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General: 
The Directions and Rules give a general process on how to play, similar to any game 

directions. You can change them to fit your needs, space, etc. 
The Other Posters are to add to the feel of it. Our tester youth especially enjoyed the 

Cams poster and the one including Egg. They are optional. 
The Cards are big, so it is difficult to hide them. The pictures and big words were  

helpful however for younger youth. 
It is highly recommended that you laminate the Cards and Station 

Directions at least, possibly the posters. Or know that you will need new sets after 
about 3-4 rounds. 

Our tester youth used the small 1/4-1/2 inch stickers and had a small strip of them. 
They were ably to secretly stick them on people’s hands. 

The Directions and Rules state to have a bell at the emergency meeting. You could 
also have a sound effect on a tablet, etc. 

 

Station Materials: 
For each station, there is a Poster. It includes the task picture, name of the station, 
and the task which needs done there. This is especially helpful for non-reading or  

beginning-reading youth. 
Station Procedure includes the image, name, and task again.  

Supplies needed are underlined, and Printouts are in bold. This is for staff to know 
how to set up a station, what youth will do, and what youth may learn by completing 

the task. 
The Station Directions may include two sets, one for younger and one for older youth. 

The same holds true where some Printouts may have two or three options. For  
example, the Alternate Medbay task has the same paper for all youth, though 

non-readers may need some help; however the Weapons task has three different 
level sheets. 

 

If you have questions, I can perhaps answer them through: tonic@bgctipton.org 



Among Us Directions and Rules 

1. Per every 5—7 players, have an imposter. So if you have 11 players, you would                 
probably want 2 imposters. If you have 15, have 3. If you only have 6 youth,     
probably stick with 1. You can always change it if you get to a second round. 

2. At the beginning, each youth will draw a card. On it there is either crewmate or    
imposter. There is also a list of tasks if they are a crewmate and reminders of what 

they can do as an imposter and how. 

3. The tasks and play are obviously different from the video game. The tasks are 
STEM-related and real life is different than virtual play. Please help youth recognize 

that not all aspects are exactly like the video game. 

4. Before starting the round, everyone must close their eyes and face the ground. 
When you say, anyone who is an imposter looks up so they can see each other. 
They should NOT say anything. Staff should take note as well. Even if a youth is   

lying claiming to be an imposter, once they look up they are an imposter. 

5. Everyone needs some stickers so that way it isn’t obvious they are an imposter. 
When they are an imposter, they can stick a sticker on someone’s hand. That                    

player then must go immediately to the meetings table. They CANNOT speak again 
for the rest of the round. Once a player has reached the table after being killed, 

they can ring the bell. Everyone reports to table.                                                      
The imposter CANNOT kill anyone else before the discussion. However, if another 

imposter happens to kill ONE person before the meeting after the first imposter 
killed, then that is acceptable. 

6. After the bell is rung, the discussion and voting can take 2 minutes total. If the most 
votes are for a player, that player is out and also CANNOT speak. They reveal their 

card. Anyone who has been killed or ejected puts on a hat or distinguishing          
object. If they are a crewmate, they can finish tasks. Imposters can partner up with 

a crewmate and participate in tasks. 

7. If a player completes all their tasks (whether they’re a ghost or still a crewmate,) 
they come tell the staff. If the staff doesn’t believe a youth who finishes too quickly, 

they can ask follow up questions to verify. 

8. The imposters can sabotage by coming to hand a staff a sticker or whisper to them, 
again when no one is looking. The staff will wait 8 seconds and then call out 

“sabotage.” Anyone can choose to leave or not leave their current locations to go to 
the table and save the ship. The staff who called sabotage should start counting to 

30 or watch on their phone or something. The crew has 30 seconds to solve the 
task/puzzle given for that age group. We used colored blocks to sort by color for 
younger youth and one person sorted with their eyes closed being directed by             

others for older youth. 

9. Imposters can fake tasks by going to tables and examining the directions,                   
observing, tinkering with supplies, etc. But they cannot actually do tasks. 

10.The round is over once imposters equal or outnumber crewmates (imposter win), 
all the imposters are ejected, or all the tasks have been completed (crewmate win.) 

11. You might be able to play 2-5 rounds before youth are tired of the tasks. 



Prepare the Beaker: O2 
Main STEM component: science (chemistry) 

What happens when 2 compounds react with one another? What is 
formed? 

 

Kindergarten through 2nd Grade: 
Before: 

Prepare small Dixie cups with small amounts of baking soda, water, and food coloring 
(blue and yellow.) Label the blue cups with a blue X. Label the yellow cups with a  

yellow star.  
Prepare other small Dixie cups with small amounts of vinegar. Label those cups with a 

red S (for smelly.) 
Also have bigger cups or bowls and spoons ready, as well as paper towel and a trash 
can. Make sure the O2 Station poster is clearly visible from most places in the room. 

Display the directions on the table. 
 

At the Station: 
Youth will be pouring one of each of the cups (in order!) into the big cup. 

Youth will learn that substances can react together in a chemical reaction. Some 
reactions form bubbles (gas.) 

Youth will learn that two colors mixed together form a different color; in this case, blue 
and yellow make green. 

 

3rd through 5th Grades: 
Before: 

Prepare as above in the K-2 section with the following distinctions: 
Label the blue cups with the words “B baking soda,” yellow cups with “Y baking soda,” 

and vinegar cups with “vinegar.” 
Also have bigger cups or bowls and spoons ready, as well as paper towel and a trash 
can. Make sure the O2 Station poster is clearly visible from most places in the room. 

Display the directions on the table. 
 

At the Station: 
Youth will be pouring one of each of the cups (in order!) into the big cup. 

Youth will learn that substances can react together in a chemical reaction. Vinegar 
and baking soda in this case. Some reactions form gas, which in this case is carbon 

dioxide. 
Youth will reaffirm that two colors mixed together form a different color; in this case, 

blue and yellow make green. They will also think of other color combinations. 

Procedure 



Prepare the Beaker: O2 
1.  
 
 
 
2. 
 
 
 
3. 
 
 
 
4. What color did it make? 
 Did it make bubbles? 
 
5. Throw your cups away. 

X 

Pour into big cup 

Pour into big cup 

Pour into big cup 

S 

Station Directions 



Prepare the Beaker: O2 
1. Pour a cup of the blue baking soda into a big 
cup. 
 
2. Pour a cup of the yellow baking soda into the 
big cup. 
 
3. What color did that make? What do red and 
blue make? What do red and yellow make? What 
other color mix-ups can you think of? 
 
4. Pour a cup of vinegar into the big cup. 
 
5. Are the bubbles (fizz) that formed a solid, liquid, 
or gas? 
 
6. The gas formed in this chemical reaction is 
called carbon dioxide. 
 
7. Please throw all the cups you used for this task 
in the trash can. 

Station Directions 



Fix the Wires: Electrical 
Main STEM component: Technology 

How is electricity conducted? 
 

Before: 
Prepare “kits” in bags of copper tape, led bulbs, batteries, paper clips, and the Among 

Us Circuit printout. You will need to print the template 2-sided flipped on long 
edge to line up properly. It’s also recommended to be printed on colored paper,              

cardstock, or best case colored cardstock. 
Place a mark using a permanent marker on the negative side of the bulb (longer wire 

on most.) 
At the station, have a roll or several of clear tape. 

FOR YOUNGER YOUTH: prepare the batteries on the paper in advance, as it cannot 
be fully covered by the clear tape, but must have a spot open that touches the copper 
wire. Also consider starting each circuit with the bulb in place, as this can be a tricky 

step, even for adults. 
Have a finished example circuit displayed at the station. 

Make sure the Electrical poster is displayed where it can be easily viewed from most 
stations. Display the directions at the station clearly. 

 
At the Station: 

Youth will be following the directions to place the battery, light, tape, and paper to           
create an Among Us circuit. 

Younger youth who are new to reading may still need help getting started, as this                  
activity is difficult to demonstrate with pictures. 

Youth will learn: Electricity can be conducted through metal, must follow a path, and 
the “right” way. 

Procedure 



Fix the Wires: Electrical 
1. Choose a kit. Cut the rectangle off following the lines. 
 
 
2. Cut the circle out of the crewmate’s helmet. 
 

 
 
3. Follow the weird path on the back with the copper tape. 
 
 
 
 
4. Tape the light bulb on the oval so that the marked wire is taped 
down on the right side of the copper tape, and the unmarked wired 
is taped down on the left side of the copper tape. 
 
 
 
 
5. Tape the battery positive (+) side up on the circle, making sure 
that part of the bottom touches the copper tape and not all of the 
top is covered with clear tape. 
 
 
 
 
6. Fold the square with the battery up toward the rest. If should 
light up the bulb if you did it right. The paper clip can hold it closed. 
Tape the paper rectangle you cut in step 1 over the bulb and  
helmet hole. 

Station Directions 



Cut along dashed lines; 
save this piece. 

Cut out this circle piece; 
you can throw away. 



Battery 
+ side up 
On top of 
copper tape 

Bulb goes 
here 

Positive side 
of bulb 

Negative 
side of bulb 

Place copper tape along these 
lines. It doesn’t have to be  
perfect, but individual pieces 
need to touch and the ends of the 
bulb have to be really taped well 
on the copper tape. 



Measure Trash: Storage 
Main STEM component: Math 

How can we know for certain how long something is? How can we 
measure how much of something there is? 

 
Before: 

Place the age/level appropriate Ruler or Penny Measuring printout, pencils, and rulers 
at the station. 

Place small items of “trash” at the station with varying sizes of measuring cups. Make 
sure the trash all fits pretty well into one of the cups. 

 
Make sure the Storage poster is displayed where it can be easily viewed from most 

stations. Display the directions at the station clearly. 
 

At the Station: 
Youth will be measuring the trash and recording their measurements. 

Youth will see how much trash there is on the table. (Which measuring cup does the 
trash best fit into?) 

Youth will learn: We can use tools to help us measure objects. Sometimes we may not 
know the exact measurement, but we can make a pretty good estimate. 

Procedure 

Destroy Asteroids: 
Weapons 

Main STEM component: Math 
How can I practice math facts to improve my proficiency overall in math? 

 
Before: 

Locate the age/level-appropriate Math Facts printout for your youth. Place them and 
pencils at the station. 

Make sure the Weapons poster is visible from other stations. 
Place the directions at the station. 

 
At the Station: 

Youth will be destroying the asteroids by solving basic math facts. 
Youth will practice math facts, solving them using whichever method they are most 

comfortable. 

Procedure 



Measure Trash: Storage 
1. Do the paper. 
 
2. Put the trash in the cups and 
find which one matches. 

Destroy Asteroids: 
Weapons 

1. Do the paper. 
 
2. Check your work. 

Station Directions 

Station Directions 



_________ 

_________ 

_________ 

How many     long is each item of trash? 



_________ 

_________ 

_________ 

How many inches long is each item of trash? 

What do each of these items of trash have in 

common? Hint: what could you do with them 

instead of throwing them in the trash? 

 

____________________________________ 



4 + 4 = 

5 + 6 = 

3 + 7 = 

10 + 1 = 

4 + 8 = 
6 + 3 = 



2 x 5 = 

17 + 6 = 

3 x 7 = 

148 + 52 = 

9 x 4 = 
63 + 15 = 



12 x 5 = 

84/7 = 

6 x 22 = 

173 - 54 = 

 

  159,872 
-   64,580 
———— 

9 x 8 = 



Inspect Sample: Medbay 
Main STEM component: Science (Chemistry) 

How can we test to see if something is acidic or basic based on how it  
reacts with something else? 

Before: 
Grate a red cabbage and place in bowl. Pour boiling water into the bowl and allow to 
cool to room temperature (at least 1/2 an hour.) Strain out the cabbage. Place liquid 

into a container labeled with the cabbage icon (see below.) 
In 3 other containers, prepare lemon juice, milk, and hand soap with the matching 

icon. 
If possible, place a dropper/pipet in each container at the station, or use spoons. 

Have Dixie cups available, as well as somewhere to dump each cup or collect the 
cups where they can’t mix. 

Make sure the Medbay poster is displayed where it can be easily viewed from most 
stations. Display the directions at the station clearly. 

This one may be ideal to review beforehand. Youth need to use a new cup each test, 
and they need to either leave their cups at the back of the station or dump into the 
appropriate container. They should not under any circumstances taste anything. 

At the Station: 
Youth will follow the directions to place some cabbage juice and then a substance into 

a cup and noting what color it stayed/turned. 
Youth will learn that different substances have different pH levels or levels of acidity. 

 

Alternate Inspect Sample Activity 
Main STEM component: Science (Psychology) 

How can our eyes trick our minds or the other way around? 

Before: 
Place the Illusion sheets on the station, along with pencils or red crayons. 

Make sure the Medbay poster is easily visible from most stations. Place the directions 
at the station. 
At the Station: 

Youth will color (or circle) the test tubes that answer the questions of how many legs 
the elephant has and how many triangles are. 

Youth will learn that our minds try to make sense and connections when our eyes 
don’t necessarily see them. 

Procedure 



Inspect Sample: Medbay 
1. In 3 small cups, put some cabbage juice. 
 
 
 
 
2. Add in some lemon juice to 1 of the cups. 
 What color is it now? 
 
 
 
 
3. Add in some hand soap to 1 of the cups. 
 What color is it now? 
 
 
 
 
4. Add in some milk to 1 of the cups. 
 What color is it now? 
 
 
 
 
5. Throw cups away as directed. 

Station Directions 

1 2 3 

1 

2 

3 



Inspect Sample: Medbay 
1. In 3 small cups, put some cabbage juice. 
 

 
2. Add in some lemon juice to 1 of the cups. 
 What color is it now? 
 

 
3. Add in some hand soap to 1 of the cups. 
 What color is it now? 
 
 

4. Add in some milk to 1 of the cups. 
 What color is it now? 
 
 

5. Throw cups away as directed. 
 
 
6. Look at the pH scale and decide if the lemon, 
soap, and milk are acid, base, or neutral. 
 
 
Acidic 2  4  6    Neutral 8    10  12     Basic 

Station Directions 



Inspect Sample: Medbay 

1. Answer the questions. 
 
2. Color 2 test tubes red or circle them with a 
pencil. 

Station Directions 



Inspect Sample: Medbay 
How many legs does the elephant have? 

 
 
 
 

How many triangles are there? 
 
 
 
 

The answer to both questions can be found 
below. Two of the samples have an anomaly. 
Color the ones that answer the questions red. 

 
 
 

 
 

 
 
 
 

How did your mind and eyes play tricks on you? 
You should have colored 4 and 0. 

2 8 0 3 6 4 1 



Align the Output: Engines 
Main STEM component: Engineering 

How can I use a limited amount of supplies to plan and build different                  
objects? 

 
Before: 

Gather a limited amount of Legos and set at station. 
Make sure the Engines poster is visible from other stations. 

Place the directions at the station. 
 

At the Station: 
Youth will be following the directions to use Legos to engineer various objects. 

Youth will learn how to manipulate objects, plan ahead, and how to keep trying if 
something doesn’t work the first time. 

Procedure 



Align the Output: Engines 

Use      to build each of the items. 
 
 
 
 
 
 
 

Bridge 
 
 
 
 
 
 

Dog 
 
 
 
 
 
 

Waffle 

Station Directions 



Upload Data: Navigation 
Main STEM component: Technology 

How can we act as a computer and follow the code to get through the 
maze? 

 
Before: 

Locate the age/level-appropriate Coding printout for your youth. Place them and 
pencils at the station. 

Make sure the Navigation poster is visible from other stations. 
Place the directions at the station. 

 
At the Station: 

Youth will be uploading their data by following the code on the directions to get them 
the start to finish. 

Youth will learn that computers follow codes to complete tasks. 

Start the Reactor: Reactor 
Main STEM component: Science (Biology) 

How can we explore the world of living things? 
 

Before: 
Locate the age/level-appropriate Biology printout for your youth. Place them, scissors, 

and glue (sticks work well for this) at the station. Also pencils for older youth. 
Make sure the Reactor poster is visible from other stations. 

Place the directions at the station. 
 

At the Station: 
Youth will be cutting the pictures out from the bottom and gluing them on the                          

appropriate places on their paper. 
Youth will learn or practice what they’ve learned about animals  in areas such as 

habitat and prey-predator. 

Procedure 

Procedure 



Upload Data: Navigation 
1. START at the    . 
 
 
2. Go right    2 squares   . 
 
 
3. Go down    3 squares    . 
 
 
4. Go left     2 squares   . 
 
 
5. Go down    1 square   . 
 
 
6. Go right    4 squares    . 
 
 
 
7. You should be at the     . 

Station Directions 



     

     

     

     

     

Upload Data: Navigation 



Upload Data: Navigation 
1. START at the    . 
 
 
2. Go right 4 squares. 
 
3. Go down 2 squares. 
 
4. Go left 3 squares. 
 
5. Go up 1 square. 
 
6. Go left 1 square. 
 
7. Go down 3 squares. 
 
8. Go right 5 squares. 
 
9. Go down 1 square. 
 
 
10. You should be at the    . 

Station Directions 



Upload Data: Navigation 
      

      

      

      

      

      



Start the Reactor: Reactor 
 
1. Cut    the pictures on the bottom out. 
 
 
 
 
 
 
 
 
 
2. Glue    the pictures on the right spot. 
 
 
 
 
 
 
 

Station Directions 



Where do they live? 



What do they eat? 

Animals who eat others are called what? 
 

p __ __ __ __ t __ __ s 


