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I. Letter from Secretary-General 

Esteemed Delegates, 
As the Secretary-General of this conference, I’m so honored to welcome you all to the 
very first session of ANTALYA FEN MODEL UNITED NATIONS CONFERENCE 
which will be held from June 22 to 24, 2019 at Akdeniz University, Faculty of 
Literature. 

I’m Meryem Zülal Demirel and I’m a sophomore student at Antalya Science High 
School.Which is also known as Yusuf Ziya Öner Science High School. It’s my utmost 
pleasure to serve you as the Secretary-General of AFMUN19. 

Our prior aim is to discover the hidden diplomat inside of you. We will provide this 
qualified experience with our absolute academic team that formed with the most 
competent and skilled MUNers and two of that skilled and experienced people is the 
Under Secretaries-General of this committee who are   Eray Akın and Enes Maz. 

 In this Joint Crisis Cabinet you will be debating upon one of the most known movies 
which is called the Maze Runner. And each person will present a character from the 
movie. Also this movie is one of my favourites and I’m sure that this committee’s 
going to be stunning! I would like to wish you luck from now. Please don’t hesitate to 
contact me in case you face any kind of problem. 

I would like to wish you luck from now and please do not hesitate to contact me in 
case you face any kind of problem.  I can’t wait to meet you in person. See you in 
June 22nd. 

contact me via: meryemzulaldmrl@gmail.com 

Meryem Zülal Demirel 
Secretary-General of AFMUN19 

 

mailto:meryemzulaldmrl@gmail.com


II. Letter From Under Secretary-General 

It is my utmost pleasure to say welcome to the AFMUN Conference. My name is 
Eray Akın and I will be serving as the Under-Secretary General responsible for 
Fantasy Committee: The Maze Runner. It is my utmost pleasure to serve as the 
Under-Secretary-General at such a prestigious conference, AFMUN’19. 

In my point of view, MUN experiences provide us with confidence, personal 
development and a different perspective over the world. These perspectives are so 
useful to the person for a lifetime. 

I recommend all of the delegates to read the study guide carefully. Also, I want to 
encourage you to do your best at the committee. As the executive board, we are very 
friendly and helpful. With that being said, if you have any questions regarding the 
committee procedure or anything, you can ask us without hesitation even out of the 
committee.I hope this committee will be efficacious and solution oriented. 

Before the end of my letter, I would like to thank our distinguished Secretary-General 
Meryem Zülal Demirel and Director General Elif Sude Meriç for giving me a chance 
to be a part of this amazing conference. 

Lastly, I would like to thank our Co-USG, my best friend, Enes Maz a.k.a “the life 
saver” for his endless knowledge and helps in this study guide. It wouldn’t be perfect 
without you. 

If you have any questions, please feel free to contact me via erayakin013@gmail.com 
I am looking forward to see you in Antalya! 

Under-Secretary-General, 
Eray Akın  

mailto:erayakin013@gmail.com


III.Committee Introduction 

In this committee you will be one of many boys stuck in a big area called 

The Glade surrounded by a huge maze that possesses many dangers such 

as grievers. Griever is a creature that lives in the Maze and comes out 

after dark. Its purpose is to harass and even kill the Gladers who venture 

into the Maze. Your job in this committee is to survive in the Glade and 

escape the Maze if it is possible. But you will encounter obstacles. Your 

fellow Gladers may betray you, you might run into Grievers on your 

journey into the maze, or there one griever may decide to roam the woods 

in Glade you have to be careful as Glade and the Maze are full of 

dangers. 

 

https://mazerunner.fandom.com/wiki/The_Maze
https://mazerunner.fandom.com/wiki/Gladers
https://mazerunner.fandom.com/wiki/Gladers


A.Glade  

The Glade is the area in the center of the Maze that serves as a living 

place for the Gladers. The Glade has four large Walls that encase it and 

separate it from the Maze. Each wall has an opening in its center, called 

the Doors, that close every night and re-open every morning. Outside the 

Glade lies the Maze with many twisting and turning paths that contain 

horrifying slug-like, spike-covered creatures called Grievers. Glade and 

Maze are in the desert, on the surface. 

 

https://mazerunner.fandom.com/wiki/The_Maze
https://mazerunner.fandom.com/wiki/Gladers
https://mazerunner.fandom.com/wiki/Grievers


1.Description 

Gardens (North East): The grassy area where crops are grown and 

water is pumped, as it never rains in The Glade. Some Gladers sleep on it 

at night in sleeping bags since there is not enough room in the 

Homestead. 

Homestead (North West): A double storey building where some of the 

boys sleep. It also contains the kitchen. The Gathering is held in a room 

in the Homestead. At the back of the Homestead is The Slammer, a place 

that functions as a jail. 

Blood House (South East): A large barn where livestock are raised and 

slaughtered.Deadheads (South West): A small forest area with a 

graveyard. 

2.Rules 

Never go outside the Glade, unless you're a Runner 

Never hurt another Glader. You have to trust each other. 

Everyone does their part. No slackers. 

3.Jobs 

Each of the Gladers has a job which they work at almost all day, their 

only normal break being for lunch. Each type of job has a Keeper who 

has his own seat at the council (Gathering). 

https://mazerunner.fandom.com/wiki/The_Homestead
https://mazerunner.fandom.com/wiki/The_Slammer
https://mazerunner.fandom.com/wiki/Runner
https://mazerunner.fandom.com/wiki/Keepers
https://mazerunner.fandom.com/wiki/Gathering


 

There are ten known jobs in the Glade, but possibly several more, 

according to Zart : 

Builders (Gally): They build new/upgrade places in The Glade 

Bricknicks: They have almost the same job as Builders but are actually 

tasked with repairing buildings. 

Sloppers (Chuck): They do dirty tasks, houseworks, basically any job the 

Gladers do not want to do; treated as the lowest ranked job. This job is 

given to Gladers who are bad at every other job.   

Baggers: They act as guards and deal with any dead bodies. 

Cooks (Frypan): They cook and prepare the meals. 

Track-hoes (Zart): Gladers who work in the Gardens - tilling, weeding, 

planting and harvesting. 

Med-jacks (Clint): They act as doctors. 

Slicers (Winston): They work in the Bloodhouse - take care of livestock 

and slaughter the animals for food. 

Runners (Minho): The only Gladers allowed to go in the Maze; they run 

through it every day and accumulate information about the wall 

movements to draw the Maze day after day in order to find a way out. At 

the end of each day, they return to the Glade and spend some time in the 

Map room, drawing maps using their memory and quick jotted notes 

from in the Maze. Each Runner is responsible for their maps. 

https://mazerunner.fandom.com/wiki/Zart
https://mazerunner.fandom.com/wiki/Builder
https://mazerunner.fandom.com/wiki/Gally
https://mazerunner.fandom.com/wiki/Bricknick
https://mazerunner.fandom.com/wiki/Slopper
https://mazerunner.fandom.com/wiki/Chuck
https://mazerunner.fandom.com/wiki/Bagger
https://mazerunner.fandom.com/wiki/Cook
https://mazerunner.fandom.com/wiki/Siggy
https://mazerunner.fandom.com/wiki/Track-hoe
https://mazerunner.fandom.com/wiki/Zart
https://mazerunner.fandom.com/wiki/Med-jacks
https://mazerunner.fandom.com/wiki/Clint
https://mazerunner.fandom.com/wiki/Slicer
https://mazerunner.fandom.com/wiki/Winston
https://mazerunner.fandom.com/wiki/Runner
https://mazerunner.fandom.com/wiki/Minho


4.The Box 

The Box is a metal lift located in the center of the Glade that brings 

weekly supplies to the Gladers. Without is Glader’s survival chances are 

slim. but also a new Glader every month. Every Glader's arrival is 

signaled by a loud alarm, usually half an hour before the actual arrival. 

No one knows anything about it or who controls it. It comes from a dark 

and deep hole, seemingly endless. The Box doesn't move if a person is 

standing in it. Past attempts at escaping The Maze included sending a 

Glader down into the hole after The Box descended, however, this proved 

a fatal result as the person was cut in half by an unseen force after 

climbing ten feet down. The Box has been noted to occasionally take 

requests from the Gladers for specific items. This was done by writing the 

desired item(s) on a piece of paper and dropping it into the Box. 

5.Gathering 

The Gathering is a meeting of all the Keepers, and the leaders who 

are Alby and Newt, usually in dire situations when something extremely 

serious needs to be sorted out or when there is a punishment needed to be 

sorted out due to someone's actions. 

The 10 Keepers and the two leaders call themselves the "council" so there 

are 13 seats in the council room, 10 for the Keepers, 2 for the leaders, and 

1 for the shank that's in trouble. The Keepers and leaders sit in a 

https://mazerunner.fandom.com/wiki/The_Glade
https://mazerunner.fandom.com/wiki/Gladers
https://mazerunner.fandom.com/wiki/The_Maze
https://mazerunner.fandom.com/wiki/Keepers
https://mazerunner.fandom.com/wiki/Alby
https://mazerunner.fandom.com/wiki/Newt


semicircle around the one chair. 

Every Keeper is heard about the subject, can say his opinion and propose 

a solution or consequence. Then the leader phrases the options and they 

vote. 

B.Griever 

A Griever is a creature that lives in the Maze and comes out after dark. Its 

purpose is to harass and even kill the Gladers who venture into the Maze. 

It is described as being a bulbous, dark creature, with many appendages 

such as spikes, shears, and rods. It seems to move in a forward roll. A 

Griever can "sting" Gladers, or prick them, which causes extreme pain for 

up to days or weeks. Stung Gladers who take the Grief Serum usually 

regain some of their memories during the painful "Changing." If a Glader 

does not take the serum, they die. 

Grievers make whirring and clicking sounds when they move. The 

machinery inside of them often causes the reflectance of light, 

 

C. Glader Slang  

https://mazerunner.fandom.com/wiki/The_Maze
https://mazerunner.fandom.com/wiki/Gladers
https://mazerunner.fandom.com/wiki/The_Changing


Glader Slang are new words the Gladers had created during their time in 

The Glade. 

▪ Klunk - means "poop" or "crap." 

▪ Shank - means "friend" or "fellow." 

▪ Shuck - an expletive used to bring attention to one's annoyance or 

frustration. 

▪ Slim it - means "calm down" or "shut it."  

▪ Slinthead - a derogatory term used mostly by others when one 

makes a mistake that involves repercussions. 

▪ Greenbean/Greenie - the newest arrival to the Glade. 

▪ Newbie - a newcomer in the Glade. Can refer to a Greenie, or 

anyone else relatively new. 

▪ Good That - said when a Glader agrees with someone or 

something. 

▪ Jacked - describing a person who is messed up in the head. 

▪ Deadheads - a forest in the South West end of The Glade with a 

graveyard. 

D. Characters 



1- Thomas 

Thomas is the last boy, but not the last person to enter the Glade.  
 
The only thing he remembered 
when he came into the glade 
was his name. Chuck described 
him as about 16 years old, of 
average height, and brown 
haired.  

He was called "Greenie", a 
nickname given to new arrivals. 
He becomes a Runner with 
Minho after being the first 
person to spend a whole night 
in the Maze, and saves Alby 
when he is about to die.  

He has a telepathic connection with Teresa and was able to talk to her 
while she was in a coma. 

2- Teresa 

The first girl and last person to 
enter the Glade. When she 
entered the Glade she was in a 
coma and Newt thought she 
was dead.  

She also calls Thomas "Tom". 
She has a telepathic connection 
with Thomas.  

She is also known to help 
Thomas out of the maze and 
fight the Grievers in the 
Griever Hole She is thin, has black hair and blue eyes, and pale skin. 



3- Alby 

The eldest and the leader of the 
Gladers. He is described as 'The 
dark-skinned boy with short 
cropped hair, his face clean shaven'.  

He tries to keep order within the 
group by having all the boys follow 
the rules they've set down to 
survive.  

He has a very close relationship 
with Newt, his second-in-
command.  

He was in the group of 30 people who first arrived in the Glade.  

 
4- Newt 

A tall, strong, smart boy with 
medium-length blond hair who 
speaks with an odd accent.  

He used to be a Runner, but is no 
longer able-footed.  

He is very kind, friendly, and 
welcoming to Thomas. He is Alby's 
closest friend and second-in-
command and takes over as leader 
when Alby no longer feels capable. 



5- Minho 

The Keeper of the Runners is in charge 
of navigating and mapping out the Maze.  

As a Runner, he's in very good shape and 
is described as "an Asian kid with strong, 
heavily-muscled arms and short black 
hair."  

He is sarcastic and a smart alek.  

He and Thomas quickly become good 
friends. 

 
6- Chuck  

A young and chubby boy with curly hair 
who was the newest Glader until Thomas 
arrived.  

He immediately becomes friends with 
Thomas, and acts like a little brother 
towards him.  

Chuck was a "slopper". He is around 12 
or 13 years old.  

He is killed by Gally after a knife is 
thrown at him while he is saving 
Thomas. 



 
7- Gally 

A Glader who lives by the rules 
Alby put in place.  

He does not trust Thomas and 
shows an immense dislike for him.  

He is also the Keeper of the 
Builders.  

He runs away from the Glade in a 
fit of rage after exclaiming that he 
thought "Thomas was not to be 
trusted" in the Gathering.  

 

8- Frypan 

Siggy, better known as Frypan, is a hairy 
teen, a Glader, and the Keeper of the Cooks.  

Siggy makes one appearance in The Fever 
Code.  

After George is stung by a Griever, Siggy 
tells the other Gladers about a syringe of 
liquid that had come up in a box of supplies.  
Since he had no idea what it was for, he had 
not mentioned it to anyone. Alby tells him to 
bring the syringe, and they inject George 
with it. 



 

9- Zart 

Zart is Glader and the Keeper of the Track-hoes 
(Gardener). 

He is usually seen working with Thomas and 
Newt (and occasionally seen with hanging with 
Chuck).  

He points out that Thomas, Minho, and Alby 
returned from the Maze to the other Gladers. 

10- Winston 

Winston was a Glader and the Keeper of 
the Slicers. He might have been named 
after Robert Winston, a British scientist, 
or possibly Winston Churchill. 

In The Maze Runner, Winston is 
introduced as the Keeper of the Slicers.  

When a Gathering is called to discuss 
Thomas' actions and the consequences of 
going into the Maze overnight, Winston 
states that he thought what Thomas did 
was brave, but he should be punished for 
what he did or it would set a bad 
example.  

He follows Thomas to escape the Maze 
and survives. 
 



 

11- Jeff 

Jeff was one of two Med-jacks in the 
Glade, the other being Clint. The two 
are almost always together.  

Jeff was present when Teresa woke 
up, but she kicked him in the groin, 
climbed out of the window and met 
Thomas. 

He is 15-16 years old. 

Jeff is described as being tall with a 
buzz cut and a nose the size of a fat 
lemon. He was also shown to be 
somewhat well built and skinny. 

12- Clint 

 
He is one of the two Med-jacks, 
Jeff being the only other one. He 
was one of the many Gladers 
who went with Thomas to 
combat the Grievers and 
survived. 

He is 15-17 years old. 

Clint is described as being rather 
short, with grey hair already 
conquering his usual black. In 
the film he is shown with brown 
curly hair, average height, a little chubby. 
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