[image: image1.jpg]?Q? Xi’an Jiaotong-Liverpool University
B % 4056 % &





2026
福尔摩斯社周常

活动策划案
福尔摩斯社团

2026年10月

目录
一、活动基本信息 ——————————————————
二、活动背景与目的 ——————————————————
三、参与对象 ——————————————————
四、活动前期准备 ——————————————————
五、活动流程 ——————————————————
六、签到规则和漏签到处理———————————————
七、注意事项 ——————————————————
八、后期工作 ——————————————————

九、风险预案 ——————————————————
一、活动基本信息

1. 活动名称：福尔摩斯社周常桌游

2. 活动类型：社团周常内部活动

3. 活动定位：面向福尔摩斯桌游社内部社员，以推理类、社交类桌游为载体，丰富社员课余生活，搭建社员线下交流平台，增强社团凝聚力。

4. 活动时间：周四晚上7到10
5. 活动地点：FB G14、G16 教室

6. 活动模式：仅签到（社团内部活动，仅面向社团成员开放）

7. 组织人员：支耀及社团干事

二、活动背景与目的

活动背景

福尔摩斯桌游社以推理、悬疑主题为社团核心，社团内部社员拥有线下社交、桌游娱乐的需求。开展周常桌游活动，为社员提供稳定的线下聚会机会。

活动目的

1. 为社团成员提供线下休闲娱乐渠道，丰富同学们课余校园生活。

2. 通过推理桌游、社交桌游，促进社员互相熟悉认识，提升社团成员归属感。

3. 维持社团活跃度，保障社团周常活动正常开展，发掘桌游推理爱好者。

4. 贴合社团福尔摩斯侦探推理主题，让社员沉浸式体验推理桌游的乐趣。

三、参与对象

福尔摩斯社在册内部社员，仅社团内部报名参与，不对校外人员以及非社员开放。

预计单次参与人数：6‑20 人，根据教室实际容纳人数动态调整。

四、活动前期准备

 场地申请

提前通过学校预约系统申请 FB G14、G16 教室，确认教室桌椅、电源可用，核对预约时间段 18:00‑21:00。

物资准备

1. 桌游道具：准备桌游，阿瓦隆、狼人杀，战锤等桌游；

2. 备用物资：纸巾、饮用水，零食；

3. 签到筹备：AMS 系统创建本次活动，生成签到二维码，设置报名权限为【仅社员报名】，开启活动报名通道。

宣传通知

1. 社团微信群发布周常桌游预告，写明活动时间、地点、AMS 报名入口；

2. 在 Club‑Home 社团主页发布活动通知；

3. 重要提醒：完成活动报名不等于签到，到场必须扫码签到；漏签到需要后续向 SOS 提交材料申请补签。

人员分工

- 总负责人：统筹整场活动，对接教室，处理各类突发情况

- 桌游主持干事：讲解桌游规则，组织现场分组，带动游戏氛围

- 签到干事：提醒到场社员扫码签到，核对到场人员情况

五、活动流程（19:00‑22:00）

1. 18:40‑19:00 前期布置

社团干事提前到场，摆放调整桌椅，整理桌游道具，检查教室设施，打开 AMS 签到二维码。

2. 19:00‑19:20 社员入场签到

社员到场完成扫码签到；干事根据实际到场人数完成游戏分组。

注意：仅报名活动但未扫码签到，系统不会记录参与记录。

3. 19:20‑21:30 桌游游玩环节

开展桌游，多桌同步进行；干事为新手玩家讲解游戏规则；社员可以自由换桌、更换游戏，活动期间社员允许自由进出。

4. 21:30‑21:50 交流反馈

结束桌游游戏，社员简单交流游玩体验，收集社员活动反馈。

5. 21:50‑22:00 场地收尾

收纳全部桌游道具，桌椅复原，清理现场垃圾，关闭教室电源；导出 AMS 报名签到表格做好社团存档。

六、签到规则以及漏签到处理

1. 社员需要先在 AMS 系统报名本次活动，到场扫码签到，参与记录方有效。

2. 活动结束之后签到二维码自动失效，社长后台无直接补签到权限。

3. 社员到场忘记签到：收集学生姓名、学号，准备到场证明（现场合照等材料），由社长发送邮件提交 SOS 学生社团支持中心，申请人工后台补录签到。

七、注意事项

1. 活动仅限社团内部成员，非社员不可以随意入场。

2. 爱护教室内公共设施，活动结束桌椅摆放回原位，保持场地干净整洁。

3. 控制活动音量，避免打扰周边教室。

4. 妥善保管桌游道具，防止道具丢失、损坏。

5. 保管好个人财物；晚间活动结束提醒同学注意往返安全。

八、后期工作

1. 导出 AMS 签到记录表，社团内部存档，统计实际到场参与人数。

2. 在社团群收集社员建议，调整下一期周常桌游的类型、活动时间。

3. 清点收纳桌游物资，做好物资整理，筹备下一次周常桌游活动。

九、风险预案

1. 教室临时被占用：提前准备备选教室；

2. 桌游道具缺失损坏：准备电子版桌游作为备用方案；

3. 到场人数过少：合并游戏桌；到场人数过多：进行分组，设置报名人数上限；

4. 社员漏签到：收集证明材料，走 SOS 官方邮件补签流程。
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Basic Event Information 

Event Name: Sherlock Holmes Board Game Club Regular Weekly Session

Event Type: Internal Club Weekly Activity 

Event Objective: Targeted at members of the Holmes Club; utilizing detective and social board games as a medium to enrich members 'extracurricular lives, create an offline networking platform for members, and strengthen the club's cohesion. 

Event Time: Thursday evenings,7:00 PM – 10:00 PM 

Event Location: FB G14 and G16 Classrooms 

Event Format: Only check-in required (An internal club activity; open exclusively to club members) 

Organizers: Yao.Zhi and Club Officers 

Event Background and Purpose Event 

Background: 

1.The Holmes Club centers its activities around detective and mystery themes; its members have a strong desire for offline social interaction and board game entertainment. This regular weekly board game session provides members with a consistent opportunity for offline gatherings. 

Event Purpose: 

To provide club members with an offline leisure and entertainment option, enriching their campus life outside of class hours. 

To facilitate mutual familiarity among members through detective and social board games, thereby enhancing their sense of belonging to the club. 

To maintain the club's active engagement, ensure the smooth operation of its regular weekly activities, and identify new board game and detective mystery enthusiasts. 

To align with the club's "Sherlock Holmes Detective Mystery" theme, allowing members to experience the joy of detective board games in an immersive way. 

Participants: 

Registered internal members of the Holmes Club; registration is limited to club members only; this event is not open to external individuals or non-members. 

Estimated number of participants per session: 6–20 people; this number will be adjusted dynamically based on the actual seating capacity of the classrooms. 

Pre-Event Preparation: 

Site Application:

Apply for the venue in advance through the school's booking system for Rooms FB G14 and G16, confirm that the desks, chairs, and power supply are available, verify the booked time slot: 19:00–22:00. 

Material Preparation:

Board game props: Prepare board games such as Avalon, Werewolf, Warhammer, etc.

Backup supplies: Tissues, drinking water, snacks

Sign-in preparation: Create this event in the AMS system, generate a sign-in QR code, set the registration permission to [Only Member Registration], and open the event registration portal. 

Promotion and Notification: 

Post a regular board game announcement in the Club's WeChat group, specifying the event time, location, and the AMS registration link;

Post an event notice on the Club's Club-Home homepage;

Important reminder: Completing the event registration does not equate to signing in; attendees must scan the QR code to sign in; if someone fails to sign in, they must submit a request for supplementary signing to SOS later. 

Staff Assignment 

Overall Coordinator: Oversee the entire event, coordinate with the classrooms, and handle any unexpected situations. 

Board Game Host: Explain the rules of the board games, organize groupings on-site, and foster a lively game atmosphere. 

Sign-in Officer: Remind attending members to scan the QR code to sign in and verify the attendance status of all participants. 

Event Schedule (19:00–22:00):

18:40–19:00  Pre-event setup: 

Club officers arrive in advance to arrange and adjust desks and chairs, organize board game props, inspect classroom facilities, and activate the AMS sign-in QR code. 

19:00–19:20  Member arrival and sign-in: 

Members arrive and complete the QR code sign-in process; officers then organize the participants into groups based on the actual number of attendees. Note: If a participant only registers for the event but fails to scan the QR code for check-in, the system will not record their participation. 

19:20–21:30  Board Game Session: 

Board games will be played with multiple tables running simultaneously; event organizers will explain the game rules to novice players; members may freely change tables or games; members are permitted to enter or leave the venue freely during the event. 

21:30–21:50  Exchange and Feedback Session: 

After the board game session, members will share their gaming experiences in brief discussions, and feedback will be collected from the participants. 

21:50–22:00  Venue Cleanup: 

All board game props will be collected; tables and chairs will be restored to their original positions; any waste on-site will be removed; and the classroom power supply will be turned off; the AMS registration and check-in form will be exported for club archival purposes. 

VI. Check-in Rules and Handling of Unregistered Participants: 
Members must first register for this event through the AMS system and then scan the QR code upon arrival to complete check-in; only such registrations will be considered valid. 

2. The check-in QR code will automatically expire upon the conclusion of the event; the club president does not have direct authority to issue supplementary check-in requests via the backend system. 
3. If a member forgets to check in upon arrival: the member's name and student ID will be recorded, along with any proof of attendance (e.g., a group photo taken at the venue); the club president will then send an email to the SOS Student Club Support Center to request manual backend supplementation of the check-in record. 
VII. Important Notes: 
1. This event is open exclusively to club members; non-members are not permitted to enter the venue without authorization. 

2. Please take care of the public facilities in the classroom; upon the conclusion of the event, tables and chairs should be returned to their original positions, and the venue should be kept clean and tidy. 

3. Please keep the event volume low to avoid disturbing neighboring classrooms. 

4. Please keep the board game props safe to prevent loss or damage. 

5. Please safeguard your personal belongings; at the conclusion of the evening event, remind your classmates to ensure their safe travel home. VIII. Post-Event Actions: 

1. Export the AMS attendance record form for internal club archiving and calculate the actual number of participants. 

2. Collect suggestions from club members via the club group chat to adjust the types and schedule of the upcoming weekly board game session. 

3. Count and organize all board game supplies, and prepare for the next weekly board game event. 

IX. Contingency Plans: 

1. Temporary classroom occupancy: Prepare alternative classrooms in advance. 

2. Missing or damaged board game props: Prepare digital versions of the board games as a backup solution. 

3. Too few participants: Combine game tables; too many participants: Divide participants into groups and set an upper limit on the number of participants per group.

4. Members failing to check in: Collect supporting documentation and follow the official SOS email process for supplementary check-in.
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