ASSOCIAZIONE INTERCULTURALE NUR

INcluding Games
GAME-BOOK
A collection of traditional and new games
from Italy, Estonia, Romania, Serbia and Spain

From the E+ youth exchange
"INcluding Games"
Quartu Sant'Elena, 14-21.10.2019

-01-

INcluding Games
TABLE OF CONTENTS

01

Table of contents

02

Introduction

03

Traditional games

04

Estonia

06

Romania

09

Serbia

11

Spain

14

Italy

17

Original games

18

Team Poirot

20

KILS

22

Who run the world

24

RISS

26

5 Gang

28

Acknowledgments

DISCLAIMER
The European Commission's and Italian National Agency's support for the production of this publication
does not constitute an endorsement of the contents, which reflect the views only of the authors,
and the Commission and Italian National Agency cannot be held responsible for any use which may be
made of the information contained therein.

-02-

INcluding Games
INTRODUCTION

LIST OF MATERIALS
31 participants
1 week

Tons of games

DEAR PLAYER,
if you're reading this, you probably agree
with us that playing games can be a lot of
fun, at any age.
We also think that games can be a great booster of creativity and self-confidence,
a tool to learn about problem solving in an interactive way, to become better
storytellers and, of course, to socialise and spend some quality time with friends.
In a time of stronger digital connections and social disconnection, we believe that
games can help bridge this ever growing gap between people, teaching us about
patience, tolerance, inclusion and healthy habits - all the while having fun together!
That is why we organised the youth exchange INcluding Games, which gathered 31
young people coming from 5 different countries (Italy, Estonia, Romania, Serbia and
Spain) and very different backgrounds through the common and ancient language of
playing - and creating - games together.
During a very busy week, from the 14th to the 21st of October 2019, the
participants stayed in Quartu Sant'Elena (Sardinia, Italy) to learn about topics such
as stereotypes and prejudice, gambling addiction, group dynamics and storytelling,
and together they laboured to share some traditional games originating from their
countries and childhoods, as well as to work on the creation of some new original
games aimed at fostering inclusion.
This booklet collects all the games, traditional and original, presented and created
by the group during the project.
We hope you will try them and enjoy them!
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Traditional games
INTRODUCTION

The following games were presented by
each national group of participants during
our traditional game night.
They are all games of their childhood and
tradition, many of them - we discovered are actually played in most of the other
participating countries as well.
You will find them listed with their
original name and a translation in English.
Most of them need very little equipment
and materials, but when necessary, all
materials are listed and described.

We added links to pictures or videos of
the games being played, whenever we
could provide them, so that you can have
a clearer idea of how each game works.
Moreover, some of these games are
traditionally played using words from a
specific dialect or singing little songs in a
specific language: we included the original
words, where possible, so that you can
also try to learn the most authentic
version.
Enjoy!
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KALAMEES
FISHERMAN (ESTONIA)

4-15 players
endless

6+ years old
LIST OF MATERIALS
1 thick rope, at least 5m long

PRESENTED BY
Anni, Linda, Eleri, Kevin, Daniel, Armin

ALSO PLAYED IN
Italy
GOAL
Survive as long as possible!
SETUP
There is a player in the middle (the fisherman) who holds the rope from one end; tie
a couple of knots at the other end of the rope to make it heavier. All other
players stand around the fisherman in a circle.
PLAYING THE GAME
The fisherman swings the rope around him in a circle about 30cm from the ground.
Players need to jump over it when it gets close to their feet.
The longer the game lasts, the faster and higher the rope has to move.
When a player gets caught by the rope, they are eliminated and go out of the
circle.
Keep playing until only one player is left standing. The survivor becomes the next
fisherman.
MEDIA
Video of gameplay:
https://drive.google.com/file/d/1AlmD_KZQnpP2UT-III6IpFKa7YQtpUEt/view?
usp=sharing
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VIRU PORR
FOOT GAME (ESTONIA)

4-15 players
endless

6+ years old
LIST OF MATERIALS
no materials needed

PRESENTED BY
Anni, Linda, Eleri, Kevin, Daniel, Armin

GOAL
Survive as long as possible!
SETUP
Players stand in a circle.
PLAYING THE GAME
The first player to start uses their right leg to touch the leg of the player left
of them.
The player whose leg was touched has to use the same leg that was touched to
then touch the next player's leg, and so on.
If a player loses their balance, they are out of the game.
The game ends when there are only 2 players left standing.
MEDIA
Videos of gameplay:
1) https://drive.google.com/file/d/1B-J0QQLQx7cYHWEbdC929uE-FcleYoxb/view?
usp=sharing
2) https://drive.google.com/file/d/1AxyaWxBQLI88WHHrWE4yjAsWBgWnD8Tr/view?
usp=sharing
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ELASTICUL
THE ELASTIC (ROMANIA)

1-5 players
endless

6+ years old
LIST OF MATERIALS
a piece of strong sewing elastic, at least
2cm thick and 2,5m long, tied in a circle

PRESENTED BY
Iulia, Iasmina, Robert, Andrei, Lori, Bianca

ALSO PLAYED IN
Italy
GOAL
Complete all levels!
SETUP
Two players stand in front of each other with their legs slightly apart, holding the
elastic around both their ankles and leaving enough space between them so that the
elastic is pulled a bit taut. If there are not enough players, some heavy objects
with legs, like chairs or tables, can also be used to hold the elastic in place.
PLAYING THE GAME
The players start with the elastic held at ankle level and they have to alternate
different movements by stepping and jumping inside and outside the elastic, using
either one leg at a time or both legs.
The movements get more complicated, having to catch the elastic between the legs
or with the feet, jump back inside, step on the elastic, cross the elastic etc.
After one level is completed by all players, the elastic is moved up higher (around
the knees and then around the thighs of the two players that are holding it) and
the game goes on.
The two elastic holders, if there are any, usually switch places with other players
during the game so that everyone can play all levels.
MEDIA
Video of gameplay: https://www.youtube.com/watch?v=FqEo7DsTB4A
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ÎNGHEȚATA
FROZEN/ICE-CREAM (ROMANIA)

3-20 players
endless

6+ years old
LIST OF MATERIALS
1 ball

PRESENTED BY
Iulia, Iasmina, Robert, Andrei, Lori, Bianca

GOAL
Survive as long as possible!
SETUP
Players stand in a circle.
PLAYING THE GAME
The players stand in a circle and rapidly throw the ball from one to the other.
The person that fails to catch the ball has to remain ‘frozen’ in the position
he/she had when trying to catch it and remain that way until another player
‘freezes’.
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1 2 3 LA PERETE STAI!
1 2 3 AT THE WALL STAY! (ROMANIA)

3-8 players
endless

6+ years old
LIST OF MATERIALS
no materials needed

PRESENTED BY
Iulia, Iasmina, Robert, Andrei, Lori, Bianca

ALSO PLAYED IN
Italy, Spain, Estonia and Serbia
GOAL
Be the first to reach the finish line without being spotted moving!
SETUP
Players stand in a line. On the opposite side of them, some distance away, one
players sits or stands with the back to the others, preferably leaning on a wall.
PLAYING THE GAME
The player at the wall, with eyes closes and back to the other players, says ‘1, 2,
3, at the wall stay!’ and then turns around opening his/her eyes.
The others try to get closer to the wall while he/she is speaking, but as soon as
they hear ‘stay!’ they have to cease moving and freeze in the position they were
in.
The one counting turns around and checks if anyone's moving: if one of the other
players moves and is spotted, he/she has to go to the beginning of the line.
The person who first reaches the one counting wins the round and has to restart
the count, while the others all go back to the starting line to begin again.
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IDE MACA OKO TEBE
KITTY GOES AROUND YOU (SERBIA)

8+ players
endless

6+ years old
LIST OF MATERIALS
1 small token for the kitty (like small
ball, or stone etc.)

PRESENTED BY
Nevena

ALSO PLAYED IN
Italy and Spain
GOAL
Kitty must catch the mouse, the mouse must avoid being caught!
SETUP
Players sit in a circle. One player (the kitty) stands out of the circle with a small
object in their hand.
PLAYING THE GAME
Everyone sings the song while the kitty is circling around the players clockwise on
the outside of the circle. At one point, without being noticed, the kitty must place
the token behind the back of one of the sitting players.
When the song is over, all players must quickly turn around to check if the token is
behind them: the one with the token behind their back is the mouse and must quickly
get up and run around the circle clockwise to get back to their sitting place.
At the same time the kitty should run to take the empty spot before the mouse.
If the kitty arrives first, the child left without a seat becomes the new kitty.
If the mouse manages to get safely to their spot, everything is repeated with the
same kitty as before.
MEDIA
song for the game: https://www.youtube.com/watch?v=3uTkVm4qfyE
Translated lyrics: There is a cat around you/Be careful not to scratch you./Keep my
tail clean/Not to be blind./If you’re blind/Your tail will fall off.
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KLIKERANJE
MARBLES (SERBIA)

2-7 players
endless

6+ years old
LIST OF MATERIALS
glass marbles; a patch of terrain with
sand or soft dirt

PRESENTED BY
Luka

GOAL
Send any one marble in the hole!
SETUP
Make a small hole in the ground using one of the marbles.
PLAYING THE GAME
To pick who'll go first, the players stands in a line and throw their marbles toward
the hole. The person whose marble is closest to the hole, goes first.
The first player has to then hit a marble chosen by the second player.
The goal is to put any marble in the hole, and the player who does that wins.
After the first player's move, he will tell the second player which marble to hit,
and so on until someone puts their marble in the hole.
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EL COCHERITO LERÉ
THE YOUNG COACH DRIVER (SPAIN)

3+ players
endless

6+ years old
LIST OF MATERIALS
a long thick jumping rope

PRESENTED BY
Soraya, Alejandra, Coral, Isabel, Iván, Saray

GOAL
Jump the rope in time with the music until the song ends!
SETUP
Two people hold the rope and swing it. The others stand in line, ready to enter the
jumping area.
PLAYING THE GAME
The people who swing the rope start singing the song.
The players who are going to jump have to follow the song and, in time with the music,
they have to "enter" the game and start jumping. They have to jump all the time until
the song says "leré", then they have to crouch down because the rope is going to stop in
the air above them for a couple of seconds before starting to swing again.
When the song ends, the first player has to go out and the next player comes in.
More than one person can jump at the same time, if there's enough space.
MEDIA
Video of gameplay: https://youtu.be/8gsgSbmIVVM
Song: https://youtu.be/j02rn8TjaxM
Lyrics: El cocherito, leré,/me dijo anoche, leré,/que si quería, leré,/montar en coche,
leré./Y yo le dije, leré,/con gran salero, leré,/no quiero coche, leré,/que me mareo,
leré./Si te mareas, leré/a la botica, leré/que el boticario, leré/te de pastillas, leré.
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LA GALLINITA CIEGA
THE BLIND HEN (SPAIN)

3+ players
endless

6+ years old
LIST OF MATERIALS
a scarf or blindfold for covering the
blind hen's eyes

PRESENTED BY
Soraya, Alejandra, Coral, Isabel, Iván, Saray

ALSO PLAYED IN
Italy
GOAL
Avoid being caught and recognised by the blind hen!
SETUP
The player who's going to be the blind hen gets their eyes covered with a scarf or
blindfold. The other players stand in a circle around the blind hen.
PLAYING THE GAME
The players sing the little song, spinning the blind hen in place, and when they're done
they run away and the blind hen is free to go and has to catch and recognise one of the
other players, by touch only. The other players have to avoid being caught.
Whoever's caught and recognised first will become the next blind hen.
MEDIA
Video of gameplay: https://youtu.be/wghBFiE-Et0
Song lyrics: Gallinita ciega,/¿qué se te ha perdido?/Una aguja y un dedal./Da tres
vueltas y lo encontrarás.
Translation: Blind hen,/What have you lost?/A needle and a thimble/Spin three times
and you will find them.
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LA ZAPATILLA POR DETRÁS
THE SHOE BEHIND (SPAIN)

8+ players
endless

6+ years old
LIST OF MATERIALS
a shoe or another small object

PRESENTED BY
Soraya, Alejandra, Coral, Isabel, Iván, Saray

ALSO PLAYED IN
Serbia
GOAL
Catch the person with the shoe and don't let them steal your seat!
SETUP
Players sit down in a circle. One person stands outside the circle with the shoe in
their hand.
PLAYING THE GAME
While the players are singing, keeping their eyes closed, the person who has the
shoe goes around the circle, in order to put the shoe behind someone who is selected.
When the song ends, the players open their eyes and who has the shoe behind their
back has to run to catch the person who put the shoe there; the player who was
standing outside the circle with the shoe, in the meantime, has to run to go sit in the
place left empty by the other running player.
Whoever's left without a seat by the end of the chase, is given the shoe and has to
now stand outside the circle while the game starts again.
MEDIA
Video of gameplay: https://youtu.be/VD-vMuLYS6c
Song lyrics: A la zapatilla por detrás, tris tras/Ni la ves ni lo verás, tris
tras/Mirad para arriba que caen judías/Mirad para abajo que caen escarabajos/A
dormir a dormir que el cartero va a venir/A qué hora?/1,2,3,4,5,6,7,8,9,10,11,12
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BADDARINCU
SPINNING TOP (SARDINIA, ITALY)

3-5 players
endless

10/12+ years old
LIST OF MATERIALS
1 cubic wooden spinning top, with the
letters P, M, T, N written each on one of
the four sides; some peanuts or candies to
use as currency

PRESENTED BY:
Simone, Giulia, Fabio, Inza, Riccardo
GOAL
Win as much as you can!
SETUP
Every player gets a starting plate of “currency”. Each player puts a single piece
of currency into the centre of the table. Select whoever plays first.
PLAYING THE GAME
The first player spins the spinning top and will act accordingly to the result:
-

P (poni = put): the player puts one piece of currency into the plate;
T (tottu = all): the player takes the entire plate;
M (mesu = half): the player takes half of the plate, rounded up;
N (nudda = nothing): the player does nothing;

Whenever the plate is empty, everyone has to put a single piece of currency in the
centre of the table. Being it a gambling game, you can keep playing as much as you
desire, there's no set end.
MEDIA
Video of gameplay: https://youtu.be/_hlF6E-6gaw
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BICCUS
THE FIVE STONES (SARDINIA, ITALY)

3-5 players
endless

8+ years old
LIST OF MATERIALS
5 stones or small rocks that can be taken
comfortably in one hand all together;
best played on soft ground (dirt, sand,
grass etc.)

PRESENTED BY:
Simone, Giulia, Fabio, Inza, Riccardo
GOAL
Complete all levels, catch all the stones!
SETUP
The first player throws the five rocks in the air, catching them with the back of
their hands put together in a V shape and then dropping them to the ground.
PLAYING THE GAME
The first player starts by throwing one of the stones in the air and then, always
with the same hand, grabbing another stone from the ground and catching the flying
one before it falls down. The player then proceeds in the same way until there are
no stones left on the ground. When a player makes a mistake, the stones pass to the
next player, who can play until they make a mistake too, and so on.
After having completed the first level, the player has to repeat, but this time
grabbing two stones at once from the ground. The third level consists in catching
first one stone and then the remaining three all together, and the fourth level of
grabbing all four rocks from the ground at once. Then, keeping all the stones in the
throwing hand, the player must throw one of the stones, put the remaining four on
the ground and catch the first one before it falls.
There are a lot of different figures, such as “The Bed”, “The Spider” or “Scissors”,
which get more and more complex. Here we gave an example of the basic figure.
MEDIA
Video of gameplay: https://youtu.be/QOJ2FqpzlaQ
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LA CODA DEL DIAVOLO
DEVIL'S TAIL (ITALY)

5-20 players
endless

8+ years old
LIST OF MATERIALS
1 piece of cloth, as long as a shirt sleeve
(a kitchen towel or scrap of fabric etc.)

PRESENTED BY:
Simone, Giulia, Fabio, Inza, Riccardo
GOAL
Don't let the devil catch you and try to steal his tail!
SETUP
The player playing as the devil will stick the cloth in the back of their pants,
letting it stick out like a tail.
PLAYING THE GAME
All the players have the goal to steal the devil’s tail by running and grabbing it
from the devil's back.
If the devil touches someone, that player will have to freeze in place.
To free a frozen a player, another player has to crawl and pass through the
frozen player’s legs.
If the devil manages to freeze everyone, the devil wins, but if a player
manages to steal the devil's tail, they win and take the devil's place (and tail) to
begin a new round.
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Original games
INTRODUCTION

The following games were created by the
participants, split in teams of 4 to 5
people according to their interests, ideas
and goals.
They are a mixture of board games, card
games and cooperative teambuilding games.
All of them have been developed entirely
by the participants during the youth
exchange, and have thus undergone only
limited playtesting.
If you try them and you find any
explanation that is not too clear, or any
mistakes in the materials, have mercy and
maybe let us know, so that the creators
can be notified.
Some of the games include some handmade
materials, created specifically for the
prototypes and often only in hard-copy.
We provided links to scans and pictures of
all the materials, or directly to the
downloadable files whenever possible.
For some of the games, we however
encourage you to create your own
materials and adapt them to your own
needs however you see fit.
Enjoy and... play it forward!
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4 SEEDS
A CARD GAME BY TEAM POIROT

2-4 players
5 minutes

6+ years old
LIST OF MATERIALS
1 regular deck of playing cards

GOAL
Get the most points by collecting cards of your seed.
SETUP
- Remove “no. 8, 9, 10 and Ace”;
- Give a random Ace card to each player, face down. “No. 8, 9 and 10” will not be
used;
- Divide the deck into smaller decks, One for each seed;
- Give a random deck to each player, face down.
PLAYING THE GAME
- Each player plays a card face down.
- When all the cards are played, they will be all revealed at the same time.
- Whoever played the highest value card, takes all of them (Jack is 10, Queen is 11,
King is 12).
- If two players play the same highest value card on the table, they won’t count.
Consider the second highest card in play as the winning one.
- If everyone plays the same card, they will stay on the table. In the next round,
the winner will take all the cards on the table, included the cards from the
previous round.
- “No. 2” is the king killer. When a “no. 2” and a king are in play, "No. 2” takes the
value of 13 and will count as such at the end of the game.
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4 SEEDS
CONT.

Created by Team Poirot:
Daniel (Estonia)
Simone (Italy)
Milica (Serbia)
Fabio (Italy)

END OF THE GAME
When all the cards have been played, the game is over. Every player keeps all the
cards they managed to win during the game, but Discarding the cards not
corresponding to the same seed as the Ace card got at the beginning of the game.
Summing up the value of all the cards got, the players gets the final score.
Whoever has the highest score wins. In case of a tie, the player who got most cards
overall wins. In case of another tie, both players win.
VARIANT RULES (BEWARE, THESE RULES HAVE NOT BEEN TESTED MUCH!)
Less than 4 players: just remove a seed and play with the 3 remaining seeds.
More than 4 players: just add a seed from another deck (still recognisable from all
the other seeds).
Royal Killer:
“No. 4” takes the value of 13 if the Jack is on the table,
“No. 3” takes the value of 14 if the Queen is on the table,
“No. 2” takes the value of 15 if a King is on the table.
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QUICK MATHS
A CARD GAME BY TEAM KILS

3-4 players
10-20 minutes

7+ years old
LIST OF MATERIALS
1 regular deck of playing cards

GOAL
To have the least cards out of all the players at the end of the game.
SETUP
- Remove the Jacks, Queens and Kings from the deck. The Ace has a value of 1.
- Hand out all cards, divided equally, to the players.
- Choose who will play first and put one card of the discarded ones (a Joker or one
of the figures) in the middle of the table: this cards will represent the number 5,
that every game starts with.
PLAYING THE GAME
Players have to throw the card that has the same number (symbol doesn’t matter
when throwing only one card) as the previous one. The player can also throw up to
4 cards at the same time but he/she has to use the method of addition or
subtraction so the final result matches the number of the previous card. If you use
the method of addition, the symbols on the cards have to be the same. If you use
the method of the subtraction, symbols need to be different. You can combine both
methods with up to 4 cards, but always watch out for the symbols on them. Also,
follow the order of the method of subtraction, so the card you are subtracting
from is beneath, and the card with a smaller number is on the top, when placing
them on a pile.
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QUICK MATHS
CONT.

Created by Team KILS:
Kevin (Estonia)
Inza (Italy)
Luka (Serbia)
Sara (Serbia)

END OF THE GAME
The players go around clockwise. You can also jump in before it’s your turn. In case
of jumping in you need to have at least 3 cards with a correct result. After
jumping in, the game continues from that person.4. When you don’t have anything to
play with anymore (you can’t get the correct result for the assigned card) you can
either choose to finish or to draw a random card from the pile in the middle (up to
3 cards can be picked up) and try to continue playing (remember that the point is to
have the least cards possible at the end of the game). When someone finishes, game
continues until all the players decide to finish too, unless they finished with 0
cards, in which case he is the winnerand the game ends there. Otherwise, the
winner is the player with the least cards left.
VARIANT RULES
For a harder game, or an older audience, you can add back the Jacks, Queens and
Kings, one type at a time or all together at the same time, and play with numbers
up to 13:
J=11
Q=12
K=13

-22-

WHO RUN THE WORLD?
A NARRATIVE GAME

4+ players (even number)
1 hour ca.

14+ with interest in pop culture
and narrative board games
LIST OF MATERIALS (see link below)
1 scoreboard
4 pawns (different colours)
1 category die
xx topic cards (red back)
18 illustration cards
27 special cards (green/teal back)
1 timer (1 minute and 2 minutes)
Rules
GOAL
The aim of the game is to beat the other team through teamwork: players have to
explain random topics using illustrations.
SETUP
Put the scoreboard in the middle of the table and place the pawns at the start.
Prepare the timer (the one on your phone will do).
Divide the Category cards in 6 decks, depending on the categories; shuffle each deck
and put them on the table face down next to the board.
Shuffle the illustration cards and put the deck face down in the red spot on the
board; shuffle also the special cards and put the deck face down in the green spot
on the board.
PLAYING THE GAME
Each turn one player will be the storyteller.
The storyteller chooses the category by throwing a category die: the categories
are B=Books, M=Movie, TV=TV show, S=Song, P=Place and F=Famous. Every topic
card gives different points depending on the difficulty.
The storyteller has 1 minute to explain the topic by putting the illustration cards
on the table in the order which they prefer. The storyteller can use from one to
four cards, drawn randomly from the deck.
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WHO RUN THE WORLD?
CONT.

Created by Who run the world?:
Eleri (Estonia)
Iasmina (Romania)
Il (Serbia)
Alejandra (Spain)

PLAYING THE GAME (CONT.)
The other players of the same team have now 2 minutes to ask 3 yes/no questions
to find out the subject.
If the players guess correctly, they move their team's pawn on the board of the
same number of points that is written on the topic card they guessed.
If they don't guess correctly, they don't move forward on the board.
At the end of each round, the storyteller has to discard the topic card used and
has to take out from the deck the number of illustration cards they used to explain
the topic, whether they succeeded or not.
If the pawn lands on a field marked with an asterisk (*), the team has won a
special card, to be drawn from the deck, that they can use whenever they want.
END OF THE GAME
The first team to reach the end of the board (30 points) is the winner.
PRINTABLE FILES
Click on the link to check and download the materials listed above:
https://drive.google.com/file/d/1V6NvL_P5tIs9KpjiqEddKXd8gIGl_H6p/view?usp=sharing
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GUESS THE WORD
A COOPERATIVE-COMPETITIVE GAME

2-20 players (ideal 6-8)
1 hour ca.

10+ years old
LIST OF MATERIALS (see link below)
1 board
2 pawns (different colours)
2 dice
4 sheets of paper and some pens
1 timer/hourglass (30 seconds)
Rules

GOAL
The aim of the game is to guess the word first. The first team to reach the end of
the board wins.
SETUP
Put the board in the middle of the table and place the pawns at the start.
Prepare the timer (the one on your phone will do, if you don't have an hourglass).
Prepare the sheets of paper and some pens and divide the players in two teams.
PLAYING THE GAME
To decide who goes first, each team throws the dice: the team who gets the highest
result will start.
On the board there are 16 different topics that the players must think and guess
the words about.
The first team throws the dice to begin: if the total sum of the numbers on the
dice is six or lower, they'll have to find 1 word; if the total sum of the numbers on
the dice is more than six, each team will have to find 2 words.
According to the topic shown on the board, both teams have to write words on a
sheet of paper, making sure that the other team can't see what's being written.
To think of the words and write them down, the teams have 30 seconds.
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GUESS THE WORD
CONT.

Created by Team RISS:
Giulia (Italy)
Robert (Romania)
Saray (Spain)
Coral (Spain)

PLAYING THE GAME (CONT.)
When they have found the words, the teams have to shuffle the letters and
switch the sheets, so that each team gets the other team's words.
Both teams now have a total of 30 seconds to guess the word or words that got
shuffled (note: after playtesting, it has been suggested to bring the time limit up to
1 minute for this phase).
The team who guesses the word or words first, wins the round, and moves their
pawn ahead to the next square in the board. This will indicate the topic for their
next words. As the game goes on, the topics become more and more difficult.
If a team doesn't guess/find the word in 30 seconds, the other team wins the round
automatically.
END OF THE GAME
The first team to reach the end of the board is the winner.
PRINTABLE FILES
Click on the link to check and download the materials listed above:
https://drive.google.com/file/d/18Vst0eQ-LTcTCTTOG-JbK24pU7IvTMwV/view?
usp=sharing
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JUNTOS!

A COOPERATIVE TEAMBUILDING GAME

10 players (2 teams of 5)
20 minutes ca.

7-99 years old
LIST OF MATERIALS
12 sheet of A4 paper
2 balls or balloons
Rules

GOAL
The aim of the game is to cooperate to win a race against the other team, using
different skills and given materials and helping each other to reach the end.
There are two challenges in the game, at the moment, but more could be added.
A secondary goal is to help people with any handicaps to feel included.
SETUP
Divide the players in two teams of five people each.
Set up a point A, which the teams start from, and point B which they have to
reach. They should be at least 5m apart. There can be obstacles in between.
For challenge 1: give each team 6 sheets of paper and in each team assign 2-3
handicaps. Suggested handicaps are blindness (one player plays with eyes closed or
blindfolded), deafness (one player can't understand or respond to verbal
instructions), amputee (one player stands on only one leg or can only use one arm).
These limitations must be respected throughout the entire first challenge.
For challenge 2: give each team 1 ball or balloon.
PLAYING THE GAME
Challenge 1: Crossing the river
Each team has to reach the other end of an imaginary river first, without anyone
falling in or getting behind. The sheets of paper are platforms the players can put
on top of the water (aka, on the ground) to step on them, but they can never touch
the water/ground itself.
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JUNTOS!
CONT.

Created by Team 5 Gang:
Armin (Estonia)
Riccardo (Italy)
Bianca (Romania)
Isabel (Spain)
Iván (Spain)

PLAYING THE GAME (CONT.)
Each team can only use the given number of paper sheets and has to find a
strategy to make it work.
If somebody touches the ground, the whole team has to start again.
The player who is blinded, if there is any, is allowed to touch the ground 2 times,
but on the third time the team will still go back to the beginning.
Only when the entire team reaches the opposite side of the river the challenge is
completed.
Challenge 2: Handless ball-bearers
Each team has get the ball to the finish line (point B) and back to the start (point
A), without ever using their hands to touch the ball.
The ball can never touch the ground while on route.
As in basketball, when one player has the ball, they are not allowed to walk.
If the ball touches the ground during the first half of the trip, the team must go
back to the beginning (point A) and start again.
If the ball touches the ground while the team was on the way back, on the second
half of the trip, the team will go back to point B and restart from there.
It's not mandatory, but there can also be a box or basket in which the ball must be
placed at the end of the race.
END OF THE GAME
The first team to finish both challenges is the winner.
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