GAMES

where, when, what, with whom, how and why!

Introduction

When it comes to think about games to be proposed to participants in a workcamp or youth exchange, the most obvious answer that crosses our mind is the word “energizers”. You may believe it or not, many other categories of games do exist and it might be surprising to see how many they are and to which special occasion they can be played. Here you can find a list with these categories, each featuring some useful examples with instructions and suggestions. Have fun, both in reading and in playing!

Games categories in this list (11):

Name games 

Getting-to-know-each-other games

Ice breakers & Energizers

Disenergizers

Chair games

Team building games

Geographical games

Games for the whole project

Group splitting game

Brain teasers

Closing activities

NAME GAMES

In a non-formal education project, such as a workcamp or a youth exchange, where participants spend often more than one week together and share their time, rooms, food, learning and free time, getting to know participants' names from the very beginning of the meeting is essential. It is not a chance that one or more name games are the opening activity of a workcamp or international seminar.

Alphabetic chairs

Group size: unlimited

What you need: a chair for each participant; a plenary room (it can be played outside as well)

Duration: 15/20 minutes 

Notes: not suitable for people with disability. Though, the setting can be modified according to their needs. Remember to ask participants beforehand if they feel at easy stepping on chairs and taking shoes off. 

Put the chairs in a circle (close enough to each other) and ask the participants to stand on the chairs (with or without shoes depending on your arrangements with the cleaning staff). When on the chairs you ask the participants to move into alphabetical order according to first name without touching the floor (it is a cooperation exercise). When done, you do a round of names to check if the order is correct and at the same time refresh all the names. 

Acronyms couples

Group size: unlimited

What you need: A4 paper (one for each participant), markers

Duration: 5/10 minutes for preparation, 10/15 minutes for the name rounds

Notes: works only with an even number of participants, as you need to form couples

Participants are invited to form couples (possibly with participants from different countries / languages). Each participant receives a marker and an A4 sheet. Participant  A write participant B name on her/his sheet (and participant B does the same). Now participant A has to form a sentence using the initial letters of participant B name (the same does B with A name). Example: Participant B is named Maria; participants A write “Maria” on the sheet and creates the sentence “My Aunt Read Indian Alphabet” (invite participants to write funny sentences!). Then, participants B (Maria) receives the sheet with her name. When participants finish creating the sentences, a first round of name starts: each participant reads the sheet with her/his name and the funny sentence. When the round is complete, the facilitator collects all the sheet and places them on the center (face down) and invites participants to make a circle. Thus, s/he invites a participant to start by picking up the first sheet: her/his task is to read the name and point the correct participant (who will continue the game picking up the following sheet). 

Zip-Zap

Group size: medium / large

What you need: Something with which you can point (around 50 cm long) 

Duration 15 minutes 

Participants form a circle, one person stands in the middle with pointer. This person points at one of the participants in the circle and asks him/her “zip” or “zap”? When asked zip, the participant names the person on his/her left, when asked zap, the participant names the person on his/her right. (Participants can be asked to name other things, like country or organisation or favourite food, etc).
If the participant cannot answer correctly he/she goes to the middle.- If the participants do not make any mistakes, the person in the middle can say “zip-zap”! Then all participants have to go to a different place in the circle.

GETTING TO KNOW EACH OTHER GAMES

Now that participants have learnt all their names, they might be probably curious to know more about themselves: where they come from, what they do, how they live in their countries; they would like to exchange information about their families, how they spend their free time and so on. If name games are the opening games, the so-called “getting-to-know-each-other” games represent the typical second step.

Two Circles

Group size: even number, small-medium groups (up to 30 participants)

What you need: a chair for each participant; paper; a room 

Duration:  30 / 45  min.

Tell participants to arrange two concentric circles with chairs, each of them consisting of the same number of chairs, and invite participants to sit (one opposite the other: they should be able to interview each other). People sitting in the inner circle receive a small book, that you have prepared beforehand. All books are the same. Each page has a question. The number of pages depend on the number of chairs in each circle (example: if the chairs in the inner circle are 6, the book should contain 6 questions – and the total number of participants playing the game is thus 12).

Here some examples of questions: “do you have any brothers or sisters?”; “is this your first intercultural experience?”; “Where will you be in 5 years?” and so on. The activity starts and the participants sitting in the inner circle ask the first question (only the first question!) to the participant sitting opposite to them. After 2 minutes, the ones sitting in the external circle are allowed to ask to those sitting in the inner circle. After 4 minutes, the ones sitting in the outside circle move to a chair to the right. New couples are formed, and question number 2 is asked, following the same procedure. 

Toilette paper

Group size: unlimited

What you need: participants in a circle, toilette paper

duration: according to group size (with a small/medium group: 20 min)

This is a funny activity. Explain to participants that your limited budget forced you to buy only a roll of toilette paper for the whole training course. Therefore, each participant is invited to take one or more pieces of toilette paper according to their “needs”. After each participant has taken the pieces, explain the real rule of the game: for each piece taken, each participant should tell something about him/herself! (don't forget to reassure them that you do have toilette paper for everybody!)

ICE BREAKERS and ENERGIZERS 

Participants have formed a circle. Some of them are tired after a long trip, some are shy and cannot stare anywhere but at their feet, others giggle or laugh, others are just interested to see what comes next and simply wait. For many of them it is the first non-formal educational experience. Silence reigns in the meeting room. Welcome to the typical beginning of an international project! And if you are the leader, coordinator or facilitator...you definitely need a good set of energizers!

The main purpose of such activities is to  allow participants to feel more comfortable inside the new group. Usually these games are proposed at the beginning of a morning session, possibly outdoor. They should be entertaining, dynamic, interactive, their instructions easy to understand and their duration short (no longer than 10 minutes).

NOTE: It might happen that a participant refuses to take part to such activities, for different reasons: some people are not used to play when they become adults and they might feel ashamed. Others fear possible body contacts or are afraid to fall on the ground and get injured. Here some suggestions in order to involve and motivate participants to join an energizer:

· do not experiment: try your energizer in advance, or if you cannot, read and learn carefully the instructions before explaining;

· be clear and short when explaining the rules; ask participants if they are well understood before starting, if needed, repeat the instructions more clearly;

· check the setting before starting: do you have enough room to play? If you have participants with disabilities, is the game suitable for them?

· adapt your game to the topic of the project. If yours is an environmental workcamps, propose energizers with related theme or shape them up according to the project topic. Example: the “water melon game” (see below) can be used as energizer to introduce further activities in a healthy lifestyle project (it is about eating fruit :). Participants will be more interested in playing. Create a framework, and possibly link the game with the next activity; 

· Do not force participants to play if they do not want to. However, be aware that if many of them refuse to play, their behaviours can be contagious and can spoil the activity. Try to understand if their attitude depends on lack of motivation or on more serious reasons;

· If a participant persistently refuses to play, maybe s/he can be interested in joining the game as your personal assistant. 

Water melon game

Group size: medium (10-20 participants)

Have the group stand in a circle. Invite participants to imagine to hold a watermelon slice with both their hands. They would like to share it with everyone but there are specific ways to pass the watermelon to the next person: if the person wants to pass the watermelon to the right they use their left hand and move it across their face towards the right while making a slurping noise. If they want to pass it to the left, they use their right hand and move it across their face towards the left while making a slurping sound. An additional option is to “spit up” the watermelon seeds to any person in the circle, by looking at this person’s eye and simulating a seed spit. The first rounds can be played slowly, but the game gets more entertaining when participants are invited to play as quick as they can!

Dancing cap

Group size: unlimited (even number)

What you need: a cap, music equipment

Participants form couples. Music starts and they start dancing in couples (possibly walzer). A member of a couple wears a cap and have to place it on the head of a member of another couple while dancing. When the music stops, the couple whose member wears the cap is out of the game. The music starts again and the game goes on. When the number of couples narrows, the game gets more and more entertaining! 

Evolution

Group size: medium

Explain participants the following evolutionary cycle (although biologically wrong!): amoeba, fish, crocodile, monkey, human being (mime each stage of evolution with a gesture for each animal).

Participants start moving randomly around the room as amoebas. When a player meets another player, they play “rock, paper, scissor”. The winner evolves to the next stage and becomes fish, whereas the looser remains amoeba and look for another amoeba to play with. When a fish meets another fish, they fight again. The winner evolves to crocodile, and the looser gets downgraded one stage lower (amoeba). The game goes on following these principles (only similar animals can fight, the winner upgrades, the looser downgrades). Those who become human beings leave the floor and wait for the game to finish (the game ends when everybody become human being)

The apple game

Group size: medium / large

What you need: two apples (or balls)

Two or three line of participants (same number) are formed. A starting and a finish point are set. The first participant of each line receives an apple, to be held between chin and breast. The use of hands is forbidden! Task of the game is to pass the apple to the next participant and so on, in order to deliver the apple to the end of the line. The first group to deliver the fruit is the winner.

Albatros vs Penguin

Group size: medium / large

At the beginning of this game all participants are albatrosses except one, who plays the pinguin. Albatrosses are allowed with long strides but are slow; penguins are quicker, but when they move their  heels shouldn't part (they walk “charlie chaplin style!). When the game starts, the only penguin has to catch and touch the albatross. Once an albatross is caught, it turns into a penguin and help catching the albatrosses. Finally, the game rules are inverted: the last albatross has to catch the penguins and turn them into albatrosses!

DISENERGIZERS

Is your group too excited and you need to calm participants down before starting something that needs a more reflective attitude, let's say, a study part? Maybe you need a “disenergizer”, a special game to create the right setting and attitude for thinking and listening.

The invisible object

Group size: medium

Duration: no longer than 5 minutes

Participants form a circle, but they can also sit. A participant starts playing: s/he is invited to imagine to handle an invisible object, to be shaped as s/he wishes, and to be passed to another participant (it can be thrown, handed, launched, rolled...). Participants are not allowed to talk.

CHAIR GAMES

Many nice games require the use of chairs. They can be played inside (in case of rain) or outdoor. Here below a funny one!

The card seed game

Group size: medium (not smaller than 10)

Duration: a whole round can last 15/20 minutes

What you need: a deck of cards with seeds, steady chairs

Participants sit in a circle; one person (the game leader) stands in the middle of the circle with a card deck (40 or 52 cards, or even two decks according to the group dimension). Each participant receive a card, not to be shown. S/he has to remember the seed. The person in the middle, holding the deck in the hand, shows the first card. Those who holds a card with the same seed of the one that is shown has to move to the left (and sit on the lap of those who keep seated). The leader shows the second card and invites the participants to move further, and so on. It will happen that some participant cannot move, as one or more participants sit on his/her lap. As a matter of fact, s/he will not move! The winner is the one who can complete a whole round in the circle, reaching the chair where s/he started the game. 

TEAM BUILDING GAMES

Task of this kind of games is to help the group of participants overcome the initial barriers through fun and, often, physical contact, and to increase the sense of belonging to a group. In order to accomplish the task, the members of a group are required to work as a team, including each participant in the decision making process.

The cover

Group size: up to 20 participants

What you need: a blanket, a room

Duration: 15 minutes

A big blanket is laid down on the floor. Participants are invited to step on it. Very easy at the beginning, but what if the playing surface gets reduced? After each round, fold a corner of the blanket in the inside, thus reducing the room where participants can step, and ask them to jump on board. No participant is allowed to place himself/herself outside the blanket. During the last rounds,

when the surface is limited, participants have  to develop out-of-the-box strategies in order to allow the whole group to solve the problem.

GEOGRAPHICAL GAMES 

Geographic knowledge of participants is a topic that it is not always taken into proper consideration when organising an intercultural project. In fact, it is important to raise awareness about our planet among participant of a training or volunteers in a workcamp, considering that the members of a group come from different countries and sometimes even from different continents of the world. A proper geographic knowledge can trigger further discussions and strengthen common interests.

Euromap puzzle

Group size: up to 30 participants

Duration: 30 minutes

What you need: cards (each containing the name of a European country), small flags of European countries; a table

Prepare cards, each containing the name of European countries. Give one or more cards to each participants and ask them to place them on the ground or on a table according to the correct  geographic position. When the “map” is completed, hand each participant one or more small flags and ask them to place them on the correct country. This game can be played also with cards of different continents.

GAMES FOR THE WHOLE PROJECT

Games and energizers are very important during the first days of a project, but they can be played throughout the whole meeting too. Here is an example of a nice game that can start on the first day and can be concluded at the end of the project.

The secret friend

Group size: suitable also for large groups

Duration: the whole event

Each participant draws a paper from the “hat” where all the names’ players are collected, so that each participant has his or her “secret friend”. During the workcamp, training course or youth exchange participants makes various gifts to their secret friend while remaining incognito.

Gifts can be the handmade and participants need to be creative, innovative and unique while preparing their gifts. Very often the gifts can be presented in the form of souvenirs, poems or in a form of simple messages. But in this case, the player needed intermediaries “postmen” who can pass the message to the recipient. The mandatory rules of the game are that the “postman” or “Cupid” should not disclose the names of senders “secret friends” not under any circumstances. The game ends on the last day, when in the presence of all the names of all secret friends should be disclosed. (if participants agree)

GROUP SPLITTING GAMES 

Quite often a coordinator meets the need to split the big group in smaller teams, in order to create working groups for different topics. Here is an example of a nice game that can be used for this purpose.

The Atoms game

Group size: suitable also for large groups

Participants are free to move in the large plenary room. They are invited to imagine to be crazy atoms moving in a vacuum. Music is played. When music stops, the coordinator (who does not play the game) says a number aloud. Participants must quickly create clusters according to the number provided by the coordinator (for example: if groups of 4 members are needed, the coordinator says

4). It is advisable to let participants play with different numbers before giving the number needed.

BRAIN TEASERS

A rainy day prevents your group to spend time outdoor? In such cases you can paly brain teasers, special riddles that require logical thinking.

Two up, two down, one up-one down

Group size: small / medium

Duration: can last for ever!

Create a circle with chairs and ask participants to sit down. Explain they can talk one after the other saying only one of these three options: “two up”, “two down”, “one up-one down”. After a participant has spoken, you say if what s/he said is right or wrong. But how is s/he right? Observe the position of the participants arms: if, for example, they are both down and the participant says: “two up”, you have to say “wrong” (without adding any further explanation). If they both down, let's say in the trausers pockets, and s/he says “two down”, you say “right”.  The participants must guess the logic behind your saying “right” or “wrong”. Notes: once a participant has guessed the logic, invite him/her not to share the solution, and keep on playing. If only a few participants are left to see the logic, it's better not to persevere; share the solution with them (they can feel uneasy to be the only one who did not grasp the solution). 

CLOSING ACTIVITIES

Tomorrow is departure time and many participants will not have a chance to see each other again. For this reason it would be nice to organize an activity that allows them to leave with pleasant memories from the project. The following game aims at this purpose.

Papers on the back

Group size: small / medium

Duration: 30 minutes

What you need: tape, sheets, pens; possibly, but not necessarely, relaxing music. 

Invite participants to gather in the plenary room. Stick a coloured A4 paper on their back and provide them with a pen. Participants are allowed to write down their comments and messages for their friends (of course they should be nice messages!). Put on some relaxing music and start the game. After 30 minutes stop the music and invite participants to take and fold their paper with messages: they will read it at home or on the way home

