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Agriculture, Water
and WASH Games




e Farmer’s
Jourmey

ney is a board game that encourages players to find the
o run their farm and gain as much wealth in the form of stars
le. This game is dictated by a player’s luck. The player rolls a
and requires no knowledge or skill. The messages and visuals on the
playboard will allow children and adults alike to discuss what a farmer’s
journey can look like when uncontrollable and/or unpredictable events
affect their water supply and agriculture practices. This will either lead
to a longer or shorter journey and hence collected stars at the end of it.

x=| Rules

The players roll the dice and move along the path, collecting points in
the form of animals or agricultural products. With a bit of luck with the
dice, they will be able to move on the path, gathering as many points as
possible. However, some uncontrollable events can take the players back
and forth and thus shorten or lengthen their journey. Once everyone has
finished, the player with the most points at the end of the game is the
winner.

The FarTer’s Journey

ZI" Didactic aspect
Individual skills, awareness, impartment of knowledge

000

> Number of players

2-4 players

Age group

7+ years old

Scoring table




Llamel Use Game

ame was developed in collaboration with GIZ and the
istry of Agriculture. This is an interactive game where
inly community members, explore their area with their fellows
ntify the land-use practices that can help them restore and
tain their area. With the facilitator, players can explore which land
use practice is suitable for their area and which steps are needed to
implement it.

Rules

Players are asked to draw a map of their area (including water resources,
water ways, agricultural areas, topography, roads, settlements, main
buildings, etc.). After this, each player is given a card which displays a
specific water and soil conservation practice. Each practice has its own
characteristics and practicalities which are mentioned on the back of the
card. The goal of the game is to find the right locations for each specific
practice within their area and to explain to the rest of the players what
the benefits of applying this practice will be, how the practice can be
carried out and sustained, and by whom. In cases where a practice is not
suitable for a context, there can be a discussion on the reasoning not to
include it and why it would not be successful, if implemented. On the back
side of each card, detailed information can help facilitators to explain
players the pros and cons of each practice.

Their designs vary depending on the chosen plant requirements to be cropped on them (iree, crops or grasses), the topography and the
cimatic condiions. They are more eficient than trapezoidal bunds in the of the ratio between the bund volume and the ponded area.

Purpose

. trees, and crops. They used rangelands. Function: water

They captur for
retention and re-use.

Geographical suitability

Soll malsture storage

« Slope: <1-<4% * Indry conditions, the « On very steep siopes hal- « When the half-moons are
* Radius: 2-20m bunds are bigger and the

tree species. first rain season may form
the

y: equipped itis
soil moisture storage. necessary that they enclose | |
« ltcan be used for ly heips the
vegetation regeneration. consolidated.

grazing of other reasons.
They should be repaired
Immedately.

breakage, diversion ditches

‘can be carefully laid out

on the half-moons to avoid

excessive stress.

Introduction

Plantng pits consists of the creation of circular holes on the soll to catch and retain runoff water. Planting pits vary in dmensions,
shape, and husbandry systems according to the tree or crop type planied on Il The best know is the westem African ‘zai. It is a
technique traditionally used to plant trees, although increasingly used for crops. It shares similarities with the technique of half-moons.

Purpose
Collect runoff, rainfall and concentrate soil moisture for increase production of trees and crops. Function: soil conservation, water recharge and
watef retention.

« Appiicable innotsandyand | |+ High amount of manual
loose solls. labor

« Geographical sulability: soll | |+ Itis suggestedto do the
molsture storage. excavation on the dry

season (right after the rain

period) when the soll is

+ Planting pits are not
recommended for steep

lands.
+ Ntis not suitable for sand

‘when land is rehabllitated
with pits, the field must be

grazing that could damage
the structures.

loosen up around
the planting pits which
increases the sol capacity
1o absorb runoff water.

% Didactic aspect

Cooperative and individual skills, sharing knowledge,

involvement of actors

000

Y Number of players

4+ players

Age group

16+ years old




Wash quariet

@ General info

WASH Quartet is a version of the Austrian card game ‘Quartets’,
designed by Games with a Heart to playfully educate its audience on
water, sanitation and health issues. Previous iterations have been widely
tested in Ethiopia (2018), Yemen (2020), Uganda (2021) and Greece
(2022), and have been released in multiple languages, including Amharic,
Arabic, English, Greek, Kakwa and Spanish. WASH Quartet is a game
that fosters discussion among peers and help them incorporate new habits
and change behaviors.

Rules

Players take a hand of cards and try to collect all the cards in one
category by taking turns trying to guess if an opponent has the specific
card they need. The goal is to collect as many matching series of cards,
or ‘quartets’, as possible to win. Taking turns asking the other players
for missing cards from one category (for example, “Do you have the
‘Use water and soap’ card from the category ‘Clean Hands’?”) leads to
an entertaining and educative experience. The current game categories
include:

* Safe Drinking Water * Unhappy Flies

* Always Clean Hands * Health

* Safe Sanitation * Disease Prevention
* Safe Food

10

The game can easily be expanded with new categories and practices,
to allow for easy adaptation to local themes and expansion of the
maximum number of players.

2l Didactic aspect

Individual skills, support for vulnerable people, sharing
knowledge, incorporating new habits

E?%% Number of players
2-4 players
Qn
Age group
9+ years old
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Waslh coce carals

cards used in the WASH Quartet, Code Cards is a new
been tested in Lesbos, Greece by Games with a Heart.
ers discussion and learning of new lessons among players
em incorporate new habits and change their behaviors.

Rules

The goal of the game is to collect as many sets as possible. The winner is
the person with the most sets. However, there is more to it:

1. The players shuffle the cards and put nine of them on the table with the
images face up in three rows of three cards. The next nine cards are
added in the same way on top of the first, until all cards have been
distributed over the nine piles

2. The main objective of the game is to create horizontal or vertical rows
of cards that all have the same category, yet have different symbols.
If you manage to do so you can take these three cards from their piles
and keep the set.

3. During your turn, you are allowed to do one of three things:

* Take a card and put it face up on another pile, trying to make a
series.

* Take a card and put it face down on another pile - try to remember
the symbol on the card and wait for a next chance!

* Turn a card over so that is face up and try to make a series.

4. The game is over when there are no more series to make. Each set that
is formed gives the player score 1 point. If you have two series of the
same category you get double points for that series. The player with
the most points wins!

14

% Didactic aspect

Individual skills, support for vulnerable people,
incorporating new habits

000

Yy Number of players

3-4 players

Qq
Age group

7+ years old




Fly over

ame takes players on a promotional journey of hygienic
ugh the water cycle at the household level, starting from the
ding at the toilet. It promotes actions related to safe drinking
nitation and hygiene. The game consists of a playboard, pawns
a WASH Dice (with sides portraying either a fly or a child). The
game fosters discussion and learning on new lessons in a playful manner.

Rules

In this cooperative game, players work together as a team and throw the
dice to move forward. If it lands on the child facing, their pawn can move
up one space, however, when it lands on the fly facing, the opposing
pawn gets to take a step. This continues until the players land on a ‘Make
a Choice’ icon. When arriving on such an icon, a WASH-related question
is read out loud to test the players’ knowledge on water, sanitation, and
hygiene at the household level. On a correct answer, the players can
take the right path forwards. To improve the replay value, educators
are encouraged to cover up the answer mazes themselves with a piece
of paper so the participating students can really focus on getting to the
right answer with knowledge. Will the players be able to reach the end
of the labyrinth before the dirty fly does to win the game?

16

Z! Didactic aspect

Cooperative skills, impartment of knowledge, more

attractive education

E&% Number of players
3-4 players
Qn
Age group
7+ years old

© Games with a Heart, all rights reserved
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Wash mazes 22 pge group

i

7+ years old

simple mazes made to practice the knowledge on WASH
ease prevention (shown below), safe drinking water and safe
ame fosters learning of new good habits and helps players to
ehaviors on various topics.

Rules

WASH mazes is played either individually or as a team. Players should
identify the right practices for achieving certain objectives such as safe
drinking water, safe food and disease prevention, cut them out and paste
them in the right order on the maze.

Once successfully filled in, mazes can be used as posters to promote the
messages about good hygienic practices.

% Didacticaspect VT TTayT TG

Making education more attractive, individual skills, awareness.

822 Number of players

1+ players

18 © Games with a Heart, all rights reserved



Physical Board
Games




Arciie sea

@ General info

The goal of this game is to get the boat across an icy sea (the playing
board). This can be accomplished by pushing ice floes on to the playing
board. There are a few variations to play the game, which are explained
below. This game educates the participants on individual skills and teach
them about topics such as climate change.

Rules

One player begins by putting as many ice floes as possible on to the
playing board. The floes that remain are put aside. The first player takes
one floe from the remaining floes and shoves the floe over the playing
board (see image 2 for where on the board). The floes that fall off are
left alone and are used by the next player in his turn. The next player
takes the fallen floes and shoves them one by one over the playing board.
When there are none fallen or remaining floes, the players take a floe
that is about to fall off from their side of the board game.

When a boat sails out of the marked area on the playing board, the
players’ turn is over, and they should start over in their next turn. This
also applies when their boat sails out of the marked area due to their
opponents’ game. A player wins when his /her boat sails of the board in
the right area.

A boat lies on an average size floe.
(Each player should use the same size floe). The player will try to move
his/her boat across by shoving the floes like in the gameplay.

22

A boat lies on an average size floe. (Each player should start with the same
size floe). At the beginning of the turn, the player should move his/her boat to
an adjacent floe, he /she starts to move the floes as in the regular gameplay.

* Playing board ¢ Pieces of ice floes * Boat pawns

The area in which player 1 needs to
finish (fall of the board)
Player 1 can push ice foes on his side of
the board (2 player game)

% Didactic aspect

Awareness, individual skills, sharing
knowledge, strategic skills

5%% Number of players
2-4 players
Qq
Age group
9+ years old

23



Anfmal clice

@ General info

This game takes place in the animal kingdom. Who is more suitable to
survive, an elephant, a condor, or a tiger¢ Animal Dice can raise the
awareness on biodiversity and other topics.

Rules

Each player has a set of six animal dice. At the beginning of the round,
all the players pick a dice of their set simultaneously and throw them at
the same time. This is repeated once more, then each player counts their
combined points.

The player with the most points gets to take a dice from an opponent player
by throwing the “’natural selection-dice”. This dice decides which dice can
be taken from another player. The winning player can use the confiscated
dice in the beginning of the next round. If the option dice falls on 1, the
players should take the first dice of one of their opponent players. if the
dice falls on 2, the second dice. If the dice falls onto a blank, the players
can take a dice of their like. This is the ending of the first round.

After this, a new round starts with the same steps repeated. The players
lose when they have one or none dice left. That’s why it is important to
choose carefully which dice to throw. Do they choose an antelope or an
elephant? The player who ends with more than one dice wins the game.
Sometimes after throwing two dice, players get to a tie. When this happens,
the players in the tie throw a third dice. Not having a third dice means they
lose the tie.

24
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When playing in teams, both team members take a dice without consulting
each other. The combination of these two dices decides which team wins the
round. The winning team gets to throw the natural selection-dice and then
take a dice from every other team. In this case, players also lose when they
only have 1 dice left.

Inthe game played with expansion set the players may add two mythological
creatures of their choice to the set of dice. The players then play with 8
dice. If they throw any of the combinations described below, they gain a
special power:
* 1 on a unicorn: 3 points are deducted from one of the opponent’s total
scores.

3 on a dragon: Players are allowed to throw an additional third dice.

5 with the centaur: if the other dice the players throw is a six, they get
an additional three points.

2 on the mermaid: players can re-throw the mermaid dice.

6 on the sphinx: the first dice players throw counts double.
4 on the phoenix: when players have the lowest score this round, the
winner can’t take the dice from other’s set.

Awareness, making
education more attractive

Q
aog% Number of pluyers 2-6 players

Qq
Age group

_o_:

7+ years old

ng ?/

B

Card: Can be Magic  Total Front Top Side Side Bottom Behind
changed Nr. 1 2
to:
Elephant Sphinx 6 24 1 3 3 5 6 6
Polar Bear | Dragon 3 24 5 3 ) 4 3 4
Hippo Centaur 5 23 6 3 2 5 5 2
Condor Mermaid 2 22 5 6 2 4 3 2
i ’ Deer Phoenix 4 21 4 2 4 3 5 3
Al Rabbit Unicorn 1 20 1 4 1 4 6 4



Knesses

@ General info

After a secret affair with a bull, the queen of Crete gave birth to a monster.
The Minotaur, half person, half bull. The king of Crete ordered his brilliant
architect to build a maze to lock up the Minotaur for eternity. Unfortunately,
the monster only survived on human flesh. Every year the city of Athens
was mandated to send fourteen young people to Crete, to be fed to the
Minotaur. This was until Theseus appeared at the scene, which hunted the
monster up in its maze, the Knossos. Knossos is a strategic maze-game, where
players need to conquer their position on the board. The game provides
strategic thinking skills.

Rules

The game board is made out of squares. The size of the board depends on
the number of players. With two players nine squares are used, with three
players twelve squares are used, and with four players sixteen squares are
used.
Each square is part of the maze and consists out of sixteen planes. In one
of the sixteen planes a flag can be planted. The squares are randomly laid
down into the maze. Each player begins at the corner of the game board
with their pawn. At the beginning of the game each player has six flags
standing next to the board game.
Players take turns and during a turn they can:

* Move their pawn tree planes on the same square or on the next square

but they can never go through the walls; or

* Pick up one of the squares and rotate them to bother the opponent.

The goal is to plant as many flags as possible. When players move over a

26

flag-plane, they are allowed to place a flag of their own color in the plane.

When the flag-plane is already taken by other player, players are allowed

to remove that flag and place their own flag instead. The first player that is

S

uccessful at planting his/her six flags in the maze wins the game.

Rotating the squares:

Players can’t rotate the same square as their opponents rotated in their
previous turn.

Moving the pawn:

Players can’t jump over the pawn of their opponents.

When played by two or more players and the same square in three

sequent turns were moved, players should leave the square after the
third turn.

Individual skills, making education
more attractive

Qo
&) Number of players 2-4 players

Qq
Age group 9+ years old

e
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Educational Posters




Edveational
nosiers

section of this catalogue consists of educational posts developed
etaMeta that can be used alongside our games to further enhance
the knowledge taught there.

The first three posters were developed by MetaMeta and published by
GIZ GmbH, and portray the base crop data of maize, pearl millet and
sorghum, as well as the actions required by the farmers to maximize their
yields (such as land preparation, fertilization, varieties, crop planning
and pest control).

In the section after that, four posters are displayed explaining a variety

of water-related lessons, such as access to safe water, household water
consumption, water footprint and the worldwide water usage.

% Didactic aspect

Individual skills, awareness, making education more attractive
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Maize

Maize, (Zea mays L. (corn)), is the most abundantly produced cereal in the world and it has become a staple food in many parts
of the world, including Ethiopia. In Ethiopia the majority of the produced maize is used for human consumption (for example in
injera and other traditional foods), especially in the rural areas. The nutritional value of common maize is quite similar to other
cereal grains characterized with low protein quality and high carbohydrate content. Maize is not considered to be drought
tolerant, though this depends on the variety planted and in the past years drought tolerant varieties have been developed.

LAND PREPARATION CROP PROTECTION

VARIETIES

In amas with fow humidity and minfall, #t &
mportant  to  use fast-gowing and
drought-lolerant maze in combination with
aher masture relention measures.

SEED MANAGEMENT

HARVEST & POSTHARVEST PRACTICE

USE OF CHEMICAL
FERTILIZER [l  Timn

7| Use of chemical fersiizer is not encowraged,
—  taking into accountthe nutsents in he
deposited sediments.

|#/| Compost and manwe can be used as natral
T fedilizer up 1o 8 to 10 Yons per hectare




Pearl Millet

Pearl Millet, locally known as ‘Bajra’, is a nutritious course grain cereal. In Ethiopia, pearl millet is often used as
replacement for maize and sorghum in dry areas, because it is suitable on a wide range of soils and in harsh production
environments. It is mainly grown for human consumption serving as staple food and as fodder. The grain is among the
most nutritious of the major cereal grains and has also a high nutritious value for poultry and livestock.

D PREPARATION CROP PROTECTION

CROP PLANNING

Poad millet can be i

COW pea, pgeon pe.

Pead millet has a growing season of
75 up to 240 days, depending on he
water availal

Crop rofaton with wheat, soybean
and potato h 1o avad hose

crops from nematode problems.
The following vareSes are common in

Ethicpia:
Kolla-1, Kako-f, Tessema, Gudeta,
Mecha, Necho, Debatsi, Bareda, Gule, HARVEST &

W . Baruda, D . Boneya, Padet,
il ol e POSTHARVEST

SEED MANAGEMENT

h and
P appeamnce
The grains are hard and fim
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L L T
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Sorghum

Sorghum is a coarse cereal. In Ethiopia sorghum is used as one of the important indigenous food crops and is only
second to tef basis for as injera. Itis mainly grown for human consumption and as feed grain. Sorghum grows in a wide
range of agro ecologies most importantly in the drought-prone parts where other crops can least survive.

USE OF ARTIFICIAL
FERTILIZER

Use of antficial fertizer is not recommended,
taking in% acocount the nurients available n he
deposited sediments.

USE OF NATURAL
FERTILIZER

Muching & viid % potect he sal fam cracing,
sall masture from baing wasted and Improve sal
enpemu®, sal stucum, bidogcal aciwty and
maike it for water easier 1o infiyate into hesal

Manwre and compost use nareases he soghun
and sol productivity. Should be broadcasted in he
feld and ploughed In or spread in bands along he
planting furrows and mixed with sol before sowing
Recommended mte; 5-10 tan ha-1. Best if applied
1 month before sowing

Recommended to  plant pgeon pea as
Imarcropping Inthe soghum feld as an addiional
source of fodder (2 10 3 tons per hactam), but also
as a source of fersizer %o impove sol ferslity,
mdudng erason, haps conkdling weeds and
mantans soil moisture.

LAND PREPARATION

seei-Jarid areas

VARIETIES

High ylekis can be achieved with ESH-1,
ESH-2, ESHJI, ESH4 and ESHS
varlefes

Soghum  cullvaled Kgamer Wh
moishre mlerdon methods and sal
ferslity techndogies can incease he
sarghum productvity by 145%

For fe agopastoralit content, early
matuing varietes are recommended

SEED MANAGEMENT

oghum should

ot G bl W
e kw012 O
- delns ey wd Putbann,

Cnwry

CROP PROTECTION &
PEST CONTROL

CROP PLANNI

Sarghum can be rotated with maize
ofher ame  seed,
= mut to incease soil
fertity, %o avad spreading of pests and
diseasa and 0 keap hesal m
Sarghum can be imercropped with
legumes

HARVEST & POST
HARVEST PRACTICE
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Household water ¢

Access to safe drinking water | Bishaan Dhugaatii Quiqulluu
Argachuu | 76-U PP @Y APCNF Fayyadama Bishaan Maatii PNF N POy §E F

This graph shows the percentage of population that had access to safe drinking water in some African
countries during the year 2015. Having access to an improved water source' increases the likelihood that
drinking water is clean and safe but it doesn't guarantee that itis free from contamination.
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FOODS AND DRINKS

Water Footprint | Faana bishaanii | P®Y k¢

What is water footprint?

Thn wator tp the of water used
d and/or polluted) to produce the goods and

services we use. It can be measured the amountof water

needed for a single process, such as growing rice; or for a

product, such as a pair o!jnns. whkh would include all

the water that is d and d inall

stages of its production.

The water used (consumed and/or polluted) for a pair of
Jjeans would include the cotton to be grown, ginning and
spinning of the fibres, weaving, sewing and wet
processing of the fabric to ultimately have the finished
product.

For one kg of beef water used would include the water

Did you know that it takes...

NYAATA FI DHUGAATII

|
|

»CHF

Pan¥ AT =mmF

30|lte|s of water to

make one cup of tea

Shaayi bircugqoo tokko
hojjachuuf bishaann litira
30 barbaachisa

J0ATC @Y AR NCa$
AL AT

84lilers of water to

make one cup of coffee

Buna sinii tokko
hojjachuuf bishaan litira 84
barbaachisa

84ATC Y AVE DL NS
ATVHIEF

75Iilors of water to make

one glass of beer (250ml)

Biiraa bircugqoo (250m|)
tokko hojjachuuf bishaan
litira 75 barbaachisa

75 ARG @Y AR
NCH$(2507A) N&
ATHIEY

8 ,Ooomorso!

water to make one pair of
bovine leather shoes

Kophee googaa “bovine”
xindii tokko oomishuuf
bishaan litira 8,000
barbaachisa

8,000A.1C @Y AVR e
PHR BT ATPLT

.IOOIIm of water to

make one banana

Muuza tokko comishuuf
bishaan litira 100
barbaachisa

100 AFC @Y AV R ooy
AT I E}

840Ilters of water to

make 1kg of bread

Daabboo kiiloo tokko
oomishuuf bishaan litira
840 barbaachisa

840 AFC @Y AYE A 8D
AT EF

.I 'SOOIIlors of

water to make 1kg of cane
sugar

Sukaara kiiloo 10omishuuf
bishaan litira 1,500
barbaachisa

1500A.TC @Y A2 hie
ARCATTLT

2,700 s o

water to make one
T-shirt

Shamiza® T- shirt™ tokko
oomishuuf bishaan litira
2700

2,700 AFC @Y AYE £ACTH
AT go LY

8,000hler§ of

water to make one pair of
jeans

Uffata Jiinsii xindii tokko
ocomishuuf bishaan litira
8000 barbaachisa

8,000ATC @Y A2 KN e
ATFLY

required for the grasses and fodder {for example maize
and soy} that the cow eats, the water it drinks and it
would consider that the cow would need an average of 3
years to mature.

2,40 01ers of

water to make one
burger

Bargarii tokko
oomishuuf bishaan litira
2400 barbaachisa

2400 ATC @Y AV
NCIC ATIHIEY

4,650 k0101

water to make one steak
(300 g)

“Isteekii” tokko (300g)
oomishuuf bishaan litira
4,650 barbaachisa

4,650 ATC @Y AV
hENh(30097) AT 2 EYF

9,467,

water to make one
doro wat

nqno tokko
9,467 barba.

9,467AFC Y A2 PAC
on ATHIEY

of water to
produce a microchip (2g)

“chiipii xiqgaa ykn
"micro-chip” tokko (2g)
oomishuuf bishaan litira
32 barbaachisa

32A%C ®Y AV 29
M LNCTFT ATELY

400,000

of water to produce a car

Konkolaata manaa tokko
oomishuuf bishaan litira
400,000 barbaachisa

400,000AFC @Y AY2 PN
@ ns ALY
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Water use worldwide

The amount of precipitation falling on land is aimost llOOOObiionm‘pevmv.AboulSGxollhixamoum.
Is evapotranspired by forests and natural landscapes and 5 % by rainfed agriculture. The remaining 39 %
or 43 000 billion m3 per year is converted to surface runoff (feeding rivers and lakes) and groundwater
(feeding aquifers). Part of this water is being removed from these rivers or aquifers by installing
infrastructure in order to be used for various purposes. This removal of water is called water withdrawal.

Main water users worldwide

aw

Agriculture
~70% of the total fresh water

This figure illustrates the total agricultural water
withdrawals in 2010 measured In m3 per year.

d as the quantity of water withdrawn for:

-
o
e
e
e

irrigation livestock aquaculture

\g water is defi

This figure illustrates the total industrial water
withdrawals in 2010 measured In cubic meters
(m3) per year.

Water withdrawn by industries that are connected to the public supply
network is included in municipal water withdrawal (box below). This
grapg illustrates the quantity of water withdrawn for the cooling of:

Qoo s ,_,H
ke

thermoelec- nuclear
tric plants plants

This figure lllustrates the total water withdrawn
for municipal (domestic) in 2010, mea-
sured in cubic metres per year.

Municipal water is the quantity of water withdrawn for the direct use
of the population, such uses include:

28 Bl g | W

drinking and i cleanin watering
King bathing 9 gardens

Source of figures and graphs: Food and Agriculture Organization of the United Nations (FAO)

~20% of the total fresh water
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use
~10% of the total fresh water
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the Himalayas

their way through the treacherous Himalayas Mountain
g to be the first to reach the basecamp. They will have to
m blizzards, escape avalanches, and ensure they remain firmly
ide of the grasping claws of the abominable Yetil This game explores
the dangers of surviving in the mountains, with a hint of fantasy mixed in,
and it can help raise the awareness on topics.

Rules

Starting with the youngest player, each player rolls a dice and moves
through the labyrinthine map of the Himalayas. Players should try to be
the first to make it to the basecamp as they yell “IEEE!” at the sight of
a Yeti, desperately look for a safe area to wait out a snowstorm, make
good use of Snow scooters left behind by previous expeditions to make
up for lost time and try not to get caught in an avalanche!

Bmedition Harevglh
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EEEE— u
Op expedltleﬂ,_
door de

Tijdens je tocht kom je van alles tegen:

Ko Je op een Yeti, moet je IE

roepen en dan heel snel terug
naar je oude piek. Ze zijn namelik 20 gevaar:
Tk dat je bj ze uit de buurt moet biifven.
Vergest niet om IE te roepen, anders moet je
helemaal terug naar start!

Kom Je op een sneeuwstorm, 2018
dan dat je 20 snel mogelijk veilig
bent. Dit doe je door in de voigende beurten
naar de schullhut te gaan. Je moet precies |
op het vakje komen, voordat je verder mag |
naar het basiskamp. Kom je onderweg naar
de schuilhut op andere vakjes, dan gelden

deze niet.

Kom je op een pootafdruk, wees

dan voozichtig, De Verschrikkelijie
Sneeuwman is dan misschien wel in de buurt! |
Stuur daarom de speler die het dichtst bij je
staat op onderzoek vit. Dit doe je door hem
vijf vakjes bij fe vandaan te zetien.

- |
LN Kom je een sneeuwscooter tegen 1
@ dan heb je geluk, mep dan WOW
en dan mag je nog een heertie
goolen. Dat gaat lekker snel! Ben je vergeten
\WOW te roepen, Gan gaat de extra beurt niet |
door,
. Kom je op de lawine? Je zit vast
=) In de sneeuw en moat een beurt
oversiaan.
Kom je 0p een valye waar oes pion stant
van sen anders speler, ga dan terug naar je

oude plek.

Einde Je hebt gewonnen als je als
3 eerste vellig bent aangekomen

3 & n het basiskamp. Je moct wel |
- precies op het vakje komen, |

Individual skills, making education
attractive, awareness

000

Y Number of players

2-6 players

Age group

7+ years old

more




Deer & liom ,' , Herl'eN teeuwe:v

Wat heb je nodig voor dit spet?.
mwmnumw'mmm
Mﬂmm«mwuqummm

et spel? etie speter heett twee ‘piomen’, De ene speler heett de
mum feeuwen. Hertan Lopen van finks 1aar rechts en lesuwen lopen van boren
beneden et gaat arom dat je als eerste allebei jouw dieven aan de ovedant hebt.

Jebegm:umypumm-whmnmwaumuu :
achteren 2etten, Schuin mag wiet. Elkaar wegduwen of over elkaat heen springen mag ook néet,

Pas opll! Stap niet in de awarte vallen, dan ben je verloren, Wie als eerste twee herten of leeuwen 3an |
de overiamt heeft staam, heeft gewornen, Als het 1 tien beurten nog et elukt is, begin je comieuw

er, and lions, square off. Which will be victorious and
er side of the board first2 A game explaining tactics and

Each player has two pawns with which to attempt to cross the field. Each
turn, a player can move one pawn one space horizontally or vertically.
Players should be the first to cross the field with their deer or lions to win
but they have to watch out for the holes — if they step on one of those, it
will mean game over!

% Didactic aspect

Making education more attractive, awareness

000

Yy Number of players

2 players

Qq
Age group

7+ years old
42 © Games with a Heart, all rights reserved
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% Didactic aspect v

Th‘ mug‘ Making education more attractive, awareness
lovcan River o
9 Number of players

2-4 players

Age group

7+ years old

topics.

Rules

Players take turns exploring the dangers of the Toucan River, hopping
from area to area and making sure that no dangerous animals get them

before it is too late!

© Games with a Heart, all rights reserved
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Catehing
Buiterilies

@ General info

It is summer, and butterflies are floating in the breeze! Why not catch a few?
In this game, the players are butterfly collectors attempting to catch more
of the marvelous creatures to study. For this game, you will need a printed
version of this game, a set of scissors, dice and two different game pieces
(pawns, two different coins, etc).

Rules

The players cut out the flower game board along the solid back lines, then
cut out each game card along the black lines. Shuffle the cards and place
each face-down on the gameboard. One player searches specifically
for yellow butterflies and the other looks for the blue butterflies. Set the
game pieces on the Player Start spaces and decide which player begins
by rolling off. The first player then rolls the dice and moves that number of
spaces. A player can move their game piece left, right, up and down, but
not diagonally.

When a player lands on a card, they turn that card over to see if it is one
of the cards in their color. If it is not, they turn it face down once more. There
are some special cards the player may come across during their search
— their rules are explained on the next page! In order to begin collecting
the butterflies, the player must first find a net of their chosen color. Once
they’ve found their net, remove it from the game board and place it in front
of them. From that moment onwards they are allowed to catch their color of
butterflies. The players continue taking turns rolling the dice and hunting for

46
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their butterflies, removing it from the game board and placing it in front of
them. Blank spaces created by removed cards are still spaces over which
the players can move and land. The player that collects all five of their
butterflies first is the winner!

% Didactic aspect Making education more attractive, awareness

822 Number of players 2-6 players

(=] Age group 7+ years old

If you land on a card that

Yellow Start

isn’t a butterfly or net
card, follow these

instructions

A thistle
snags your net. You must
give up one of your nets
The other player puts that
card back on the board

while you close your eyes

A wasp

T
=
@
®
=2
=

is very bad luck. You must
give up all of the butterflies
you've collected. The other
player again puts the cards
back on the board while

you close your eyes.

A ladybug
is just a cheerful little bug!
Turn the ladybug cards
back over; you don't need

to collect them
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Ihe Spider and
the Fly
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General info ‘

Uh-oh! The spider is hungry, yet the fly definitely doesn’t want to be its
lunch! A game dedicated to strategizing and raising awareness.

o
.
.
.
.
.

.
.
.
.
.
.
.
.t
o
.
.
o

Rules

One player is the spider, the other the fly. The spider tries to catch the
fly by landing on the same space on the game board as it. The fly,
meanwhile, tries to escape by reaching the spider’s starting point.

Each player is given a different crayon. The tallest player goes first.

Individual skills, making education more attractive

Taking turns, the players draw one line by connecting two big dots on the g&% Number of pluyers
spider web. They cannot cross a line they drew earlier, but they can cross

a line drawn by the other player. The game ends when the spider catches 2 players

the fly or the fly reaches the spider’s starting point. Wipe off the crayon

lines with tissue and play again! 22 Age group

o—
=]

7+ years old

48 © Games with a Heart, all rights reserved



‘Your Turn, My
Ture’ colleciion

games are a series developed by MetaMeta in cooperation
India. It consists of various poster-sized games to be played
n two players that excel in a variety of didactic topics such as
tical mindset, memorization and awareness.

Rules

The rules for the respective games are displayed on each of the posters.
For most games you need only a dice, two game pieces and/or a pen.

% Didactic aspect

Individual skills, making education more attractive.

oQo Number of players

2 players

= Age group

—
pr—

7+ years old
50
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Do Guli means 'hwo pleces’ in
Punjabi. This Is one of those classic
village games that has travelled
fr:m\ o pla:u:: to anather. You can
find versions of Do Guthi thousands

ot miles apart.

Two players play this game.
Each player has hwe counters

{coins, stonas, buftons,..).

To b.gﬂir\, plnycru pud down their

hae counters al any of the cross-

paints in the figure. Each bit on
o differm'il' cross-point, that is.

Then take turns moving your one of
your guills from one polnt to the other
n'ong the lines in the ﬁgura.

The game s over when one player
blocks the other so that he or she

cannot Mﬂkﬂ any More MOVES.

© Games with a Heart, all rights reserved
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. Vou need hwo players to herd

buffaloes. This is a tricky game,
which can keep you busy for
a long time if you play it well.

Players have three biffaloes each,
and start by keeping the buffaloes
in their pens (highlighted), You can
use coloured counters for buffaloes.
The aim is to get your buffaloes into
the other player's pen.

Take turns to move one step at

a time — you can move forwards,
sideways, or aven backwards,

bt you cannet move diagonally,
Nor can a buffalo jump over ancther
buffalo. Pretty obvious, eh? And
remember, you have to make a move

on every turn,

Onee a buffalo reaches the other

| player’s pen, it can only move further

down. Tt cannet move backwards or
oul of the pen,

You win if vou herd all three of your
buffaloes into the opposite pen. You
can also win by blocking the other

player in such a way that he or she

can no ldﬂgél' MIG‘ 9 monse,
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Junoo Kusi

Twe players manage theee elephants
each in this game.

Both players put down three
counters of the same colour, one in
each box, at opposite ends of the
grid, These are the elephants.

The playun take furms, Durin9

a turn, a plaver has fo move one
elephant forwards, backwards (but
not out of the board!) or sideways
(it most diagonally)

The aim is to try and black the other
player's elephamt/elephants. Malee
a rca"y loud trumpeting notse when
Yo do manage o block because then
you have wan the Fumbeo Kushti |

© Games with a Heart, all rights reserved




Tigers and Coafs

E— - -

This is a game for hwo players,
one playing the tigers and the other
'ﬂ\c goats.

There are bwe ligers and ninateen
gonh. \-fnu Can use buﬂnhs, stones,

sesds or colns as counters.

To set up the board for play, place

Igers amel g s

sixteen goats. The ramaining thres
goats are placed diagonally on the
FiShin Twa, three or four players can go g“'s IT“:P chinfs of the geid. .
g ffal-\ing. Younued o singh: dliss ond : figers are put on fwo inner
sleateh pens af diffznsni colours te o
catch ﬁsh- The rirsl maenve |8 made l!g a tiger
Tigers can move along the lines one

Here's what you do. Decide who
gﬂlg to go fl-sh.lng flru‘l.. Then throw
the die so that the player can see
how many fish they can catch, Jf the
die says one, the player can deaw

stap at a time or jump across a goat

o an empty grid point. I a tiger

jumps across a goal, it can caphure
the goat, which is then taken off the
board. The goats move one point of

a line across one fisl'u o will mean ot
that he or she can loop in two fishes
and sa on. The catch is — you cannot

cross a line that's already drawn.

Ynu. take turns at plngir\s. The
plnyar with the tigers aims to make
off with as many goats as possible.
The player with the goats iries to
lock in both tigers. Jf only one tiger
is locked in, the game ends in a
draw,

Continuag m"ng i F-l\ wuntil wou
cannot get any more, The fisherman
wha makes the last catch wins the

gane,

Wipe the board clean and you're all
set to go fishing again,

54 © Games with a Heart, all rights reserved



Memory &
Communication
Games




My spy @and [

General info

Do players want to become spies? Then, first they should learn all that it
takes. The wit, working with codes, the skill of keeping secrets, and the
capacity to memorize. My Spy and | comes with a box full of spy games.
Some games are played in teams. Players can also play a competition
— doing all the five games. All games are easy to come to grips with but
DIFFICULT to win. It is meant to practice decision-making and memory
skills. The games all start from the Secret Word Cards with words, images,
and symbols. Players should take a good look at them. Some cards by
the way are six special Spy Cards — with the special attributes of a spy
(the suitcase, the binoculars, the camera, the gloves, the map, and the
watch). Players will have fun while trying not to be caught out! The game
educates on individual skills such as memorization as well as social skills.

In this game, players train to give secret messages. The game is played
by four people — in two teams of two people each. Players sit around the
table and their teammates sits opposite to them. Players should pass secret
message to each other. Players need the Secret Word Cards, little pieces of
paper and a pen. Players should mix the deck of cards, take twelve cards
from the stock, and put these head down on the table. Now they start to
play: The oldest player starts. He /she takes one Secret Word Card from

the heap and thinks of a one-word message related to the word on the
58

card. He/she writes down this message on a piece of paper, closes the
piece of paper and passes it on to the opponent player sitting to the left
or right of him/her. That player reads the message and may guess one
time what the word on the Secret Word Card is. If the guess is wrong, the
player passes the piece of paper to the teammate of the first player. The
teammate may make a guess too or keep the message to him/herself. The
first player writes another clue or message related to his/her Secret Word
Card, but this time passes it on to the opponent player on the other side.
Again, that opponent player makes one guess after reading the message
and he/she does get it right passes on the message to the teammate of
the first player. They continue doing this until the word is guessed right. The
team that guesses the word can keep the Secret Word Card. One player
can pass on a maximum of five messages per Secret Word Card. There
are some small additional rules:

* Players can only write one word on the piece paper.

* Players cannot write a word on the piece of paper that is part of the
word on the Secret Word Card. For instance, if the word is ‘Earring’,
they cannot write ‘Ear’ as their message.

As mentioned, the team that guesses the word keeps the card. After each
turn, they move clockwise, and the next player takes a Secret Word Card
and passes down his/her clues. When they are finished with the twelve
cards, they count the score of each team. The team with most cards wins —
but the special ‘spy cards’ count double.

When the game ends equal, players should play a last card. The team with
the right guess is the winner.

This is a memory challenge. Spies don’t take notes — they just remember things.
The game can be played by two, three or four players.

How to play? Players shuffle the Secret Word Cards carefully. Each player puts
in a challenge, for example, how many Secret Word Cards they can memorize.
Players write the number they think they can memorize on a piece of paper and
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next compare the ‘bids’ of all players. The player with the lowest ‘bid’ starts. He/
she takes the number of Secret Word Cards corresponding to his/her bid from the
stack but doesn’t look at the words on the cards yet.
The watch (or hourglass) is set and the first player has 30 seconds to memorize
the images or words from the cards. After this, the player gives the cards to
another player and mention those cards he remembers having seen one by one.
Keep a count of the words memorized and forgotten. All players do this in turn,
drawing a number of Secret Word Cards equal to their bid.
In the end, players look at the score for the round:
* The player that did not forget any Secret Word Card and had the highest
card bid wins the round and get to keep that bid as his/her score.
* |f no one was flawless, the player that memorized most cards wins and
keeps that as the score for this round.

Play several rounds...

A hint: While memorizing, players can use the so-called ‘pegging’ techniques:
try to remember the images as if they are in an imaginary room or placed
along an imaginary journey.

This is a simple game but fun. It trains players to find things — again an
essential skill. Players can play with two, three, four, five, even more
players. Players can also make teams. Each player or team draws at
random six Secret Word Cards and study them well. Players now have
eight minutes to ‘find’ the image /words on the cards in the house. Either
physically or written down somewhere (in a book or a newspaper). The
player or team that finds most words is the winner. Spy cards count double.

Spies should be able to make up a story and not be outwitted — and then

of course(l) remember the story they made up!
60
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This game can be played by two, three, four or five players. Three or four

is best number. Players start each by drawing 12 Secret Word Cards. The
youngest player starts. Now they take turns. During each turn, the players put
one of their cards on the table and tell one line — say one of them has the
card with the ‘unicorn’: “There as a lonely little unicorn that had never seen
any other unicorn”. The next player plays one of this Secret Word Cards —
say the ‘truck’ card. So, the story goes on: “One night the unicorn slipped out
of his magic forest, waited along the highway and hopped in the back of an
empty truck.” And the story moves on. The players go on with the story unless
someone plays a Secret Word Card with the ‘reverse’ sign or the ‘stop’ sign.
With the stop sign the last player, before the player playing this card, should
memorize all the cards, one by one, that were used in the story. If the player
can’t, he /she should take all the Secret Word Cards starting from the card
he /she could not remember. With the reverse sign, the players should reverse
the story starting with the player who put the card with the reverse sign.
Again, the first one to forget a card should take all the Secret Word Cards
remaining. A special rule: if a player plays a Special Spy Card, he/she can
play two cards during his/her turn.

The game finishes when a player plays his/her last card, he/she is the winner.

Z| Didactic aspect

Cooperative skills, individual skills.

CO& Number of players 2+ players

QQ Age group 12+ years old

 —
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Coale caras

General info

Players use the symbols on the Secret Word Card, not words or images.
The game trains them to make series of matching symbols. It helps with the
expansion of memory-based skills.

Players can play it with two, three or four people or with two  teams of two
players.

How to start? The players take sixty-four Secret Word Cards out of the stack
and put them on the table with the image face up in four lines of four cards.
Once they have put sixteen cards on the table, they put the next sixteen on
top of the first cards and so on till they have sixteen piles with four cards.
What is the aim? Players have to make lines or rows of cards that either

all have the same symbol, or all have a different symbol (there are four
different symbols). If they manage to do so, they can remove these four cards
from the game and keep them. During their turn, they can pick up one card
and move it to another place in the square. They can put it there face up or
face down. If face up — they should try to make a combination. If face down —
they should remember the symbol on the card and wait for a chance. Instead
of picking up and moving a card during their turn, they can also turn around
a card that is face down. The game is over when there are no more series to
make. The winner is the one with most cards. If players have a spy card in
their series, they get double points for those series.
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g&% Number of players 2-4 players
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Didactic aspect

Age group

12+ years old

Cooperative skills.
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1\t
fallding game

General info

The TMT+ Talking Game is being created for the TMT+ Yemen project,
yet is easily adapted to other settings. Designed to be played bi-weekly
or monthly, the Talking Game strengthens the bonds between colleagues
from different areas of the company and allows them to learn from each
other by discussing the challenges they face in their respective fields of
expertise in the company. This was, the employees learn more other parts
of the company and helps generate more appreciation for the work done
by others. Part of the game is a set of cards designed for use with non-
permanent markers. A trained facilitator may or may not be required, but
is recommended to be included for expediency.

1. Each player writes down on one of the card his/her largest headache
or relief regarding their work.

2. The cards are then collected, shuffled and turned over one by one.

3. As each card is turned over and read out loud, each player needs to
write down who they believe wrote the card and how they themselves
can help contribute to that person’s issue.

4. Points are given to those who got the source right, whereas the original
source of the card can also give bonus point to the best contribution/
suggestion.
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O:Q:OO Number of players 3+ players
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Didactic aspect

Age group

16+ years old

Cooperative skills.
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TT=F puzzle
@@me

General info

Another game designed for the TMT+ Yemen project yet equally as
adaptable, the TMT+ Puzzle game is based on Archimedes’ Square,
fourteen geometric pieces forming a single shape. The game is aimed at
further reinforcing the cooperation between the players, working together
to create a combined vision for their workplace.

1. Each player receives an even number of puzzle pieces.

2. The facilitator or player of choice decides upon what topic the
game will be played — this may either be chosen from the suggested
questions provided with the game or by deciding on one on their
own initiative. The topic of the question should be short and simple,
affecting the company as a whole, with examples being:

a. Inclusiveness  b. Effectiveness c. Accountability

3. Each team member now writes their most important aspect(s) of the
question’s solution they have in mind on the puzzle pieces.

4. Once this is done, the team plays a game against time (as a collective
adversary) by attempting to finish the puzzle. The cards/wooden
pieces have different sizes but together, if properly combined, forming
a square. (It is recommended the players are given ten minutes to finish
the puzzle, starting from the moment they finish writing their thoughts on

their pieces.
P ) "

5. Stop the time once the puzzle is completed.

6. Afterwards, turn over the puzzle onto the side where the players
have written their statements to reveal their combined vision for the
company! Discuss the outcome of the game, looking at (for example)
which ideas were mentioned multiple times, what ideas could be most
swiftly or easily accomplished by the team and what other possibilities
are there to achieve their shared vision for the company?

2| Didactic aspect Cooperative skills.

OmOO Number of players 2-7 players

QQ Age group 16+ years old

o—
—O—
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The table below summarizes the
didactic aspect of the games
included in the catalogue.

Games Individu Cooperative Making Awareness Support for
al skills skills education more raising vulnerable
attractive people
The Farmer’s Journey XXX X X X
Land Use Game X XXX
WASH Quartet XXX X
WASH Code Cards XXX X
Fly Over XXX XXX
WASH Mazes X X XXX
Arctic Sea
Animal Dice
Knossos
Expedition through the
Himalayas
Deer and Lion
The Savage Toucan River
Catching Butterflies
The Spider and the Fly
Do Guti
Go Buffalo!
Jumbo Kushti
Fishing
Tigers and Goats
Charm the Snake
My Spy and | XXX X
Code Cards XXX

X X X X X X

XXX
XXX

X X X X X X X X

X X X X X X
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