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PRELUDE FACILITATION GUIDE 
 
INTRODUCTION 
Welcome. Prelude is a new group learning game. ItÕs been piloted in schools and community agencies 
across Canada from 2003-2008. In all, a few thousand individuals of all ages, from 12 up, have piloted a 
version of this versatile game. Prelude is now being licensed to early adopter institutions nationally and 
internationally. 
 

Personal Development - Putting It Together 
Prelude helps players: 
- Identify personal assets, skills, & aspirations 
- See themselves & each other positively & holistically 
- Understand the Ôbigger picture of lifeÕ by creating one 
 
Cooperative Learning - Playing In Concert 
Helps players to: 
- Learn about each other in a fun way 
- Engage in shared affirmative creative & reflective practice 
- Practice creative negotiation, compromise, & collaboration 
 
Multiple Literacies & Skills 
Prelude fosters the development of: 
- 21st Century Skills as defined by the Partnership for 21C Learning Skills 

[www.21stcenturyskills.org] 
- Development Assets as defined by the Search Institute [http://www.search-institute.org 
- In the process, players combine words, colors, & symbols to create powerful artefacts for life 

career portfolios 
 
Collaboration 
Prelude provides a unique space within which facilitators [teachers, counsellors, and trainers] and students 
can learn about each other in new positive ways. Therefore, it helps for facilitators to play the game along 
with the group and to share results. There are several benefits, including setting positive ground for the 
ensuing vital formative assessment process. 
 
Pioneer Spirit 
Each time Prelude is played, we learn how to make the game experience even more fun and valuable. At 
the end of the game you will have a chance to share your experiences and thoughts. Because of your 
efforts the game will get even better. Therefore, please consider yourself part of this growing grassroots 
community of practice. 
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PRELUDE MODULES 
 
Overview 
Prelude facilitates self-discovery, creative expression, and collaboration. Players learn about themselves 
and each other in terms of positive assets, capacities, and aspirations. They also learn to cooperate 
creatively in the process. There are four game modules.  
- Module 1: Keynote involves individual self-discovery. 
- Module 2: iTag involves individual self-expression.  
- Module 3: weTag introduces teamwork. 
- Module 4: allTag involves overall group work.  
 
Each module is a ÔminiÕ game with its own goals and rules. Each also provides a baseline experience that 
the next module builds upon. Prelude utilizes the five elements - air, fire, water, earth, and quintessence - as 
a metaphor and reference point for the relation between self, peers, the community, and the greater world. 
For more information, please see - 
- Prelude Orientation Website - http://prelude.personalityspectrum.com/keynote/welcome.html 
- Prelude Collaborators Website - http://groups.google.com/group/goalprelude 
- Heliotrope Website - http://www.heliotrope.ca 
 
Game Symbols 
Prelude uses natural symbols throughout the game. For example, the four elements - air, fire, water, and 
earth - are used as a metaphor and reference point for the relation between self, peers, the community, and 
the greater world. 
 
Helpful Brainstorms 
The following are possible starting points for stimulating discussion about these game symbols - 

 
Four-Fold Model & Elements 
- Discuss relation between life, time, seasons, directions, compass, globe, medicine wheels, & 

mandalas 
- Discuss qualities (Water is Wet, Earth is Round, Fire is Hot. & Air is Clear) 

• What is this element like? 
• What are its uses? 
• How are people like this element? 
• Is there a relationship between the elements? 

 
The Star 
- Discuss star symbol for fifth element, quintessence or excellence, which only appears if the 

four elements are in harmony 
• Examples of star used for excellence [medals, flags, fame, etc.] 
• What is harmony? 
• What is excellence? 

 
Life-Career Portfolio 
In each Module players produce artefacts reflecting their learning experience including: Keynote Report, 
Star Graph & Journal, iTag - individual design, weTag - team design, allTag - group design. These are ideal 
for inclusion in a life career portfolio. Taken together, these artifacts become a powerful holistic record of the 
playerÕs soft skills development vis-̂ -vis creativity and teamwork. If students donÕt have a portfolio, this is an 
ideal time to start one. 
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MODULE 1: Keynote 
 
Overview 
There are several steps in this first game module. To start, players are provided with access codes and log 
onto http://prelude.personalityspectrum.com/keynote.htm. Players are shown a series of scenarios. They 
choose answers on a scale from most like them to least like them. The game software generates a personal 
Keynote Report. Players can then review their Keynote Report. This uses the classic four-fold model of 
temperament. However, it also correlates this with the elements of air, water, fire, and earth and their 
associated colors. These are helpful metaphors for players to picture themselves, others, and the greater 
community in relation. Players conclude Module 1 by working with their personal Star Graph & Journal. 
Module 1: Keynote also prepares players for PreludeÕs three other game modules. The report is a powerful 
artifact for inclusion in the playerÕs life-career portfolio. 
 
Objective 
The objective is for players to develop a more positive sense of self and the potential for growth. This game 
activity provides an opportunity to look within and to be open to that moment of recognition when they can 
say, ÒYes, this is who I am as a whole person and it feels good.Ó 
 
Keynote Report 
This report provides a positive overview of a playerÕs character traits, aptitudes, and preferred learning 
styles. It features a bar graph as well. This shows the relative strength of each of four character areas 
symbolized by the elemental colors. The report also lists personal Power Words. These are positive 
descriptors that will be used creatively in Modules 2 - 4. 
 
What Is A Keynote? 
o In music, the starting note 
o In communication, the leading idea 
o In Prelude, the first of a playerÕs four elemental colors 
 
Star Graph & Journal 
The Star Graph &Journal helps players to gain more insight from their Keynote Report. It provides a blank 
five-point star. By coloring-in the sequence of elemental colors in each respective arm of the star, from 1 - 5 
players can see their elements holistically. The example above features the Keynote bar graph. The StarÕs 
apex is left blank so that players can identify and record their aspirations and goals. The Journal provides a 
space for players to write about what theyÕve learned about themselves as well as to what they aspire. Their 
first entry is after Module 1 and their second after Module 4 when the game ends. 
 
Post Module Review 
Once players have produced their Keynote Reports and Star Graphs, the following further discussion is 
suggested: 
 
Star Graphs 
Discuss & share 
o Keynote Star 
o What did you learn about yourself? 
o What are your Star qualities? 
 
WhatÕs Your Keynote? 
ItÕs a natural question players will ask each other. The trick is to understand that while oneÕs keynote may be 
Fire Red, she or heÕs made up of all the elements. Their star graph helps us picture the whole of who we 
are. That is, to see our star qualities in context. 
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Time 45 - 60 minutes 
 
Requirements 
o Computers [PC/Mac] with high speed, broadband access 
o One for every player ideally 
o Each player must be assigned a code prior to starting the game 
o Please see Pilot Coordinator for codes 
o Printer for Keynote Report [color], Star Graph [b&w] 
 
Materials 
Life-Career Portfolio Folder 
Markers or colored pencils for Star Graph 
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MODULE 2: iTag 
 
Overview 
This is a manual activity involving individual creative self-expression. Players design a personal iTag to 
represent what theyÕve learned about themselves in Module1: Keynote. This involves combining their 
elemental colors, power words, and power symbols in a design on blank paper using colored pencils and 
crayons. The iTag is a powerful artefact for inclusion in the playerÕs life-career portfolio. 
 
Objective 
The objective is for players to deepen what theyÕve learned through the actual design process [from inner 
abstract awareness to outer concrete expression]. 
 
Game Play: Design Process 
The iTag is inspired by the tags of 1980s NYC graffiti artists. They creatively combined color, words, and 
symbols to represent who they were. Please share the examples provided. Please also share examples of 
other playerÕs iTags. 

 Players choose 3 or more Power Words from their Keynote Report 
 Players choose 3 or more Power Symbols 
 Players use their Keynote elemental color and three others 
 Players combine their color, words, & symbols to create an iTag on bank paper grid 
 Each player may have two try over Blank Grids in reserve 
 The goal is for each player to create a powerful and pleasing iTag 
 Note: The grid provides a helpful template for transferring images in the next two modules 

 
Design Tips & The Doodle 
In this Module, and the two that follow, players will use their design skills and visual expression. The goal is 
to create designs that are as visually pleasing. A good way to provide design tips is by example. Players will 
naturally intuit basic ideas of good composition. It is also helpful to have students doodle freely on scrap 
paper with no goal at all. The idea is to liberate creativity, not stifle it with unrealistic expectations of artistic 
perfection that too many of us, adult and youth have alike. Practically everyone doodles. A teacher can 
share her or his own doodles. Graphic elements like curves and lines cross-hatching, and squiggles can 
easily be identified. So can simple design themes, like strong, soft, light, and dark. The point about doodles 
is that they are a natural extension of who we are. There are no right or wrong doodles, no perfect doodles. 
The iTags do not need to be manufactured. They are a natural extension of who the student is, and students 
need only to look to themselves to find the symbols and words that resonated with them. The Keynote report 
simply offers a more accessible window to their inner selves and they should look for ÒrecognitionÓ of sorts. 
Note: rulers, compasses, erasers, and black-color markers etc. should not be used 
 
Time 45 minutes 
 
Requirements & Materials 
- Worktables 
- Drawing materials 
- Blank Grids - 2 per student 
- Power Symbol Menu - 1 per Worktable - 

- Please see Attachment 
- Life-Career Portfolio File for iTag 
- Digital Camera 
 

 
Module Review 
A sure sign of success is the way the elements of the design were interwoven. Once the iTags are finished, 
each Elemental Team can visit the other teamsÕ worktables to see the other iTags. 
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MODULE 3: weTag 
 
Overview 
This is a manual activity involving team exploration and expression. It builds on each individualÕs iTag, and 
uses the same kinds of skills as in the preceding module. Here players must learn to negotiate and 
cooperate in the design of something greater than any individual. Again, it is important that the team try to 
create a weTag that is visually pleasing. The weTag is a powerful artefact for inclusion in the playerÕs life 
career portfolio. 
 
Objective 
The objective is for players to connect their respective enhanced self-awareness and creative expression on 
a team level. 
 
Elemental Color Teams 

 Divide the group into four teams i.e. fire-red, air-yellow, water-blue, earth-green 
 Teams will never be an equal mix but this is okay 
 Each team is provided with a palette of crayons, colored pencils, and/or markers, each color has 

many shades and tones available for monochromatic variety and choice 
 Note: rulers, compasses, erasers, and black-color markers etc. should not be used 

 
Negotiation Tips 
The weTag will likely be a new type of experience in cooperation and negotiation. It may be helpful to 
discuss this openly and simply as a great way to exercise an important skill and why thatÕs important. 
 
Game Play: Design Process 

 Team members review individual iTags 
 Team members as a group identify one pleasing design element from every iTag 
 Team members synthesize chosen elements into a new blank grid - the weTag 

 
Time 45 minutes 
 
Requirements & Materials 
As per Module 2 above 
 
Module Review 
Once the weTags are finished, each Elemental Team can visit the other teamsÕ worktables to see all the 
weTags - 
 
BUILDING AN ELEMENT WALL 
The Element Wall allows the whole group to see the entire arc of their journey of exploration. ItÕs a space to 
post individual, team, and group creativity. It becomes a visual reminder of the discussions and learning 
thatÕs taking place in real time. This also will help the game flow and make the conclusion more meaningful. 
Anything important that relates to the learning can go up. 
- Display iTags and weTags to form decorative blocks, color by color 
- Display colored posters with each elementÕs symbol and characteristics, featuring the names of 

students who are identified  
- Create & display a simple landscape i.e. sun, sky, earth, water - done in the four elemental colors 
- Post game these artifacts will remain on the wall 
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MODULE 4: allTag 
 
Overview 
This is a manual activity involving group creative self-expression. It builds on the creative process and use 
of multiple skills of the previous modules. Here the teams become involved in overall group activity and 
synthesis. The allTag is a powerful artefact for inclusion in the playerÕs life-career portfolio. 
 
Objective 
The objective is for players now to link their respective levels of identity and awareness as individuals, as 
team members, and as an overall group. 
 
Game Play 
Elemental Color Teams compete & cooperate to create a mural. 
Use ÔweTagsÕ as basis for mural design. 
 
Scenario 
Elemental Teams create a group mural. 
Each element must fulfill its nature: water flows, air blows, earth grows, & fire burns 
Each Team tries to ÔtranslateÕ its full WeTag onto the grid 
 
Step 1: Process 
- Each team chooses: 

• Outliners Ð 1-2 players outline the Team Design using chalk 
• Painters Ð 1-2 painters at the wall 
• Rotation Ð so that all get a chance to paint 

- Each team decides its own strategy 
- Teams start at the same time to outline their designs 
- Once the outline is done all return to their team station 
- Painters then go to the wall. All teams start at same time 
 
Step 2: Negotiation 
- Once painting starts, there is a possibility of two teams wanting to paint same empty space 
- Negotiation could include: merging colors or design, or going around 
- Once a space is painted it cannot be painted over 
 
Time 120 minutes 
 
Requirements & Materials 
Chalk, poster paints, brushes, mixing bowls, paper wall grid, and blank wall for wall grid mural 
Please see Appendix II: Prelude Art Materials for more detail 
 
Module Review & Star Graph Journal 
When mural is completed, group reflects on what theyÕve experienced and learned. Reflection points for 
discussion and journaling: 
- Can students identify something on the mural from their original iTag? 
- How does the mural reflect the environment and real life? 
- What does each student feel about the final big picture? 
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GAME DOCUMENTATION PROCESS 
 
Overview 
The visual documentation of the game process is a key part of the overall learning experience. 
 
Framework 
Students can manage this documentation themselves in a shared step-by-step process. This is illustrated in 
the following diagram. At the start of the game, Student Documentarians are selected or volunteer for this 
process. Depending on the size of the group, up to two students for each module may be needed. In 
addition to participation, they also help record the game. This includes photographing participants at play as 
well as the artefacts they create. In the final end game, Student Documentarians will upload the images to  
an online Prelude gallery provided by the participating institution where possible.  
 
Benefits 
There are multiple benefits from the game documentation process. To start, Student Documentarians are 
able to practice and enhance visual and technological literacies and skills within a compelling, meaningful 
exercise. 
 
Uploading this documentation in an Online Gallery provides a central place where the lessons of the game 
are visible and accessible. This provides an invaluable, ongoing post-game reference for all student players, 
their families, facilitators, and researchers as well. More specifically, this can also be linked to individual 
student life-work portfolios. 
 
The Prelude Online Gallery can also provide a central place for all participating schools and classes to learn 
about each other in a new dynamic way. It also adds to the heliotropic effect that the game helps generate. 
That is, the positive images we create and share - of ourselves, of each other, and our futures - help drive 
their actualization. 
 
Equipment 
One or more digital cameras will be needed. 
 
Uploading 
Once a Gallery Website address is provided,  students will upload the images to this site and follow the 
simple step-by-step guidelines. 
 
Background 
This documentation process is inspired by the principles and practices of Reggio Emilia. Reggio Emilia's 
approach reflects a theoretical kinship with John Dewey, Jean Piaget, Vygotsky and Jerome Bruner. It is 
viewed as an important tool in the learning process. 
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ASSESSMENT 
 
Prelude involves three simultaneous levels of assessment 
- Self-assessment - Players learn about themselves 
- Peer assessment Ð Players learn about each other and about themselves as a group 
- Teacher assessment - Enables teacher to assess individual and class as a whole [&vice versa] 
 
The game process and learning goals naturally anticipate and complement Formative Assessment [FA] and 
Student Involved Assessment [SIA] activities. R.J. Stiggins, an international expert, summarizes SIA as 
follows. He could be as easily describing Prelude. 
- Strong link between emotional wellbeing, positive self-assessment & student success 
- Invites students in as partners to monitor their own achievement levels 
- Provides students with continuous access to descriptive feedback on improvement 
- Like a mirror permitting students watch themselves grow 
- As progress charted, students gain sense of control over learning 
- This can be a powerful confidence builder 
- Stimulates strong achievement gains 
- Chances are high that low performers have judged themselves incapable of succeeding 
 
Student Readiness 
Some students are ready to tackle the "Big Ideas" that Prelude generates. Many students will be able to 
articulate their game experience and what theyÕve learned. Of course, there are many game facets and 
different levels of understanding. Some may be unable to voice these connections. They may not have 
worked these out internally, or they don't have the ability to express those ideas yet. For some, the Prelude 
"challenge" requires not only coping with the ideas, but also confronting the very idea of positive personal 
change. For some this is welcome. For others itÕs impossible to conceive of at this time. 
 
In Development 
We are developing a specific informal self-assessment / reflection tool for each Module. What do you think it 
might look like? 
 
Prelude Throughout The Year 
Teachers are like farmers. They sample the air and speculate about the weather. They examine and try to 
enrich the quality of the earth as they prepare it. They till and when the time is optimal, they cultivate the 
seed. Some seeds germinate quickly and bring delight. Other seeds take time, and there is worry about 
whether this will be a healthy productive plant. Other seeds are dormant, but may, after even years, 
suddenly germinate - a welcome rose hidden among the carrots. 
 
Throughout the year there will be opportunities to revisit the ideas. Use the terminology. Acknowledge 
positive traits and behaviours. Review key concepts before engaging in cooperative and/or group work. 
Celebrate successes! 
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PRELUDE & WORKSKILLS DEVELOPMENT 
 
In addition to fostering soft skills such as self-knowledge, empathy, creativity, and cooperation, all of which 
are essential to the 21st century workplace, Prelude also has more direct work links as well. The following 
will help teachers and counsellors facilitate exploration and discussion individually and within the class or 
work group. There are two broad areas. The first concerns the relation between a personÕs temperament 
and possible employment. The second focuses on three essential work related skills Prelude helps develop. 
 
Module 1: Keynote Report & Endgame Skill Sets 
Each participantÕs online Keynote Report features information about possible careers to consider. These are 
correlated to her or his keynote elemental color. This includes an overview of Transferable Skills and related 
Career Categories. The game process provides a helpful reference point for three crucial work skill areas. 
 
Project Management 
Project Management is defined as Òthe discipline of planning, organizing, and managing resources to bring 
about the successful completion of specific goals and objectives. A project is a finite endeavor (having 
specific start and completion dates) undertaken to create a unique product or service, which brings about 
beneficial change or added value. [http://en.wikipedia.org/wiki/Project_management] 
 
Questions: 
In what ways can your Prelude experience be compared to a project? [For example, the game module 
activities could be compared to the stages of a bigger plan.] 
 
Negotiation 
Negotiation is defined as Òdiscussion aimed at reaching an agreementÓ. It also Òcommonly follows a four 
step path: preparation, information exchange, explicit bargaining, and commitment.Ó [R. G. Shell, Wharton 
School of Business] 
 
Questions: 
What skills are necessary to negotiate successfully? 
Describe your teamÕs negotiation process. Was it easy or challenging? Why? 
How did your teams do in negotiating the overall group mural? 
 
Design 
Design has several related meanings including plan, pattern, and composition. 
- To work out or create the form or structure of something 
- To plan and make something in a skillful or artistic way 
- To intend something for a particular purpose 
- The way something is planned & made 
- The techniques used 
- A drawing showing how something is to be made 
- A pattern or shape, sometimes repeated, for decoration 
 
Questions: 
How would you describe the use of design in your Prelude experience? 
How can design skills 
 
Life Career Portfolio 
Long after the game experience, the above discussion will help participants to be able to use their iTags, 
weTags, and allTag mural to illustrate what theyÕve learned about each of these crucial skills. 
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PREPARATION & TECHNOLOGY 
 
Class Size 
A class of 10-25 can play Prelude comfortably. A class of 30 or more students may be too large. If possible, 
run two parallel games of 15 students each. 
 
Class Composition 
Prelude is ultimately about class collaboration; a few disaffected students can affect the game flow and 
overall benefits. Consideration should be given to providing alternative activities to those who choose to opt 
out. For example, becoming the Pilot Digital Photographer and/or arts supplies coordinator. 
 
Overall Time 
It was initially estimated that the game process would require about five hours in total. This is actually closer 
to seven hours. Given that different schools have different class lengths, the number of periods needed to 
play PreludeÕs four modules may vary. 
 
Logistics & Supplies 
For more information, please see Appendix 1 
 
Computers & Internet Access 
Module 1: Keynote requires players have access to computers and the Internet. Module 1 can be played on 
a PC or a Mac. 
 
Preparation Time: One to two weeks is needed of preparation time prior to actual day one game play. This 
will allow for getting materials ready for orientation. 
 
IT Support: It will be helpful to secure the support of IT staff. 
 
Class Computer Access & Time: This should be secured in advance. 
 
Firewalls: These can prohibit access to Prelude because of its categorization as a learning game. 
 
Learning ÔGamesÕ: Most school boards have policies that stop access to any online program that has the 
word ÔgameÕ in it. This can be overridden but requires lead-time as well. 
 
Digital Camera 
A Digital Camera is required to document the game 
 
Printers 
Color Photocopy access is ideal for printing reports 
 
Downloads & Saving Reports 
 
Module 1:Keynote Report 
This is an invaluable document for a studentÕs life-career portfolio. However, school board policy may not 
always allow for students to download or save documents. One example around this is for students to email 
their reports to their individual addresses for later download. 
- Prelude Blank Grid - Prelude website 
- Star Graph & Journal - Prelude website 
- Power Symbol Menu - Prelude website 
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APPENDIX I: PRELUDE LOGISTICS & SUPPLIES 
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APPENDIX II: Prelude Overview 
 
 

Module Time: 
5 h 

Focus Activity Learning Outcomes Portfolio 
Addition 

Requirements 

I. Keynote 45 m Individual Players respond to 
online scenarios  

- Learn about personal 
temperament, skills, & 
aptitudes 

- Identify learning  & 
communication styles  

Keynote 
Report 
 

Computers 
PC or Mac 
Online access 
 

II.  iTag 45 m Individual Players design self 
portrait combining 
- Keynote 

Element 
- Power Words 
- Power Symbol 

- Better appreciation of 
assets & aspirations  

 

Self 
Portrait  

Blank grids 
Crayons  
Markers 

III. weTag 45 m Team Players design team 
portrait using iTags 

- Positive insights about 
self & others 

- Value experience of 
creative teamwork  

Team 
Portrait 

As above 

IV. allTag 120 m Group Teams compete to 
create wall mural 
using Team Tags 

- Appreciation for 
interrelationship & 
interdependency 

 

Class 
Portrait  

Mural grid 
Chalk 
Poster paint, 
brushes 
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APPENDIX III: Process Of Synthesis & Scaffolding 
 

Module 1 Keynote Synthesis  Outcome 
 Players learn about their four elemental 

character traits  
 
Players also learn about the fifth element, 
quintessence or excellence, which appears 
when the four elements are in harmony 
 

Players place their four 
elemental character traits 
together in a star, from 
strongest to palest  
 
The star provides a 
helpful visual framework 
for synthesis of all five 
elements 
 
The starÕs apex, which 
represents quintessence, 
is left blank for playerÕs 
individual goals and 
aspirations 

Players can picture 
themselves holistically 
 
They understand they are 
made up of different 
elements, some evident 
some less pronounced 
 
Players can also see being 
able to draw on each 
element when needed 
 
Players come to see 
themselves and each 
other in a new more 
positive light 

Module 2 iTag Synthesis Outcome 
 Players creatively express what theyÕve 

learned about themselves in Module 1 
Players create an overall 
design on 
paper/computer that 
integrates their four 
elemental colors, their 
power words, and power 
symbols 

Players gain an even 
deeper understanding of 
how their individual 
elements can be combined 
to make a powerful 
positive statement about 
who they are and can be 
 
Everyone in the group also 
gains an even deeper 
understanding of what 
makes each individual 
special and unique 

Module 3 weTag Synthesis Outcome 
 Players form four elemental teams and work 

together to achieve a common design goal 
Players on their team 
create a new overall 
design on 
paper/computer that 
integrates motifs from 
each 
 
This requires creativity, 
negotiation, and 
cooperation 

Players learn to work 
within a team context 
 
Players move naturally 
from a position of ÔMeÕ to 
ÔWeÕ 

Module 4 allTag Synthesis  Outcome 
 All four elemental teams share a common 

design goal and must develop a way to 
realize it  

All four teams translate 
their weTags onto a 
mural on paper/computer 
 
This requires negotiation, 
compromise, and 
cooperation 

Teams learn to work within 
a group context 
 
Teams move naturally 
from a position of ÔUsÕ to 
ÔAllÕ 
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APPENDIX III: PRELUDE SUPPORT TEAM 
 
Gail Klinck 
Massey Vanier High School Teacher & Prelude Chief Trainer 
klinckg@ped.etsb.qc.ca 
Skype: gailklinck 
Tel: (450) 263 3772 ext 438 
 
Howard B. Esbin 
Heliotrope Director & Prelude Developer 
hbe@heliotrope.ca 
www.heliotrope.ca 
Skype: Heliograph 
Tel: (461) 342 0210 
 
 

 
Our Elemental Connections 

Earth is the foundation; it is a home for Fire, Air and Water 
Fire cleanses, warms and brings light to Earth 

Air feeds Fire, makes Earth grow, and brings life to Water 
Water refreshes and gives life to Earth. 

We need all Elements for life 
~This poem was created by Secondary I students at Massey-Vanier High School ~ 

 
 

 
 

THANK YOU FOR PLAYING PRELUDE!!! 
 

 
 
 
 
 
 
 


