. Focus, quick reactions, 

and accurate decisions are what matter. 

 Interactions: hand or leg movements 

 Modes of work: individual work, group work 

 Applications: nature lessons, biology, environmental education, 

educational-developmental activities 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 70 

 Difficulty level: easy or medium 

 Timer mode: time-based gameplay 

ecology 
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Little Stories 
 
 
 
 
 
 
 

 
What is this activity about? 

What if one decision could change the entire story? “Little Stories” offer a space to build 

narratives step by step. Students select successive images to create a story – and every choice 

matters. The first decision triggers the sequence of events, while subsequent choices lead to 

new scenes and further develop the plot. This activity supports logical thinking, understanding 

cause-and-effect relationships, and decision-making, while simultaneously providing plenty of 

freedom for creative expression. 

  How does it work? 

The student controls the app using hand motions, selecting successive illustrations. Each image 

is like an element of code – connected in the right sequence, they create a cohesive story. After 

arranging the sequence, the child selects music that fits the mood of the story and narrates it in 

their own words. There are four different sets of scenarios, including a camping adventure,  

a free day, school day, and a story set in a fairy-tale world, allowing for the activity to be 

tailored to age, needs, and lesson themes. 

 
 Interactions: hand and leg movements 

 Modes of work: individual work, group work 

 Applications: English language or modern foreign language lessons, 

educational-developmental activities 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 80 

 Difficulty level: easy or medium 

 Time mode: free play mode (no time limit) 
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What a thrill! 
 
 
 
 
 
 

 
What is this activity about? 

A face displaying a certain emotion – joy, surprise, sadness, anger – appears on the screen. Time 

aids focus: the child watches, analyzes, and selects one of five emotional faces. Simple? Yes. 

Effective? Very! This quick, engaging game teaches the recognition of feelings in a safe, 

interactive way. 

  How does it work? 

Children use hand movements to control the app: swiping left, swiping right, raising both 

hands – and the decision is made! If you're using an interactive monitor, you can switch 

to touch-based controls. 

After every choice, a narrator provides feedback, reinforcing accurate emotion recognition and 

suggesting when to pause and reflect. At any point, you can pause the activity and talk with the 

child about what they see and feel – the game creates space for conversation. 

 

 Interactions: hand movements 

 Modes of work: individually or in small groups 

 Applications: educational, rehabilitation, therapeutic, and corrective-

compensatory activities 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 50 

 Difficulty level: easy 

 Time mode: free play mode (no time limit) 
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Who’s afraid of whom? 
 
 
 
 
 
 
 

 
What is this activity about? 

“Who’s afraid of whom?” is a fun and emotionally engaging educational movement game 

inspired by the classic “rock, paper, scissors” game, but with animals! Characters take the 

stage: a mouse, a cat, a dog and an elephant, and the child’s task is to quickly assume the pose 

of the animal that their opponent, shown on the screen, is afraid of. 

  How does it work? 

After selecting the game mode and pace, an opponent-animal appears on the screen. The 

child’s task is to make a gesture representing the animal that the opponent fears. The Hint 

Wheel shows the relationships between the characters, helping with the selection 

process. 

 
Players can choose free mode or timed gameplay, as well as set the pace: slow or normal. 

After each round, a narrator provides feedback, and the score displays the number of points 

earned and “bases conquered,” adding a competitive element to the game. 

 
 Interactions: hand movements 

 Modes of work: individually or group work 

 Applications: educational-developmental activities, occupational therapy, special 

education, revalidation, corrective-compensatory sessions 

 Languages: PL, EN, RU, UA 

 Difficulty level: easy or medium 

 Time mode: timed gameplay or free play mode (no time limit) 
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Archeomemoria 
 
 
 
 
 
 

 
What is this activity about? 

What lies beneath the sand and dust of centuries past? In “Archeomemory,” each hand 

movement brings you closer to uncovering a piece of history. The game transports students into 

the world of archaeological discoveries. The player’s task is to find and recognize artifacts which, 

once excavated, require careful cleaning and identification. The activity combines elements of 

close observation, detail comparison, and sequential work known from classic memory games. 

  How does it work? 
The gameplay begins with cleaning the find. The player selects the appropriate tool – a brush,  

a cloth, or water – and makes hand movements in the air, simulating cleaning the artifact. After 

revealing a tile with an image of the object (e.g., a decorated vessel), the student compares it with 

three similar images and selects the one that matches perfectly. The choice is made by a hand 

movement from top to bottom, then confirmed with a side gesture. A correctly identified artifact is 

added to the museum. 

 
 Interactions: hand movements 

 Modes of work: individually or group work 

 Applications: educational-developmental activities, occupational therapy, special 

education, revalidation, corrective-compensatory sessions 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 50 

 Difficulty level: easy or medium 

 Time mode: free play mode (no time limit) 
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Cups and Balls 
 
 
 
 
 
 
 

 
What is this activity about? 

Who doesn’t know the classic “Cups and Balls” game? In this interactive, movement-

based version, the familiar game takes on a whole new dimension. It’s the perfect 

combination of entertainment and therapy, encouraging children to carefully follow the 

movement of the cups, make decisions, and actively participate in the game. 

  How does it work? 

At the beginning, the child sees a ball being hidden under one of three cups. Then the cups start 
to shuffle—depending on the chosen mode—sometimes slowly, and at other times at a really fast 
pace. The player’s task is to carefully observe the movement, track it, and indicate the 
correct cup using one or both hands. After each round, feedback and a reward appear, 
encouraging further play and making additional attempts. 

 

 

 Interactions: hand movements and both hands 

 Working modes: individual work, group activities 

 Applications: education, occupational therapy, special education, 

 rehabilitation, corrective and compensatory activities 

 Languages: PL, EN, RU, UA 

 Difficulty Levels: easy, medium, or hard 

 Game Time: free play mode (no time limit) 
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Monster Chill 
 
 
 
 
 
 
 

 
What is this activity about? 

Sometimes something annoys us, even if we’re not quite sure why. Does this sound familiar? 

That’s a sign you might have a bit of a Grumek inside today! In this app, kids learn how to calm 

the little monster and in doing so, they calm themselves too. “Monster Chill” helps children relax 

their bodies and emotions through simple movement and breathing exercises. 

  How does it work? 

First, choose a monster corresponding to the type of exercise: 

 Puchacz – introduces slow, deep breathing,  

 Grumek – helps release anger and tension,  

 Szuu – trains mindfulness and focus, 

 Mruu – boosts energy when the body needs quick activation. 

Next, the screen shows an animation demonstrating the movement to perform, 

and the app analyzes the correctness of the movement sequences in real time. 

 
 Interactions: hand and foot movements 

 Working modes: individual work 

 Applications: pedagogical therapy, rehabilitation, emotional support, emotional education, 
corrective and compensatory activities 

 Languages: PL, EN 

 Difficulty Levels: easy or medium 

 Game Time: free play mode (no time limit) 

 

mindfulness 

 

 



STARTER PACK GAMES  

Pests Invasion 
 
 
 
 
 
 
 

 
What is this activity about? 

You’re facing a challenge—the sanitary inspection of a food establishment! In “Pest 

Invasion” you must react quickly to drive away uninvited guests and protect the baked 

goods from pests. This energetic movement-based game combines reflex, 

coordination and great fun. 

 

  How does it work? 

Control is achieved through dynamic hand and foot movements directed toward the intruders 

appearing on the screen. Each quick and purposeful movement “repels the attack” and keeps 

the situation under control. The better your coordination and reflex, the higher the chance of 

defending all the baked goods. 

 

 

 Interactions: hand and foot movements 

 Working modes: individual work 

 Applications: pedagogical therapy, rehabilitation, emotional support, emotional 

education, corrective and compensatory activities 

 Languages: PL, EN, RU, UA 

 Difficulty Levels: easy 

 Game Time: free play mode (no time limit) 
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The wanderings of a little ant  
 
 
 
 
 
 
 

 
What is this activity about? 

A little ant, a big task. To rebuild the ant colony, it’s necessary to gather the right supplies for the 
anthill. “The wanderings of a little ant” is a dynamic movement-based game where players help 

the ant collect the materials needed to rebuild the anthill. The game combines physical activity 
with  making quick decisions and staying focused. 

  How does it work? 

Different objects appear on the screen, and the player’s task is to control the ant character by 

moving their body left and right. The goal is to collect only the elements that are suitable for 

rebuilding the anthill while avoiding obstacles. Thanks to clear rules and a dynamic pace, the 

game works both as an active break and as part of activities focused on developing 

concentration and improving eye-hand coordination. 

 

 

 Interactions: body movement control 

 Working modes: individual work 

 Applications: educational and developmental activities 

 Languages: PL, EN, RU, UA 

 Difficulty Levels: medium 

 Game Time: free play mode (no time limit) 
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The other side of the mirror 
 
 
 
 
 
 
 

 
What is this activity about? 

“The other side of the mirror” is an interactive application that invites children into a world of 

imagination and free movement. After selecting a character, participants see their reflection on the 

screen as an animated hero. The character moves exactly as the child does—every gesture, 

hand, or foot movement becomes part of a shared, dynamic play experience. 

  How does it work? 

The app conceals various gestures that children can discover during free activity. Executing  

a specific movement, such as waving a hand sideways or kicking, triggers additional 

animations and visual effects, encouraging experimentation and exploring how the hero reacts 

to movements. 

 
Occasionally, a hint icon appears on the screen, suggesting the gesture to perform. Once the 

body position is correctly set, the app takes a picture, which is added to the gallery of 

achievements, creating a unique keepsake from the play session. 

 

 Interactions: body movements, hand and foot movements 

 Working modes: individual work 

 Applications: eye-hand coordination, self-regulation, gross motor skills, 

development of executive functions, precision of movements 

 Languages: PL, EN, RU, UA 

 Difficulty Levels: easy 

 Game Time: free play mode (no time limit) 
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 1, 2, 3, Baba Yaga 
is Watching! 

 
 
 
 
 
 

 
What is this activity about? 

When Baba Yaga isn’t watching – grab the sweets! When Baba Yaga is watching – stay 
completely still! “1, 2, 3, Baba Yaga is Watching!” is a thrilling movement-based game that 
demands speed, concentration, and excellent reflexes from the player. The aim is to collect as 
many sweets as possible before Baba Yaga wakes up. But if she opens her eyes – even the 
slightest movement could cost you points! 

 

  How does it work? 

The player performs hand and foot gestures to collect the sweets appearing on the screen – 

but they must ensure to grab only the correct items. At random moments, Baba Yaga “opens 

her eyes,” and at that point, players must freeze immediately. The app detects even the 

smallest movements, so maintaining full focus is essential to keep the game going and score 

points. 

 
 Interactions: full-body movement 

 Modes: individual play, group play 

 Applications: motor coordination, reflex, concentration, observation, gross motor 

skills, physical activity break, entertainment 

 Languages: PL, EN, RU, UA 

 Difficulty Level: easy or medium 

 Time: rounds of 60 or 90 seconds 
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Panda Style 
 
 
 
 
 
 
 

 
What is this activity about? 

Save the pandas from the clinic! These adorable acrobats love to jump, but their landings don’t 

always go as planned… Your task is to position the trampoline precisely so that each panda 

lands on it safely. This dynamic activity engages the entire body, developing gross motor skills, 

hand-eye coordination, and reflexes. Short rounds – from 30 to 60 seconds – make the game 

ideal as a quick physical break or an element of active play during sessions. 

 

  How does it work? 

The player moves left and right to control the trampoline’s position, ensuring each panda lands 

on it safely. The more precise the movements and the quicker the reaction, the more pandas you 

can save. The short round time allows for dynamic gameplay without lengthy preparation – 

perfect for energizing groups and boosting enthusiasm. 

 

 
 Interactions: full-body movement 

 Modes: individual play, group play 

 Applications: motor coordination, reflex, concentration, observation, gross motor 

skills, physical activity break, entertainment 

 Languages: PL, EN, RU, UA 

 Difficulty Level: easy, medium, or hard 

 Time: rounds of 30 or 60 seconds 
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The four seasons 
 
 
 
 
 
 
 

 
What is this activity about? 

On the screen, illustrations or month names appear, and the child’s task is to 

match them to the correct season. Chestnuts, rain boots, deck chairs, or sleds? 

 
Children quickly learn what belongs to winter and what to summer – and perform a 

movement to drag the item to the correct spot. 

  How does it work? 

The game works in two modes: 

1. Match the Image – the child uses hand movements to drag the selected item to the 

appropriate corner of the screen. 

2. Match the Month – after hearing the name of a month, they indicate the correct season. 

 
The tasks stimulate thinking, improve awareness of nature’s cycles, and train hand-eye 

coordination. Every correct answer is rewarded with a short animation and sound, and the narrator 

can easily be muted in the settings. 

 Interactions: hand and foot movements 

 Modes: individual or small group play 

 Applications: developmental-educational activities, environmental education, preschool 

learning, cognitive and physical development support 

 Languages: PL, EN, RU, UA 

 Difficulty Level: easy 

 Time: free play mode (no time limit) 
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 Hello World: 
Home & Clothes 

 
 
 
 
 
 
 

 
What is this activity about? 

 
With the game “Hello World: Home & Clothes,” children learn English vocabulary through quick 

word recognition and simple hand or foot gestures. Each displayed word – from the selected path 

Clothes (clothing and accessories) or Home (household items and furnishings) – transforms 

into a short movement task that engages attention, strengthens memory, and naturally integrates 

learning with play. 

 

  How does it work? 

After selecting a category, an English word appears on the screen, accompanied by a narrator 

reading it aloud. The child performs the corresponding hand or foot gesture to select the 

illustration matching the word. The game also offers a mode where the child focuses solely on 

sound – without visual hints. This is an excellent way to practice listening comprehension in  

a movement-based, engaging format. 

 
 Interactions: hand or foot movements 

 Modes: individual play, group play 

 Applications: language learning, educational entertainment 

 Languages: PL, EN, RU, UA 

 Number of Interactive Tasks: 32  

Difficulty Level: easy 

 Time: free play mode (no time limit) 
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 Hello World: 
Plants & Animals 

 
 
 
 
 

 
What is this activity about? 

 
Bear, wolf… or maybe dog? In “Hello World: Animals & Plants,” children identify English 

names of animals – both wild and domestic – as well as names of vegetables and fruits. 

The child’s task is to point to the correct illustration using hand or foot movements, providing an 

excellent way to actively reinforce vocabulary in English. 

 

  How does it work? 

After selecting a category, an English word is displayed on the screen and read aloud by  

a narrator. The child points to the illustration using hand or foot movements, and the game 

immediately registers the response. There is also a sound-only mode available, perfect for 

practicing listening comprehension in an engaging, movement-based manner. 

 
 Interactions: hand or foot movements 

 Modes: individual play, group play 

 Applications: language learning, educational entertainment 

  Languages: PL, EN, RU, UA 

   Number of Interactive Tasks: 32 

   Difficulty Level: easy 

Time: free play mode (no time limit) 
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What time is it? 
 
 
 
 
 
 
 

 
What is this activity about? 

 
To know when to get up in the morning, go to class, or meet a friend, you need to be able to 

accurately read the time on the clock. The “What time is it?” app helps children learn to tell 

time on an analog clock while reinforcing vocabulary and phrases in English. 

 

  How does it work? 

The student controls the clock hands: first adjusting the hour hand (small hand), and then 

the minute hand (big hand). To confirm the selection, they hold their hand over the appropriate 

number until the hourglass timer on the screen fills. After every attempt, the narrator provides 

feedback – either supportive or corrective – so the child can immediately correct any mistakes. 

 
 Interactions: hand movements 

  Work modes: individual work, group activity 

  Applications: English language lessons, educational-development activities  

  Languages: English 

  Number of interactive tasks: 30  

  Difficulty level: intermediate 

Playtime: timed gameplay 
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Little Bees 

 
 
 
 

 
What is this activity about? 

 
Bees collect pollen from flowers every day. But what if you did a squat over every flower? 

That’s quite a challenge! In “Little Bees” every child becomes a helper in the hive - 

responding with movement to help the bee gather pollen from multiple flowers. 

  How does it work? 

A bee appears on the screen, flying over flowers. The child’s task is to do a squat or a hand 

gesture at the appropriate moment to help it collect pollen. Occasionally, a bird appears – the 

child must shoo it away with the correct hand movement. 

 
The game offers two control modes: 

1. Hands-Legs - incorporating squats and hand movements, 

2. Hands Only - allowing control exclusively with hand movements. 

 
 Interactions: hand and leg movements 

 Work modes: individual work 

 Applications: focus and attention training, themed activities, rehabilitation 

 Languages: PL, EN, RU, UA 

 Difficulty level: easy or intermediate 

Playtime: free play mode (no time limit) 
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What is this activity about? 

 
Chips, yogurt, or gummy bears? Which product belongs in a healthy preschooler’s shopping cart? 

This activity requires quick reflexes and knowledge of healthy snacks! But beware – you need 

to stay alert as a sneaky raccoon might sneak between the shelves to steal your groceries! 

 

  How does it work? 

Participants take on the role of shoppers tasked with filling their cart with only healthy products. 

The screen displays various food items – fruits, vegetables, along with chips, bars, and other 

unhealthy snacks. Children must decide which products to pick up and which to avoid. Control 

is done through full-body movement – players move the cart left and right to catch healthy 

snacks and avoid unhealthy ones. When the raccoon appears, they need to clap above their 

heads to foil its plans. 

 
 Interactions: full-body movement 

 Work modes: individual work 

 Applications: pedagogical therapy, rehabilitation, emotional support, emotional 

education, corrective-compensatory activities 

 Languages: PL, EN, RU, UA 

 Difficulty level: easy 

Playtime: free play mode (no time limit) 
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What is this activity about? 

 
Seagulls are real mischief-makers! They steal tourists’ belongings and scatter them across the 

beach, creating total chaos. Players take on the role of a beach guard to help recover lost items. 

However, on the beach, there are not only items belonging to people but also natural elements: 

seashells, pebbles, or seaweed. These must not be collected – they must be left where they are 

as they are an important part of the coastal ecosystem. The game teaches not only observation 

skills but also respect for nature and responsible behavior on the beach. 

 

  How does it work? 

The child controls a backpack using full-body movements, sliding it to the left and right to catch the 
appropriate items. They must pick out items that belong to tourists and avoid everything that is 
part of nature. 

 

 Interactions: full-body movement 

  Work modes: individual work, group activity 

  Applications: observation, gross motor skills, hand-eye coordination, 

focus, movement break, entertainment 

  Languages: PL, EN, RU, UA 

  Difficulty level: easy or intermediate 

Playtime: rounds of 60 or 90 seconds 
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        What is this activity about? 

The “Star Mission” in the version for grades IV-VI introduces students to more challenging 

mathematical problems and a faster game pace, making it a natural continuation of the game 

“Star Mission Junior” from the pack for grades I-III. Participants assist the spaceship 

crew and solve sequential operations involving addition, subtraction, multiplication 

and division within the range up to 100. The adjustable difficulty level allows the 

game to be used both for reinforcing material and for intensive arithmetic skill training 

for more advanced students. 

  How does it work?? 

Mathematical problems appear on the screen, and the player's task is to quickly select the 

correct answer by controlling the spaceship with full-body movement. Each correct decision 

brings the spaceship closer to its goal, while the game's pace requires focus, reflexes and 

precision. This dynamic format ensures that students combine physical activity with 

mathematical thinking. 

 
 Interactions: full-body motion 

 Work forms: individual work, group work 

 Applications: math lessons, developmental-educational sessions 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 100 

 Difficulty level: medium or hard  

 Time: timed gameplay 
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What is this activity about? 

The Wild West is in chaos… Vultures are arguing over how to divide the spoils because they 

can’t compare fractions. It’s time for someone who knows their stuff to step in. “Cowboy 

Aventures – fractions” is a dynamic mathematical game intended for grades IV-VI, where 

students compare regular and decimal fractions. Players take on the role as cowboys, whose 

mission is to restore order to a town taken over by quarrelsome vultures. 

  How does it work?? 

A fraction (either regular or decimal) is displayed on the target. On both sides of the screen, 

boards with different fraction representations appear. The player’s task is to gesture with their left 

or right hand to indicate the board that matches the value shown on the target. In certain rounds, 

both fractions on the boards may be correct but expressed in a different form – in this case, 

quick analysis and a reaction with both hands are required. The fast pace of the game demands 

focus, reflexes, and confidence in comparing numerical values. 

 Interactions: hand or both-hand movements 

 Work forms: individual work, group work 

 Applications: math lessons, developmental-educational sessions 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 40 

 Difficulty level: medium or hard 

 Time: timed gameplay or free mode (no time limit) 
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What is this activity about? 

Fruit or veggie? Test your reflexes and vocabulary at the same time. “Mixer – Fruit & 

Veggies” is a dynamic movement-based game designed for students in grades IV-VI, where 

they work with an extended range of English terms for fruits and vegetables. The fast game 

pace and variety of vocabulary make this a high-level linguistic challenge. Gameplay can 

occur in free mode or against the clock, adding a competitive element and requiring quick 

decision-making. 

  How does it work?? 

There are three thematic categories to choose from: vegetables, fruit and mix, allowing for 

adjustable difficulty levels to adapt gameplay to students' abilities. A word in English appears on 

the screen or is read out by a narrator and the player’s task is to quickly identify the correct image 

using hand or foot movements. The clear rules make this game a great option for actively 

reinforcing material or as an energetic break. 

 Interactions: hand and foot motions 

 Work forms: individual work, group work 

 Applications: English language lessons, educational entertainment 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 80  

Difficulty level: medium 

 Time: timed gameplay or free mode (no time limit) 

 

 

 

 

 



STARTER PACK GAMES   

 

 

 

 

 Mixer 
Clothes & Accessories 

 

 

 

 

What is this activity about? 
Check how quickly you can match an English word to the correct illustration. 

“Mixer – Clothes & Accessories” is a dynamic movement-based game for students in grades 
IV-VI, where they work with an extended range of vocabulary related to clothing and accessories. 

Vocabulary known from grades I-III returns with a greater variety of terms, fitting into the 

concept of spiral learning. Gameplay can take place in free mode or against the clock, 

requiring greater focus and reflexes. There is also an option where the word does not 

appear on the screen but is only read aloud by a narrator, allowing students to practice 

listening comprehension. 

  How does it work?? 

A word in English appears on the screen or is read out by the narrator, and the player’s task 

is to select the matching illustration by moving their hands or feet. Three thematic sets are 

available to choose from: “clothes”, “accessories” and “mix”. Clear rules and dynamic 

gameplay make it an excellent tool both for vocabulary practice and as a short, active break 

during lessons. 

 Interactions: hand and foot motions 

 Work forms: individual work, group work 

 Applications: English language lessons, educational entertainment 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 90 

 Difficulty level: medium 

 Time: timed gameplay or free mode (no time limit) 
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What is this activity about? 

Can you recognize all the English names of wild and domestic animals? But be careful, the 

vocabulary is much more diverse than what is familiar from the early-primary version of the 

game, “junior.” “Mixer – Wild & Domestic Animals” is a fast-paced movement-based game for 

students in grades IV-VI, in which they test their knowledge of English names for wild and 

domestic animals. Gameplay can take place in free mode or against the clock, introducing an 

element of healthy competition. 

  How does it work? 

An English word or its audio recording appears on the screen, and the player's task is to select the 

corresponding illustration by moving their hands or feet. Three thematic sets are available: “wild 

animals”, “domestic animals” and “mix”, allowing for adjustable difficulty levels and tailoring 

gameplay to the group’s skill level. The dynamic format and clear rules make this activity effective 

for both vocabulary reinforcement 

and as an energetic break during English lessons. 

 
 Interactions: hand and foot motions 

 Work forms: individual work, group work 

 Applications: English language lessons, educational entertainment 

 Languages: PL, EN, RU, UA 

 Number of interactive tasks: 90 

 Difficulty level: medium 

 Time: timed gameplay or free mode (no time limit) 
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What is this activity about? 

“Mixer – Home & Everyday Objects” is a language game designed for students in grades IV-VI, 

supporting vocabulary retention and systematic expansion of words related to household and 

everyday objects. As a continuation of the “junior” version aimed at grades I-III, the game builds on 

known lexical areas while introducing greater variety of concepts and more challenging word sets. 

Gameplay can be conducted in either free play mode or timed mode, depending on the lesson 

goals. There is also an option where the word does not appear on the screen but is only read aloud 

by the narrator—this helps students focus on listening comprehension. 

 How does it work? 
On the screen, an English word or its audio recording appears, and the student’s task is to quickly 

point to the matching image using hand or foot movements. Students can choose between three 

thematic sets: “home”, “everyday objects”, and “mix”, allowing for progressive difficulty levels 

and flexible game usage during lessons. This game serves as an excellent tool for both vocabulary 

practice and as an active educational break in English language classes. 

 Interactions: hand and foot movements 

 Forms of participation: individual work, group activities 

 Applications: English lessons, educational entertainment 

 Languages: PL, EN, RU, UA 

 Number of interactive activities: 58 

 Difficulty level: easy or medium 

 Time: timed gameplay or free play mode (no time limit) 
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