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ABOUT US

MUYA
MUYA is a youth association represented in Malta 

in cooperation with National Co-ordination Body 

(National Commission of UNESCO in Malta). 

MUYA works in the field of developing culture, 

education, science and communication and 

spreading the ideas of UNESCO amongst youth 

and grown up population in Malta and 

internationally through organisation of 

programmes and projects including training 

courses, seminars and exchanges.

GAME ZONE
The Erasmus+ Training Course "Game Zone: 

Developing an inclusive society through games" 

was organised by MUYA at Dingli Youth Activity 

Centre (Malta) during the period 27.09-

04.10.2018 including 30 youth workers and youth 

leaders from Malta, Estonia, Czech Republic, 

Slovenia, Germany, Poland, Kosovo, Ukraine and 

Lithuania.

 

The project aimed to give youth workers and 

youth leaders tools, frameworks and space to 

create and practice facilitation of educational 

games that address social issues and can be 

applied in their environments.
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THIS MANUAL
This manual is the result of the work and creativity of 

the 30 youth workers/leaders who took part in "Game 

Zone". It is designed with the aim of passing on the 

set of educational games developed during our 

training course to other youth workers, youth leaders, 

teachers and educators from all over the world.

 

Enjoy the reading! :)

 

 

 



EDU-GAME 
DEVELOPMENT 
CANVAS
This tool, developed by Pavel Vassiljev and used in the Shokkin Group International network of youth 

organizations, is designed to help create educational games. The best aspect of canvases is that you 

have the whole picture in front of you and have the possibility to change any of the elements at any 

given time. We recommend using the canvas for creating first concepts that are then elaborated in the 

game outline and additional game resources.

 

There is no only way of using the canvas, however it is advisable to start from defining the target group 

and the desired learning outcomes to start building a meaningful game.
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DESIRED LEARNING OUTCOMES:
GAME TITLE:

TOPIC ADDRESSED:

TARGET GROUP:

GROUP SIZE:

PREPARATION TIME:

PLAY TIME:

SPACE REQUIRED:

MATERIALS NEEDED:

ENVIRONMENT/SETTING:
(practical setting of the room)

TRAILER:
(What is the short and engaging intro of the game?)

GAME RULES: STEP-BY-STEP PROCEDURE: VICTORY/LOSS/ENDING FACTORS:

CHALLENGE FACTORS: DEBRIEFING QUESTIONS: EDUCATIONAL LINK:
(following the Kolb's cycle) (what theory is used to conclude the game)



DEBRIEFING
Debriefing is an element used in non-formal education and experiential learning which should happen 

after every educational game. Debriefing is a crucial part of the activity as it allows the participants to 

take a step back from the activity and focus on learning points that can be extracted from the 

experience.

 

Debriefing should take place directly after the game is finished. Ideally, the participants should be 

sitting in a circle and the facilitator is leading the process, most commonly through asking questions. 

Debriefing should have 3 stages:
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Reflection: talking about feelings and facts – generally about what happened during the game;

Conceptualization: connecting the experience with real world situations;

Application: thinking about future and how can the experience change the person.

Examples of questions:

REFLECTION
What happened?
How did I feel?

How did I behave?
How did others behave?

CONCEPTUALIZATION
Can I relate this to previous experience? How? 

What is the pattern/system behind?
Can I give name to this type/class of 

experience? What if X/Y was different?

APPLICATION
How can this be applied in other situations?

What are the obstacles?
Which first steps should I take?

How will I react the next time something similar happens?
What would I do differently next time?

Keep in mind that the questions above are very vague and they can be modified to address the specific
learning outcome that is planned for the participants.
 
By supporting the participants in passing these three stages, the learning is reinforced, and the learning 
outcomes should become more clear. If needed, theoretical models, data or other inputs can be presented 
by the facilitator at the end of conceptualization phase or at the end of the whole debriefing. If there are 
handouts for the participants, they should be presented after the debriefing.



DETAILED 
GAME 
OUTLINES



“THE COUNTRY 
OF MANYOVIA”
GAME DURATION TARGET GROUP GROUP SIZE               

LOCATION

70 min Youth 15-35 20-35

Five separated rooms, or one big divided area (groups shouldn’t hear and see each other).

LEARNING OUTCOMES
1. To raise awareness of hidden freedom of speech limitations.

2. To understand the importance of freedom of speech.

3. To realize the importance of communication.

MATERIALS
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All the attachments printed:

- ID cards;

- role cards;

- regions description;

- history of country.

AUTHORS

Robert Meier, Oleg Ivanov, Patryk Sekulski.



“THE COUNTRY 
OF MANYOVIA”

STEP BY STEP GUIDE
1. The facilitators introduce the game to the participants, i.e.:
"The game that we are about to play is called MANYOVIA! The overlaying task is to establish a 
working Constitution for all regions in the new country!"
 
2. Participants are then divided into groups:
- There will be 3-5 groups (depending on the number of active participants).
- Every group impersonates one region in the country.
- Every group has a particular name they will find out once they've received their ID- and info-card.
 
3. There will be 3 rounds of negotiations, being 7 minutes each.
Between those rounds there will be 2-3 minutes break for the negotiators to meet and work on the
constitution. At that time regions play “mini-games”.
 
4. The facilitators give the cards to participants. Participants can’t look yet at the cards.
 
5. Participants should now attach ID card to their chest and hide the role card – nobody else except
them is allowed to see them.
 
6. One of the facilitators takes the negotiators out in order to explain them their roles:
- There are 3 rounds, 7 minutes each;
- After each round you have 3 minutes to meet with other negotiators and create the Constitution;
- Each of you need to visit different region in every round (1 region per round);
- In the Constitution there should be 10 specific rules all together which are written in participant’s
role cards – you need to find out what are those and write them in the Constitution.
 
At that time, the rest of participants get familiar with their roles. Ask everyone to stay in their roles 
for the whole game.
 
7. Ask participants to find their groups. Then lead them to their spots. Once participants are in their 
spots and negotiators are familiar with their roles, you can start the first round. From now on your 
task is to keep the time, announce the negotiators meeting and make sure everything goes smoothly.
 
10. After the 3 rd round collect all the participants around written Constitution. Negotiators present 
the Constitution, then participants vote either to accept it or deny (majority decides).
 
12. De-rolling and then debriefing.
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DEBRIEFING QUESTIONS

1. What happened?
2. How did it go and what do you feel?
3. What were results?
4. How does it relates to real life?
5. Which learning outcomes you got after this game?
6. How could you use in your life?
7. What would you do differently next time?
 
 
 
In order to fit the game to smaller amount of players, you can change the amount of regions,
negotiators and players in each region (take it into consideration in the history of country).
 
LINK TO MATERIALS

PICTURES

HERE

“THE COUNTRY 
OF MANYOVIA”

COMMENTS
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https://drive.google.com/open?id=1CJs3D1Jq2Y_rJQmK_QBXOjt9YIXYsiZe
https://drive.google.com/open?id=1CJs3D1Jq2Y_rJQmK_QBXOjt9YIXYsiZe


"SEEKING
THE TRUTH"
GAME DURATION TARGET GROUP GROUP SIZE               

LOCATION

70 min Youth 16 to 25 15-30

Three different rooms, both outdoor and indoor.

LEARNING OUTCOMES
1. Raising awareness of fake media and mass manipulations.

2. Increase and encourage critical thinking of participants.

3. Improve skills in fact checking.

 
MATERIALS
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AnneMarie doll (not big), maps of the surrounding area downloaded from google maps, game 

money (1500-2000 in units of 100), improvised screens, improvised microphones, tables, desks, 

fake and true pictures for mini games, outlines for mini games, instructions sheet, news reports on 

separate pieces and envelopes.

TRAILER

As we know, nowadays media shapes the way we think and see the world. Mass communication is 

very important. We are able to know what is happening even in the furthest corner of the world. 

But being surrounded by biased media, which are influenced and fed by subjects who want to 

manipulate opinion, is a very, very bad thing. Recently, the power of media can overthrow even 

governments, cause turmoil in many societies. Through proper education we can firmly challenge 

the problem and decrease the flow of fake media.

 

 AUTHORS
Taulant Elshani, Janez Korosec, Victoria Kashchey, Dmytro Samarskyy.



"SEEKING 
THE TRUTH"

STEP BY STEP GUIDE
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The organizing team hides the doll somewhere around the game-zone. After that, they collect 
participants and ask them to listen carefully to the introduction/trailer).
*All texts which are to be read to the group out loud on each step are written in italic.

1. The story behind

2. Introduction
"There is a small city, called Dingli, which was shocked by the bad news of a 17-years old girl
AnneMarie suddenly disappeared. Three groups of volunteers will take part in a searching operation 
– Finding Annemarie. The winning group will receive a grand prize. You will be in one of them."

3. Group division (Three groups of volunteers)
"Pick up a piece of paper from this bag, the groups will be build up based on colors of papers.
Now you should go and visit three different information agencies. In order to increase the efficiency 
and effectiveness of the operation, each group will have its budget of 500 Dingli dinars, which you can 
spend on checking the truthfulness of the information received in the agency rooms. (Delivering the 
budget of 500 to each team) You have to find out more details about this case. Especially the 
information where she was seen last time, with whom and in what time?"

All three groups visit the informational agencies one by one. For that, each room should have a tag 

with the name of the Agency and three colored pieces of paper hang one under another. It will be an 

order to be followed by teams while visiting a particular Agency.

 

There are presenters in each of three agencies. Each presenter sits behind the improvised screen and 

reads the news about the disappearance of Ann-Marie. News are given in different interpretations. 

Different news agencies belong to three different groups of interest: right wing, left wing and 

oligarchs. See the news reports to be read in attachment.

 

At the end of the each news program, the presenter offers the team to pay him money to fake the 

facts which will be provided to the next group in this agency, so the team can confuse the other 

teams. Each fake costs 100 Dingli dinars.

4. Information agencies

5. Library and mini games
The rooms which were used for news agencies change for the Library and two mini games areas. 

Each team visits one room before it can get the map with hints for searching the girl. All three groups 

visit the mini-games rooms and the Library one by one. For that each room should have the tag with 

the name of the game and three colored pieces of paper hang one under another in order to be 

followed by teams while visiting particular room.



"SEEKING 
THE TRUTH"
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"Next mini game is "Fake picture checking" (max 5 points). Dear friends, here you see 10 pictures and 

some of them look the same as others, but they have differences which can tell you which one is fake 

and which one is a true picture."
The team is given the pictures. Some of them are real photos and half of them are faked. The task is to 

put the pictures in two places: Looks real or Looks fake. The maximum teams can earn here is 5 points.

One more option for you is to visit the Library and check the true facts about Ann-Marie.
The team can check the facts in the story about the disappeared girl in the Library. They should check 

the place, time and person she was last seen with. Checking the fact costs 200 dinars. The team does 

not have enough money to check all the facts. They can check only some of them.

"Dear volunteers, you have the chance now to check the facts and gain some more points during mini 

challenges.  First mini game is "Headlines checking". Please separate the truth and fake headlines.
The team is given the papers with the news headlines (see attachment). The task is to put the headlines 

in two places: Sounds truth or Sounds fake. The maximum the team can gain here is 5 points.

After visiting each room for the second time, the teams come together and give the game leader the 

piece of paper with three facts written: the place, time and person she was last seen with. The game 

leaders deliver the points. For each correct fact, the team gets 2 points to add to the point gained on 

mini games, i.e.: Correct place: park; time: 12:00; she was with her school mate.

6. Points

The team which collected the least number of points gets one hint and two pieces of the map.  

The team which collected the middle number of points gets two hints and three pieces of the map.  

The team which collected the most number of the points gets two hints and four pieces of the map.

The hints and the maps depend on the area and the place you choose to hide the AnnMarie doll.

7. End of the game and de-rolling
The searching for AnneMarie starts. Groups compete with one another using the hints and the maps. It 

should not be too easy to find the doll. The team which finds the doll wins the game.
De-rolling: Dear players, you are not the volunteers who are searching for the lost girl any more. 

AnnMarie is saved and you are back to your normal role in the real world.



LINK TO MATERIALS

"SEEKING 
THE TRUTH"
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HERE

DEBRIEFING QUESTIONS
1. How do you feel now?

2. How did you feel during the game? Did your feelings change on different steps of the game? Why?

3. What happened in the game?

3. Which Information Agency you remember better? What interpretation of the story they gave you?

4. Why it is important to distinguish the interpretation from the news? Why some media manipulate the 

information?

5. Did you pay to Information Agencies for faking the news? Why? Do you think in reality it can happen?

6. Was it difficult to find the fake pictures during the small game? Was it difficult to find the true and 

false headlines? 

7. What traits of the fake headlines and pictures you can list? How to check the suspicious pictures?

8. Do you remember the fake news and pictures you have seen on media in the Internet?

9. Think if the situations that we had I the game happens in real life? How does it influence our life?

10. What does it mean to take information critically?

PICTURES

https://drive.google.com/open?id=1ydBwjZnjlg49anw7BmBckN4zLjyfRbla
https://drive.google.com/open?id=1ydBwjZnjlg49anw7BmBckN4zLjyfRbla


"THE WASTED 
FOREST"
GAME DURATION TARGET GROUP GROUP SIZE               

LOCATION

Max. 60 min Youth 13+ 10–30

Large space, open or closed, depending on the number of participants.

LEARNING OUTCOMES
1. To understand the importance of the recycling waste system.
2. To raise awareness about the effect of waste on environment and ecosystems.
 
Concrete expected outcomes:
1. Feel empathy for animals.
2. Put trash in the correct recycling boxes.
3. Feel the necessity and responsibility to clean the environment.
4. Teamwork, as cleaning the environment should not be up to a single individual.
5. When participants see that the trash will not fit in the bin, they realize the amount of trash that we 
are producing/over-consumption.

MATERIALS
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- Trash (plastic, metal, glass, non-recyclable material, organic material, paper)

- Chairs

- Flip chart

- Buzzer sound

- Background music

- Costume or make-up (optional)

- 6 Boxes (depending on the different kind of trash being used) to be used as bins

-  Large bag

RULES
1. Only one person is allowed to stand up at the same time.

2. The person is only allowed to pick up max. 2 items.

 
AUTHORS
Eva Ajdovec, Granit Temaj, Jessica Reinsch, Lynn Grima, Rodianne Cassar.



STEP BY STEP GUIDE

"THE WASTED 
FOREST"

1. Roles of facilitators:
1.1 Presenter and facilitator of the game:
  - Presents the introduction and story.
  - Reads the rules and controls the start and stop of the game.
  - Counts the points earned from the content of the bins after each round.
  - Visualizes the score on the flip chart.
 
1.2 Sound facilitator:
  - Starts the background music.
  - Plays the horn upon game over.
  - Aids the presenter in counting the points.
 
 1.3 Animals:
  - Go around the area eating what is laying around.
  - Ensure the whole area is covered during different phases of the game.
 
1.4 Consumer:
  - Goes around the area putting further trash from a plastic bag randomly.

2. Setting up the area:

Put the chairs randomly in the area (back-to-back, in front... See picture below). 

Put the boxes in the middle UNNAMED.

Place random trash around the area in between chairs.

Place random trash inside the plastic bag (for the consumer).

Prepare the background music and buzzer.

Prepare the costume for the different animals (optional).

Prepare the flip chart with the below content. Ensure that you only show up until the rules at the 

beginning. Phases will be uncovered as the game goes along.
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"THE WASTED 
FOREST"

3. Starting the game:
Participants are invited to take a seat.
The presenter has to read out the story. While reading, participants are asked to close their eyes 
and in the meantime, the other facilitators will put trash around the area:

1st – 3rd Round:
Once music is switched ON, the rabbit starts hopping in, eating what is laying around. If the rabbit 
eats organic food, the game continues. Once the rabbit collects any non-organic material, round 
is OVER.
There are 2 other rounds of opportunity given, where participants are collecting trash in the boxes 
while trying to keep the rabbit alive.

After the first 3 rounds:
The leader and sound facilitators reach the recycling boxes to review what has been collected. The 
facilitators need to remember which box is for which material, as this will not be communicated to 
the participants (they have to figure it out!).
For every piece of trash recycled in the correct bin, one point is allocated. For trash in the incorrect 
bin, no points are given.
Trash from the bins is re-distributed around the area.
Score is written on the flip chart.
Participants will be now allowed to discuss the game for 3 minutes (facilitators should not remain 
visible to the participants during this time).

Proposal Point System:
Once 20 points are gained, the participants are allowed to pick up 3 items.
Once 25 points are gained, two persons are allowed to stand up at the same time.
Once 30 points are gained, two persons are allowed to pick up 4 items each.

There benefits are to be introduced after the points are counted, before the 3 minute discussion.

The leader has to read out the aim of the game: “The aim of the game is to clean up the 
environment and save the planet. You can’t leave this task to the upcoming generations as time 
is running out, but you don’t know how much time is left. You have to hurry up!”
The leader has to read out the rules: “The rules are simple. Clean everything but keep in mind 
that only one person is allowed to stand up at the same time. This person can only take a 
maximum of two items”.
Put on the background music (suggestion: Pink Panther Theme Song) to start off the game. It 
should be stopped as soon as the round is over and the buzzer goes off.

“Welcome to the game! Please close your eyes. We are living in the 21st Century and we have a huge 
problem – we are trashing our planet! All the consumption, polluted air, increasing sicknesses, plastic 
in the ocean, climate change and contaminated water are only some problems that we have to face. 
You are located in a forest – open your eyes and look around you – this is how reality looks like!”
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"THE WASTED 
FOREST"

4th – 6th Round:
Before starting off, the participants are warned that the animal CANNOT be touched.
As soon as the music starts, the rabbit and the bear (2nd animal) are coming in.

After the 6th round:
The leader and sound facilitators reach the recycling boxes to review what has been collected.
For every piece of trash recycled in the correct bin, one point is allocated. For trash in the 
incorrect bin, no points are given.
Trash from the bins is re-distributed around the area.
Score is written on the flip chart.
Remember to inform them if they reached the threshold of the next benefit.
Participants will be now allowed to discuss the game for 3 minutes.

10th – 12th Round:
As soon as the music is on, the rabbit, the bear and the consumer are coming in.
The animal which dies first has to improvise death and the facilitator has to announce that the 
animal is extinct (to make the game easier for participants to reach the final goal - optional).
The last two rounds continue and the participants should now be able to collect all the trash 
and win the game!

7th – 9th round:
As soon as the music starts, the rabbit, the bear and the consumer are coming in.
The consumer is throwing around trash from the plastic bag in different areas (away from the 
animals).

After the 9th round:
The leader and sound facilitators reach the recycling boxes to review what has been collected.
For every piece of trash recycled in the correct bin, one point is allocated. For trash in the 
incorrect bin, no points are given.
Trash from the bins is re-distributed around the area.
Score is written on the flip chart.
Participants will be now allowed FINAL 3 minutes to discuss the game. The facilitator must 
inform the participant that this is the LAST opportunity to discuss the game.

Participants are then invited to form a circle with chairs to start the debriefing session.
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1. What happened during the game?
2. How did you feel?
3. Do you relate this to previous experiences?
4. What is the pattern / system behind this?
5. How can this game be applied in real life situations?
6. Finally, what actions does each and every one of you take to protect the environment, on a personal 
level and in your home countries?
Remember to allow the 7 seconds rule between each question to allow all the participants to speak up.
 

DEBRIEFING QUESTIONS



Different mechanisms to control the game are:

LINK TO MATERIALS

PICTURES

"THE WASTED 
FOREST"

Search on Youtube for:
- Welcome to the story of stuff project
- How Plastic production pollutes small town
- The story of bottled water

Timing the duration of each round to increase the challenge.
Slow or fast walking of the animals.
Path of the animals.
Number of animals and consumers.
Round in which the animals / consumers are introduced.
Point system can be adapted.
Amount and variety of trash.
Number of recycling boxes.
Not letting the participants speak during the rounds.
Ask participants to clean the area if they lose the game.

COMMENTS
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HERE

https://storyofstuff.org/
https://storyofstuff.org/


"BEAT THE
BOAT MAN"
GAME DURATION TARGET GROUP GROUP SIZE               

LOCATION

75 min. Youth 16+ 6-30

1 room for Introduction and Debriefing, 3 different station spaces (inside or outside). 

LEARNING OUTCOMES
1. Feel empathy by stepping into different roles.

2. Raise awareness (feel how to be treated from the outside community).

3. Reflection on our actions and influence regarding people with disabilities.

 
MATERIALS
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- General:

Printed roles for participants, printed coins, printed story, station signs, boat sign.

- Labyrinth:

Standard objects for labyrinth challenge (example: chairs, tables, pieces of wood).

- For Spoon challenge Station:

Spoons, candy/eggs, bowls.

- Basket Ball Station:

Bucket, 3 - 5 balls.

- For Disabilities simulation:

Tape, string, blindfolds, something to simulate walking sticks and walker.

ROLES PLAYED BY FACILITATORS:
1. Station leaders.

2. Discriminating Boat man (One facilitator acting as a boat man and game 

supervisor to keep an eye on participants, cause mid game storm and act as 

discriminator to not let people on the boat without coins.

 
AUTHORS
Oleksandr Yarmak, Samanta Tumpyte, Leonie Tegethoff, John Paul Formosa.



STEP BY STEP GUIDE

Types of disabilities: Blind, one hand, no hands, one leg, no legs/problems with walking.
 
1. Initial Setup
The point of the game is to raise awareness and empathy by making participants take on the
role of someone with a disability. The story revolves around a group of people crashing on an
island with half of the group being injured. The only way out of the island is by a boat, each
participant needing to get 1 coin from each station to pay the fee.
 
Half of the group will require the help of the other half, however this is not stated at the start of the 
game to let the participants discover this organically. The ‘boat man’ requires 3 coins from each 
participant and he does not let anyone on the boat before each participant has all 3 coins. This leads 
to participants having to help each other to gather the coins. A ‘storm’ will occur midway in the
game play to have participants switch roles so that everyone will have experienced having a
disability of some kind.
 
Facilitators first print the provided roles and set up 3 separate stations that will act as challenges
throughout the game. Each challenge gives the participant 1 coin on completion for the total of 3
coins each. Stations are described below:
 
- Station 1 (Labyrinth Challenge):
This challenge focuses on how hard it can be for different people to navigate through everyday
environments. Facilitators set up a small obstacle course of objects made of chairs, tables or
anything on hand to make it more difficult to navigate. Participants have to navigate to the end
of the maze to get a coin. Persons in the role of disability will find this challenging, and the other
participants will have to help. However, this is not stated by the facilitators to encourage organic
development of awareness throughout the challenge. Participant -> get to end of Labyrinth -> Coin
 
For stations 2 and 3 participants get only 3 attempts to complete the station, if they don't, they have 
to go to a different station and come back to try again later.
 
- Station 2 (Basket Ball Challenge):
This challenge focuses on how very simple tasks may be easy for some people but extremely
hard for others. The challenge only requires participants to grab a ball from point A and walk to
point B to drop the ball in a bucket.
Participants that take on a normal role will find this extremely easy, however those in the role of
a blind person or no arms will find this challenging. This is to deliver awareness on things we
take for granted in daily life.
 
When a participant drops the ball in the bucket, he/she earns a coin.

"BEAT THE
BOAT MAN"
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- Station 3 (Spoon Challenge):
Participants have to take a piece of candy on a spoon from point A to point B. If the candy or
object is dropped from the spoon, they have to start from the beginning. This is deliberate as
people without legs or sight will find this very challenging and will require help. 
 
2. Introduction
Facilitators gather all participants in a room. They are told to close their eyes and the facilitator
reads the attached story (Attached at end of document) while asking them to imagine it. When
the story is finished, the facilitator reads through the rules of the game:
 
3. Rules
- A participant can only get 1 coin from each station to a maximum of 3.
- The participants have ‘10 days’ (50 minutes) to get the coins.
 
4. Hidden Rules
Participants are not allowed on the boat individually. The ‘boat man’ is a discriminating man who 
does not use the boat unless every seat is full and he does not allow people to pay for each other
because of discrimination against disabilities.
 
After rules are explained, people who get a role related to disability are helped to take on 
the role with the materials and to experience how the disability feels. Example: Participant 
with a blind role is given a blindfold, participants with the role of a person with 1 arm have 
their arm tied up with string.
 
5. Start of Game play
Participants are then free to go complete the challenges while staying in their role. Example:
Blindfolded participants have to get to the station in their role, thus people will have to help.
Participants go to the stations either on their own or helping each other. If the venue has stairs
or other obstacles it helps to deliver the point of the game even more.
 
The game play duration is 20 minutes. The participants are not aware of this and are not told 
intentionally. After the 20 minutes a ‘storm’ will occur.
 
6. Mid Game
After 20 minutes, the facilitator plays the sound of a siren or loud thunder and everyone has to
freeze. The storm part of the story is explained as a magnetic disaster that reverses reality. This
leads to all participants switching roles to have everyone experience having a disability. 10
minutes are allocated to this part of the game to give facilitators time to help participants switch
roles and continue the game in their new role. Once every participant has switched roles, the normal
game play continues.

"BEAT THE
BOAT MAN"
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7. Second half of the game
Another 20 minutes are allocated to normal game play to give participants time to gather the rest of 
the coins. By now the participants have realized that they cannot get on the boat alone and are
helping each other to collect all the coins. During this time, the ‘Boat Man’ Facilitator yells that
the boat is leaving soon (example: boat is leaving in 5 days, 3 days, 1 Day)
 
8. End of the Game
The game has 2 possible endings:
- Ending 1: All participants manage to get 3 coins each and the boat man allows everyone on the boat.
- Ending 2: Not everyone gets the coins and the boat man leaves with the boat empty! (NO ONE leaves 
the ‘island’).
Following the ending, the facilitator explains the ending and participants are helped out of their
role. A short derolling activity takes place to bring everyone back to reality and get rid of any
extra energy from the game.

"BEAT THE
BOAT MAN"

DEBRIEFING QUESTIONS
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Participants are now out of their roles and are gathered in an area for debriefing:

 

Reflection

1. What happened

2. How did you feel?

3. How did you and others behave?

Conceptualization:

1. How can I relate it to everyday life?

2. What is the pattern that occurs in life?

Application:

1. How to apply this?

2. What are the obstacles?

3. What have you learned?

 

EXTRA MATERIALS

You were lucky and were not injured

You got injured and broke 1 arm

You got injured and broke 2 arms

You got injured and are blind

You got injured and broke 2 legs

You got injured and broke 1 leg

Roles



"BEAT THE
BOAT MAN"

“Please find a comfortable position on your chair and close your eyes. Imagine you are sitting in an 
airplane on the way to your home. Out of the window you can see the sea, and small little islands on 
the horizon. Suddenly, something happened. (Play Storm or crash noise here) Your Plane had an 
accident and had to land on a little island. Some of you were lucky and besides little scratches, your 
physical health is ok. However, many of you are injured. The only way to get off the island is by boat!“
Rules are explained here:
- Price of boat
- Maximum of 3 coins per participant.
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Introduction story

Mid way storm
Facilitator plays war siren or storm sounds on loud speaker.
“Every body freeze! Its been 5 days since the crash. Some of you are now better. However, a storm has 
hit the island! Some of you are injured in the storm (participants switch roles for everyone to get to be 
in the role of disability). Because of the storm, the boat man has increased the ticket prices to six coins 
each! (This allows for a ‘stage 2’ of the game). The boat will leave in 5 days! Hurry up!”

End of the game
‘Boat man’ Facilitator either lets everyone or no one on the boat depending on whether all of
them got 6 coins. Pirate music is played in the background and the game ends and is followed
by a brief derolling activity.
 
Additional notes:
Ensure all area is free of hazards since participants will be partially immobilized.

PICTURES



"PSAIGON 
CORP."
GAME DURATION TARGET GROUP

GROUP SIZE               

LOCATION

60 min. Youth 16+

Six to nine people per boss, minimum three facilitators (narrator, coordinator and one boss).

One big room with different stations or multiple rooms.

LEARNING OUTCOMES
1. Raising awareness about discrimination in the labor market.

2. Increasing empathy towards discriminated groups and encouraging seeing people as multi-

dimensional beings through role-play.

3. Finding possible solutions to reduce the problem.

 
MATERIALS
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ID cards (name, age, nationality/appearance), CV cards, assessment sheets for bosses.

AUTHORS
Natalia Kazmierska, Kristina Camaj, Rrezarta Karavidaj and Elisabeth Purga.



STEP BY STEP GUIDE

1. INTRO (10 min)

The narrator asks the players to close their eyes. He/she tells a story to create the right atmosphere 

for the game. The players open their eyes and draw the ID and CV cards. They read it and the 

narrator helps them connect to the characters by guiding them with some questions (for example: 

think about your past, imagine what you look like…). They stick the ID cards on their shirts. The 

narrator wishes good luck to the players and takes them to the waiting room, where they are 

welcomed by the coordinator.

 

2. PLAY (30 min)

The coordinator manages people in the waiting room. The players are invited in for the interviews, 

having 2-4 players per interview session. If there is more than one boss in the game, multiple 

interviews can take place at once. When a player enters the office, they hand the boss their CV. The 

boss asks interviewees to answer questions and complete some tasks. Each boss has an assessment 

sheet with the names of the players. The role of the boss includes a set of specific stereotypes and 

prejudices (decided before the game) that influence their behavior towards the interviewees. 

According to their prejudices, they make discriminating comments during the interview and decide 

to grade a player (0-5 points). The grade is a reflection of boss’s prejudices. Other qualities, talents 

and work experience of the interviewee are disregarded, even though they are encouraged to tell 

the boss about them. The player has to be made aware of their score.

 

When in the waiting room, the players are encouraged to interact with each other.

 

3. CLOSING THE GAME (20 min)

When all the interviews are finished, the interviewees wait for the decision in the waiting room. The 

boss(es) meet in one “office” and compare their assessment sheets. The player with the highest 

number of points gets the job. The bosses then come to the waiting room and greet the top 3-5 

players (praising them, telling them they will keep in touch when there’s another vacancy in their 

company etc.) Finally, they announce who got the job.

 

The coordinator invites players to sit down in a circle and guides the de-roling process (they destroy 

the CV/get rid of their lucky charms…). The facilitator then starts the debriefing.

"PSAIGON 
CORP."
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DEBRIEFING QUESTIONS
1. What was the game about?

2. How did you feel in your roles?

3. How did the bosses treat you?

4. Was it easy to get into the role?

5. Did you feel discriminated during the interaction with other players?

6. Do you think situations like this happen in real life? Share your experience.

7. What can we do to fight prejudice and discrimination?

8. If you were the boss, what would you have done differently?

"PSAIGON 
CORP."

COMMENTS

ADDITIONAL MATERIALS

Before the game, the bosses need some time to think about their roles and possible interview questions 
and tasks (can also be improvised).

Magazines and snacks for the waiting room; optional lucky charms for the players.

HERE
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PICTURES

https://drive.google.com/open?id=18o1_5a4pp7NEhNg1b2Fc5Zwv1rUMCjFv
https://drive.google.com/open?id=18o1_5a4pp7NEhNg1b2Fc5Zwv1rUMCjFv


"CHOICE 4 
HEALTH"
GAME DURATION TARGET GROUP GROUP SIZE               

LOCATION

65 min. Youth 18-30 20-40

The game could be played in both outdoor and indoor environment. 

Four rooms are required for the specific bases which are the main aspects of the game.

LEARNING OUTCOMES
1. To raise awareness about different aspects of our life which affect health.

2. To give a space for participants to analyze their everyday habits.

 
MATERIALS
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There are four bases. In each you need different materials:
- Restaurant: you need to print a few food calories-reference tables 
(https://caloriebee.com/diets/food-calorie-chart), blank papers, pens, tables and chairs.
- Club: you need to create atmosphere with different materials (seats, table, music, lighting) as 
well as to make tickets to the club with tasks for participants which they have to complete before 
leaving the club. 
- Meditation area: you need comfortable seats, relaxing music, some tasks might be included.
- Gym: can be organised outdoors, inclusion of materials depends on the facilitator.

AUTHORS
Laisvidas Karvelis, Valentina Appolonova Wiktoria Cieslawska, Simonas Raila.



STEP BY STEP GUIDE

The game is played by individual players who go to different bases and try to complete mini tasks. 
The game is divided in two days with 20 minutes each. In the beginning of the game, every 
participant gets his personal ID card with the role and the bars of energy, condition points written on 
it. Energy is required go to the places and complete the tasks, but the main aim is to finish the game 
with the highest number of condition points which participants will get after finishing mini tasks.
 
Participants have these roles:
• Heart disease: starting with 5 energy points and 2 condition points. If a person with heart 
problems comes to the gym three times in a day he/she loses all his/her points of energy.
• Eating disorder: starting with 5 energy points and 3 condition points. If a person with eating 
disorder comes to the restaurant three times in a day he/she loses all his/her points of energy.
• Healthy: starting with 5 energy points and 4 condition points.
 
There are four bases in this game according to the main health aspects such as eating habits 
(restaurant), physical activity (gym), socializing (club) and recreation (meditation area):
 
• Gym: in the gym participants have to complete some physical tasks. There are two levels of tasks 
(medium/hard). Completing medium difficulty task participants gain +1 condition point, and +2 
condition points with the hard level task. Every time they go to the gym it costs them -1 energy.
 
• Restaurant: in the restaurant participants have to write a nutrition plan. Facilitator tells the amount 
of calories needed in the plan and each person needs to select the options from the calorie 
reference table to include in his/her plan. For higher difficulty, if needed, add special situations like 
creating a plan for a vegetarian or a person who doesn't like dairy products. Participants get plus 1 
condition point for every nutrition plan they write. Every time it costs -1 energy.
 
• Meditation room: in the meditation room participants regain energy. They have to spend 2 
minutes in the calm area to relax and it gives them + 5 energy points. 
 
• Club: this is the luck factor in the game. Entering the club will cost participants -1 point of energy. 
When in the club, participants need to draw one of the ten cards. Five of them have good tasks 
(connected to healthy choices) written on them and for doing them participants receive 1 or 2 points 
in their condition bar (for example: give a hug to 3 people, talk with someone about healthy lifestyle, 
dance with someone, etc.) However there‘re also five more cards connected to unhealthy choices 
which make participants lose their condition points. It could be specific tasks to do or rolling the dice 
and the points collected becomes the number of condition points they lose.
 
Picking a ticket with a task must be done randomly, each person should keep his mission in secret, 
complete it without commenting what kind of task he/she had. Before exiting, everyone should give 
back the ticket and receive their points accordingly. There must be at least 5 people to enter the 
club, as it involves social interactions.

"CHOICE 4 
HEALTH"
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GAME TIMELINE
1. Ask participants to close their eyes and read the story behind the game (create by yourself or follow 
the example provided below).
2. Assign roles to the participants and give them their ID cards.
3. Give instructions about points system, where the bases are established and what they need to 
accomplish in them.
4. Start the day and let people go to the stations.
5. After 20 minutes, the first day is over. 
6. Gather people in one place and ask them write their condition points on the score table.
7. Start Day 2.
8. After 20 minutes more, finish the game and gather all the participants to write their scores in the 
scoreboard. 
9. Do the debriefing.

"CHOICE 4 
HEALTH"

DEBRIEFING QUESTIONS
1. What happened?
2. How do you feel after the game?
3. What did you learn from the game?
4. What was the obstacles in the game?
5. How do you improve them?
6. Do you see any relations with the real life?
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COMMENTS
For the game, the minimum requirement of facilitators is 4, but it works also with a small group of 

participants. If you plan to play with 20+ participants, you need at least 2 people in the gym and 

restaurants sections. For ideal scenario, it will be great to have 8 facilitators (2 in the gym, 2 in the 

restaurant, 1 on meditation room, 2 in the club and 1 looking around and taking care that 

everything will be on the rules and timing of the days will be correct).

This game is based on real life examples, so any improvisations from the facilitators on the game 

rules can be made. For example, if your energy low you‘re moving slower and when you have 0 

energy you lay on the ground still someone bring you to the meditation room. 

 After the first day is over, ask everyone to gather at one place. Be prepared to score the table. It 

could be a large A2 paper on the wall with two columns (1st and 2nd day). Then ask participant to 

go to it and write their points in this table. After everyone saw the results start the new day.

Remember that in this game the first goal is to educate, not to compete. It is like in the real life if 

you live healthy lifestyle, nothing special happens. You just stay as healthy as you been before. But 

if you start to lose healthy choices your health can fast go down. So in every day life we are 

playing not to win, but not to lose.



"CHOICE 4 
HEALTH"
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EXTRA MATERIALS
Facilitators can create a story to introduce the game to the public. For instance:
"Close your eyes and imagine. You are a citizen of Psaigon city.  During recent years there were some 
ecological problems which affected health of Psaigonese people. As a results, some citizens have heart 
disease, some, eating disorder (you might also include insomnia). You will experience life of Psaigonese 
people for 2 days (weekend). Try to stay as healthy as possible, making your choices during the game."

PICTURES

HERE

https://drive.google.com/open?id=142DMWTK2_4-vzhLn4oLslgsoDvogO82L
https://drive.google.com/open?id=142DMWTK2_4-vzhLn4oLslgsoDvogO82L


GRAPHIC 
RECORDING
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