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Mission Briefing

Peter and Anatoly are exploring Nordstrom, a newly
updated, steampunk-themed virtual region. Their
adventure is chaotic: they struggle with digital
connection issues, get trapped on train roofs, fall
through incomplete digital floors, and marvel at
intricate Victorian sewing machines.

Virtual exploration provides a rich ladSCpe for

dynamic, spontaneous English. When physics break ’

and plans fail, we hear how native speakers s S’

naturally express frustration, glve mstructlons and
__ describe the unknown. L Y8 2
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Vital Stats

Genre:
Virtual Reality
Gameplay

..

Theme: Steampunk.
(Victorian Era+ | ~
Sci-Fi)

Focus: Phrasal
Verbs, Tech Slang,
Idioms
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er 1: Peter (The Clumsy Guide) k

lay

Curiosity

Navigation Calmness

B — = e T

Enthusiastic but prone to
virtual accidents. He drives the |
action forward but constantly
glitches or gets trapped by the
environment.

Notable Quote: “Can't get out.
Bumping my head against the
frame of the door.”

The Explorers

er 2: Anatoly (The Calm Observer) |

Calmness

Mechanics

Analytical, grounded, and
successful where Peter fails.

He figures out the mechanics
while Peter creates the chaos.

Notable Quote: “I am sitting
here and I am already eating
soup.”



The Nordstrom Journey Path

Waypoint 2: The Sky Tram

They attempt to board a tram moving on
a rope. The system glitches: Anatoly sits
inside, while Peter gets trapped on the roof.

Waypoint 1: The Dining Car

Peter tries to bribe an NPC barmaid with
pizza; it fails. Anatoly successfully figures
out the menu and eats soup.

sewing machine before retreating.

Waypoint 4: The Victorian Factory

They explore a highly detailed, noisy buil-
ding, successfully operating a mechanical

| Waypoint 3: The Scary Elevator

Peter discovers a hole in the ground and
falls through because the area is still in
development and lacks solid floors.
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ampunk Concept

(a8
£

N7

¢ Flguratlve LangUage: The Ste

. Steampunk is a sci-fi genre, but it is
also a metaphor for
anachronism—blending historical
aesthetics with futuristic technology.

Anatoly’s Insight:
“In case electricity wouldn’t be
invented... maybe we would use internet
which would work with steam.” -

|
|
B
N — The -ish Suffix G
: ; | N Anatoly describes the sim as a steampunk-ish place.
o | Native speakers attach -ish to nouns or adjectives to mean having the 2 _ .
B T ! qualities of or approximately. = S\ A N =W
Example: We'll meet at 5-ish. (Around 5:00) T - L . S
2l Example: It has a Victorian-ish design. (Similar to Victorian) _ < ':-:___F'Tmfm "“,';':'JFT:H"hr:“““mFB\
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@l Virtual Slang
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C(mtext eanmg

Slow prucessmg causmg freezing.

Real- World Equwalent

Lag / Laggy o e B b Sluggish, delayed, unresponsive.
TP 1n -0 imt?}]tg}tﬁfﬁgt ;:;J?ﬂltgcatiﬂn. Arrive instantly, log in, join.
NPC Ci?{nilig?%ggﬁgzﬁgi <) Automated service, bystander.
il The simulated virtual region or world. s e e

They changed the whole sim.

Heads Up Display; the on-screen interface.

I haven't accepted the HUD.

SYSTEM LOG:
USER INTERACTION FAILED.

I"IPI' E‘-AF’HHID 01 NDT RESPONDING.
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The Mechanics of Phrasal Verbs

Ad]’ ust Camera View

Let me zoom out again because behind us
there's a train station.

e —

Enter or Exit a Space

Can you get inside? It is pretty narrow.




The Language of the Glitch

When the virtual world breaks, the explorers must troubleshoot.
Notice the specific, functional language used to describe failure.

The Problem: The Physics fail.

Physics is not working properly... I’m on
the roof.

Troubleshooting Phrases:
e [t didn’t work.
* Doesn’t work for me.
e Why am I not [able to move]?
e Let’s try again.

Vocabulary: Under Development

When something is glitchy because it isn't
finished yet, it is still under development.
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Idioms in the Wild
P —
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Dead End [ We Come in Peace __.— At - End of the Day |

|
The Scene: Peter walks down a ‘ The Scene: Anatoly summarizing
| path but finds a wall. Okay, this his final thoughts on the virtual
| is a dead end. world. At the end of the day,
this is a kind of a roleplay

place.

The Scene: Entering a noisy,
unfamiliar factory, Peter

announces, We are friendly folks,
we come 1n peace.

Real World Use: A playful,
pop-culture phrase used to |}
announce friendly intentions |}
when entering a tense or new
situation.

Real World Use: A project,
conversation, or career
path with no possibility of
progress.

Real World Use: Ultimately;
the most important fact
after everything is
considered.
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Synthesizing the Explorer’s Toolklt

Navigation
(Moving Through)

Rely heavily on directional
phrasal verbs (get inside, fall
down, zoom out) to describe
physical movement.

Troubleshooting

| I'II I';II ’ n\ \
(Handling Failure) / HR"'-.,\ R A
Deploy short, direct AR ¢
statements of mechanics

(doesn’t work, try again,
glitch) to solve problems.

e I.__._,-"
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Observation
(Describing Surroundings)

Use highly specific sensory
adjectives (narrow, detailed, |
laggy, noisy) to report
conditions to others.

Summarizing
(Evaluating Experience)

Use established idioms (at
the end of the day, dead end)
to wrap up complex, chaotic
experiences.

i \
@Z{ Panoramic View 2=




True or False?
1€ ﬂ Peter successfully gave the barmaid a slice of pizza.

2 @ Anatoly was able to sit on the bench inside the tram.

3. The region is completely finished and bug-free.

~ Short Answer

4. What historical era is the steampunk style based on, according to the explorers?

5. What phrase did Anatoly use to say ultimately or in conclusion?

| En NotebooklLM
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Field Notes: Discussion Prompts NATA 22—V /NN

COMMUNICATION LOG_ -
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Mission Logs
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Self-Study Checklist

/ [ can use 3 new phrasal verbs
(zoom out, fall through, get inside).

/ [ know the difference between
lag and a dead end.

/ [ can add -ish to describe
something approximate.

J [ can use troubleshooting
language when technology fails.
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@l Level

IR\ Complete /28

7 s
“There are a lot of stuff which were created by talented )
people and it's interesting to explore.” — Anatoly 3 9

Action Item:
Take your new vocabulary out of the simulation. Explore an

English-speaking forum, game, or video this weekend.
Have a nice weekend, bye bye!

B e =



