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GAMES COLLECTION 

 
The main goal of our  project is facilitating the integration of children belonging to 

vulnerable groups into the school/community/society. During this project we designed, 

explored, summarized and played a variety of educational games in order to motivate 

and engage our students from our schools. 

The objective of the games is to promote social and intercultural awareness, empathy 

and understanding.  

In our project we have created a large collection of  91 games of all kinds : digital games, 

board games, card games, role play games, action games, movement games etc. 

The games are organised on four main topics : “ Where do we live? “ "How do we play?", 

"Who are my heroes?" or "What makes me happy, sad or angry?". 

The collection is a useful tool for teachers all over the world and can be found on our 

project’s website https://gamesforactivelearning.com/topic-1/games . You can also find 

the link and the qr code to every game in this document. 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

https://gamesforactivelearning.com/topic-1/games
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Games questionnaire 

In the beginning of our project, the children from Austria, Romania, Greece, Italy and Cyprus filled in a 
questionnaire about the games they play and which they  like best. 

You can find the questionnaire here:  

https://docs.google.com/forms/d/e/1FAIpQLSdodkcqxKmIArquFPj8dUPD7DEu_IfZgeLTpA6NLLSZ

9q6W5w/viewform 

 
 
 
 
 
 
 

 
 
Here you can see the answers to some of the questions. 

 
 
 
 
 
 

 

https://docs.google.com/forms/d/e/1FAIpQLSdodkcqxKmIArquFPj8dUPD7DEu_IfZgeLTpA6NLLSZ9q6W5w/viewform
https://docs.google.com/forms/d/e/1FAIpQLSdodkcqxKmIArquFPj8dUPD7DEu_IfZgeLTpA6NLLSZ9q6W5w/viewform


                           STRATEGIC PARTNERSHIP IN THE FIELD OF EDUCATION  

                                                                                                                                                            GAMES FOR ACTIVE LEARNING  

        https://gamesforactivelearning.com/                                                                                              2019 RO01-KA229-063665           

 
 
 
 
 
 
 
 
 
 
 

 
 
 

 

++ 

 

 

 

 

 

 

 

 

 

  



                           STRATEGIC PARTNERSHIP IN THE FIELD OF EDUCATION  

                                                                                                                                                            GAMES FOR ACTIVE LEARNING  

        https://gamesforactivelearning.com/                                                                                              2019 RO01-KA229-063665           

 

 

GAMES COLLECTION 

TOPIC 1 - WHERE WE LIVE 

1.NAME: OUR COUNTRY  
LINK: https://learningapps.org/watch?v=pz5zu424319 
QR CODE:  
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

2.NAME: OUR COUNTRY 
LINK: https://learningapps.org/display?v=pra0m2xet19 
QR CODE: 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

3.NAME:  MUSEUM OF NICOSIA, CYPRUS 
An ESL game produced by Austria 
LINK: https://learningapps.org/watch?v=pbx2ga8hk19 
QR CODE: 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 

https://learningapps.org/watch?v=pz5zu424319
https://learningapps.org/display?v=pra0m2xet19
https://learningapps.org/watch?v=pbx2ga8hk19


                           STRATEGIC PARTNERSHIP IN THE FIELD OF EDUCATION  

                                                                                                                                                            GAMES FOR ACTIVE LEARNING  

        https://gamesforactivelearning.com/                                                                                              2019 RO01-KA229-063665           
 

 

 

4. NAME: Sanctuary of Apollon 
 Hylates, Episkopi, Limassol 
LINK: 
https://www.jigsawplanet.com/?rc=play&pid=1f854f7d1
6d5&authkey=7419bda46b497482fdf9c2a83e9f52e1 
QR CODE: 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
       
 
 
 
 

5. NAME:Palaipaphos, Kouklia, Paphos 
LINK: 
https://www.jigsawplanet.com/?rc=play&pid=0802e42a
1803&authkey=7419bda46b497482fdf9c2a83e9f52e1 
QR CODE: 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

6.NAME: Roman Odeon, Archaeological Park, Paphos 
LiNK:  
https://www.jigsawplanet.com/?rc=play&pid=1327a122
62a2&authkey=7419bda46b497482fdf9c2a83e9f52e1 
 
QR CODE: 
 
 
 
 
 
 
 

 
 

7. NAME: 
LINK: https://learningapps.org/watch?v=pcijh9atn20 
QR CODE:  
 
 

 

 

 
 
 
 
 
 

 

https://www.jigsawplanet.com/?rc=play&pid=0802e42a1803&authkey=7419bda46b497482fdf9c2a83e9f52e1
https://www.jigsawplanet.com/?rc=play&pid=0802e42a1803&authkey=7419bda46b497482fdf9c2a83e9f52e1
https://www.jigsawplanet.com/?rc=play&pid=1327a12262a2&authkey=7419bda46b497482fdf9c2a83e9f52e1
https://www.jigsawplanet.com/?rc=play&pid=1327a12262a2&authkey=7419bda46b497482fdf9c2a83e9f52e1
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8.NAME:TRADITIONAL DISHES IN CYPRUS 
LINK: https://learningapps.org/watch?v=pp9te77on20 
QR CODE:  
 
 
 
 
 
 
 
 
 

 

9.NAME:MATCH 
LINK: https://learningapps.org/watch?v=paxamqsfn20 
QR CODE: 
 
 
 
 
 
 
 
 
 
 

 

10. NAME:HANGMAN 
LINK: https://learningapps.org/watch?v=pi1oko9at20 
QR CODE: 
 
 
 
 
 
 
 
 
 
 

 

11.NAME:HANGMAN 
LINK: https://learningapps.org/watch?v=pi1oko9at20 
QR CODE: 
 
 
 
 
 
 
 
 

 

 

 

 

https://learningapps.org/watch?v=pp9te77on20
https://learningapps.org/watch?v=paxamqsfn20
https://learningapps.org/watch?v=pi1oko9at20
https://learningapps.org/watch?v=pi1oko9at20
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12.NAME:MATCH 
LINK: 
https://learningapps.org/watch?v=pxp1iqfs220 
QR CODE: 
 
 
 
 
 
 
 
 
 

 

13. NAME:Our school 
LINK: https://learningapps.org/watch?v=p5ibe3jjn20 
QR CODE: 
 
 
 
 
 
 
 
 
 

 

14. NAME:Cyprus 
LINK: https://www.educaplay.com/learning-
resources/5053569-cyprus_in_general.html 
QR CODE: 
 
 
 
 
 
 
 
 
 
 

 

15.NAME:School subjects 
LINK: 
https://learningapps.org/watch?v=p8sqkf9fa20 
QR CODE: 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 

 

:/learningapps.org/watch?v=pxp1iqfs220
https://learningapps.org/watch?v=p5ibe3jjn20
https://www.educaplay.com/learning-resources/5053569-cyprus_in_general.html
https://www.educaplay.com/learning-resources/5053569-cyprus_in_general.html
https://learningapps.org/watch?v=p8sqkf9fa20
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16. NAME: HAPPY FAMILIES 
An ESL game produced by Austria 
LINK: 
https://gamesforactivelearning.com/public/photos/4/ha
ppy-families-cards%20(2).pdf 
QR CODE: 
 
 
 
 
 
 
 
 
 

 

17.NAME: AUSTRIA: Our town and our school 
LINK: https://learningapps.org/watch?v=phe3noi7a19 
QR CODE: 
 
 
 
 
 
 
 
 
 
 

 

18.NAME:TRAVELLING ACROSS EUROPE 
LINK: https://epep.at/?page_id=4877 
https://www.polzleitner.com/epep/0-
NMS/ErasmusGOALproject/GOAL-
games/Boardgame/Final-Boards/pdf-boards/Rules-of-
the-game.pdf 
QR CODE: 
 
 
 
 
 
 

 

19.NAME: OUR TOWN - NICOTERA 
LINK: https://learningapps.org/watch?v=paya3ktej19 
 
QR CODE: 
 
 
 
 
 
 
 

 

 

https://gamesforactivelearning.com/public/photos/4/happy-families-cards%20(2).pdf
https://gamesforactivelearning.com/public/photos/4/happy-families-cards%20(2).pdf
https://learningapps.org/watch?v=phe3noi7a19
https://epep.at/?page_id=4877
https://epep.at/?page_id=4877
https://epep.at/?page_id=4877
https://epep.at/?page_id=4877
https://epep.at/?page_id=4877
https://learningapps.org/watch?v=paya3ktej19
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20. NAME: PLAY DOMINO across Italy 
LINK: 
https://gamesforactivelearning.com/public/photos/4/PL
AY%20DOMINO.pdf 
QR CODE: 
 
 
 
 
 
 
 
 
 

 

21.NAME:Romania 
LINK: https://learningapps.org/watch?v=p19aqn57a19 
QR CODE:  
 
 
 
 
 
 
 
 

 
 
 

 
 

22. NAME:Hangman 
LINK:https://learningapps.org/watch?v=ptwpdew7519 
QR CODE: 
 
 
 
 
 
 
 
 

 

23.NAME:BUCHAREST 
LINK: https://learningapps.org/display?v=pj6xbkaa519 
QR CODE: 
 
 
 
 
 
 
 
 
 

 

 

 

 

 

https://gamesforactivelearning.com/public/photos/4/PLAY%20DOMINO.pdf
https://gamesforactivelearning.com/public/photos/4/PLAY%20DOMINO.pdf
https://learningapps.org/watch?v=p19aqn57a19
:/learningapps.org/watch?v=ptwpdew7519
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24. NAME: THE PALACE OF PARLIAMENT 
LINK: 
https://www.jigsawplanet.com/?rc=play&pid=36d94
f628bd8 
QR CODE:  
 
 
 
 
 
 
 
 

 

25. NAME : THE ENDLESS COLUMN 
LINK: 
https://www.jigsawplanet.com/?rc=play&pid=28f5b
cef8e76 
QR CODE: 
 
 
 
 
 
 
 

 

26. NAME:BUCHAREST 
LINK: 
https://www.jigsawplanet.com/?rc=play&pid=2e049
653798f 
QR CODE:  
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 

27. NAME:PLACES IN ROMANIA 
LINK: 
https://learningapps.org/watch?v=po72fuoet19 
QR CODE: 
 
 
 
 
 
 
 
 
 

 

 

 

https://www.jigsawplanet.com/?rc=play&pid=28f5bcef8e76
https://www.jigsawplanet.com/?rc=play&pid=28f5bcef8e76
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28.NAME:ROMANIA’S TREASURE 
LINK: 
https://gamesforactivelearning.com/public/photos/
4/piticot_ENGLEZA.pdf 
QR CODE: 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

29.NAME:PRINT CUT AND PLAY 
LINK: 
https://gamesforactivelearning.com/public/photos/
4/PUZZLE%20-
%20PRINT,%20CUT%20AND%20PLAY.pdf 
QR CODE: 
 
 
 
 
 
 
 

 

30. NAME: FIND THE DIFFERENCES 
LINK: 
https://gamesforactivelearning.com/public/photos/
4/find%20the%20differences%20game.pdf 
QR CODE: 
 
 
 
 
 
 
 
 

 

31.NAME: TREASURE HUNT 
LINK: 
https://gamesforactivelearning.com/public/photos/
4/Romania%20treasure%20hunt.pdf 
QR CODE: 
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32. NAME: The ITALIAN PARTNER SCHOOL 
https://learningapps.org/watch?v=pk6wfrkbn19 
 
 
 
 

 
33. NAME: THE ITALIAN REGIONS 
https://learningapps.org/display?v=pefui92y520 
 
 

  
 
  
34. NAME: OUR COUNTRY - ITALY 
https://learningapps.org/watch?v=p1j7ki37t20 
 
 

 
 
 
 

 

35. NAME: KEY-WORDS about ITALY  
https://learningapps.org/watch?v=pdx3hqodt20 
 
 
 
 
 

 
 

 

 

 

https://learningapps.org/watch?v=pk6wfrkbn19
https://learningapps.org/display?v=pefui92y520
https://learningapps.org/watch?v=p1j7ki37t20
https://learningapps.org/watch?v=pdx3hqodt20
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TOPIC 2 - HOW WE PLAY 

IN ITALY 

⮚36.TRUTH OR DARE 

PLAYERS: More players sitting in a circle. Bigger is the group, bigger is the fun! TOOLS: a bottle is placed 

in the center and turned. The player towards whom the neck of the bottle stops is the first player. 

RULES OF THE GAME: The player who has to start chooses between: "Truth or Dare?" The player is 

then asked a question or assigned a task; the question and the task can be invented by the group or by 

the previous player. After answering the question or performing the task, the current player must ask 

the next player: "Truth or Dare?" TRUTH If a player chooses "Truth", he must truthfully answer an 

embarrassing or personal question. The previous player or the whole team can come up with this 

question . DARE If a player chooses «Dare", he must perform a task. The task can be designed by the 

previous player or by the group . 

⮚37.THE GAME OF CONSONANTS 

Game for 2 or more players . Playing Material: Pen and Paper 

The game consists of extracting a letter at random, and writing the words that begin with that letter in 

the chosen categories. Among the most used categories we find: Personal names, Things, Cities, 

Animals, Fruits, Flowers and Plants, Singers, Nations…it is necessary to prepare an additional sheet 

where all the letters of the alphabet will be written in a random position. Then a random player,  picks 

up the paper with the letters and without looking makes a mark with the pen. The letter closest to the 

sign is chosen as the letter of the current match and is crossed out. Once the letter is chosen, the game 

begins immediately: all the players have to complete the entire row of their grid by finding a word for 

each category. The first player who finishes, covers his grid and starts counting for 20-30 seconds. At 

the end of the countdown, all other players freeze and the points calculation phase can begin.To 

calculate points, all players compare the words they have entered sequentially. Each word achieves a 

score that can be: 

20 points, if the word is correct and all other players did not find a word for that category 

10 points, if the word is correct and no other player used the same word 

5 points, if the word is correct but was used by another player 

0 points, if the word is incorrect or you could not find a word for that category 

After calculating the score of each word, you add up all the scores in the current row and write the 

sum in the total column. The game continues with the choice of a new letter. 
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⮚38.TRIS (Italian ), TIC TAC TOE (American English), Noughts and crosses (British English) 

TRIS is a popular paper-and-pencil game for two players. 

A 3x3 grid is drawn on a sheet of paper. 

The first player chooses a box and draw his symbol X or O 

The winner is the player who has success in placing three of his marks in a horizontal, vertical or 

diagonal row. 

If no player can complete a straight line with his symbol the game ends in a draw. 

TRIS is often played by young children who have not yet discovered the optimal strategy. 

⮚39.CAPTURE THE FLAG 

Two teams are formed with the same number of players, plus one player who is the "flag bearer". υ To 

delimit the home of the two teams, draw a straight line in the centre of the playing field and two other 

parallel lines at the same distance from the centre line υ The number of players is free as long as they 

are equal in the two teams. Each player is assigned a number in progressive order starting from one 

extreme. 

At this point the flag-bearer starts calling a number of his choice. The two players of the two teams, 

corresponding to the number called, must run towards the flag-bearer trying to steal the flag. The team 

of the player who steals the flag earns the point.  THE PSYCHOLOGICAL VALUE OF THE GAME. υReflexes, 

sprint at the start, prompt response, ability to keep the right distance from the opponent, speed in the 

race, respect for the rules, sense of the team. 

⮚40.BELL GAME 

To play this game you need several players. The first player starts throwing his own mark (usually a 

small stone) inside the first box. The player has to jump, until the end of the path, from one box to 

another using only on one foot per box, in the end he has to go back without entering the marked box. 

Obviously there are lines with two boxes placed side by side horizontally where you can rest both feet 

(but always one feet per box). Once the player arrives near the box that contains his mark, he must 

pick it up, keeping his balance, and return to the starting point. If one player step on a line or or if he 

loses his balance, the turn passes to the next player. 

⮚41.MILLER’S GAME 

The childrens sit in a circle, then a child is chosen and he has to turn towards the class blackboard to 

not see the others; a classmate moves close and disguises his voice, trying to not be recognized:  "Knock 

Knock!“  "Who is it?"  "I'm the miller!“ "What do you want?“  "Flour!“  "There is no more! Come back 

tomorrow!"  The second player returns to his seat and the first one tries to guess the name, if it's right, 

he wins. 

⮚42.ONE, TWO , THREE … STAR! 

It is a fun game, for which you don't need objects or special rules. It is played in groups and children of 

all generations have been having fun for hours. The rules are very simple. One of the children does the 

counting, perhaps near a tree or a wall. All the others line up parallel to him, at the same  
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distance. The child who counts turns away from the others and begins to count loudly "one, two, three, 

star!". Then he turns suddenly to catch the others on the move. The aim of the game is to get closer to 

him while he doesn't watch. So during the count, the other children approach him quickly, but when 

he turns around and realises the movement of one of them –perhaps due to imbalance or loss of 

balance - this must go back to the starting point. The child who arrives first at the counting place wins, 

shouting "stallone!" 

https://issuu.com/ciobanunicoleta/docs/romanian_games.pptx 

 

➢ 43.ICE-BREAKING ACTIVITY 

The Four Quadrants is a team building activity to break the ice with a group or team. It is EASY to prep 

for and set up. 1. It can be MODIFIED to work with any group and/or topic (just change the questions). 

2. It is FUN, COLOURFUL and VISUAL. Here are the steps to facilitate The Four Quadrants activity: 

1. Give each participant a piece of flip chart paper and some markers. 2. Ask them to divide their flip 

charts into four quadrants. 3. Ask them to DRAW (not write) their response to four questions (one for 

each quadrant).  4. Give them about 5-10 minutes to work individually. 5. Then, regroup and give each 

person 4-10 minutes (depending on your time frame) to share their chart and responses with the 

group.  

Option: 

Moment of pride (personal or professional) 

Worst fear (for the group, personally or professional) 

Desired outcome for this day 

Greatest challenge for this group 

Favourite music   

Beloved natural element 

What is your hobby?  

 Favourite food 

 

➢ 44.THE MARSHMALLOW CHALLENGE 

The CHALLENGE: 

 Build the tallest free-standing structure in just 18 minutes using no more than 20 sticks of spaghetti, 

one yard of tape, one yard of string, and one marshmallow. The marshmallow must be on top and 

cannot be deformed to hold it in place.  

The RULES: 

 

https://issuu.com/ciobanunicoleta/docs/romanian_games.pptx
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✦Build the Tallest Freestanding Structure: The winning team is the one that has the tallest structure 

measured from the tabletop surface to the top of the marshmallow. ✦The Entire Marshmallow Must 

Be On Top: The entire marshmallow needs to be on the top of the structure. Cutting or eating part of 

the marshmallow disqualifies the team. ✦Use as Much or as Little of the Kit: Team can use as many or 

as few of the 20 spaghetti sticks, as much or as little of the string or tape. ✦Break up the Spaghetti, 

String or Tape: Teams are free to break the spaghetti and to cut up the tape and string to create new 

structures. ✦The Challenge lasts 18 minutes: Teams cannot hold on to the structure when the time 

runs out. Those touching or supporting the structure at the end of the exercise will be disqualified.  

OBJECTIVES: 

Students will be able to...   

Understand the importance of teamwork and failure in science and engineering. 

Understand that some shapes are stronger than others. 

Understand that even weak materials can be made stronger with good design techniques, and that 

distribution of mass is an important consideration when building a tower. 

Understand that compression and tension affect the stability of a structure. 

Compare their model to others to understand why some models are stronger than others. 

Understand why engineers consider tension and compression forces when designing a building or 

structure. 

 

➢ 45.MIRROR MIRROR 

Stand face to face with your partner, about a foot apart, and have them attempt to copy all your 

movements. (Reach up and stretch to the sky. Do 10 jumping jacks. Run in place. Act like a monkey). 

Make it fun and you’ll both be working up a sweat in no time. Then switch roles and copy your partner 

– they won’t be able to hold back the laughter (and neither will you!).  

 

➢ 46.THE HERO’S JOURNEY 

A path with chairs.  A hero must cross the path without touching the chairs and with his eyes closed.  

As soon as it fails, there will be a helper, but also a villain.  The villain disturbs the helper with Bla bla 

bla. 

The hero must be able to listen to the voice of the good to be guided. 

 Objective:  To be confident and believe in friendship.  

➢ 47.MIMING 

Prepare slips of paper with instructions like these:  You’re knitting on a fast train.  You’re eating 

spaghetti with chopsticks.  You’re sweeping leaves outside on a windy day.  You’re washing a big, angry 

dog.  Films, movies  

 

These can be relatively easy or very complicated linguistically depending on your students.  Give a slip 

of paper to one student with the instructions that she is going to mime the activity and the others must 
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guess what she is doing. No words, in any language, can be spoken.  The first person to guess is the 

winner and gets the next slip of paper. (If the same students always guess, let others have a chance to 

mime).  Once they get the idea of the game, get students to write similar instructions on slips of paper. 

This can get incredibly funny. 

by Eleonora Contartese and Anna Scarfone (Teachers in Italy) 

 

IN ROMANIA 

⮚ 48.THE CASTLE 

• The children divide into two teams: defenders and attackers.  
• One team will build a stack of stones as vertically as possible and guard it against the other children. 

Usually, a circle on the ground marks the line which the other team must stand behind when 
attacking.  

• The attacking team will take turns throwing a ball to knock down the 'castle.' If the stones fall, the 
attacking team then runs after the defending team, trying to take them with the ball.  

• The defending team, who scattered as soon as the castle fell in an attempt to escape the attackers, 
must keep trying to restock the stones while avoiding the attackers.  

• If the attackers tag everyone before the castle is rebuilt, they win. If the defenders rebuild before 
all their players are tagged, then they win. 

 

⮚49.DUCKS AND HUNTER 

Two players need to be the hunters and the rest of the children  are the ducks. The playground is 
marked . At each end of the playing space there  is a hunter who is not allowed to enter the playing 
area. The ducks stand between the two hunters, in the centre of the playground. 
The  ‘hunters’ throw the ball from one to the other, trying to reach the ‘ducklings’ . The ball must fly 
from one ‘hunter’ to another quickly to catch as many ‘ducklings’ as possible.  
The ‘duckling’ who catches the ball will have an extra life.  
Duck players hit by the ball must go outside and the first disqualified will take the place of the hunters 
in the next game. 
 When there is only one ‘duck’ left in the middle, there will be as many throws as there have been in 
years, and if it is not ‘shot’ the ‘Ducks’ team wins. (e.g. if the duck is 9 years old, hunters have to 
remove it from the game for a maximum of 9 throws). If hunters fail, the game is restarted with the 
same hunters. 

⮚50.THE LITTLE DONKEY 
• Three players are chosen, one will stand in the middle as MAGARUS ( little donkey) and the other 

two will have to throw the ball from one to the other, so that the one in the middle does not catch 
it.  

• In case he catches it, the one who passed the ball wrong, will take the place of MAGARUS(the little 
donkey). 

⮚51.THE WIRELESS PHONE 
• Players sit next to each other . The game starts with the first player who whispers in the ear of the 

second player  a word, chosen at random. 
•  The second player must pass the same word on, whispering in the ear of the player next to him . 
•  The word is whispered from one to another, until the last player who has to say out loud and clear 

what he understood. It is a game without winners, more fun, because it usually starts with one word 
and reaches to another.  
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⮚52.FLOWERS , GIRLS AND BOYS 
• It takes at least 4 children to play it.  
• Two children move away from the rest of the children and choose a number from 1 to 10. After 

their return the other players must guess the number. The first to guess this number will choose 
a category: flowers, names of girls or boys, or any movie, artist or singer.  

• The two children who chose the number move away again, each choosing a representative from 
that category. The one who guessed this number will choose one of the two options, and will 
pair with the child who chose that option. The game resumes with the new pair.  

• This game has no winner.  
• The topics of the game can be adapted from flora and fauna to geography and literature.  

 

⮚53.LEAPSA 

• Leapsa is another variation of tag played by Romanian children. In one variation, called Perching 
Leapsa, the child who is 'leapsa,' or 'it,' tries to touch the other children. However, if a player is 
at risk of being tagged, they can perch on top of something like a chair or a box and be safe as 
long as they are not touching the floor. 

• Another variation, called Circle Leapsa, confines the play area to a circle. The 'leapsa' chases 
the other children to try to tag them, but if they crouch down before they are touched, they 
are safe in the same way they would be if they stood on a box in Perching Leapsa. 

 
 

⮚54.OLD BLIND LADY 

• Finally, a game similar to Leapsa called Baba Oarba involves a tag with one child blindfolded.  
• The space in which the game will be played is delimited and children are not allowed to leave 

from the space . A blindfolded player is chosen (a scarf is tied on his eyes) , hence the name 
Baba Oarba (Old Blind Lady) . This player must catch the other players, who run away from him. 

•  Once a player has been caught , Old Blind Lady tries to guess his name, touching him, smelling 
him . 
 

⮚55.COUNTRY, COUNTRY WE WANT SOLDIERS 

• It is a game that trains team spirit, strategy and speed. It is played with 2 teams, outside, in 
an uneven space, preferably with grass. 

• Children form two teams. The teams are placed at a distance, in 2 parallel rows. The 
members of each team hold hands. 

• One team shouts, "Country, country, we want soldiers!" The other team chooses a member 
to send, to break the chain / wall of the opposing team. 

• If he enters/ breaks the opponent's line, he has the right to choose a child and take him as 
a soldier to his team. If he fails to get through their hands, he will remain a prisoner in the 
opponent team. 

The team that runs out of members loses. 

⮚56.TANGLED MATES 

• It is a game that challenges mobility, logical thinking and team spirit. It can be played both 
indoors and outdoors. 

• It is played in a team of at least 4 players. At the beginning, a child is chosen to handle the 
"mates". He is not allowed to watch the maths tanglers are doing. They sit in a circle, holding 
hands and tangling, passing under each other's hands, in different directions. 

• At the signal, everyone stops and the one who was not allowed to watch returns and tries to 
bring the "mates" to their initial position, following the reverse path. Players are not allowed to 
take their hands off during the game. 

• The game ends when the hands have been handled. If not, the one who coordinates the 
handling is beaten and starts again. 
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https://issuu.com/ciobanunicoleta/docs/romanian_games.pptx 

ROLE PLAY GAMES 

➢ 57.IDENTIFYING THE OBJECT 

Focus centre: touching the object 

The participants form a circle. One of the participants stands in the middle of the circle with his hands 

behind his back. The teacher slightly places an object in his hands. By using their tactile sense they have 

to guess the object. The object should be common and easy to recognize and still not one for everyday 

use (eg.: a pencil sharpener, a stamp, a comb). 

Directions during the game: What colour is it? What shape does it have? How big is it? What is it used 

for? 

 

➢ 58.ANIMAL,BIRD OR FISH 

The participants sit on chairs, in a circle. One stands in the centre. He points at one of the other partners 

and asks “Animal, bird or fish?” and then repeats one of the categories – eg: “Fish” – then starts 

counting to 10. 

The chosen partner has to name one species of fish until the other one finishes counting down from 

10. If he doesn’t succeed or repeats a species that’s already been named, he goes to the center and 

the one in the center takes his place on the chair. 

II. The one standing in the center asks “Animal, bird or fish?” and adds, for example “Eagle”. The chosen 

partner has to name the category - “Bird”. 

➢ 59.BUZZ 

The participants form a circle. One of them starts the game by saying “1” ; the next says “2” and 

continues counting up to “7” which will be replaced with the word “buzz”. The participants keep on 

counting and replacing every number that contains “7” with “buzz” (eg.: 17, 27). It also applies to any 

multiple of 7 such as 14, 21. When they reach 70, the counting continues likes this “buzz – 1”, “buzz – 

2”, and 77 is “buzz – buzz”. 

The participant that says “buzz” at the wrong time, says the number instead of “buzz”, or says another 

number is taken out of the game. The counting keeps going. The game ends when there is only one 

left. 

 

Example of games adapted to maths – Buzz 
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 Game description: The students stand in a circle and pass a ball (real or replaced by a clap of the 
hands). While they pass the ball, the first one says a number (from 1 to 10), the second one says another 
number and the third says the sum of those two and so on; number-number-sum. 

Rules of the game: The student that throws the ball too hard, in the wrong direction, doesn’t catch it, 
gets the calculation wrong, mixes up the order is eliminated, but remains in the circle with his hands 
relaxed. If someone throws the ball to a student that has been eliminated it means he wasn’t paying 
attention and is also eliminated. The winner is the only one left in the game. 

Observation: The game’s level of difficulty can vary and depends on the teacher’s creativity: 

• Counting 

• Buzz 

• Subtraction 

• Multiplying and dividing: the first one says a number and the second one another number; if the 
second one is smaller than the first, the third student has to divide them; if the second one is bigger 
than the first, the third student has to multiply them. Eg: 6-2-3; 2-4-8. 

• Geometry: Any triangle has three angles. The sum of those three angles is 180 degrees. 

The first student says a number “n” that’s smaller than 179 (it’s easier if it’s a multiple of 10) and throws 
the ball to the next student. The second one says another number “m” that is also smaller than 179 
and throws the ball to the next one. The third student says a number “p”: p=180- (“n”+”m”) 

Example: S1 has the ball and he throws it to S2 saying “90”. S2 calculates 180-90 and says a number 
smaller than 90, for example “30” an throws the ball to S3. S3 calculates 180-90-30=60 and says “60” 
and throws the ball to S4. S4 announces “180” and says another number, as S1 did. 

➢ 60. WHEN I LEAVE FOR CALIFORNIA 

Teams of 10-12 players stand in a circle. 

Part 1: The traditional game. The first player says “When I leave for California, I’ll take with me a kite” 

(or any other object). The second player says “When I leave for California, I’ll take with me a kite and a 

hat”. The third says the kite, the hat and adds another object. The player that forgets an object is out 

and the game goes on until there’s only one left. 

Part 2: The game is similar but instead of naming the objects they have to mime it. Instead of saying 

“I’ll take my shoes” he will put on invisible shoes. The next one repeats the action and adds a new 

object – plays the guitar. And the game continues like this, non-verbal. 

➢ 61. Rimed words 

The participants stand in a circle and one in the center. He says a one-syllable word and points to a 

colleague that, while the one in the center counts down from 10, has to say a word that rhymes with 

the first one. If he doesn’t succeed he takes the place in the center. If he succeeds the game continues. 

Repeating a word that’s already been used by another player is also considered a mistake. 
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➢ 62. Geography 

The participants stand in a circle. One starts the game by naming a city, let’s say, Denver. The next 

player has to say another city that starts with that city’s last letter – “R”: Rockford, and so on. 

The player that doesn’t succeed to name a city in a reasonable amount of time steps out of the game. 

The cities’ names are not to be repeated even though there is more than one city with the same name. 

The game continues until there is only one player left. 

➢ 63. Six objects 

The participants sit down on chairs placed in a circle. One of them is standing in the center of the circle 

with his eyes closed. The other players pass an object along the circle. When the student in the center 

claps his hands, the one holding the object keeps it until the one from the center says a letter. When 

the one that has the object receives the letter he needs to pass the object and name 6 objects that 

start with the given letter while the object completes a lap (if the circle is small, there should be 2 or 3 

laps). If he doesn’t succeed in doing this in time he has to switch places with the person from the center. 

- Applicable in geography, grammar... 

➢ 64. Line up 

The team should be formed out of 4 or more students. They have to walk out of the room and run back 

in and place themselves into a line up (random, but each one needs to remember his place) and then 

run back out. The students calmly walk back in, in a different order then before. The students that 

watched have to rearrange them and form the initial line up. If needed, the ones in the line up will 

make corrections in the end. 

Observation: this is an excellent warm up for any observation related games, for all ages. 

➢ 65. My ship comes from London 

This game is similar to “When I leave for California” . The difference is that the objects have to be in an 

alphabetical order. For example, the first student says “My ship comes from London loaded with 

apples”. The next one repeats and adds “bananas” and so on until the end of the alphabet. 

The one that makes a mistake steps out of the game. The game continues until there is only one left or 

the alphabet ends. 

➢ 66. Observation game 

More objects (real) are placed on a tray. The students form a circle around it. After 10-15 seconds the 

tray is covered or taken away. Then the students write in a notebook a list with all the objects they can 

remember. The lists are then compared to the objects on the tray. 
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➢ 67. Part of a whole 

(many users call this game “The machine”, in the German acting school it’s called “The mechanism”) 

Focus center: to become a part of a bigger object 

One student walks on the stage and embodies a part of a bigger object, or living creature, in movement. 

As soon as another student understands what the one on the stage wants to express, he goes up and 

embodies another part of the whole. The process continues until everyone is involved in completing 

the whole mechanism. The students may propose any movement, sound or position to help complete 

the mechanism. For example: cars, abstract mechanisms, constellations, statuary groups, a flower, an 

animal, and body cells. 

Directions during the game: Use your entire body to portray the part you are embodying! Take risks! 

Involve yourselves in the game! 

Observation: 

This exercise generates spontaneity and joy. Any age category reacts with the same amount of energy. 

You will observe that the sound effects come naturally when needed. 

Do not give examples! If the game is clearly explained, the participants will find the most interesting 

objects on their own. 

➢ 68. Drawing the objects 

Focus center: communicating through images 

Prepare a list of objects with simple, yet clear characteristics (train, cow, cat, elephant etc.). Split the 

class into two groups. One student from each group will come up to the teacher and they will both be 

given a word (the same word) from the list. Both students run back to their teams and start 

communicating the word by drawing it on a piece of paper. The first team to identify and shout out the 

word earns a point. Continue the game until each student has had the chance to draw for their team. 

For more advanced students you can also use abstract words (joy, melancholy, triumph, generosity 

etc.). Synonyms are also allowed. 

Directions during the game: Draw big! Communicate! 

Observations: 

Drawing skills are not important; this is a Spontaneous selection game that allows students to 

communicate through visual stimuli. Tell the students that shout out words before being given any 

clues that “This is not a guessing game.” 

The drawings can be made on a sheet of paper, a flip board, with markers, pens, pencils, paint or with 

chalk on a black board. 
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In Ancient Egypt or Ancient China the written word was represented through images. Students that 

play this game discover pictorial communication. 

All age categories enjoy this game and almost every time they consider it useless to keep score. 

➢ 69. Retelling a story by adding color 

Focus center: on perceiving the color (the student has to picture the story with as much color as 

possible while listening to it) 

Two students. A tells B a simple story (5-6 sentences). B retells the story he just heard and adds to it 

the colors he saw while listening. For Example: 

A: “I was walking down the street, when, in front of the school I saw an accident between a car and a 

truck.” 

B: “I was walking down the grey street, when, in front of the red brick school I saw an accident between 

a green car and a brown truck” 

Directions during the game: See your partner! Let him see you! See the color while listening to the 

story! Talk directly to one another! 

Evaluation: Actors, did you add as much color as possible? Did you modify the initial story? Spectators, 

do you agree? 

Observations: 

1. Tell the students to really look at the partner if you notice that they focus too much on the color and 

don’t pay attention to the story. 

2. Other characteristics can be used instead of colors: fabric, smell, sound, shape as adjectives and 

adverbs. 

 

➢ 70. Making up a story 

Focus center: to continue the story from where the partner left off. 

The first student from a team of 4 starts telling a made up story. As the story continues the teacher 

points to another student and he has to continue the story. The exercise goes on until the story is 

finished or the teacher stops the game. 

➢ 71. Rimes 

The first student says a verse, the next one adds another verse and so on. All verses have to rime. To 

raise the level of difficulty, the teacher can randomly point to the student that has to add a verse. Also, 

you can eliminate the students that fail to come up with a rime. 
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➢ 72. Making up a poem 

Teams of 4 or more. Each student from the group writes down the following: an adjective, a name, a 

pronoun, a verb, an adverb, each on a piece of paper. Break them down into 5 piles, separating them 

into the 5 categories. Each student extracts one paper from each pile. Each group then has to make up 

a poem with those words; they can add prepositions or other words is necessary. When everyone is 

ready, the groups compare their poems. 

Making up a story/poem for advances classes 

Focus center: total attention on the spoken word 

Part 1: The students form a circle and the teacher names a person to start telling the story. At some 

point, he randomly indicates another student to continue, even though the first one was in the middle 

on the sentence/word. The story continues until everyone is involved. 

Directions along the way: Do not stop the story! Follow the word! Make yourself heard! There should 

be only one story, one voice telling it! Follow the word! Keep the story continuous! 

➢ 73.Three way conversation 

Focus center: for the student in the middle – to have two simultaneous conversations; for the ones on 

the side – to talk to the one standing in the middle. 

Student B sits between two other students (A and C). Each student on the side choses a different 

subject to talk about with the one standing in the middle as if the one on the other side wouldn’t exist. 

B has to answer to both A and C’s questions, even initiate conversations, and keep talking calmly, 

without excluding either one of them. After a certain amount of time, the teacher can say: Next! A 

leaves, B comes to the side, C in the middle and D on the other side. To raise the level of difficulty ask 

actors to avoid asking short questions or answering simple questions. 

Directions during the game: Talk and listen at the same time! Don’t hurry! Do not ask questions! Let 

the conversation go where the partner is leading! Talk and listen at the same time! 

Evaluation: The students avoided asking questions? B stopped listening to A when C was talking? Did 

A and C copy each other? Did the students take the most out of each conversation? Did B lead the 

conversation? 

Observations: Simple subjects are better because information and personal opinions give the one in 

the center time to think and the 2 simultaneous conversations become 2 separate ones. 
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IN CYPRUS 

⮚74. ZIZIROS  

Ziziros is a traditional guessing game from Cyprus. Usually, Cypriots play this game during festive 

seasons, especially the days after Easter when the young people in the villages gather to play games 

and have some fun. Traditionally, it was played only by boys or young men. The name of the game 

comes from the distinctive sound the players make. It is the same sound that cicada (harvest fly) makes. 

In the Greek Cypriot dialect, the name of cicada is ziziros. In the traditional game the players used only 

their hands. Instead, due to COVID-19 pandemic, we used small sticks to avoid contact between the 

players. 

Ziziros is played in small groups of up to 5 or 6 persons. One member of the group is the keeper, and 

he/she has to stand in front of the other members of the team, all facing in the same direction. The 

keeper must take with his/her body the position in the above pictures. One hand under his/her arm 

and the other covering part of his/her face. Then the members of the group choose one member of 

the group that will be the striker. The whole process must be done in silence, so that the keeper can’t 

hear who the striker is. The keeper must stand still until the striker comes forward and strikes into the 

keeper’s hand. When the striker returns to his position all the team members start making the sound 

“ZZZZZZZ…” with one of their fingers (usually the pointer) moving in circles. When the keeper hears the 

sound, he/she can turn his back and look at the group. The keeper tries to guess who the striker is. He 

has only one try. If the keeper finds the striker, they switch places. If not, he has to be the keeper again. 

https://issuu.com/ciobanunicoleta/docs/ziziros_-_cypriot_traditional_game 

 

➢ 75. AVGODROMIES (rides with eggs)  

More than two children participate in this game. Children stand on a horizontal line, and they bite the 

end of a spoon and then they place an egg on it. They set a finish line and they have to finish their ride 

without the egg falling down. If the egg falls, the player has to return to the start. The winner is the 

first person who manages to get to the finish.  

STEPS 

 1. Children get their spoons!! 

2. Children put the egg on their spoons and they stand in a line! 

3. The ride has just begun! 

4. Augodromia on progress. 

5. The winner is the boy who managed to finish first his ride keeping his egg on the spoon! 

 

➢ 76.SAKULODROMIES (rides with bags) 

More than two children take part to this game. Children stand in a horizontal line and they wear 

BIGbags on their foot. Again, a finish line needs to be set. Players have to finish their ride until the end. 

If someone falls down, he/she can stand up and continue until the end. Children usually hop in order 

to finish first their ride. 

STEPS: 

1.Children get into their bags. 

2.Children get in a line. 

https://issuu.com/ciobanunicoleta/docs/ziziros_-_cypriot_traditional_game
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3.The ride has just begun! 

4.The winner is the child who manages to finish first. 

 

IN GREECE 

⮚77.APPLES 
We need a ball and at least 4 players (but the more, the better). 
Instructions 
2 players stand opposite each other and the rest in between. 
The goal of the game is the two players to hit the others out with the 
 ball. However, if a player catches the ball, this ball is called "apple”  and amounts to a life. 
When only one player is left in between, the other two have 10 shots to hit him/her out. If they don't 
make it, the winner is the player in between. 
 

⮚78.THE CASTLE 
What we need:  
Cones or a borderline, 2 hoops and two small balls.  
Two teams: Number of players: No limit but at least 10.  
Game duration: 60 minutes. 
Instructions 
The players stand near the border line. The balls are in the hoops some metres behind the players. 
The goal of the game is to enter the opponent’s space and kick the ball out of the hoop without getting 
caught. If a player gets caught, they are sent to “prison”( they stand on the one side of the designated 
area). However, a fellow player can set them free by touching their hand. 
When a player manages to kick the ball out of the opponent's hoop. his/her team wins the round and 
the game starts again. 
The team with the most wins after 60' of game playing is the winner. 
  
⮚79.THE HANDKERCHIEF  
We need:  a handkerchief and 4 cones. 
                  Two teams and a leader.  
Both teams have the same number of players. Each player has got a number. 
The leader stands in the middle of the designated  area and holds the handkerchief.  Each team stands 
between the two cones. The leader calls out a number and the players who have it run to catch the 
handkerchief. The player who catches it must run back to his/her team. The other player tries to catch 
him/her. If he/she catches him/her, he/she wins the points for his /her team.  The team which collects 
10 points is the winner!    
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In Austria 
 

 
 
In this short TV show the students from Austria explain the games they like to play. 
https://radioigel.at/games-for-active-learning/ 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://radioigel.at/games-for-active-learning/
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TOPIC 3- HEROES 

➢ 80. OUR HEROES - CYPRUS 

LINK: 

https://learningapps.org/display?v=ppazxmse222  

 

 

➢ 81. OUR HEROES - ITALY 
LINK: 
 
https://learningapps.org/watch?v=prm06a0o322  

 

➢ 82. ROMANIAN HEROES 
https://wordwall.net/resource/34110952 

 

 

➢ 83. FAMOUS ROMANIANS  
https://wordwall.net/resource/34111359 

 

 

 

 

 

https://learningapps.org/display?v=ppazxmse222
https://learningapps.org/watch?v=prm06a0o322
https://wordwall.net/resource/34110952
https://wordwall.net/resource/34111359
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TOPIC 4 - WHAT MAKES US HAPPY, SAD OR ANGRY? 

➢ 84. EMOTIONS HANGMAN 
LINK: 
https://wordwall.net/resource/33002521/emoti
ons-hangman 
QR CODE: 

 
 
 
 
 
 
 
 
 
 

➢ 85.MEMORY GAME 
LINK: 
https://wordwall.net/resource/33001274/mem
ory-game 
QR CODE: 

 
 
 
 
 
 
 
 
 

➢ 86.EMOTIONS 
LINK:https://wordwall.net/resource/33001532/
emotions 
QR CODE: 

 
 
 
 
 
 
 
 
 
 

➢ 87.DISCOVER THE EMOTIONS 
LINK: 
https://wordwall.net/resource/33001573/disco
ver-the-emotions 
QR CODE: 
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➢ 88.TEN EMOTIONS 
LINK: 
https://wordwall.net/resource/33001671/ten-
emotions 
QR CODE: 

 
 
 
 
 
 
 
 
 

 
 
 

➢ 89.FEELINGS 
LINK: 
https://wordwall.net/resource/33002921/feelin
gs 
QR CODE: 
 

 
 
 
 
 
 
 
 
 

 
 

 

 

➢ 90.ACTION BOUND 

The Praxis Neue Mittelschule designed a guided treasure hunt through Graz using the app 
Actionbound. In this treasure hunt the workshop participants  had to follow instructions and find many 
interesting places in Graz. Our Actionbound game is public and can be used by any visitors coming to 
Graz. All you need to do is download the app (Actionbound) and scan the following QR code: 
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➢ 91. KAHOOT GAME 

During the online Learning Teaching Activity Cyprus organised, children participated in a contest 

playing a kahoot game. The game was created based on the presentations of Christmas traditions and 

customs of each country.  

Link: https://create.kahoot.it/details/43a0c93e-ddde-4677-93e4-6b8c4ee8ffe2  

 

 

 

 

   

https://create.kahoot.it/details/43a0c93e-ddde-4677-93e4-6b8c4ee8ffe2

