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I want you to see us, like actually us. Not just a
group of young people without job or studies
that needs directions.[ ...] We are all different,
all humans but different shapes. Its not easy
for a square shaped figure to get along well in a
circle shaped society [.]

-Noel Berglund, NEETs for NEETs participant from Sweden 
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Preparation & Implementation:

Day 1:

Opening:

The facilitators welcome the participants and presents themselves and ask 

them how they feel today. 

The facilitators give instructions for the group on how to present themselves. 

An icebreaker presentation.

Each person: 

- Name

- Where they live

- Favourite (Choose one) fruit, dish, artist, superhero,

Then start with introducing the project and its aim (try to make the 

introduction short, clear and to the point).

- To give staff a better possibility of understanding and co-creating a 

better future together with NEETs (explain what NEET stand for)

- These tools are modified and thus created by NEETs themselves

Start with the first session. Good luck   

Closing:

The facilitators are closing the day by gathering reflections from participants 

(ask them what the most effective tool for them was, what was the part they 

liked the most during the day, where they filled up with high/low energy, what 

can they bring at the end of the day, something new? Etc. 

Make sure everyone gets a chance to make their voice heard. For example, sit 

in a circle and let people speak one by one.

Encourage participants to reflect on the learnings of the day and express their 

opinions.
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Day 2: 

Opening:

The facilitators start the day by reflecting together with participants how was 

the day before today? Ask them what they thought about the tools introduced 

of the first day (let them remember the previous tools and ask them to come 

up with suggestions, improvements, and adjustments).

Then give participants space to energize - through activities, for example: 

theatre

Start with the first session: good luck 

Closing: 

Ask them to discuss together and summarise the two days of training (what 

they have learned overall, the most valuable thing that they learned, if they 

themselves want to implement the training in the future; what kind of tools 

would they like to use in their sessions?)

Distribute an evaluation form (find attached in an appendix below) so they can 

share their opinions and feedback. 

Close the day by thanking them for being part of this training. 

Agenda example:

Day 1

09:00 - 09:15 Icebreaker (Ball)

09:15 - 09:30 Introduction + menti.com survey (expectations + 

why we are here?)

09:30 -11:30 Forum theatre

11:30 - 11:45 Break  

11:45 13:00 Strategic Planning

13:00 14:00 Lunch
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14:00 15:30 Storytelling

15:30 16:00 Conclusion 

Day 2

09:00 - 09:15 Reflections (Kahoot)

09:15 - 10:15

10:15 10:30 Break  

10:30 - 12:00 Co-creation

12:00 13:00 Lunch

13:00 15:00 Interculturality (Barnga)

15:00 15:30 Conclusion & Reflections
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Session 1: Forum theatre

Objectives:  participants will be able to:

Know what the concept of forum 

theatre is.

Explore real practice scenarios and 

be empowered to find solutions 

through drama.

Learn how to convert problems and

issues we face in life to play it as a

role in a theatre.

Implementation:  

  Time: 2 h 
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1.    The facilitators ask the participants; what is the first thing 

that comes to mind when you hear about forum theatre?

2.Try to make participants interacting with each other

3. Present forum theatre concepts and explain the rules.

4. Invite the participants to come up with examples about 

forum theatre scenarios (you can use forum theatre tools

to discuss issues in real life, such as experiences, stories, 

experienced).

5.   Divide participants in groups and ask them to make up a 

scenario so they can play it afterwards. (20 min to come up 

with a scenario + 30 min to implement for each group).

6.   After they played the theatre, ask them to give reflections 

about the scene, (how they feel playing a role in the forum 

theatre and their perspectives regarding this).

7.    Close the session by having some feedback and reflections.  

Forum theatre presentation. 15 min.

Participants plan their own scenarios. 20 min.

Implementation: 60 min.

Reflections & debriefing: 10 min.

Feedback & questions: 15 min.
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Session 2: Storytelling & Public Narrative

Objectives:

Participants will be able to use Storytelling as a tool for change, using 

personal experiences about challenging moments. Also, they will be able 

to transform these stories into common action. 

Time: Approx. 1,5h

Implementation: 

Use PowerPoint for presentation (find in the Annex)

Print the storytelling sheets that each person will use. (Find in the Annex)

Exercise: Tennis Ball-exercise. (Find in the Annex)

Schedule:

Introduction: 15 minutes

Exercise: 15 minutes

Practise: 30 minutes in groups of 4.

Conclusion: 15-30 minutes, some participants may want to share their

story (or all, depending on time). 

Session 3: Leadership & communication
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Objectives:

- to get to know different types of leadership.

- to get to know characteristics of good leaders.

- to practice leadership 

- to be able to evaluate different leadership styles.

for communication

- to know the importance of communication

- to be able to differentiate between different communication types.

- to know the importance of active listening

Implementation: 

Leadership

1st activity 

Game: Tallest tower (see Annex). Encourage participants to build in 

groups a tower using for example pasta, papers, cartons etc. This 

material should be available before start. Participants can take 

advantage of already existing material in the room. Time: 3-5 minutes.

Note: depending on the number of participants, this game can be played 

in groups or individually. This game awakens creativity, problem solving, 

time management, cooperation and leading a group (when doing it in 

group).

2nd activity 

Group discussion: Divide the participants in small groups. Each group 
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need to write a short description of a work situation that did not go well 

and then bring suggestions on the best leadership style/characteristics 

that could have solved that situation.

Communication

- Start the session by giving all participants a paper and a pen and 

ask them under 60 seconds to keep the papers clean from each 

attack. They cannot speak during the game. Those who 

keep their paper clean are winners. The purpose is then to show 

them the importance of communication because if they 

communicated before the game and agreed that no one will attack 

others, they would have all won.

- Secondly, arrange a discussion session in pairs: each pair should 

deal with the question: what communication skills do you want to 

develop and use more? Time is 3 minutes and then reporting 1 

min / pair.
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Session 4: Co-Creation

Objectives:

Co-creation encourages people to collaborate and gather fresh ideas by 

communicating and brainstorming together through collecting and emerging ideas 

from all groups.  

Implementation: 

Start the session by giving the participants some time to discuss together 

what co-creation means.

Thereafter, they will be asked to draw a picture in pairs and name it together

(see exercise in Annex).

Picture drawing in pairs explanation:  Every person draws one piece or line at 

a time and leave the pen to the other person, you repeat until you feel is 

enough. You don't talk although you might laugh. You are not going to ask 

any questions or discuss it; you just add to what the other one draw. 
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Whenever anyone of you hesitates for a long time = this is a strong clue that 

the picture is finished. Then you both will name the picture by writing one 

letter at a time, one by one, until one of you hesitates = then the name of the 

picture is ready. 

The rule of thumb here is that you take what the other person draws or writes

- and you build upon it.  

You are not able to control the process - but you could influence it. 

You will end the session by dividing participants in groups and ask 

them to work together on - How to include NEETs and youths in 

designing new projects for them.

Session 5: Strategic Planning

Objectives:

- to know the major elements of a successful plan.

- to know what a SMART goal is and be able to design smart goals.

- to design your own project / event according to a plan.
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Implementation: 

- Show the PowerPoint presentation on Strategic Planning (find in 

Annex) 

- In person, participants need to plan something to be strategically 

successful on an individual level. time 10 minutes + 1 minute

reporting / person

- In group, plan something to be strategically successful on a 

community level. Time 15 minutes + 4 minutes reporting / group.

Session 6: Interculturality 
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Objectives:

- To promote awareness and appreciation of different cultures. This 

process helps people to understand and respect different

backgrounds and perspectives.

- To promote inclusion: Interculturality encourages inclusion by 

creating an environment where people from different cultural 

backgrounds feel valued, acknowledged, and included.

- To strengthen empathy: meeting different cultures through 

interculturality builds empathy as you gain insights into the 

experiences and perspectives of individuals from other

backgrounds.

Implementation: 

- Show the PowerPoint presentation on Interculturality. Time: 

approx. 60 minutes. 

- Play the Game: Barnga (see Annex). Time: approx. 30 minutes. 

- Discuss in group about this tool, and reflections from the 

participants. Time: approx. 20 minutes.
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ANNEX ALL GAMES AND EXERCISES APPLICABLE TO 

THE RE-ACT TOOLS

Exercises

Circle Theatre

10 minutes

This exercise serves as both a neutral presentation and an icebreaker.
It is commonly employed as a general presentation activity.
The exercise effectively showcases the depth of human imagination.
It is designed to be performed collectively with the entire group, 

fostering a sense of togetherness and engagement.

1. All participants arrange themselves in a large circle, leaving an opening 
that serves as the stage.
2. A participant steps onto the "stage" and performs a charade, gesture, 
or movement while saying, "I am...(description)." For instance, "I am a tree," 
with the person shaping their body like a tree.
3. The next participant goes to the "tree" on stage and makes a related 
gesture next to it, saying, "I am... related to the tree." For example, "I am the 
bird that flaps around the tree and flits about."
4. The following participant takes the stage, building on the previous 
characters. They make a gesture and say, "I am..." in relation to the first two 
characters. For example, "I am the hunter who shoots down the bird!"
5. The cycle continues as each participant takes the stage, replacing the 
character who has been on stage the longest. The new participant contributes 
to the evolving story, and this rotation continues until everyone who wishes to 
participate has had a turn.
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The Introduction Game

10. minutes

  Can be used as an icebreaker.

This exercise serves as an excellent icebreaker and enjoyable method 
for participants to become acquainted with each other.

1. Introduction Exchange: Each participant begins by 
introducing themselves to another person in the group.
2. Sequential Introductions: Participants then seek out a new 
person to introduce themselves to, but with a unique twist. This 
time, they present themselves as the person they last interacted 
with.
3. Continual Exchange: The cycle continues as individuals 
repeatedly introduce themselves in the persona of the person they 
last conversed with.
4. Goal: The engaging activity persists until the moment when 
someone introduces themselves, and it turns out to be you 
completing the loop of introductions.

Bingo

15 minutes

The exercise is a good icebreaker and a fun way to get to know each 
other.
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A prewritten bingo sheet is designed to make the bingo game more organised and 
straightforward. It is prepared in advance with specific statements or items, ensuring that 
everyone follows the same criteria for marking their boxes. This is especially helpful when 
customising the game for a specific theme, topic, or group. Using a prewritten sheet makes 
the game more intentional, improves the overall experience, and makes the gameplay 
smoother.

Prewritten Bingo-sheet
Pen

Create a 5x5 table on paper with brief statements in each box.
Alternatively, you can hand-draw the table with pen and paper.
Move around the room, approaching people to see if they align with any 

statements on your paper.
The first person to complete a line and shouts "Bingo" wins.

1. Get a Bingo-sheet and a pen.
2. Walk around and ask people if they match your boxes. If they do, mark the 
box.
3. Repeat with different people.
4. Continue until you fill a row or column with marked boxes.

The Art Project

15 minutes

Can be used for Co-creation.
Performed in pairs.

The basic idea is to take what the other person draws or writes and add to it. You cannot 
control exactly what will come out, but you can shape it with your input.

Pen and A4 Paper

1. Collaborative Drawing Silence:
In pairs, individuals engage in drawing a picture together without 

verbal communication. It is essential to refrain from asking questions or 
discussing strategies during this activity.

2. Sequential Line Drawing:
Each person contributes one line at a time to the drawing, alternating 

turns. The pen is passed between partners until there is a mutual sense that 
the drawing is complete. Prolonged hesitation indicates the conclusion of the 
drawing.

3. Naming the Artwork:
Following the drawing phase, participants take turns naming the 

artwork. Each person contributes one letter at a time, with the process 
continuing until hesitation occurs. Hesitation marks the completion of the 
jointly decided name for the artwork.
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What was it like to draw together without talking?
What lessons were learned from this exercise?

The Car

15 minutes

Can be used for Co-creation or Communication.
Performed in groups of 3-4 people.

The Significance of Communication in Collaboration:
Communication plays a pivotal role in collaboration as individuals bring their unique visions 
of what they aim to achieve. Each person carries a distinct mental image rich with intricate 
details and crucial components. Acknowledging and effectively sharing these individual 
perspectives is key to harmonising efforts and achieving collective success.

Post-It
Marker pens
Whiteboard pen
Large piece of paper

1. Speedy Solo Sketch:
Each participant grabs a post-it and, in complete silence, sketches a 

car within a swift 10-second timeframe. The drawings are to be kept private.
2. Group Car Composition:

The entire group holds a sizable sheet of paper. In a non-verbal 
collaboration, participants aim to collectively draw a larger car on the paper 
within a limited 20-second timeframe.

3. Assembly and Discussion:
Small individual car drawings are affixed next to the collaboratively 

drawn large car. This sets the stage for a group discussion where participants 
can share thoughts, observations, and reflections on the combined artwork.

Tallest Tower

10. minutes
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Can be used for Leadership and Communication.

Build the tallest tower! Encourage participants to work together in groups. It aims to 
promote creativity, problem-solving, time management, cooperation, and leadership 
skills (when done in groups).

Provide materials such as pasta, paper, and cardboard, which should be available 
before the activity begins. Participants can also use any existing materials in the 
room to their advantage.

  
                   
Set a time limit of 3-5 minutes for tower construction. Depending on the number of 
participants, the game can be played either in groups or individually.

Group Discussion: How was your experience working together with the provided 
materials and the time limit during this game?
If you have worked alone: How did it feel working by yourself with the materials and 
time limit in this game?

The Hitchhiker

15 minutes

Can be used for Leadership or Communication.
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Performed together with 4 people at a time.

The activity is enjoyable because it highlights how we impact each other through our 
words and actions. It emphasises the contagious nature of emotions, prompting 
awareness and open discussion. Importantly, the aim is not to convey a message 
that everyone should always be positive and happy, but rather to acknowledge and 
understand the dynamics of emotional influence within a group.

Four chairs arranged to resemble car seats.

1. Three individuals enter the car, initiating a conversation while driving. 
After 30 seconds, the car comes to a halt to pick up a fourth person the 
hitchhiker. It is crucial that the emotions and mood of the hitchhiker are 
mirrored by the other occupants. Travel together for approximately 1 minute.
2. One of the individuals in the front seat gets out of the car, signalling the 
start of a new ride. This prompts the group to pick up another hitchhiker.
3. Repeat the process, allowing anyone interested to take on the role of 
the hitchhiker and experience the exercise from that perspective.

Clean Paper

10.

minutes

Can be used as an icebreaker or for Communication.
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The exercise is particularly enjoyable as it highlights how we influence one another in terms 
of speech and actions. It underscores the contagious nature of emotions, emphasising the 
importance of awareness and discussion.

It is crucial to note that the aim is not to convey a message advocating constant positivity 
and happiness. The exercise encourages an understanding of the dynamics of emotional 
influence without imposing a specific emotional state.

Pen and A4 paper

1. Paper Protection Challenge:
Each participant is provided with a clean sheet of paper and a pen.
In a timeframe of 2 minutes, participants must protect their paper from being 

marked by others' pens.
The participant who successfully keeps their paper clean wins the game.

2. Discussion in pairs (2 minutes):
Participants pair up for a discussion.
In pairs, they explore the question: "Which communication skills do you aspire 

to develop and utilise more?"
Following the discussion, each pair briefly shares with the larger group the 

key points or insights from their conversation.

Presentation Game

10. minutes

Can be used as an icebreaker.

Presentation game can be used at the beginning of a session or a workshop. The 
exercise is a good icebreaker and a fun way to get to know each other.

Pen and A4 paper

1. Personalised Box Drawing:
Distribute sheets of paper and ask participants to draw crosses or 

boxes on the paper.
Label each box with different categories such as love, dream, 

favourite, fear, hope, etc. Adjust the categories based on the group and 
the specific goal of the activity.
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Vary the number or nature of the squares according to the group 
dynamics and the intended outcomes.

2. Introduction and Sharing (2 minutes per person):
Invite each participant to introduce themselves.
Ask participants to share what they wrote in 2-4 boxes on their paper, 

depending on the available time.
This sharing session allows individuals to express aspects related to 

the labelled categories, fostering a deeper understanding within the 
group.

The Island

20 minutes

Can be used for Co-Creation, Communication, Strategic planning.
As a group to complete a common task and to understand everyone's importance 

and challenges.
Performed together with 5 people in each group.

2 A4 papers per person, a blanket, painting tape, 4 pieces of Flipchart paper that form an island and 

1. The groups assign the following characteristics to their members:
  A. Blindfolded
  B. Clasped hands
  C. Not allowed to communicate verbally.
  D. Restricted from talking or communicating throughout the entire exercise, including planning.
  E. The last person does not face any restrictions or issues.

2. The fourth person, who is prohibited from talking and planning, must temporarily leave the room. 
Meanwhile, the remaining team members have approximately 5 minutes to strategise on how to reach 
the island.

3. Instruct the entire team that their collective goal is to reach the island successfully, and the task is 
considered accomplished only when the entire team is present on the island. Emphasise that if a 
participant steps outside their designated area, the corresponding sheet is considered "disappeared".

4. After the planning phase, bring back the fourth person who has been waiting outside. Position the 
groups approximately 4 metres apart on opposite sides of the island. All team members should 
commence the activity simultaneously, ensuring that they only step on the designated papers they are 
allowed to walk on.

5. The team successfully transporting all participants to the island first is declared the winner.

6. Facilitate a reflective discussion, encouraging participants to share their feelings and experiences 
related to their assigned characteristics, including aspects such as dependency and exclusion during 
the exercise.

How to make a good strategic plan
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Purpose: The strategic planning tool is implemented to empower participants in planning strategically 
for their individual goals. It guides them through the process of formulating SMART goals, creating 
timelines, defining actions and tactics, and subsequently incorporating essential milestones. This 
work sheet serves as a practical resource to facilitate and document the strategic planning process.

1. Goal (SMART)
Specific: Clearly defined and focused.
Measurable: Quantifiable criteria to gauge success.
Achievable: Realistic and feasible within 
constraints.
Relevant: Aligns with organisational objectives.
Timeline: Specific timeframe for completion.

What is your goal?

2. Timeline
Clearly outline the chronological 

sequence of activities.
Specify start and end dates for each 

phase.
Include key milestones and 

deadlines.

Write here:

3. Actions and Tactics 
(Strategies that tie together)

Clearly articulate the steps and 
strategies to achieve the goal.

Identify tactics that align with the 
overall strategy.

Ensure that actions complement 
each other for cohesive implementation.

Write here:

4. Benchmarks (Milestones)
Set significant milestones to track 

progress.
Establish key performance indicators 

(KPIs) for each benchmark.
Provide a measurable way to assess 

achievements and adjust strategies if 
needed.

Write here:

Jigsaw Puzzle

10 minutes

The exercise can be used with Strategical planning.
The main goal of solving the puzzle is to promote teamwork 
and have a great time together.
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A jigsaw puzzle for every group.
Stopwatch on a phone.

1. Divide the participants into groups.
2. Provide each group with a jigsaw puzzle.
3. Instruct the groups not to begin until you say "ready, 
set, go."
4. Groups place the puzzle pieces on the table and 
strategise on how to complete the puzzle.
5. The activity concludes when all the puzzle pieces are 
assembled.

Tennis Ball

15 minutes

Can be used for Storytelling or Strategic planning.
Ideally, it's done with 5-8 people in each group.
The exercise demonstrates how we can enhance and change our work 
methods, avoiding the limitations of old ways. It also illustrates the 
positive impact of encouragement and monitoring on our overall 
performance.

4-5 tennis balls
Use your mobile phone to time the group.

1. Give instructions: Everyone in the group must touch all the balls and 
then drop them on the ground. Take your time! The timer stops when 
everyone has touched all the balls. Report the time taken.
2. Motivated Challenge: Share with the team that you believe they can 
complete the task faster. Allow the group to communicate for 20-30 seconds. 
Perform the challenge again and report the new time.
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3. Repeat Motivated Challenge: Repeat the previous step for a second 
attempt. Report the time once more.

Forum Theatre

                                           45 minutes

                                          Forum Theatre

The primary aim is to collaboratively explore and find solutions to societal problems through the 
Forum Theatre experience. Forum Theatre is a theatrical technique where a group presents a short 
play focusing on a situation involving oppression. It allows the audience to interact and change the 
course of the narrative to address social issues. Please find a low threshold introductory video in the 
N4N compendium number 4, presented together with this handbook.
Oppression Definition: Oppression is the unjust or cruel exercise of authority or power, leading to 
the mistreatment or subjugation of individuals or groups.

                                      Rules of Forum Theatre:
No Physical Contact: Physical contact is not allowed during Forum Theatre 

performances.
Inclusion of Oppressor and Oppressed: The play must involve at least one 

person in the role of the oppressor and at least one person being oppressed. 
However, there can be multiple characters in each role.

Power Imbalance: There should be an imbalance of power between the 
oppressor and the oppressed, with the oppressor holding control in the situation.

Role of the "Joker": A designated person, known as the "Joker," guides the 
audience through the play. The "Joker" welcomes the audience and explains the 
rules of the theatre.

Two Presentations: The group initially presents the play to the audience, 
who only watch. The second time, the audience has the opportunity to intervene 
and alter the storyline to address injustices.

Audience Participation: To join, individuals raise their hands and inform the 
"Joker" of the character they want to play. The new actor can replace an existing 
character or introduce an entirely new role.

Ongoing Oppression: The oppressor should continue oppressing to the best 
of their ability, even if a new actor tries to intervene.

The storytelling tool is designed around a form that each participant will 
complete. This form comprises four distinct sections for participants to 
describe and elaborate on.

Challenge: Participants are asked to write about a challenge they have 
encountered in their lives. This challenge can be either a real or a 
fictional experience. The experience may encompass common 



Co-creating Social Sustainability 
#N4Neets

challenges, such as joining a new activity or applying for a job, or it can 
be specific and personal, depending on the emotional needs of the 

group.

Choice: In addressing the specific challenge chosen by the participant, 
whether personal or common, he or she made specific choices to 
overcome the challenge. These choices were often influenced or 
inspired by others.

Outcome: The choices made in response to the challenge led to an 
outcome, which could have been expected, unexpected, or a 
combination of both.

Change: Collectively, these elements contribute to a change in the 
participant's life, a change that endures over time (hypothetically or 
depending on whether the participant chose a real or fictional 
experience).

What is the change you want to make in the world: your story of now?

Why are you called to make that change: what specific experiences have shaped 
your story of self?   

What personal story can you tell that will help others understand why you want to 
make that change?

CHALLENGE: CHOICE: OUTCOME:
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Originally adapted from the works of Marshall Ganz, Harvard University 

10

When listening to the stories of others, listen and pay attention to how the story 
resonates within you. During the feedback portion, comment on the following.

Public Narrative #1
What connects with me? What would I like to know more about?
be specific: choices, feelings/values, images. focusing in: what details and 

moments do you want to hear more 
about?

bridging parts of the story: what 
gaps in the story did you want to 
know about?

Public Narrative #2
What connects with me? What would I like to know more about?
be specific: choices, feelings/values, images focusing in: what details and 

moments do you want to hear more 
about?

bridging parts of the 
story: what gaps in the story did you 
want to know about?

Public Narrative #3
What connects with me? What would I like to know more about?
be specific: choices, feelings/values, images focusing in: what details 

and moments do you want to hear 
more about?

bridging parts of the 
story: what gaps in the story did you 
want to know about?

Public Narrative #4
What connects with me? What would I like to know more about?

focusing in: what details 
and moments do you want to hear 
more about?

bridging parts of the 
story: what gaps in the story did you 
want to know about?
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BARNGA
Overview BARNGA is a simulation game that encourages participants 

to critically consider normative assumptions and cross-
cultural communication. It was created by Sivasailam 

Gbarnga, Liberia. He and his colleagues were trying to play 
Euchre, but all came away from the instructions with 

realising that conflict arises not just from major or obvious 
cultural differences but often from subtle, minor cues. He 
created the game to tease out these subtleties. In this 
activity, students play a card game silently, each operating 
with a different set of rules, unaware of them.

Goals 1. To learn to communicate effectively across 
cultural groups.

2. To help students interrogate assumptions they 
may have about group norms and to critically analyse 
where those norms have come from, determining 
whether or not they continue to be useful in new 
contexts.

3. To understand what happens when we are not 

group.

4. To interrogate what the role of communication 
is in helping us either be confused or understand one 
another.  

Implementation This exercise is best implemented early in the semester 
when students are first learning how to communicate 
effectively with one another. It illustrates what happens 
when that communication breaks down.

It is also effective for first-year seminar courses with 
students who are transitioning to the university with new 
norms and rules, different from what they are used to.

Finally, this is great for building intercultural awareness. We 
tend to make a lot of assumptions about other groups based 
on our norms.

Challenges 1. BARNGA is complicated. For further insight 
into the game how it is played in a classroom, please 
view this video.
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2. The game will require most of a class period 
(roughly 45 minutes to an hour) for students to 
complete and debrief.

3. Consider the special restrictions of your class. 
BARNGA will require that students be able to move 
around and sit around tables or clusters of desks. It 
will not likely be a doable activity in lecture halls.
4. Students with disabilities that affect their ability 
to move around the room or hold cards may have 
difficulty taking part in this activity.

Materials 1. BARNGA Game Rules
2. Tournament Guidelines and Discussion Guide
3. Shortened deck of cards, enough for each 
group (2-7 and Aces)
4. Table Marker for grouping
5. Scrap Paper
6. Pens or Markers

Citations Thiagarajan with Raja 
: A Simulation Game on Cultural 

Clashes, Boston: Intercultural Press, 2006

Session Sequence

Lesson 
Structure

Time
(Estimated 

amount of time 
for each 

component)

Activity Content and Instructions

Introduction 3 mins The instructor welcomes the class and provides an 
overview of the activity: In this activity, you will learn a new 
game but learn how to communicate effectively through 
playing the game. We will also learn how to work well in a 
cross-cultural group.

What is 
BARNGA?

5 mins Give a brief overview of the game and how it will be 
played

1. Today we will be playing a simulation called 
BARNGA. The name BARNGA comes from the 
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name of a town in Liberia, where the game 
originates.

a. Provide a brief history of the game, as 
outlined in the overview, if necessary

2. In small groups, you will receive some rules 
for BARNGA, which no one has played before. You 
will get a few minutes to study the rules and 
practice playing the game at your table.

3. After a few minutes, the rules will be taken 
away and from that moment on, there will be no 
verbal communication that means no speaking, 
no writing out words, and no signing of words.

4. A tournament will begin, and people will be 
moving from table to table.

5. After a few rounds, we will discuss what 
happened.

Practice and 
Simulation

25-30 
mins

Break students into small groups (4-6) for the 
simulation

1. Reiterate rules:

a. You will have 5 minutes to study the 
rules and practice 5 tricks.
b. The rules will then be taken away and 
NO verbal communication will be allowed. 
You may gesture or draw pictures (No 
Words!) but you cannot speak, draw, or write 
words.
c. The tournament will begin, and you 
will have a few minutes to play at your home 
table in silence.
d. Tournament scoring is explained in 
the guide.
e. Each round will last a few minutes and 
at the end of each round players should 
move as outlined on the tournament guide.

2. Give students time to review the rule sheets, 
ensuring that the different rules are distributed 
evenly among the groups.

a. Have them take rule sheets from 
under the table tents, look them over, and 
then begin practicing. Have them try to deal 
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the cards out while they are looking over the 
rules.
b. After a few minutes of practicing, 
collect the rules. Do not make a big process 
out of this; just say it is time to start playing 
and they no longer get to have the rules in 
front of them.

3. Announce the start of the tournament:
a. Continue to tell students that they 
keep score as explained in the guide. (Do not 
respond if they ask for your interpretation of 
the guide, politely encourage them to read 
the guide sheet, which they are able to keep 
throughout the game duration).
b. Remind and reinforce no verbal 
communication!
c. End round one after 5 minutes
d. Hold 3 or 4 rounds, but do not 
announce this just end after 4 rounds.

4. Announce the end of the tournament.

What is a 
Debrief?

5 mins Bring the class back together for a large group debrief 
and use the first few minutes to explain what a debrief 
entails.

1. Set up the class in a circle or other 
arrangement for debriefing:

a. Do not let them start talking about how 
things went until they have calmed down.
b. Many students may be frustrated, 
others will be laughing and wanting to share, 
but explain that we want to hear everyone so 
hold onto your thoughts.

2. Explain what debriefing is:
a. A time to discover together what 
happened and what it all means. We will 
examine all the pieces of the puzzle, and 

b. Debriefing gives us a chance to reflect 
on a common experience, in this case 
playing BARNGA.
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c. Debriefing helps to make the 
discussion as rich as possible and helps us 
to collectively learn from each other.

P. 1 
(Descriptive)

10 mins Lead the first debrief

1.
a. BARNGA was introduced?
b. You first began the game?
c. The rules were taken away from you?
d. You had to swap table?
e. You were playing with a crowd from a 
new table?

2. What were you thinking during the game? 
Did your feelings change?

3. What were your greatest successes and 
frustrations?

4. If the rules come up here, do not stay there. 
Encourage them to mention other frustrations, too.

P. 2 
(Applied)

20 mins Lead the second debrief

1. Some possible problems to highlight that 
arose during the game:

a. Each group did its best, but all had 
different sets of circumstances and ground 
rules.
b. Most of the participants discovered 
different rules but did not know exactly how 
they were different.
c. Even if you knew how rules were 
different, it was not clear how to bridge those 
differences.
d. Communicating with others is difficult 
and requires sensitivity and creativity.
e. When the differences are hidden or 
few, it may even be more difficult to resolve 
them than if they were many and obvious.
f. Despite many similarities, people have 
differences i
have to understand and reconcile those 
differences in order to function effectively in a 
group.
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2. Ask students: Were there any other problems 
that arose while playing this game?

3. Split students into groups of three and let 
them take 10 minutes to answer the following 
questions:

a. -
does BARNGA simulate?
b. What does the simulation suggest 
about what to do when you are in this 

c. What were the underlying causes of 
the problems that arose in this session?
d. Have you ever had an experience 
where there was a rule difference that you 
did not know about? How did your view of 
things change once you became aware of it? 
In retrospect, how would you do things 
differently if you knew what you know now, in 
this game?
e. When are you all likely to encounter 
situations in the real world like BARNGA? 
What would you like to happen when you 

How will you increase the likelihood of having 
a positive experience?

4. Bring the class back together as a full group 
and have students share their thoughts from the 
group conversations:

a. What interesting things did you 
discuss? What was surprising?
b. What did you think the simulation 

c. What do you think the simulation 
teaches us about communication and 
conflict?
d. Ask - How is BARNGA related to this 
course?

P. 3 
(Takeaways)

5 mins 1. Give each student an index card and have 
them write down one important thing they learned 
from BARNGA.

2. Collect cards and re-distribute them 
randomly.
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3. Go around and ask each student to read out 
loud the card they now have.

Closing 5 mins 1. Thank everyone for their participation in 
playing BARNGA.

2. Reiterate certain points and takeaways from 
the debrief.

3. Emphasise applicability to the course.

Table 1

Cards You have 28 cards to play the game: cards from 
each suit between 2 and 7, and the ace. The ace 
is the weakest card (lowest).

Starting the game The person who is at the left of the dealer plays 
first.
The others take turns laying down one card each. 
These cards together make what is called a trick. It 
is possible that some players may not have any 
cards left to play for the last trick.

Taking a trick The person who has played the strongest card 
takes the trick and sets it aside face down.

The next round The person who took the trick starts the next 
round. Do it again until all cards have been 
played.

Following suit The person who starts the round can play a card 
of any suit. The other players must follow suit 
(play a card of the same suit if they have one). If 
a player does not have a card of the same suit, 
(s)he plays any other card. The trick is taken by 
the strongest card of the correct suit.

Trump Diamonds cards are trump. If a player does not 
have a card in the requested suit, (s)he can play a 
Diamond.
However, some other player may also play a 
trump, because this player does not have a card of 
the first suit. In this case, the HIGHEST TRUMP 
wins the trick.

The end of the game-
Win/Lose

The game ends when all cards have been 
played. The

player with the most tricks win the game. The 
player

with the least tricks loses.
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Table 2

Cards You have 28 cards to play the game: cards from 
each suit between 2 and 7, and the ace. The ace 
is the strongest card (highest).

Starting the game The person who is at the left of the dealer plays 
first. The others take turns laying down one card 
each. These cards together make what is called a 
trick. It is possible that some players may not have 
any cards left to play for the last trick.

Taking a trick The person who has played the strongest card 
takes the trick and sets it aside face down.

The next round The person who took the trick starts the next round. 
Do it again until all cards have been played.

Following suit The person who starts the round can play a card 
of any suit. The other players must follow suit (play 
a card of the same suit if they have one). If a player 
does not have a card of the same suit, (s)he plays 
any other card. The trick is taken by the strongest 
card of the correct suit.

Trump Hearts cards are trump. If a player does not have 
a card in the requested suit, (s)he can play a heart 
card.
However, some other player may also play a 
trump, because this player does not have a card of 
the first suit. In this case, the HIGHEST TRUMP 
wins the trick.

The end of the game-
Win/Lose

The game ends when all cards have been played. 
The

player with the most tricks win the game. The 
player

with the least tricks loses.

Table 3

Cards You have 28 cards to play the game: cards from 
each suit between 2 and 7, and the ace. The ace 
is the weakest card (lowest).
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Starting the game The person who is at the left of the dealer plays 
first.
The others take turns laying down one card each. 
These cards together make what is called a trick. It 
is possible that some players may not have any 
cards left to play for the last trick.

Taking a trick The person who has played the strongest card 
takes the trick and sets it aside face down.

The next round The person who took the trick starts the next round. 
Do it again until all cards have been played.

Following suit The person who starts the round can play a card of 
any suit. The other players must follow suit (play a 
card of the same suit if they have one). If a player 
does not have a card of the same suit, (s)he plays 
any other card. The trick is taken by the strongest 
card of the correct suit.

Trump Spades cards are trump. If a player does not have 
a card in the requested suit, (s)he can play a Spade 
card. However, some other player may also play a 
trump, because this player does not have a card of 
the first suit.
In this case, the HIGHEST TRUMP wins the trick.

The end of the game-
Win/Lose

The game ends when all cards have been played. 
The

player with the most tricks win the game. The 
player

with the least tricks loses.

Table 4
Cards You have 28 cards to play the game: cards from 

each suit between 2 and 7, and the ace. The ace 
is the strongest card (highest).

Starting the game The person who is at the left of the dealer plays 
first.
The others take turns laying down one card each. 
These cards together make what is called a trick. It 
is possible that some players may not have any 
cards left to play for the last trick.

Taking a trick The person who has played the strongest card 
takes the trick and sets it aside face down.
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The next round The person who took the trick starts the next 
round. Do it again until all cards have been 
played.

Following suit The person who starts the round can play a card 
of any suit. The other players must follow suit 
(play a card of the same suit if they have one). If 
a player does not have a card of the same suit, 
(s)he plays any other card. The trick is taken by 
the strongest card of the correct suit.

The end of the game-
Win/Lose

The game ends when all cards have been 
played. The
player with the most tricks wins the game. The
player with the least tricks loses.




