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Introduction

Welcome to a new Handbook of the Eurotransit Network!
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Snce we organized several international summer camps and projectswe faced lots of issues
and problemsthat had to be solved in orderto make them successful. With our handbookswe
would like to share our experience with you.

It isnot just the people who organize such kind of eventsthat should have the experience and
that should play an active role in those events. It is the participants that make every event
unique. It isthe participant’s openness, creativity and their very personal opinions that make
every international event so interesting

But also the preparation of all participants plays an important role. Many problems can be
avoided by proper preparation. For Eurotranst events, it wasalwaysvery important to be well-
prepared and the organisers had a special interest in that. With the handbooks we are
collecting our ideas and experiences in a concentrated form. We provide you with the
handbooks so that you can prepare well and take care of all issues that you should think of.
Especially for people who are going international for the first time, or who are participating as
a guest orhodt for the first time, thisisextremely imp ortant.

This handbook isthe third one created by Eurotransit and deals with a very important part of
international meetings and projects. The Getting-To-Know each other. You have to know the
participants, you have to know their names, interests, hobbiesand so on. The easiest way to
get to know each other is by playing. As soon as you get to know each other by playing
together, you easly make friends, and the ice between you and the othersis breaking — the
perfect start for a successful project!

In thishandbook we collected gamesthat help you to break the ice. The handbook can not
only be used in projectswith children —also adults need to know each other well. And some
crazy activities in the beginning of a meeting or each morning open up the minds and
prepare everybody for a nice and successful day. Even on Eurotransit Network Meetings — a
meeting for international Scout LEADERS—thisissuc cessfully practiced since years.

if you are to prepare an international meeting, if you are responsble for bringing together
the participants, then thisisthe right handbook foryou.

The Eurotransit Network wishesyou all the best foryour project and a successful breaking of the
ice!

Chrigtian Schlueter
(Burotransit Public Relations Team)

PS. The intention of the handbook isto be open. So you do not have a finished version in your
hand right now. We want this collection to grow and expand. For this, we also need YOUR
creativity, ideas and experiences. Please share your games with us and send us your favorite
games! Just imagine... Soon they will be played all across Europe...
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How to use the contents

How the gamesare described

All games described in this handbook have the same structure. This helps you to keep the
overview as well as it provides the possbilty to easly identify games that match the
environment of your project.

There are four sections of games.

The first one contains games which help the participantsto get to know each other,
including names, hobbies etc. Thisisimportant at the beginning of every international
project.

The following two sectionscontain gamesforgroupsthat know each other already a bit
better. These gamescan be used to strengthen the feeling of being a team, of being
friends and to have some more active parts together — if the project itself is not
connected with activitiesand moving already. That iswhy there are two sections. One
with gamesthat can be done by standing or stting together and one which contains
gameswith lotsof movements, such asrunning, dancing etc.

The last section containsgamesthat can be played in the end of a project. It givesthe
chance to say goodbye to everybody and to save the spirit of the project so that it will
stay in everybody’smind...

Allgamesare described using the following structure:

Q)
1l

« Name of the game

£

)

* Required materials/ environment

NG

¢ Numberof Participants

e Duration of game

« Idea and manual of the game

 Variations

« (Image / Additional elementsfor explanation)
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Preparing the games

If you are preparing the gamesfor an international project, you have to think about it quite a
lot. Jus rememberthat those gamesplay a very important role aseverybody expectsto get to
know each other and to have fun. A careful preparation makes thisa successful part of the
meeting.

Think about the following points: m

Before you select the games, make sure you know everything about the participants:
How many people will participate? How old are they? Do you have difficulties caused
by language problems(then you have to select easy gameswith only few rules)?

Before you select the games, make sure you know everything about the environment:
How much space isavailable? Are you playing inside (hard ground) or outside (subject
to weather conditions?) Are there special rulesto follow (eg., the group hasto be quiet,
running is not allowed, games with the risk of injures have to be avoided, ...) Which
materialsare available and which materialsdo you have to bring?

Before you select the games, make sure you know everything about the project: When
isthe timedot forthe games(eg. In the moming or when there isdarknessoutside). What
isdone before the games? If there were exhausting activities, people might prefer some
more quiet games. And: How much time isexpected to be filled with the games? How
often do you have to prepare a games sesson? This helps you to find the amount of
gamesyou should prepare.

Now that you know all the factors, you can start selecting the games. Make a list of
games for each sesson. Make a list of the materials that are required. If you are
preparing the games for another location and you have to travel there, try to find
games which require the same materialsin order to reuse them. Avoid playing games
twice or even more often.

Always prepare more gamesforeach sesson asyou think you need. Materialsmay not
be available. Gamesmay take lesstime than you think. The timedot for the gamesmay
become bigger as program is changed, or there will even be an additional games
sesson. Maybe people will not understand a game. The environment might change
(less space available, ... ). Be prepared so that there will not be a time when nobody
knowswhat to do.

Make sure everything is prepared when the game sesson starts. People get bored if
they have to wait until all material is available or if you have to look for game
descriptions. Maybe you have to leave the official program earlier to prepare the
games. Do not only think about the first game then, maybe the second or third needs
some time-intensive preparation. Preparing a game while another one isplayed should
be avoided and done only in emergency asyou are needed ascoordinator orcontact
person for questionsduring the (current) game.




Leading the games

As you are the leader of the games, you are responsble for their success. You selected the
games in order to achieve some goals, and now you have to take care that you achieve
these goalswith the games.

From time to time it might make sense to tell the people why you are doing something, but it is
also important that the participantscan do that experience on their own. If they develop the
feeling of being a team by themselves, it is stronger and shows even better that you are
successful.

Asthe leader of the games, there are special aspectsthat you should take care of to achieve
thisgoal:

» Ensure that you know the rules of each game!

» Ensure that every participant knows and understands the rules before the game starts! In
an international group, you might have to plan some time for translating the rules.

» Ensure that everybody sticks to the rules during the game! At the same time, do not be
the policeman who istoo serious and destroysthe fun and good mood.

+ Stop the game and / or set additional rulesif people start arguing because of unclear or
missing rules.

« Stop the game when it startsto become a chaos.

» Ideas and hints from the participants are welcome! Take them into account and make
use of them, maybe in a second level of the game...




Divide big groups

For some gamesit isuseful or even required to split up the group. There are some technigques
that allow the mixed divison of the group. The advantage isthat not only friends, people that
already know each other, people from the same country (etc...) are in the same group. Thisis
often the case if you leave it to the participantsto find a group.

Here are some ideasabout how you could split up the group.

» Just let them count up to the number of groups. All the ‘ones, all the 'twos etc. form a
group.

* Passaround smallpaperswith numbersand build the groupsby having a lottery.
* Letthem line up ordered by age, sze, last name (alphabetically), ...

 Each participant takes of one shoe. They are put together to one big crowd and then
put together arbitrarily to form the groups. Each participant hasto find hisshoe and thus
hisgroup.

* Letthem just draw something and collect the papers. Make the groupswith the papers.

* Prepare paperswith namesof animals, each animal as often aspeople have to be in
one group. Then open up the zoo: The people have to find together by imitating the
animals.

* Use the Human Knot game: Sanding in a circle, group members reach across and
shake hands- use hand connecting to a different person. The group then triesto unravel
the "human knot" by unthreading their bodies without letting go of each other people®
hands. FFom the new order, you can create groups.



Getting to know each other

We are not just sosmebody; everybody has its very own history and identity. One part of the
identity isthe name —and everybody enjoysit to be called by hisor her name. It is better for
you to talk with somebody and to use the name of your conversation partner asit creates a
more personal atmosphere.

Of course, you can learn namesby having name stickersor smply asking “What isyour name?
Where do you come from? Aha.” But you can also use the following games as introduction
games. People can learn theirnamesby playing with each other—which isa lot more fun!



Harm Haschisch

Required materials/ environment

None

Number of Participants

Minimum 10 players

Duration of game

Dependson number of participants

Idea and manual of the game

The group isdtting in a circle. One person startsto tell hisname and something he / she
likes. But thishasto start with the same letter asthe name, eg.“lam Isabeland Ilike Ice
cream”. The following person has to repeat the names (and likes) of the previous
people and then add his/ herown: “That islsabel, she likesice cream, and lam Holger,
| like hamburger”.

Variations

Instead of likes, adjectivescan be used: Funny Fitz, Laughing Lena
The sentences can be extended with movements, so everybody has to jump
when he talksabout Jumping Jonas.

Additional Information

None
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Square Hller/ Bingo

Required materials/ environment

One paperand pen perperson

Number of Participants

Minimum 10 players

Duration of game

Hexible

Idea and manual of the game

Every person foldsa piece of paperinto a certain number of squares. They must then
go get signatures from each other, who must introduce themselves as well. Each
sgnature should be clearly written in order to count. The first one to fill his sheet is the
winner. Advice the playersthat itisnot allowed to refuse to give a sgnature.

Variations

Introduce congraints for the collected sgnatures, eg., signatures from at least 3
countries, or a signature from alltensof agesthat are available, ...

Add some physical activities, eg., after the paper is filled, the person has to run
around the field few timesin orderto win.

To make it not just a running game without real introductions, advice the winner to
present the people that sgned hispaper.

Bingo: Each row on the paperhasa meaning. Eg., Each person in row 2 hasto have
a brother. The people now have to move around and fill the rows. The person who
hasfilled all squaresfirst shouts“Bingo!” and wins.

Additional Information

Possble Categories for the Bingo rows: The person has a brother/sister, the person is
older than X, the person hasvisted the country before, the person speaks more than 2
languages, the person issingle, the person likes fish, the person hasblue eyes, ... More
funny categories can be something like: The person told me a rhyme, The person
jumped with me hand in hand, ... In an advanced edition, you can also add “single
fields’: The youngest person etc. Thismeansthat all people have to be interviewed and
remembered, orthe group hasto work together for this.

11



Music Hopper

Required materials/ environment

Music
Something to mark areason the ground, such asrope

Number of Participants

Minimum 10 players

Duration of game

Hexible

Idea and manual of the game

Create big fieldson the ground, so that several people can stand in each of them. Play
the music and let the participantshop like crazy rabbitsthrough all the fields. When the
music stops, people who wind up in the same square introduce themselves

Variations

Instead of walking while the music plays, perhapsthe people could hop, jump, sip,
dance, etc.

In each round, remove one square and let the people in that square introduce
themselvesto the entire group. People from that square are forming a circle around
the rest of the active playersafterthey introduced themselves.

Additional Information

None
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Group Screamer

Required materials/ environment

A ballor something to passaround

Number of Participants

Minimum 10 players

Duration of game

Hexible

Idea and manual of the game

In the beginning, passaround the object once to everybody so that each player can
say hisor hername to the group clearly. Then let the group decide how a object willbe
passed...rolled, bounced, tossed, rolled around back and then tossed, etc. When the
object is passed to someone of the group, the rest of the group hasto scream the
playersname.

Variations

Big groupscan be split up in orderto have more activity for each individual.
When the names are learned, add more detailsabout the person, eg., country,
favorite hobby, ...

Additional Information

None
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Lost on a Deserted Island

Required materials/ environment

One sheet of paperperperson

Number of Participants

Minimum 10 players

Duration of game

10 — 15 minutes

Idea and manual of the game

The dtuation is dire — following a shipwreck, everyone has been sranded on a
deserted idand! Each person is allowed to bring one object to the idand — ideally
something that represents them or something that they enjoy. The first part of this
icebreaker is smple: each person is asked to describe what object they would bring
and why. Thisneed not be realigtic; if someone lovesmusic, he or she might choose to
bring a guitar, or an animal lover might choose to bring a dog, a food lover might
choose to bring srloin steaks, and so on. Encourage people to be creative and write
the objectson a sheet of paper.

After everyone hasintroduced their object and why they have chosen that object, the
teambuilding portion follows. Divide into smaller groups and ask everyone to work
together to improve their chances of survival by combining the various objects that
they introduced. If necessary, you can add more objects, but be sure to use all the
objectsthat everyone mentioned. If you wish, you can reward the most creative group
with a prize.

Lost on a Deserted Idand isan approachable way to get people to open up and share
a little bit about themselvesand what they enjoy or value.

Variations

None

Additional Information

None
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Two Truths and a Lie

Required materials/ environment

None

Number of Participants

Hexible, groupsof5to 10 people.

Duration of game

10 — 15 minutes

Idea and manual of the game

Ask all playersto arrange themselvesin a circle. Instruct each player to think of three
statementsabout themselves. Two must be true statements, and one must be false. For
each person, he or she shares the three statements (in any order) to the group. The
goal of the icebreaker game isto determine which statement isfalse. The group votes
on which one they feelisa lie, and at the end of each round, the person revealswhich
one wasthe lie.

Variations

“Two Truthsand a Dream Wish.” - An interesting variation of Two Truthsand a Lie is“Two
Truths and a Dream Wish.” Insead of telling a lie, a person says a wish. That is,
something that is not true — yet something that the person wishes to be true. For
example, someone that hasnever been to Europe might say: “I often travel to Europe
for vacation.” This interesting spin on the icebreaker can often lead to unexpected,
fascinating results, aspeople often share touching wishesabout themselves.

Additional Information

None
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Never have | ever

Required materials/ environment

None

Number of Participants

Hexible, groupsof 10 to 15 people.

Duration of game

10 — 15 minutes

Idea and manual of the game

Instruct everyone to st in a circle. If you have an extremely large group, tell people to
form smaller circles of about ten to fifteen people. To start each round, each player
holdsout all ten fingersand placesthem on the floor. Go around the circle and one at
a time, each person announces something that they have never done, beginning the
sentence with the phrase “Never have | ever...” For example, a person could say,
“Never have | ever been to Europe.” For each statement that is said, all the other
playersdrop a finger if they have done that statement. So, if three other people have
been to Europe before, those three people mus put down a finger, leaving them with
nine fingers. The goal isto stay in the game the longest (to be the last person with
fingers remaining). To win, it's a good strategy to say statements that most people
have done, but you haven’t.

Playing thisgame, along with the benefit of getting to know each others experiences
better, can be very humorous (e.g. saying slly statements such as, “Never have | ever
skipped a classin school” or “Never have |l ever soiled my pants.”).

Variations

None

Additional Information

None
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Invisible Objects

Required materials/ environment

None

Number of Participants

Minimum of 10 people.

Duration of game

15 minutes

Idea and manual of the game

Everyone standsin a circle facing the middle. The leader starts by walking across the
circle to a specific person and saysthe person’sname s he isnow facing followed by
“Here is the RED BALL". The person says “Thank you for the BALL" and then ghe
walksto someone new, asthe leader takeshis’her place in the circle, and says his her
name and saysthe same thing and so on. There isno red ball. You are all just using your
imagination and should act asif you are carrying a red ball.

If that wasit, thiswould be a pretty boring activity. Afterthe red ballhasmoved on, the
leader now walksto someone else and saysthat person’'sname g he isfacing followed
by “Here isthe Blue Bag of Cement.” That person says ‘Thank you for the Blue Bag of
Cement and then off she goes. The leader should have set the tone as ¢he walked
across the circle having difficulty carrying this big bag of cement. And so on. The
leaderkeepsintroducing a new object, crazier than the last every 30 secondsor so until
you have as many people as possble walking back and forth across the circle and
racing to try and get to those few people not going anywhere yet. Objects could
include stinky socks, crazed cat by the tail, unconsciousperson and so on.

Variations

None

Additional Information

None
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People Map

Required materials/ environment

None

Number of Participants

Hexible, more important to have many nationalities

Duration of game

10 minutes

Idea and manual of the game

Create a human map to show where people consdertheirhome. Indicate North, Eagt,
South & Wed, then allow participants to postion themselves to create a map. An
interesting way for people to get to know one another is to learn about the
geographical distribution of where people come from. Ask participants to create a
human map, by standing to indicate where they consder home. Indicate North, Eadt,
South & West, then allow participantsto postion themselvesto create a map. Then ask
the person who isthe furthest what their name isand where they come from. Proceed

to ask each major cluster where they come from.
refine orimprove theirmap.

In this process, participants may

Variations

None

Additional Information

None
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Zipp Zapp

Required materials/ environment

Chairs

Number of Participants

Minimum 10 players

Duration of game

flexible

Idea and manual of the game

All players are gitting on the chairs and make up a circle. One player stands in the
middle. Thisplayer hasto point at someone and say either Zipp or Zapp. The player he /
she pointsat then hasto say the name of his/ her left (Zpp) orright (Zapp) neighbor. If
the player can not say the name within one or two seconds, he hasto exchange the
place and continue in the middle. A third word the player can say is Zippzapp, which
meansthat all players have to get up and look for a new place. The player who isleft
then staysin the middle and continuesthe game.

Variations

None

Additional Information

None
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Candy Introductions

Required materials/ environment

Different typesof candy (color, name, ...). Enough so that each playercan choose 2-3
piecesof candy.

Number of Participants

Minimum 5 players, maximum 20 players

Duration of game

Quick

Idea and manual of the game

Purchase several variety packs of candy, enough for each person to be able to have at
lead five pieces. They can be any candy type, but nottoo many choices(limit it to around
five or six different varieties). Alternatively, you can buy gummy bears, life savers, gum
drops, skittles, M&Ms, or any othercandy that already hasa variety of colors.

Passaround the candy and telleach participant to choose anywhere from 1to 5 piecesof
anything that they want. Instruct them not to eat it yet, though. After they have chosen
their candy, you will tell them what each candy type/color represents. If there is a
whiteboard orchalkboard present, write on the board the following:

. Red - Favorite hobbies

. Green - Favorite place on earth
. Blue - Favorite memory
. Yellow -Dream job

. Orange - Wildcard (tellusanything about yourself!)

If you don’'t have the above colors, change the above to match the candy typesthat you
have. Each person takes turns introducing himself or herself, beginning with their name
(and country) and then saying one fact foreach candy type that they have.

Variations

None

Additional Information

None
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Random Interview

Required materials/ environment

None

Number of Participants

Minimum 10 players

Duration of game

Dependson number of questions

Idea and manual of the game

Let the people walk around. On a given commando, everybody hasto find a partner.
Each time, you provide the teamswith a question that both have to answer. Give them
little time to talk about that and thusbreak the ice between them.

Variations

None

Additional Information

Possible questionsto talk about are: If you could have an endlesssupply of any food, what
would you get? If you were an animal, what would you be and why? What is one goal
you'd like to accomplish during your lifetime? When you were little, who was your favorite
super hero and why? Who isyour hero? (a parent, a celebrity, ...)What’syour favorite thing
to do in the summer? If they made a movie of your life, what would it be about and which
actorwould you want to play you? If you were an ice cream flavor, which one would you
be and why? What'syour favorite cartoon character, and why? If you could visit any place
in the world, where would you choose to go and why? What’sthe ideal dream job for you?
Are you a morning or night person? What are your favorite hobbies? What are your pet
peeves or interesting things about you that you didike? What's the weirdest thing you've
evereaten? Name one of your favorite thingsabout someone in your family. Tellusabout a
unique or quirky habit of yours. If you had to describe yourself usng three words, it would
be? If someone made a movie of your life would it be a drama, a comedy, a romantic-
comedy, action film, or science fiction? If Icould be anybody besdesmyself, Iwould be...

21



Passive Activities

Once you got to know each other, the activities focusshould change. You can have games
that improve the feeling of being a team, gamesthat show that you can rely on each other,
trust-building games. Gamescan be very active and include running and a lot of movements.
Orgamescan be more passve and be relaxing and just an activity to have a nice ending of
some special part of your meeting. These passve gamesare described in thissection.

22



Hug a Tree

Required materials/ environment

Something to blind-fold each player

Number of Participants

Minimum 10 players, no minimum age

Duration of game

15 minutes

Idea and manual of the game

Sart on a track in a pleasant forested area. Thisactivity workswell asa break during a
hike. The purpose isto get people engaged in non-visual, intimate encounter with trees,
aswell asthe terrain. The activity also workswell as a trust-building activity. The groups
need reasonable maturity, such that the blindfolded people are cared for (golden rule:
a blindfolded person must alwaysbe holding someone else®@hand - or a tree) - watch
out for careless guiding especially from macho males. For mature groups, a briefing
may be enough; forlessmature groups, do a demonstration. In pairs, one isblindfolded.
The blindfolded person isto be the tree-hugger. The tree-hugger is lead through the
treesand then placed next to a special tree. The tree-huggertouchesthe tree and tries
to memorize its size, shape, location, texture, etc. The tree-hugger person islead back
to the starting point, takes his’her blindfold off and tries to locate his/her tree. Svap.
Usually participantslike to have a couple of turnsat being blindfolded and trying to find
a tree.

Variations

None

Additional Information

None
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Active Activities

These gamesare perfect forthe morning: Get the deepy participantsawake and make them
become active and ready forthe day. Also, these gamescan be used to balance a sesson of
activitieswith a lot of sitting, such asdiscussonsand conferences.

24



Working Horse

Required materials/ environment

None

Number of Participants

Minimum 10 players,

Duration of game

15 minutes

Idea and manual of the game

Get all four teams sde by sde at one end of the gym. The goal isto get all of your
teammates to the other sde of the gym. To cross the open area a person must be
carried. The carrier must return and be carried him/herself. The only person allowed to
walk acrossthe open area isthe last person. If the carried person touchesthe ground
while being transported, both members must return to the start. The number of people
being carried and carying can vary with the strength and/or imagination of the group.
In otherwords, one to one isnot the only way.

Variations

None

Additional Information

None
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The Clock

Required materials/ environment

None

Number of Participants

Minimum 10 players,

Duration of game

15 minutes

Idea and manual of the game

One team at a time competesto try and set the fastest time. Everyone in the group
forms a large circle with everyone holding hands. Have the circled group rotate
clockwise 360 degreesin one direction and then return 360 degreesback to the sart.
The goal is to see how quickly the group can complete the double rotation. The
attempt is timed and becomes invalid if anyone breaks his’her grip with a partner.
Keep trying to beat thattime. Afterthey do it a couple of times, set a specific time that
they have to try and beat and away they go. If they get good at this, have them start
and finish seated on the ground. A good time would be about 1 second per person in
the group minus1 second perten people.

Variations

If the group isreally large or you want them to experience a bizarre effect. Place one
circle of people insde another group and have each circle go in a different direction
to start.

Additional Information

None
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Blind Retriever

Required materials/ environment

Blindfolds

Number of Participants

2-30players,

Duration of game

20 minutes

Idea and manual of the game

To guide the blindfolded person to retrieve the object before the other groups do.
Everyone should be in groupsof 5to 6 persons. One person in each group isthe retriever
who isblindfolded and standson the starting line. One person in each group isthe Speaker
and standswith higherback to the blindfolded retriever and facing away from the playing
field. The Seakerisnot allowed to look at the playing field at any time. The other players
in the group are called the Directorsand stand in front of the Soeakerand face the playing
field. The Directors are not allowed to talk or make any noise at any time. They are
allowed to look at the playing field and must sstand where the Seaker can see them
without looking at the playing field. They are allowed to use hand and body gestures.
Once everyone isin place, the facilitator places the object for each team an equal
distance from each team’s Retriever. On “GO”, the Directors give visual directions to the
Seaker who verbalizes those directions to the blindfolded Retriever who walks out and
getsthe object. The group is successful when they direct the Retriever back to the start
and have him/her place the object in the Speakershands. After each group hasreturned
theirobject back to the Speaker, have everyone switch rolesand go again.

Variations

To make thingsmore difficult, put the objectsfartherand fartheraway aftereach round
and/or set the objectsup in such a way that the Retrievers have to crosseach other's
path to get to theirobject and back.

Additional Information

None
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Sherpa Walk

Required materials/ environment

Blindfolds

Number of Participants

10 - 30 players,

Duration of game

20 minutes

Idea and manual of the game

While flying over this remote part of the world your plane suddenly lost power and
came gpiraling down to earth. Miraculousy none of you were killed in the crash but as
you crawled away from the wreckage you all looked back at the plane just as it
exploded in a blinding flash of light. Everyone wasblinded. Everyone isblind but you
must reach help. Asyou were flying over you spotted a small misson in the area ... if
only you can reach it you® be okay. Now as luck would have it two local
representatives of the Nabu-nobu tribe saw your plane crash and have rushed to the
ste to help you. The only problem isthat thistribe doesn®speak any known language,
instead they use a series of clucks, whistles, chirps, claps, etc., to communicate.
Because you are all expertsin anthropology you also know that no one outside of the
tribe may touch a tribes person, upon threat of death. To get the blindfolded group
from the starting point to the end point safely.

Select an area for the Sherpa Walk that is relatively smooth and free from obstacles.
The edgesof cliffsare definitely not recommended. Be sure that there are no stumps,
broken branches, etc., that could cause injury. The length of the Sherpa Walk should
be about 50 to 100 metresorlonger. Once you reach the ste where you have planned
the Sherpa Walk, present the group with the scenario. Everyone must be wearing a
blindfold. Select one ortwo people to be the Nabu--nobu tribespeople and have them
take off their blindfolds. Pick people who are likely to play the role well and safely. Have
the rest of the group sit down for a moment while you lead the tribes people asde to
show them the route and discuss safety. You can have a few rope barricades for the
blind participantsto passunder, logsto step over, treesto go around, etc. Show the
selected tribes people all this quickly asthe rest of me group is waiting for you. Your
Nabu-nobu guidesare now ready to guide the blind crash victimsto the mission. There
is no physcal contact allowed between the tribes people and the blindfolded
participants. There is no conversation between the tribes people and the blindfolded
participants. The tribespeople can only make their soundsin orderto try and guide

Variations None

Additional Information None
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Sice ‘n Dice

Required materials/ environment

None

Number of Participants

Minimum 20 players,

Duration of game

15 minutes

Idea and manual of the game

A dramatic finale type trust activity for a large group. Seemscrazy or impossble, but it
works. Large group (>30) forms two lines, facing one another, creating a corridor or
gauntlet. Participants put out their arms sraight in front. Arms should intersect,
overlapping by about a hand with arms of people opposte. The first person peels off
and walks down the corridor. In order to let the person pass, people raise and then
lower their arms, creating a Mexican wave effect - a ripple through which a person is
walking. The person then joinsin again at the end of the line. Next person, peels off,
walks, down, and so on. Asthe group gets more confident, invite people to walk fadt,
run, and then sprint down the gauntlet (people generally take great care to raise their
arms in time). At some point, or for the finale, have people chop their armsup and
down, only pausing to allow the gauntlet-runner through. It works!

Variations

None

Additional Information

None
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Up Chuck

Required materials/ environment

One ballperperson

Number of Participants

Maximum 30 players,

Duration of game

15 minutes

Idea and manual of the game

The objective isfor everyone to throw their ball up in the air and catch a different ball
without a single one touching the ground. Every person in the group has a ball.
Sanding in a circle or cluster or however the group wantsto arrange themselves, they
must toss their ball up to a height of at least 10 feet and then attempt to catch a ball
that they did not throw. The number of ballsthat hit the ground isthat group’snegative
score. The goalisto get that score to zero. Allow the group to work together to make
this work. It will be pretty difficult and the group might need lots of time or multiple
sessonsto accomplish it.

Variations

None

Additional Information

None
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Cyclops

Required materials/ environment

Blindfolds

Number of Participants

Minimum 10 players,

Duration of game

15 minutes

Idea and manual of the game

The Argonautshave to escape with asmany of them alive aspossible. Divide the group
into half. One half of the group isthe Argonautsand the other half of the group are the
Cyclops. All of the Cyclops must wear blindfolds at all times. All of the Argonauts will
start at one end of the gym. The Argonautsgoalisto make it safely out through the exit
of the cave without being touched by a blinded Cyclops. The exit to the cave should
be marked using pylonsor chairsand the total width of the exit should be a wider than
all of the blinded Cyclops standing sde by side with arms outstretched. All of the
Cyclopswill start by the exit of the cave. The Cyclopswill go around touching anyone
that they can and if they make contact with each other, they should inform each other
that they are fellow Cyclops. If a Cyclopstouchesan Argonaut with higher hands, the
Argonaut isdead and will let out a blood curdling scream. Once all of the Argonauts
have made it through the exit or have died, switch roles and try it again. Team
members on both sdes may communicate with each other at any time and in any
fashion.

Variations

None

Additional Information

None
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Bridge Catcher

Required materials/ environment

None

Number of Participants

Minimum 10 players,

Duration of game

flexible

Idea and manual of the game

One ortwo playersare nominated ascatcher. The other participantshave to escape. If
a playeriscaught, he hasto st down on hislegsand arms. By doing this, he builds a
bridge. If a — dill “free” — player crawls through under the bridge, the player can
continue escaping. Aslong asa playeriscrawling to free another player, he isimmune
and cannot be caught. The game ends when all players are turned to bridges
(catcherswin) orwhen the leader stopsthe game after some time (playerswin).

Variations

It becomesmore dangerousfor playersto free the bridgeswhen they are not immune
while crawling.

Additional Information

None
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Mine Held

Required materials/ environment

Objectsasmines - Something to blind-fold each player

Number of Participants

2 —-30players,

Duration of game

20 minutes

Idea and manual of the game

Distribute "mines' e.g., ballsor other objectssuch asbowling pins, cones, foam noodles, etc.
Establish a concentrating and caring tone for this activity. Trust exercises require a serious
atmosphere to help develop a genuine sense of trust and safety. Participants operate in
pairs. Consder how the pairs are formed - it® a chance to work on relationships. One
person isblind-folded (or keepseyesclosed) and cannot talk (optional). The other person
can see and talk, but cannot enter the field or touch the person. The challenge isfor each
blind-folded person to walk from one sde of the field to the other, avoiding the "mines’, by
listening to the verbal instructions of their partners. Allow participantsa short period (e.g., 3
minutes) of planning time to decide on their communication commands, then begin the
activity. Be wary of blindfolded people bumping into each other. The ingtructor(s) can float
around the playing area to help prevent collisons. Decide on the penalty for hitting a
"mine". It could be a regstart (seriousconsequence) ortime penalty or smply a count of hits,
but without penalty. It can help participantsif you suggest that they each develop a unique
communication system. When participants swap roles, give participants some review and
planning time to refine their communication method. Allow participantsto swap over and
even have several attempts, until a real, satisfied sense of kil and competence in being
able to guide a partner through the "minefield" develops.

Variations

Minefield in a Circle: Blindfolded people start on the outsde of a large rope circle, go into
middle, get an item ("treasure”, e.g., a small ball or bean bag), then return to the outsde;
continue to see who can getthe most objectswithin a time period.

Additional Information

None
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The Magician and the good Fairy

Required materials/ environment

None

Number of Participants

Minimum 15 players,

Duration of game

Hexible, around 5 minutesper turn

Idea and manual of the game

One to three playersare nominated asmagiciansand one playerasthe good fairy. It is
important that the magiciansdo not know who the fairy is. When the game starts, the
magicians have to catch the other players. If a playeriscaught, he isturned to stone,
hasto stand where he isand take the handson hishead. He now can shout and ask for
the fairy, “Fairy, come and rescue me!” When the fairy touchesthe player, the playeris
freed. The game isover when the magiciansdiscovered and caught the fairy.

Variations

None

Additional Information

None
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The Lions get cracking

Required materials/ environment

None

Number of Participants

Minimum 15 players,

Duration of game

Hexible, around 5 minutesper turn

Idea and manual of the game

One ortwo lionsare nominated, the other playersare tourists. The game takesplace in
Africa. The lionssit (on kneesand hands) on the one side of the field. The tourissscome
to see them. They come close to touch them, to take photos etc. When the game
leader shouts “The lions get cracking”, the lions go wild, can sand up and catch the

Tourists that are caught are turned into lionsin the next round. The game ends when
there are three orlesstouristsleft.

tourists. The tourists have to run away to the other side of the field where they are safe.

Variations

None

Additional Information

None
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Rabbitsin the Cabbage

Required materials/ environment

None

Number of Participants

Minimum 10 players,

Duration of game

Hexible

Idea and manual of the game

One playerin the group isnominated ashunterand one asrabbit. The rest of the group
findsa place to gt in the field, they are the cabbage. Now, the hunter hasto catch the
rabbit. The rabbit hasto escape, and issave when it stsdown next to cabbage. When
the rabbit does so, the roleschange: The rabbit turnsto cabbage, the cabbage to the
hunter and the hunterto the rabbit. In case the rabbit iscaught by the hunter, the roles
change.

Variations

None

Additional Information

None

36




Chain Catcher

Required materials/ environment

None

Number of Participants

Minimum 10 players,

Duration of game

Hexible

Idea and manual of the game

Two or four players are selected. They build a chain of two people by holding each
other's hand. The aim isto catch other playerswho are trying to escape. If a playeris
caught, he becomesa member of the chain. When the chain consstsof 4 people, they
split up and build two new chainsof 2 personseach. The winners are the 3 last players
that are not caught.

Variations

The chainscan become bigger before they split up, eg., a chain of 6 people splits
up to two chainsof 3 persons.
The chain isnot split up at all. The result isa long chain with all players.

Additional Information

None
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Held and Running Team

Required materials/ environment

One ball/ 4 field markers(chairs, ...)

Number of Participants

Minimum 10 players,

Duration of game

Hexible

Idea and manual of the game

The group is divided into 2 groups, a field team and a running team. The field team
buildsa circle in the field, the running team queuesat one corner and hasthe ball. The
ballisthrown into the field. One player of the field team hasto go and get the balland
passit to the next player in the circle. Now the ball is passed once around the circle
and the last player throwsthe ball back to the running team. While the ball is passed
around, the running team player hasto run around the field. If the ball isthrown back to
histeam, he hasto stop. The next player of the running team throwsthe ball to the field,
but only when the previous player finished hisround and isback in the queue, he can
start for his own round. After the whole team ran around the field, the roles are
changed. The team that needed lessthrowsto make the round wins.

Variations

None

Additional Information

None
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What am 1?

Required materials/ environment

Sicky paperorpapersand something to fixit on clothes
Ideally the expressionsare already written on the papers

Number of Participants

Minimum 5 players,

Duration of game

5—-10 minutesperturn

Idea and manual of the game

The game leader fixesa paper on the back of each participant. On thispapera word /
an expresson describeswhat the participant isin thisgame. Because he / she can not see
the paper, he hasto move around a specified area and ask the other participantsabout
what he / she is. The only allowed answersare “Yes and “No”. Aftersome time, the game
leaderbringsall playerstogetherand everybody hasto guesswhat he / she is.

Variations

In the final round, the participants are not allowed to say what they think they are but
they have to show it usng special sounds, movements, ...

If the wordsare not chosen in advance, the playerscan invent them. The game leader
collectsthe papersand fixesthem in a random orderon all participants.

Additional Information

Here are some expressionsyou might use: Snhowman, toothbrush, map of stars, apple tree,
sunglasses, ssamp on a letter, ear of elephant, battery of clock, picture frame, 3D movie,
radio advertisement, soap, sandwich toaser, traffic lights, kiss with tongue, water bomb,
Sooby Doo, diamond ring, morning fog, table tennis ball, picnic blanket, famous radio
song, wheelchair, shower gel, bottle of water, green butterfly, eMail address, spider net, big
ice cream, waterfall, bread with ham and cheese, internet website, bridge over a river,
temple in China, calendar on the wall, timetable at a busstop, washing machine, pillow on
the sofa, screensaver on a computer, Bounty/ Shickers, cocktail shaker, sand on a beach,
wing of an airplane, small finger on the left hand, page 27 of the Bible, head full of ideas
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Time to say Goodbye —Games

In this section, some games for the end of your meeting are presented. They provide the
participants with the possbility of saying good bye to everyone in a nice way, and some of
them an be used to give feedback orpersonal messagesforeverybody to take home.
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The last page

This handbook was made by the Eurotransit Network, a Network of volunteers from European
Scout & Guide organisations which builds European contacts through active projects,
exchangesand partnerships. Our activities are designed to compliment existing national and
international structures, by offering direct accessfor all groupsto international activities
Through previous projects, the Network has a specialisation in east-west exchanges, has
extensve contacts for summer camps, partnerships and sharing of inter-cultural learning
experiences.

Feel free to use it foryour projectsand give it to your friends, your friend’sfriends, ...
The website of the Eurotransit Network can be found under www.eurotransit.org.

Here you will find Newsand interesting information about the international scouting activities of
the Network.

Also on the website, you will find a form to send us your favorite games. This book isand will
stay a non-final version as everybody can participate and provide it with his or her favorite
games. Please send usyourideasso that the book willgrow and grow and get an international
touch —thisspecial touch that we all are enjoying with our international scouting activities

Research & Development : Christian Schlueter - DE
Lay Out . Philippe Janssens- BE
Frst Edition : 2009
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