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Gonilla Hizmetler Dernedi

STK ve okul kitiphaneleri icin 1 kopyasi basilabilir. Ancak basim ve yayim haklari
Gontllu Hizmetler Dernedi'ne aittir, baskalari tarafindan basilip cogaltilamaz ve
satilamaz.

Kitaptan yararlanirken dernegdimizin isminin anilmasi, bu kitaba emegi gegerﬂeri
mutlu edecektir. @

For NGO and school libraries 1 copy to print is allowed. All printing and publishing
rights are belong to Goniilli Hizmetler Dernegi while others are not allowed to print,
pub/ish or sell.

Géniilli Hizmetler Dernegi (Istanbul - Turkey) will appreciate, when its name is men-
tioned while using the book to p/oy games. @

Bu proje Avrupa Birligi Sivil Disiin Programi kapsaminda Avrupa Birligi destegiyle
hazirlanmistir. Icerigin sorumlulugu tamamiyla Gontilla Hizmetler Dernegi'ne aittir ve
AB'nin géru§|erini yonsﬁrmomok’rodm

This project was produced with the financial support of the European Union within
the framework of European Union Sivil Diisiin Programme. Its contents are the sole
responsibi/ify of Goniilli Hizmetler Dernegi and do not necessori/y reflect the views
of the European Union.

Bu|u§|0r gereksinim|erden ve yok|uk|ordon do@clr.

1959'dan bu yana yurt icinde yerli ve yaban-

cl génu||u|erin kof|||m|y|o uluslararas: gén[)”[j
calisma kamplari dizenleyen ve yurt disinda
100"t agkin tlkedeki goniillu calisma kamplarina
gonilliler gonderen Gonilli Hizmetler Dernegi
olarak, Covid-19 so|g|m nedeniy|e tim komp|or|—
mizi ip’ro| etmek zorunda kcu||p génUHU de@igimi
yapamayinca kamplarimizi sanal ortama tagi-
dik. Uyesi o|dug”;umuz uluslararas 0§|or igindeki
130'u agkin kurulug arasinda bir ilki gercekles-
tirerek diinyanin ilk sanal kampini Turkiye'de
gergeklestirdik.

Oyunlar, kamplarimizin ayrilmaz bir porg05|d|r.
Farkli tlke ve kiiltirlerden ge|en génu||[j|erimizi
birbirlerine kcynoghrmok, onlarin fiziksel birlikte-
ligine takim ruhu agilamak ve hep birlikte eglen-
celi zaman gegirmek icin oyun|orc|on yoror|cm|r|z.

Bu kitapta, AB Sivil Dusin Programi’'nin hibe
desfeg“;i ile y|||oro||r uluslararas gén(j”(j gohgmg
kamplarimizda oynadigimiz oyunlari sanal orta-
ma uyor|oo||l<. Covid-19 so|g|n| nedeniy|e Uye|eri
ve hedef kitleleri ile sanal ortamda bulusmak,
fop|onf||c|r|m, etkinliklerini sanal ortamda ger-
gek|e§’rirme|<, sanal ortamda farkl kitlelere hifop
etmek durumunda olan kisi ve STKlarin etkinlik-
leri 6ncesinde ve sirasinda katilimeilari canlan-
dlrmok, i|gi|erini gekmek, sikilmalarini énlemek
ve katilimlarini arttirmak amacini guden oyun|or|

derledik.

Bu oyunlardan 15 tanesini de videoya cekerek
gorsellestirdik.

O\/un|0rm gér[jnﬂﬂu og|k|0mo|or|no
YouTube kanalimizdan ulagabilirsiniz.

PREFACE

Inventions born out of needs.

Goniilli Hizmetler Dernedi (Voluntary Service
Association) used to organize international vo-
luntary work camps in Turkey since 1959 with the
participation of native and international volun-
teers and sending Turkish volunteers abroad for
work camps over 100 countries.

Due to COVID-19 pandemic we had to cancel
all our planed work camps for 2020 and were
unable to send volunteers abroad. This unex-
pecfed situation lead us to carry our camps

to online p/offorms. This attempt was the first
example of online work camps among 130 work
camp organisations that we have an exchcmge.
We have realized the first online work camp in
the world.

Games are ‘sine qua non” for the work camps.
We use the games to im‘roc/uce, to merge, warm
up and to energize the group members as well
as to create a team spirit for our international
groups and also to have fun.

In this book we have transformed the work
camp games that we have compi/ed for many
years, into virtual games that can be p/oyed

in digital meetings of the NGOs, companies,
schools, organisations who need to reach their
members, emp/oyees, students fhrough online
meetings. The games aim to energize, warm up,
introduce the participants as well as hoving fun.
We hope you will enjoy this.

Our volunteers also acted for you to record 15
different games within this book to make them
easy fo understand. You can watch them at
our YouTube channel.

Translator’s notes: The person who runs the
games will be referred to as "The Leader” In
order to avoid naming gender idenfifies, the
individual leaders and p/ayers will be referred to
as ‘they”


https://www.youtube.com/user/genctur1
https://www.youtube.com/user/genctur1
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ENERGIZER

CANLANDIRICI

Kégitla Dans / Paper Dance 8
Komut / Commmaaaand 9
Aramsamsam / Aramsamsam 10
Arrabica (Afrika “Giinegse Davet” dansi) / Arrabica (African 1
“Invite to the Sun’ Dance)

At Yarisi / Horse Race 14
Meydan Okuma / Dare 15
Giilimse Bana / Smile For Me 16
Boooyleee, Boodyleee, Boddyleee... / Like thiiiiiiiiiiis, like 17
thiiiiiiiiiiiis, like thiiiiiiiiiiiis

Sesini Bulmaca / Matching Sounds 18
Agla, Giil, Konus, Bagir, Sussss! / Cry, Laugh, Speak, Shout, 19
Quiet!

Meyvelerle Ziplama / Jumping/Dancing with Fruits 20
Elimi izle / Watch My Hand 21
1,2, 3 Saymaca /1, 2, 3, Count 22
10'dan Geriye Sayma / Counting Back From 10 24
Ritmik El Cirpmaca / Rhythmic Clapping 25
Sultan - Cengaver - Ejderha / King - Knight - Dragon 26

DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MiSINiZ?
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K3



0
>
r4
A
>
4
=4
=
(2]

]

KAGITLA DANS

Amace: Etkinlik 8ncesinde katilimeilari canlandir-

mak.

Katilimer Sayisi: En az 5 kisi - En ¢cok 20 kisi.
Geregler: 1 tane A4 boyutunda kagit

On Hazirlik: -

Siiresi: Ortalama 5 dk.

Oynanma Asamalari ve Yénergeleri: Herkes
kamerasindan birka¢c adim uzaklasir ve ekranda
tfam boy gér(jnecek §eki|de oyokfo durobi|ece§i
bir yere gecer. Yiizler ekrana dontik olmalidir.
Yoéneticinin ‘basla” komutu ile herkes A4 boyu-
tunda bir kagidi basina koyar. Lider bir miizik
parcasi go|or ve herkes muzigin ritmine gore
dans etmeye baslar. Basindaki kagidi disiiren,
heyke| gibi hareketsiz kalir ve ancak yonetici is-
mini séy|edik+en sonra yeniden dans edebilir. Bir
sire sonra mizik hizlandinlir. Kagidini hi¢ dusir-
meden dansini tamamlayan, herkes dugtirmisse
en az dU§Uren oyunu kazanir.

* %k Xk &k ¥k
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PAPER DANCE

Goal: To energize the players before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: One A4 paper
Preliminary: -

Duration: 5 minutes

How to play: Every player stands up and backs
up until fhey're fu/ly visible on the screen, focing
the camera. Everyone puts their paper on their
heads with the "Start!” given by the

leader. The leader plays a song and every player
begins to dance along to the rhythm. If a player
drops their paper, fl'ley will be frozen in p/oce
until the leader calls their name. Then fhey will
resume dancing. The music speeds up after a
while. At the end, the ones who hasn't dropped
their paper - if everyone has, the ones who
dropped their paper the least- wins.

* Kk k k ¥k
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CANLANDIRICI

KOMUT

Amace: Etkinlik 8ncesinde katilimeilari canlandir-
mak.

Katilimer Sayisi: En az 5 kisi - En ¢cok 20 kisi.
Geregler: -

On Hazirlik: -
Siresi: En az 5 dk.

Oynanma Asamalari ve Yénergeleri: Herkes
kamerasindan birkag adim uzok|o§|r ve ekranda
tfam boy gér[jnecek §eki|de oyokfo durobi|ece§i
bir yere gecer. Yiizler ekrana dontik olmalidir.

Yonetici herkesin verecegi komutlara gore gegiHi
devinimler yapmasi gerekfiéini og|k|or. Orne@in;

“tarak” deyince herkes sacini tarar gibi,
‘diimbelek” deyince herkes diimbelek calar gibi,
“selam” deyince herkes selam verir gibi,

“‘gul” deyince herkes giler gibi,

“surat as” deyince herkes surat asar gibi
yapacaktir. Ornekler cogaltilip, degistirilebilir.

Ayrica "kule” deyince kollar yukari kaldirlacak,
“saat” deyince bas saga sola sallanacaktir. Oyu-
na bo§|0rken herkes ellerini yonetici ile ayni hiz-
da ¢ciromaya bo§|or. Sonrasinda yonetici komut-
larini vermeye baslar. "Komuuuuut....... tarak’,
"komuuuuut kule” gibi. Herkes verilen komuta
uygun devinimi yapmalidir. Yénetici arada bir
sagirtmak icin verdigi komutun diginda bir
hareket yapar ya da "komuuuut” demeden yal-
mizca “selam, dimbelek, vb.” der. Verilen komutun
hareketini yapamayan, "komuuut” denmeden
séy|enen hareketleri yapan ya da ycm||§ hareket
yapan oyundan cikar. Sona kalan oyunu kazanir.

* %k k k ¥k

LOMMMAAAAND

Goal: To energize the players before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: At least 5 minutes.

How to play: Every player stands up and backs
up until fhey're fu//y visible on the screen, focing
the camera. The leader exp/oins that everyone
will take actions Occording to their commands.
For example:

Comb your hair when you hear the command
‘Comb”

Play timble when you hear the command
“Timble”

Say hi when you hear the command "Hi”
Smile when you hear the command "Smile”
Pout when you hear the command "Pout”

You can add to/edit these commands.

Addiﬁono//y, p/oyers are required to raise both
of their hands up upon heoring the command
‘tower” and shaking their heads from side to side
upon hearing the command ‘clock”

The game starts with everyone c/opping in
unison with the leader. Then the leader begins
giving the commands, like "Commmaaaand:
comb” or ‘Commmaaaand : tower” Every player
should act occording/y to the command. The
leader may give a command and do a different
action, or give commands without saying the
word “Commmaaaand” to trick the players. If a
p/oyer fails to do the action of the command,
falls for the commands without the word ‘com-
mand” or fails to perform an action, they're
eliminated. The last ployer sfonding wins.

* %k k% k ¥k
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ARAMSAMSAM

Amace: Etkinlik 8ncesinde katilimeilari canlandir-
mak.

Katilimer Sayisi: En az 5 kisi - En ¢cok 20 kisi.
Geregler: -

On Hazirhk: -
Suresi: 5 dk.

Oynanma Asamalari ve Yénergeleri: Herkes
kamerasindan birka¢ adim uzaklasir ve ekranda
tam boy gériinecek geki|o|e ayakta durabile-
cekleri bir yere gecer. Yiizler ekrana donik
o|oro|<, kollarimni dirseklerine kadar bedenine
yop|§f|rorok ellerini ileri uzatr.

Yonetici bir tekerlemeyi heceleyerek soyler-
ken gegiﬂi devinimler yapacaklarini séyleyip
yop||ocok|or| ornekler.

Tekerleme : A-ram-sam-sam , a-ram-sam-

sam (burada pormoHor kug gagasi gibi og:||||o
kapanir) / glu-glu-glu-glu-sam-sam-sam (burada
kollar ku§|or|n kanat cirpmasi gibi og||||o kapanir)
X 2 kez soylenir. A-ra-mi, a-ra mi (burada kalca
sagdan sola dogru 2 kez sallanir), / glu-glu-glu-
glu-sam-sam-sam (burada kollar kuslarin kanat
cirpmasi gibi acilip kapanir).

Ornek gésferimden sonra herkes oyuna katilir.

Ik turun bitiminde tfempo biraz hizlanir ve her
keresinde hizlanarak sirer.

* %k k &k ¥k
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ARAMSAMSAM

Goal: To energize the ployers before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 5 Minutes

How to play: Every player stands up and backs
up until fhey're fu/ly visible on the screen, focing
the camera. They reach forwards as much as
fhey can. Arms and elbows should stick to the

body and hands should be lifted as palms look-
ing to the floor.

The leader explains that they will be singing
o/ong to a tongue twister as fhey dcmce,
i//usfroﬁng the dance

Tongue Twister: A-ram-sam-sam | a-ram-sam-
sam (fingers open and c/ose, imitating a bird's
beak) / glu-glu-glu-glu-sam-sam-sam (arms are
Hctpped oround, imitating a bird’s wings) /yrics
are repeofed twice.

A-ra-mi a-ra mi (hips move from right to left
twice). / glu-glu-glu-glu-sam-sam-sam (arms are
f/oppec/ oround, imitating a bird's wings).

After the i//usfrctfion, everyone joins in. At the
end of the first round, the tempo gets fosfer,
progressive/y gefting even faster with each fol-
/owing round.

* Kk k Xk ¥

ENERGIZER

CANLANDIRICI

ARRABICA (AFRIKA
“GUNESE DAVET” DANST)

Amace: Etkinlik 8ncesinde katilimcilari canlandir-
mak.

Katilimer Sayisi: En az 5 kisi - En ¢ok 20 kisi.

Geregler: -
On Hazirlik: -
Siiresi: 15 dk.

Oynanma Asamalari ve Yénergeleri: Herkes
kamerasindan birkag adim uzaklagir ve ekranda
fam boy gérUnecek §eki|de oyokfo durabilecek-

leri bir yere gecer. Yizler ekrana doniik olmalidir.

Yénetici oyuna bo§|orken bunun ‘yadmur mevsi-
minde glnesi goélrmok icin yapilan bir kabile
dansi” oldugunu aciklar. Yagmurlarin dinip
glnegin ortaya cikmasi icin herkesin uyum icinde
§ork| séy|eyip dans etmesi gerekmek’redir. Ancak
oyun sanal ortamda oynandigindan herkes ken-
dini halka o|mu§ kalabalik bir grup iginde var-
sayarak, saginda ve solunda birer kisi oldugunu
dusinmelidir.

Dans edilirken su sozler séylenir : “Ay zum zum
zum (2 kez) Ay ruri ruri ruri zum zum zum. (1

kez) Ar-raaa-bika . (2 kez).

Devinimler: Eller hece sayisi kadar dizlere vuru-
lurken her vurusta bir hece olmak tizere 2 kez art
arda "Ay zum zum zum” denir.

Ikinci dizenin devinimleri §éy|eo|ir : Sol el yumruk
yopﬂorok cene altinda tutulurken, sad elin isaret
parmagi acik olarak basin tstiinde ¢cay karigtirir
gibi yapilir. Bu sirada 1 kez “Ay ruri ruri ruri zum
zum zum” denir.

UgUncU dizede herkes birbirinin elini tutuyor-
muscasina ellerini iki yana uzatir ve kalcasini
kivirarak “ar-raaa-bika, ar-raca-bika” der.

ARRABICA (AFRICAN “IN-
VITE T0 THE SUN” DANCE)

Goal: To energize the p/oyers before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 15 Minutes

How to play: Every player stands up and backs
up until fhey're fu//y visible on the screen, focing
the camera. The leader explains that this is "A
tribe dance to call the Sun over in rain season.”
For the rains to stop and the Sun to come out,
everyone needs to sing and dance in unison.
Since the game is p/oyed virfuo//y, everyone pre-
tends as if fhey were forming a big circle, with
one person on each side. The leaders is expected
to show the actions as an exomp/e before the

game starts.

These are the lyrics to sing: | zum zum zum,
(Twice) /| ruri ruri ruri zum zum zum (Once) /

Ar-raa-bica (Twice)

Ist action : Both hands hit the knees per spe//,

while singing * | zum zum zum” twice.

2nd action : Left fist stands under the chin and
the rig/’nL hand turns over the head while singing

" ruri ruri ruri zum zum zum’ once.

3rd action : Both arms rise aside like I’)o/dlng the
hand of the next (virtual) persons and shaking
the hips while singing “Ar—rocro—bi/(q ar-raaa-bi-
ka” once.

These actions should follow each other in each
round. The game starts with the first round,
everybody sings and dances as mentioned
above but the sun doesn't appeatr. Then the

DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MiISINIZ?
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Yonetici, bir yandan sozleri séyleyip bir yandan
da yonpﬂoncok devinimleri 6rnek olarak gés’rerdik—
ten sonra oyun basglar.

ik turda herkes ellerini dizlerine vurur, pormok—
larini baginin tizerinde cevirir ve kalcasini kivirir-
ken §or|<|y| s'c'>y|er. Ama glnes glkmoz.

2. turda 6nce eller dizlere vurulur ama pormok-
lar sagdaki sanal kisinin baginin izerinde cevrilir
ve |<o|go kivirihr. Ama glineg glkmcz.

3. turda once eller dizlere vurulur ama parmak-
lar soldaki sanal kisinin basinin tizerinde cevrilir
ve kalca kivirilir. Ama giines ¢ilkmaz.

4. turda once eller sagdaki sanal kisinin dizine
vurulur ve parmaklar bu kiginin baginin tizerinde
cevrilir ve kalga kivirilhir. Ama glnes cikmaz.

5. turda 6nce eller soldaki sanal kisinin dizine
vurulur ve parmaklar soldaki sanal kisinin
basinin tizerinde cevrilir ve kalga kivirilir. Ama
giines ctkmaz.

6. turda eller yine sagdaki sanal kiginin dizine
vurulur ama parmaklar soldaki sanal kisinin
bogmm uzerinde cevrilir ve kalca kivirilir. Ama
giines yine ¢ikmaz.

7. turda eller soldaki sanal kiginin dizine vurulur
ve parmaklar sagdaki kisinin baginin tzerinde
cevrilir ve kalca kivirilir. Ama giines nazlanmak-
tadir ve yine ¢ikmaz.

Bu kez tim hareketler daha hizl olarak yine|enir.

Herkes yorulunca giines cikar.

Yénetici isterse devinimler hizlandirmak
yerine gruba “ne yapmalari gerektigini?”
sorabilir. Katilimailarin yaraticihgina gére
devinimlerin sirasi ve sayisi degistirilebilir.
Gelen &nerilerden biri iizerinde anlagildiktan

sonra herkes bu devinimleri 6nerilen sirada

yapabilir. Ornegin énce kendi dizine vurup, son-

ra soédakinin, sonra soldakinin dizine vurulur.
Parmaklar énce kendi basinin, sonra sagdakinin,
sonra soldakinin (ya da tersi) bagi tizerinde
cevrilir. Kalca 2 yerine 4 kez kivrilabilir.

DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MISINIZ?
WOULD YOU LIKE TO PLAY GAMES AT DIGITAL MEETINGS?

game goes on with different actions.

2nd round : Both hands hit the knees per spe”,
while singing " | zum zum zum” twice. But left
fist stands under the chin of the person on the
righf and the righf hand turns over the head of
the person on the right while singing "I ruri ruri
ruri zum zum zum’ once. Then the 3rd action is
repeated. But the Sun doesn't appear.

3rd round : Both hands hit the knees per spe//,
while singing " | zum zum zum” twice. But left
fist stands under the chin of the person on the
left and the rigfnL hand turns over the head of
the person on the left while singing "I ruri ruri
ruri zum zum zum’ once. Then the 3rd action is
repeated. But the Sun doesn't appear.

4th round : All actions are applied to the person
on the righf. Both hands hits the knees of the
person on the right, per spell while singing "I
zum zum zum’ twice. Left fist stands under the
chin of the person on the righf and the righf
hand turns over the head of the person on the
righf while singing | ruri ruri ruri zum zum
zum” once. Then the 3rd action is repeated. But
the Sun doesn't appear.

5th round : All actions are opplied to the person
on the left. Both hands hits the knees of the
person on the Ieft per spel/, while singing " | zum
zum zum’ twice. Left fist stands under the chin of
the person on the left and the rigl’)f hand turns
over the head of the person on the left while
singing | ruri ruri ruri zum zum zum’ once.
Then the 3rd action is repeated. But the Sun
doesn't appear.

6th round : Both hands hit the knees of the
person on the right once per word, while singing
‘| zum zum zum” twice. But left fist stands under
the chin of the person on the left and the righf
hand turns over the head of the person on the
left while singing "I ruri ruri ruri zum zum zum’
once. Then the 3rd action is repeated. But the
Sun doesn't appear.

7th round : Both hands hits the knees of the
person on the left per spell while singing " |

ENERGIZER

CANLANDIRICI

zum zum zum’” twice. But left fist stands under
the chin of the person on the righf and the righf
hand turns over the head of the person on the
right while singing "l ruri ruri ruri zum zum zum’
once. Then the 3rd action is repeated. But the
Sun doesn't appear.

On the second tour, all the moves are repeofed
faster and finol/y the sun rises and the game
ends.

PROPOSAL

DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MiISINiZ?
WOULD YOU LIKE TO PLAY GAMES AT DIGITAL MEETINGS?

Y3IZIDYIN3T

3



IDIAIANVINYD

T|

ATYARIL

Amace: Etkinlik 8ncesinde katilimeilari canlandir-
mak.

Katilimer Sayisi: En az 5 kisi - En ¢cok 20 kisi.

Geregler: -

On Hazirhk: -
Suresi: 5 dk.

Oynanma Asamalari ve Yénergeleri: Bu oyun
bir at yarigini temsil etmektedir. Katilimei sayisl
kadar atin bir hipodromda yarighigi varsayil-
malhdir. Oyuna bo§|omoo|on once ydnetici dnce
oyun sirasinda verecedi komutlarda neler yapil-
masi gerektigini og|k|or. Herkes verilen komutu
ayni anda yerine geﬂrmek zorundadir.

“Isin” komutunda herkes serbest olarak ellerini
dizlerine ister hizli ister yavas vurarak yarisa
hazirlanir.

“Siraya gir” komutunda herkes 6ne egilip ellerini
dizinin tzerine koyor.

“Bagla” komutuyla eller dizlere vurularak kosu
sesi cikarilir.

“Sola déniis” komutunda eller soldaki sanal
kiginin dizlerine vurulur.

“Saga déniig” komutunda eller sagdaki sanal
kisinin dizlerine vurulur.

“Engel” komutunda 1 kez, “cift engel” komutunda
2 kez ziplanir.

“Basin tribiinii” komutunda herkes saga bakarak
el sallar.

“Son 100 metre” komutunda herkes ellerini
dizlerine daha hizli vurmaya baslar.

“Bitis” komutunda dize vurma hizlari yavaslar ve
durur.

* ok k Xk %
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HORSE RACE

Goal: To energize the p/oyers before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 5 Minutes

How to play: This game imitates/replicates/
represents a horse race. It must be assumed that
there are one horse per p/oyer in the racetrack.
Before the game starts, the leader exp/oins the
commands to the p/oyers. Everyone is expecfec/
to follow fﬁrough at the same time. Since the
game is p/oyeo’ virfuo//y, everyone prefends as

if fhey were forming a line, with one person on
each side.

At the "Warm-up” command, everyone hits their
knees at their desired pace, warming up for the
race.

At the ‘Get in line” command, everyone leans
down and puts their hands on their knees.

At the ‘Start” command, everyone hits their
knees, as if fhey were running.

At the Turn left’ command, everyone hits the
knees of the (imoginory) person to their left.

At the "Turn right” command, everyone hits the
knees of the (imaginary) person to their right
At the "Hurdle” command, everyone jumps once,
at "Double hurdle” everyone jumps twice.

At the "Press tribune” command, everyone
waves their hand to the righf side and smiles.
At the "Last 100 meters” command, everyone
hits their knees faster.

At the "Finish” command everyone slows down

and stops.

* %k k &k ¥

MEYDAN OKUMA

Amace: Etkinlik 8ncesinde katilimecilari canlandir-
mak.

Katilimer Sayisi: En az 5 kisi - En ¢ok 20 kisi.
Geregler: -

On Hazirhk: -

Siiresi: Ortalama 5 dk. Katilimei sayisina gore
stire uzayabilir.

Oynanma Asamalari ve Yénergeleri: Herkes
kamerasindan biraz uzaklagir ve ekranda belden
yukor|5| gérUnecek §el<i|de oturur. Yizler ekrana
donik olmalidir.

Yénetici gruptan birisinin ismini séy|er ve yaptigi
basit bir devinimi, mimigi ya da sesi yine|eme—
sini ister. Orne@in bagini kagir. Ismi sdylenen kisi
(yoneticinin ismini soyleyerek) ... istedi ben
yaptim” deyip devinimi yineler. Sonra kendisi
gruptan bir bogkosmm ismini séy|eyerek bir
bo§ko devinim yapar ya da ses glkorlr ve sectigi

kisiye seslenerek "..... sen de bunu yap” der.

Oyun b(’jy|e sirer ve ilk tur tamamlanir. Ikinci
turda herkes kendisinin yopobi|ip bir bogkosmm
yapamayacagini digtindigini bir devinim
yapar ya da ses cikarir.

* %k k &k &

DARE

Goal: To energize the p/oyers before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: Approximately 5 minutes can be
extended if needed dependimg on the amount of
players.

How to p’ay: Every ployer backs up until Theylre
visible on the screen from the waist and up,
facing the camera. The leader (Ali) calls out a
p/oyerls name, and dares them to copy an act,
mimic, or a sound that fhey made. For exomp/e,
scratching their head and by saying “Leyla, can
you do this?".

The chosen player (Leyla) imitates the leader’s
act, mimic, or sound while saying "Ali dared me
to scratch my hair and | did.” Then, they call out
another player’s name, "Ayse can you do this?’
doing another act/mimic/sound.

After the first round everyone begins doing act/

mimic/sounds that f/’)ey think the person fhey/re
choosing can't copy.

* &k &k k ¥k
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GULUMSE BANA

Amace: Etkinlik 8ncesinde katilimeilari canlandir-
mak.

Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.
Geregler: -

On Hazirlik: -
Siresi: Ortalama 5 dk.

Oynanma Asamalari ve Yénergeleri: Gruptan
bir |<i§i ebe secilir. Ebe secilen, gruptan birisinin
ismini séy|er ve ylUz ylze

imiscesine kameraya bakarak komik mimik ve
devinimlerle "Giilimse banaaaa” der. Sectigi

kisi de gtlmemeye calisarak “Evet sen cok
tatlisin ama beni gilimsetemezsin” demelidir.

O konugurken ebe de konugsmayi strdirir ve
gildirmeye go||§|r. Gilen ebe ile yer deg“;ig‘ririr.
Giilmezse ebe baskasina gider.

* %k k k ¥k
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SMILE FOR ME

Goal: To energize the p/oyers before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: Approximately 5 minutes

How to play: One player is chosen to be 'it.”
The chosen player calls another player’s name
out, and looks into the camera as if they were
face to face, saying ‘smile for me” as they make
a funny face or an act. The player who is called
out attempts to say "Yes you are cute, but you
can't make me smile.” without smiling. The player
who was chosen first is free to try and make the
other p/oyer /ough as fhey are speoking. If the
second player laughs, they become ‘it.” If they
don't, the first ployer fries again with another
player.

* &k k k ¥k
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BODOYLEEE, BODOYLEEE,
BOOOYLEEE...

Amace: Etkinlik 8ncesinde katilimeilari canlandir-

mak.

Katima Sayise: En az 5 kisi - En cok 20 kisi.
Geregler: -

On Hazirlik: Yonetici oyundcm once, yonerge-
lerdekine benzer 10 tane davranigi / devinimi
belirlemelidir.

Siiresi: 5 dk.

Oynanma Asamalari ve Yoénergeleri: Yonetici
herkesin yaptidi ey|emi yine|emesini ister. Sc’jy|e-

diéi o|c1y|or|, ey|em|eri ile g(‘jrse||e§‘ririr.

Komsumdan bir sey isterken kapisini calarim:
"Boooyleee, Boooyleee , Bovoyleee..”

Bir kedim var , onu boyle severim: "Bossyleee,
Boooyleee, Boooyleee...

Giymeden 6nce mutlaka oyokkob||or|m|
fircalarim: "‘Boosyleee, Bosoyleee, Bovsyleee..”

Her sabah bir bardak cay icerim: "Bssosyleee,
Boooyleee, Boooyleee..".... vb.

* %k k Xk ¥k

[IKE THIIITTTIIIIIS, LIKE
IRIIIITITIIIINS, LIKE
IRIIIIIITIIIILS

Goal: To energize the p/oyers before an activity.

Amount of players required: Min 5 - Max 20

Materials needed: -

Preliminary: Before the game, the leader must

prepare 10 acts like the ones in the example.

Duration: 5 Minutes
How to play: The leader asks everyone to mir-

ror their actions. Tl'rey act the actions that fhey
are saying.

* %k k &k ¥k
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SESINT BULMACA

Amacr: Etkinlik 8ncesinde katilimcilari canlandir-
mak.

Katilimer Sayisi: En az 5 kisi - En ¢ok 20 kisi.
Geregler: -

On Hazirlik: -
Siiresi: En az 5 dk - en fazla 15 dk

Oynanma Asamalari ve Yénergeleri: Oyun
éncesinde yonetici her 2 kisiye 1 hayvan denk
gelecek sekilde katilimcilara ses ¢ikaran bir hay-
van ismini 6zelden yazar. Herkes hongi hoyvom
oldugunu sgrendikten sonra ‘basla” komutu ile
herkes adini aldigi hayvanin sesini cikararak esini
bulmaya caligir.

Opyuncularin istegine gore , esler degistirilerek
oyun uzatilabilir,

* Xk k k ¥k
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MATCHING SOUNDS

Goal: To energize the p/ctyers before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: Min 5 - Max 15 minutes

How to play: The leader assigns one animal

- that is vocal - per two p/oyers, direct
messaging everyone their animal on the chat
box. After everyone receives their cmimo/, the
leader starts the game with a ‘Startl” Then
everyone begins making the sound of the animal
that fhey're given, trying to find the other p/oyer

with the same animal sound.

The game may be rep/oyed with different pairs,
if the participants wish.

* &k k k ¥k
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CANLANDIRICI

AGLA, GUL, KONUS,
BAGIR, SUSSSS!

Amace: Etkinlik 8ncesinde katilimeilari canlandir-
mak.

Katilimar Sayisi: En az 5 kisi - En cok 20 kisi.

Geregler: -

On Hazirhk: -
Suresi: En az 5 dk.

Oynanma Asamalari ve Yénergeleri: Yonetici,
herkesten verecegi komutlara gore davranmasini
ister ve karigik olarak "Agla, giil, sus, yiikses sesle
konus, bagir, ciglik at” vb. komutlar verir. Ancak
"Sussss” dediginde herkes aninda susmalidir. Sus-
mayan 1 eksi puan alir. 10. “Susss” komutundan
sonra en az eksi puani olan oyunu kazanir.

* %k k &k &

CRY, LAUGH, SPEAK,
SHOUT, QUIET

Goal: To energize the ployers before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: Min 5 minutes

How to play: The leader asks everyone to act
occordmg/y to their commono’s, and gives the
‘cry, laugh, quiet speak loudly shout yell” etc.
command. Every p/oyer should stop fct”(ing
immediately at the ‘quiet” command, as the last
one fo sftop will receive a minus 1 point. After the
10th ‘quiet” the player with the least amount of
negative points, wins.

* %k k Xk ¥
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MEYVELERLE ITPLAMA

Amace: Etkinlik éncesinde katilimeilari canlandir-
mak.

Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.
Geregler: -

On Hazirhk: -
Siresi: 5 dk.

Oynanma Asamalari ve Yénergeleri: Herkes
kamerasindan birka¢ adim uzaklagir ve ekran-
da tam boy g(’jr[jnecek §eki|o|e oyokfo durabi-
lecekleri bir yere gecer. Yiizler ekrana doniik,
ayaklar bir birine bitisik olmalidir. Yonetici énce
yop||ocok devinimleri kendisi gosterir.

Komutlar ve eylemler su sekilde olmalidir:

* Elma >>>>1adim one,

* Ayva >>>> 1 adim arkaya,

+  Kiraz >>>> 1 adim sadaq,

¢ Cilek >>>> 1 adim sola sicranir. Bu asama
gegi|dik+en sonra yeni yonergeler gelir.

+  Kavun >>>> Herkes 90 derece sada déner,
yani "Kavun” dan énce baktigi yéne sol kolu
denk gelmelidir.

+  Karpuz >>>> Herkes 90 derece sola doner,
yani "Karpuz" dan énce baktigi yone sad
kolu denk gelmelidir.

e Muz >>>> Herkes 180 derece saga doner,
yani ‘Muz" dan 6nce bokh@ yone sirti denk
ge|me|idir.

o Erik >>>> Herkes 360 derece saga doner.
Yani kendi cevresinde tam bir dontis yapip
ayni konuma ge|ir.

Ik 2 asama oyunda yapilacaklarin 6grenilmesi
asamasidir. Son asamada yonetici ilk ve ikinci
asamadaki komutlari karigik ve hizli olarak soyle-
meye bo§|or. Komutlar 5|k|o§hkgo korgo§o artar.

* %k k k ¥k

DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MISINIZ?
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JUMPING/DANCING
WITH FRUITS

Goal: To energize the ployers before an activity.
Amount of players required: Min 5- Max 20
Materials needed: -

Preliminary: -

Duration: 5 Minutes

How to play: Every player backs up until they're
fu//y visible on the screen, fctcing the camera,
feet fogefher. The leader shows the acts first.

Commcmds ond acts are as I(O”OWS.‘

e Apple >>>> 1 step forward,

e Quince >>>> 1 step back,

e Cherry >>>> I step to the right,

e Strawberry >>>> 1 step to the left. After
a practice round with fhese, a new set of
commands are added.

e Melon >>>> Turn 90 degrees to the rig/n‘

e Watermelon >>>> Turn 90 degrees to the
left

e Banana >>>> Turn 180 degrees to the right

e Plum >>>> Turn around in a circle from the
rig/'rf side.

After another practice round with the new com-

mcmds, the leader begins giving commands ran-
dom/y and gets faster over time. Chaos ensues.

* Kk &k Xk %k

ENERGIZER

CANLANDIRICI

L]
[ [

LLIMTLZLE

Amace: Etkinlik 8ncesinde katilimecilari canlandir-
mak.

Katilimer Sayisi: En az 5 kisi - En ¢ok 20 kisi.

Geregler: -
On Hazirlik: -
Suresi: 3 dk

Oynanma Asamalari ve Yénergeleri: Yone-
tici, sagd avucunu acarak bilgisayar kamerasinin
hizasinda tutar ve sonra elini farkls yonlerde
oynatir. Katilimeillar ilk furda go'z|erini, bir sonra-
ki turda bo§|or|m elin gittigi yone gevirir|er. Son
turda herkes sag elini ekrana tutar ve eller hep
birlikte devinir.

Yénetici oyunu uzatmak isterse tek ya da iki
elinin pormoHorlm §|k|o+orok, el gwporok, bunlar
yoporken de ellerini sada sola oynoﬁorok oyunu
strdurebilir. Oyuncular da onun yaptiklarinin
aynisini yaparlar.

* &k &k k ¥k

WATCH MY HAND

Goal: To energize the p/oyers before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 3 Minutes

How to p’ay: The leader opens up their righf
hand up to the camera -their po/m focing the
camera- and moves their hand in different direc-
tions. The p/oyers follow the hand with their eyes
in the first round, then with their whole face in
the second. In the third and final round, every-
one follows the leader’s hand with their own

hand.

If the leader chooses to do e} the game can
continue on with the leader clopping, snapping
their fingers and odding other various actions
for the p/oyers to follow.

* %k k k ¥k

DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MiISINIZ?
WOULD YOU LIKE TO PLAY GAMES AT DIGITAL MEETINGS?

3



Q)
>
z
Z
>
z
=
=J
®

]

1, 2,3 SAYMACA

Amace: Etkinlik éncesinde katilimeilari canlandir-
mak.

Katilimer Sayisi: En az 6 kisi - En cok 20 kisi.

Gereg|er: Ozel bir gerecg gereksinimi yokfur
ancak isteyen oyuncu|or o an tzerlerinde olan

§op|<o, géz|uk, bandono, vb. gereg|eri kullanabilir.

On Hazirhk: Yonetici katilimailar, i|<i§er |<i§i|i|<
odalara ayirmak igin hazir olmalidir. Isterse
kisileri ortak ozelliklerini / farklihklarini gézeterek
kendisi onceden eglestirebilecegi gibi isterse
rastgele eslestirme yéntemini secerek oyunun
bogmdo da yopobi|ir.

Siiresi: En az 5 dk. - en fazla 15 dk.

Oynanma Asamalari ve Yénergeleri: Herkes
kameranin kor§|smc1 geger ve yalnizca adiny,
yasini ve yo§oc||§| yeri s<'jy|eyere|< kendini kisaca
tanitir. Bu kisa mmgmodon sonra, katilimailardan
ayakta durabilecekleri, ekranda tam boy ola-
rak g(’ernebi|ece|<|eri ve g(‘js‘reri|en devinimleri

roho’rgo yapabilecekleri bir yere gegme|eri istenir.

Yonetici “herkesi ikiserli eslestirerek bir odaya
yollayacagini ve oyunu kendi aralarinda oynaya-
caklarini” og|k|or ve sureyi bildirir. Ancak yoneti-
cinin e§|eri odalara yo||omodon énce, herkesin
kurali iyi anlamasi icin katilimcilardan bir gonilli
ile bir tur oynamasi énerilir.

Oyunda, esler sirayla ve 6 kez art arda 3'e ka-
dar sayarlar.

Ornek: Ali ile Ayse eslesmisse;

Ali>>1 Ayse>> 2 Ali>>3 /
Ayse>>1 Ali>> 2 Ayse>>3 /
Ali>>1 Ayse>> 2 Ali>> 3

Ayse>>1 Ali>> 2 Ayse>>3 /
Ali>>1 Ayse>> 2 Ali>>3 /
Ayse>>1 Ali>> 2 Ayse>>3 /

DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MISINIZ?
WOULD YOU LIKE TO PLAY GAMES AT DIGITAL MEETINGS?

L, 2,3, CouNT

Goal: To energize the p/oyers before an activity.
Amount of players required: Min 6 - Max 20

Materials needed: Although not necessarily
required, the p/oyers who have g/osses, hcn‘s,
bandanas etc. on them at the time, are allowed
to use these items.

Preliminary: This game needs Zoom's breakout
rooms feature. The leader should be prepared
to separate the p/oyers into groups of two. They
can use the random option or choose the pairs
depending on their similarities/differences.

Duration: Min 5 - Max 15 minutes

How to play: Every player introduces them-
se/ves, mentioning on/y their name, age and
where fhey live. Then, everyone backs up until
fhey/re fu//y visible on the screen. The leader ex-
plains "Everyone will be sent to breakout rooms
in groups of two and will p/oy the game tfoget-
her” and mentions the time limit. However, it is
encourogec/ that the leader p/oys this game with
a volunteer first to make sure everyone under-
stands the game.

To ploy the game, the pairs count to 3, one by

one, 6 times in turns.

For example, if Ali and Ayse were a pair:

Ali>>1 Ayse>>2 Ali>>3 /
Ayse>>1 Ali>>2 Ayse>>3 /
Ali>>1  Ayse>>2 Ali>> 3 /
Ayse>>1 Ali>>2 Ayse>>3 /
Ali>>1  Ayse>>2 Ali>>3 /
Ayse>>1 Ali>>2 Ayse>>3

If there's a mistake the person who made the
mistake corrects themselves and the game
continues. After 6 rounds of counting, the pair

ENERGIZER

CANLANDIRICI

§o§|r0n doéru saylyl sc’jy|eyerel< oyunu surdurdr.
Bu sekilde 6 tur donuldiikten sonra, ikinci asa-
maya gegi|ir. 1 demek yerine bir devinim yop|||r,
érnedin el cirpilir ve 6 tur boyle doniilir.

Ali>> El cirpar Ayse>> 2 Ali>> 3/
Ayse>> El cirpar Ali>> 2 Ayse>>3 /
Ali>> El cirpar Ayse>> 2 Ali>> 3 /
Ayse>> El cirpar Ali>> 2 Ayse>>3 /
Ali>> El cirpar Ayse>> 2 Ali>>3  /
Ayse>> El cirpar Ali>> 2 Ayse>> 3

UgUncU ogomodo, 1 yerine el glrplhrken, 2 demek
yerine farkli bir devinim yop|||r, ornegdin pormok
stklatilir. Dérdiincii asamada, 1yerine el cirpilir, 2
yerine pormok §||<|cm||rl<en, 3 demek yerine daha
farkli bir devinim yapilir, 6rnedin sag ayakla
yere vurulur. Her oyuncu fiziksel zor|ugju o|moycm
ve esinin de ko|oyco yopobi|ece§i bir devinimi
segmekfe ézgijrd(jr‘ Orne(jin yerinde ziplayabilir,
elini so||oyobi|ir, ylzlne komik bir §eki| verebilir,
kendi ¢evresinde donebilir, vb.

(0YUN SONRAST

decides on an act to do, instead of saying ‘One”.
For exomple,- clopping - then 6 rounds go with
clapping instead of one.

Ali>> Claps  Ayse>>2 Ali>>3 /
Ayse>> Claps  Ali>>2 Ayse>>3 /
Ali>> Claps  Ayse>>2  Ali>>3 /

Ayse>> Claps  Ali>>2 Ayse>>3 /
Ali>> Claps  Ayse>> 2 Ali>>3 /
Ayse>> Claps  Ali>>2 Ayse>> 3

After that, "“Two" is replaced by another act,

for exomple; snapping. After another 6 rounds
‘Three"is also replaced with an act, for example;
stomping on the ground with your righf foot.
The ployers are encouroged to choose acts that
wouldn't be difficult for their partners to do.

POST GAME

When everyone is back in the main session, the
leader can invite ‘the pair/s who think that their
acts was the funniest” to showcase their counting.
If no pair volunteers, the group can move onto a
new game - or if there's time, the leader can ask
everyone to do so.

DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MiISINiZ?
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10°DAN GERIYE SAYMA

Amace: Etkinlik 8ncesinde katilimeilari canlandir-
mak.

Katilimer Sayisi: En az 5 kisi - En ¢cok 20 kisi.

Geregler: -

On Hazirhk: -
Siresi: Ortalama 3 dk.

Oynanma Asamalari ve Yénergeleri: Herkes
kameranin korglsmdo tfam boy olarak gorunecegi
bir yere gegip yoneticiden gelecek yonlendirme-
leri ayakta durarak bekler. Yonetici “cesitli devi-
nimlerle 10'dan geriye sayacaklarini ve herkesin
ayni anda devinmesi ve yiiksek sesle saymasi
gerektigini” soyler.

Sirayla su devinimler yapilir. Once sa§ el 10
kez yukaridan asadiya dogru, elindeki bir seyi
silkeliyormus gibi sallanir ve her keresinde 10, 9,
8,7,6,5, 4,3,2 1 denir. Sonra ayni devinim sol
elle yapilir ve sayilar 10'dan geriye yiiksek sesle

sayilir.

Sonra énce sagd ayak sonra sol ayak havaya
ko|d|r|||p bir seyi oyok|o itiyormus gibi sallanir
ve her keresinde 10, 9, 8,7, 6, 5, 4, 3, 2, 1 diye
sayilar 10'dan geriye yiiksek sesle sayilir.

Sonra sad el 10 kez sag kalcaya vurulur, sonra
sol el 10 kez sol kalcaya vurulur. Ik tur bitmis

OlUI’.

Bundan sonra ayni devinimler 5|roy|o yine|enir
ama her keresinde baglangi¢ sayisi 10'dan geriye
dogru bir azaltilir. Yani énce 9, 8,7, 6, 5, 4, 3,
2, 1 diyerek 9'dan geriye, sonra 8,7, 6,5, 4, 3, 2,
1 diyerek 8'den geriye, en son 2, 1 diyerek 2'den
geriye sayilir ve son olarak da yalnizca 1 sayilir.

* %k k k ¥k
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 COUNTING BACK FROM 11

Goal: To energize the ployers before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: Approximately 3 minutes

How to play: Everyone backs up until they're
fu//y visible on the screen, fo//owing the leader’s
actions and counfing olong.

The first action is to shake your hand upsic/e
down while counting back from 10 as 10 9 8 7,
6,543 21

The second action is the same fhing with the left
hand. Then the righf foof, then the left foof, and

then everyone hits their righf hip ten times, then
the left hip. With fhof, the first round ends.

Every other round has the same moves, but the
number you're counting back from decreases

by | every round. For exomp/e for the 8th round
every action would be done fwice, and the group
would be counfing back from two.

* %k k k k¥

ENERGIZER

CANLANDIRICI

\TMIK EL CTRPMACA

Amace: Etkinlik 8ncesinde katilimecilari canlandir-
mak.

Katilimer Sayisi: En az 5 kisi - En ¢ok 20 kisi.
Geregler: -

On Hazirhk: -
Siresi: 5 dk.

Oynanma Asamalari ve Yénergeleri: Yonetici
katilimailardan ellerini grporok tutacagdi ritmleri
yinelemelerini ister. Tumiyle do@ogbmo olarak
ellerini birbirine vurarak degisik sesler ¢cikarir.
Katilimeilar da onun ardindan ayni ritmi yine|er.
Her katilimer sirayla istedigi bir ritmi o|u§Jrurur
digerleri onu yineler.

* %k k k ¥k

RHYTHMIC CLAPPING

Goal: To energize the p/oyers before an activity.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 5 Minutes

How to play: The leader asks the players to
follow the rhyfhm that fhey set, then c/ops their
hands in various ways to make some noise, the
players clapping along. Then one by one, every

p/oyer gefs to set a rhyfhm for everyone to
follow.

* Kk k k ¥k
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SULTAN - CENGAVER -
LDERHA

Amace: Etkinlik 8ncesinde katilimcilari canlandir-

rno|<.

Katilmar Sayis: En az 5 kisi - En cok 20 kisi.
Takimlarin esit soy|do olmasi icin ‘rop|om katilim-
ci sayisinin cift olmasi gereklidir.

Geregler: Bu oyun Zoom'un odalar &zelligine
ih‘riyog duyar.

On Hazirhk: -
Siresi: 20 dk.

Oynanma Asamalari ve Yénergeleri: Bu oyun
herkesin bildigi Tas-Kagit-Makas oyununun
benzeridir. Takimlar belirlenmeden 6nce katilim-
cilarin ortak karari ile her bir karakter icin bir
devinim ve bir ses belirlenir. Orne@in, Sultan
‘heeeey” diye bagirir ve ellerini cirpar, Cengaver
“caaarrrttt’ diye badirir ve ekrana dogru kafa
iki yana agar, gibi. Ancak bunlari hazir olarak
vermek yerine oyuncu|or|n hoyo| gucune birak-
mak ve onlarin ortaklasa kararlastirdigr ses ve
devinimleri kullanmak daha iyi olur. Sesler ve
devinimler ne kadar komik olursa oyun o kadar
zevkli olur.

Sesler ve devinimler ortaklasa kararlastirildik-
tan sonra yonetici grubu ikiye ayirir ve takim-
lar kendilerine bir isim secerler. Sonra yénetici
takimlari kendi odalarina yo||or. Odalarinda her
takim 1 dakika iginde di@er grubo kor§| hcmgi
karakteri canlandiracadini kararlastirirlar. Ana
ekrana dénmeden énce herkes kendi adini grup
adi ile degistirmelidir.

26 DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MISINIZ?
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KING - KNIGHT -
DRAGON

Goal: To energize the p/oyers before an activity.
Amount of players required: Min 5 - Max 20

Materials needed: This game needs Zoom's
breakout rooms feature.

Preliminary: -
Duration: 20 minutes

How to play: This game is a reimogined version
of rock-paper-scissors. Before being separated
info groups, the p/oyers decide on a sound and
an action for each character.

For example:

The King: Players yell "Heeeeeeeeeey!” and clap
their hands.

The Knight: Players yell "‘Cacaaaaaart!” and
headbutt the screen.

The Dragon: Players yell ‘liiiiiiiiiiiiiiil” and open
their arms to the side.

It is preferred that the leader lets the ployers
choose the actions and souncls, while encou-
raging the p/oyers to choose si//y options, as it
makes the game more fun.

After all actions and sounds are decided, each
teams choose a name. Then the leader sends
the teams into their breakout rooms to decide
on their character with its action and sound for
the first round, in 1 minute. Before returning to
the main room, each p/oyer should rep/oce their
name with the teams name.

ENERGIZER

CANLANDIRICI

Kurallar §6y|ec|ir:

Sultan: Cengaveri yener
Cengaver: Ejderhayi yener
Ejderha: Sultani yener.

Takimlar odalarindan ana ekrana doéniince
yonetici 3'e kadar sayar. 3 dediginde her takim
koror|o§’r|rd|§j| karakterin devinimini yapar ve
sesini cikarir.

Her turdan sonra takimlar yeniden odalari-

na giderek bir sonraki turda hongi karakteri
segeceHerini koror|o§’r|r|r|or. Ovyun ‘rop|om 5
kez oynanir ve her turda kazanan 1 puan alir.
Toplam 3 puan alan takim oyunu kazanir. 5. tur
sonunda beraberlik olursa bir taraf kazanana
kadar oyun surer.

* &k &k k ¥k

The rules are as below:
King ->Defeats Knight
Knight -> Defeats Dragon

Dragon -> Defeats King

When both teams have decided on what fhey
will do, fhey return to the main session and the
leader counts to 3 and the teams make the
sound and the action that fhey had decided on.

After every round the teams go back to their
breakout rooms to choose their next character.
The game goes on for 5 rounds, and the team
who gets to 3 points wins. If both teams choose
the same chorocfer, no one gefs a poinft. Then a
new round is p/oyed.

* %k k k ¥k
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CANLANDIRICT -
ENERGIZER - INFORMATIVE

Doktor Der ki.. / Doctor Says 30

ENERGIZER - INFORMATIVE

CANLANDIRICI - EGITICI
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DOKTOR DER KL...

Amace: Bu oyun bir canlandirici olarak oynana-
bilecegi gibi, vzellikle kiictik yastaki cocuklar icin
eglendirici bir egitici oyundur. Yonetici isterse ilk
turdan sonra yonetimi cocuklardan birine vere-

bilir.
Katilimer Sayisi: En az 5 kisi - En ¢cok 20 kisi.
Geregler: -

On Hazirhk: -
Suresi: 5 dk.

Oynanma Asamalari ve Yénergeleri: Herkes
kamerasindan bir kag adim uzaklagir ve ekran-
da tam boy gériinecek §eki|de ayakta durabi-
lecekleri bir yere gecer. Yiizler ekrana doniik,
oyok|or bir birine bifigik olmalidir. Yonetici once
yapilacak devinimleri kendisi gosterir. Komutlarla
yop||ocok devinimler §un|oro||r:

Komut: Doktor der ki “maskeni tak”

Devinim: El ayalar yize bakacak sekilde, orta
parmaklarin uglari burun hizasinda birbirine
deddirilir, sonra ellerle yiz kapatilir. Bas parmak-
lar kulaklarin arkasinda tutulur.

Komut: Doktor der ki “sag kola hapsir”
Devinim: Sag dirsedin i¢ kismina hapsirilir.

Komut: Doktor der ki “sol kola hapsir”
Devinim: Sol dirsegin ic kismina hapgirilir.

Komut: Doktor der ki “ellerini sabunla”
Devinim: Sag elle musluk aciliyormus gibi
yop|||rl<en sol elle sabun alinir. Sonra eller birbiri
tzerinde sada sola gezdirilir. 3-4 kez yinele-
meden sonra musluk kopohhr. Burada yonetici
“sabunlanirken ellerin islak olmasinin yetecegini,
suyu bo§o harcamamak icin mus|u§u kopo’rmok
gerektigini” soylemelidir.

DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MISINIZ?
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DOCTOR SAYS

Goal: This game can be p/ayed as an energizer,
however - especio//y with young children - is also

very informative.

Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 5 Minutes

How to play: This game is a repurposed version
of "Simon Says". Everyone backs up until they're

fu//y visible on the screen, focing the camera. At
firsf, the leader shows the actions that will follow
the commands.

‘Doctor says: ‘Wear your mask”™ >> The players
cover their mouths and noses with their hono/s,
their po/ms foucl’ring their face and their thumbs
behind their ears.

‘Doctor says: Sneeze to the right” >> The pla-
yers sneeze into their righf elbows.

‘Doctor says: Sneeze to the left” >> The pla-
yers sneeze into their left elbows.

‘Doctor says: ‘Turn the tap on” >>The pla-
yers grob the -imaginary- soap while turning
on an -imaginary- tap with their righf hands.
After everyone wets their lnonds, the leader says
that "When using soap, it is enough to wet your
honds, and you should turn the tap off to save

water. and gives the next command.

‘Doctor says: ‘Turn the tap off” >>The players
turn the fap off.

‘Doctor says: Rub your hands together” >>The
players rub their hands together for 20 seconds,
rubbing their fingers, fingers gaps, their wrists.

ENERGIZER - INFORMATIVE

CANLANDIRICI - EGITICI

Komut: Doktor der ki “sabunu képiirt” >>
Devinim: 20 saniye boyunca eller ovusturulur,
parmaklar diger elin parmak aralarina sokulur,
bilekler di@er el ile sarmalanir.

Komut: Doktor der ki “elini yika” >>
Devinim: Sag elle musluk acilir, eller akan suyun
altinda ovugfurubrok yitkanir.

Komut: Doktor der ki “kurulan” >>
Devinim: Eller askidan alinan havluya kurulanir.

Komut: Doktor der ki “sosyal mesafeni koru”>>
Devinim: El ayalari kargi yéne bakacak sekilde
kollar iki yana acilir.

Bunlarin disinda “yat uyu’, “dik dur’, “derin nefes
al tut”, “diglerini fircala”, “tirnaklarini kes’, vb.
komutlarla oyun surduralebilir.

Yénetici arada bir verdiéi komuta uymayan de-
vinimler yoporok oyuncu|or| §o§|r+obi|ir. Orneéin
kurulan” der ama ellerini yikiyormus gibi yapa-

bilir.

* %k k k ¥k

‘Doctor says: ‘Rinse your hands™ >>The players
turn the tap on again, rinse their hands. Then
turn the tap off"

‘Doctor says: ‘Dry your hands™ >> The players
c/ry their hands on an imaginary towel.

‘Doctor says: 'Keep your social distance” >>
The p/oyers stretch their arms to their sic/es,
po/ms focing the sides.

Apart from fhose, the game can confinue with
commands such as ‘Go to sleep” "Stand upright’
“Take a deep breath hold it” "Brush your teeth”
‘Cut your nails” etc.

The leader may give a command and make a

different action to trick the ployers into moking

a mistake.

* ok Kk Xk %k
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[SIM TANIMLAMACA

Amace: Katilimcilarin birbirlerinin isimlerini
6grenmeleri.

Katilimer Sayisi: En az 5 kisi - En ¢cok 20 kisi.
Geregler: -

On Hazirlik: Yonetici oyun éncesinde herkesi
bi|gi|eno|iri|o, ekrana isimlerinin yansimamasini
saglamalidir. Ekranda ya da katilimeilarinin
uzerinde isim etiketi olmamalidir. Ancak isteyen
isim yerine "XXXX", “YYYY’, vb. anlamsiz simgel-
er yazabilir. Oyun bo§|od|§|no|o yonetici herkesin
mikrofonunu kapar. Oyun sirasinda kime séz
verecekse yo|mzco onun sesini agar.

Siiresi: En az 5 dk. Katilimei sayisina gore sire
uzoyobi|ir.

Oynanma Asamalari ve Yénergeleri: Birbi-
rini tanimayan ki§i|erin o|u§‘rurdu<ju grup|oro|o
isim ezberlemek omouy|o oynanan bir oyundur.
Opyun siiresince eller not almayi 6nlemek icin bas
ustinde kenetlenir. Herkes ismini ayni harf ya da
hecey|e bo§|oyon bir bogko sozciikle tanimlar.
Ornegdin "‘Adim Ahmet rumuzum atletik’, Adim
Fatma rumuzum fasulye” vb. Once yénetici kendi
ismini ve rumuzunu séy|er. Sonraki ki§iyi segmek
icin konugmak isteyenin el kaldirmasini ister ve
elini kaldiran kisinin sesini acar. Herkes bitirdik-
ten sonra isim|er, rumuzlar orQC|||§| ile animsan-
maya caligilir. Ttim isimleri animsayabilecegini
distinen ilk gonilli rumuzlarla birlikte isimleri
séy|emeye g0||§|r4 Onu di@er|eri izler. Isimler
stirekli yine|enece§i icin ko|oy||l<|o ezberlenir.

* %k k k ¥k
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NAME-ADJECTIVE

Goal: To get people to remember each other’s

names.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: Before the game starts, the lea-
der tells everyone to chonge their name on the
screen to something else, like 'XXXX" "YYYY”
efc. Real names shouldn't be visible. When the
game starts, the leader mutes every ployer.

Duration: 5 Minutes can go /onger depenc/ing
on the amount of p/oyers.

How to play: Before the start hands should be
put on the head to prevent writing notes. Every
p/ayer finds an odjecfive that starts with the
same letter of their name. For example: "Athletic
Alice” or "Smart Susan” etc. The game starts
with the leader saying their name and ‘nick-
name” (the adjective) then to choose another
p/oyer, the leader asks the p/oyers to raise their
honds, unmuting the ployer that H'ley choose.
The game continues until every p/oyer has said
their name and an c:c/jecﬁve. After that, the
players, one by one, try to say everyone's names
and odjecﬁves‘ Since the names are repeated

a lot in this game, it will be easier to remember
them.

* %k k k k¥

WARM UP - GROUP DYNAMICS

INTRODUCTORY -
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TANTSMACA

Amac: Katilimailarinin kigise| ozelliklerini birbi-
rine aktararak tanistirmak ve ortak szellikleri
olan kisileri saptamak.

Katimar Sayisi: En az 5 kisi - En cok 20 kisi.
Geregler: A4 boyutunda kagit ve kalem.

On Hazirhk: Yonetici oyun sonunda yapacagi
genel dederlendirme icin, oyun siiresince katilim-
cilarin séy|ec|i|<|erini not almalidir.

Siiresi: Katilimcilarin kendi kagitlarini hazir-
lamalari icin 10 dk. + her bir katilimcinin kendini
tanitmasi icin her birine 2 dk.

Oynanma Asamalari ve Yénergeleri: A4
kd@oh kalemle hem eninin hem de boyunun

tam ortalarindan asagr dogru cizilerek 4 esit
parcaya boltnir. Herkes kagidinin sol tst kage-
sine "kisilik ozelliklerini’, sag ust kdsesine "kegke
diye baslayan ve yapmak isteyip de yapamadig:
seyi’, sol alt kosesine “en sevdigi seyi / kisiyi’, sag
alt kosesine de “en biiyiik hayalini” yazar.

Bitirenler k&dgidin tst orta kismini kalemle delip
kagidi bayrak gibi kameraya dogru sallar.
Top|cmho|oki herkes boyrok so||omc|y0
basladiginda, yonetici sirayla herkesin kagidin-
da yozon|or| grup|o poy|o§mosm| ister. B(’jy|ece

herkes birbiri hakkinda fikir sahibi olur.

Ik konusmaci icin yénetici ‘génilli olan var mi?”
diye sorar ve varsa ilk s6zu o kisiye (ya da kisi-
lerden birine) verir. Yoksa kendisi birini segebihr,
bunu yapmak icin de “Sol alt késeye 'En cok
oyuncaklarimi / babami / képegdimi, vb. sevi-
yorum’ yazan varsa o baslasin” ya da “Isminde
4 tane sesli harf olan varsa o baslasin” diyerek
yén|enc|irebi|ir. Sonraki konugmo sirasi igin
benzeri yonlendirmeler yine|enebi|ece<ji gibi bir
onceki konugmoa ile ortak bze||i{ji olan birinin
o|up o|moc||(j| sorulabilir ve s6z hakki ona verilir.

b CORNER
INTRODUCTION

Goal: To get to know each other better.
Amount of players required: Min 5 - Max 20
Materials needed: One A4 paper, a pen

Preliminary: The leader needs to take notes
from the p/oyer’s papers for the evaluation

session.

Duration: 10 minutes for the players to prepare
their papers, then 2 minutes each for them to
talk about it.

How to play: The players draw a plus sign in
the middle of the A4 paper to divide the paper
by 4. Every p/oyer writes their persono/ify traits
on the top left corner, their ‘only if" phrases
(things that they wish to do but don't/can't do)
on the top righf corner, their favorite fhing/per—
son in the bottom left corner, their greatest wish
to the bottom righf corner.

The p/oyers who are done writing will stab their
paper on the middle with their pen and wave it
to the camera like a flag. When everyone’s wa-
ving their f/ogs, the leader one by one asks them
to share the fhings on their papers.

If there are no vo/um‘eers, the leader can choose
someone themselves, or ask ‘Is there anyone who
wrote | love my toys/dad/dog/etc. the most’in
the bottom left corner?” and if there is ask them
to read the rest of their paper. For the next per-
son fo speok, (for exomple if the first person said
that their greatest wish is to go to space) the
leader can ask the group if anyone shares the
same dreom, and if there is, ask them to share
the rest of their paper.
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Ornegin konusan kisi “En biiyik hayalim uzaya
gitmek” demisse, yonetici bir sonraki kisiyi segmek
icin, “ayni hayali paylasan var mi?” diye sorarak
s6z hakkini bu kisiye verebilir.

Deéer|endirme: Yonetici tanitimlar sirasin-

da o|d|@| notlari o|er|eyerel< bir deéer|eno|irme
yaparak sonuglari aciklar. “5 kisi en cok annesini
seviyor”, "6 kisi uzaya gitmek istiyor’, "Herkes
yalandan nefret ediyor”, vb.

Bu oyun gruplasarak oynanacak bir baska

oyundan &nce oynanirsa gruplari olusturmada
kisilerin ortak ozelliklerinden yararlanilabilir.

* %k k k ¥k

Evaluation: The leader, according to the notes
that fhey took c/urr'ng the game, tells the p/o—
yers about the statistics like "5 players love their
mom the most” "6 players want to go to space”
‘Everyone hates lies.” etc.

If this game is p/ayed before a game with

groups, the similarities in interests/traits can be
used to divide peop/e into groups.
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INTRODUCTORY - WARM UP - GROUP DYNAMICS

TANISMA - KAYNASTIRMA - GRUP DINAMI&i

Amace: Top|on‘r| katilmcilarinin karakter
yapilarini ortaya koymak.

Katilimar Sayise: En az 5 kisi - En cok 20 kisi.
Geregler: K&git ve kalem.

On Hazirhk: -

Siiresi: Her bir katilimci icin 5 dakika.
Oynanma Asamalari ve Yénergeleri: Herkes
ko@do adini yazar ve her harfin altina o harfle

bo§|oyon bir ki§ise| éze”ig”;ini yazar. Harfe uy-
gun bir nitelik bulamazsa bos gecebilir. Kagidi

komeroyo gc’jererirken yozd|k|or|m grubo og|k|or.

Eder grup uluslararasi ise isteyen hem kendi
dilini hem de ]ngi|izce'yi bir arada kullanabilir.

Ornegin :
ALI (Turkee) >>>> A: Akilli, L: Laik, I: Tkircikli

ALl (Ingilizce) >>>> A: Active, L: Language
lover, I: Interesting

ALl (Turkce + Ingilizece) >>>> A: Akll,,
L. Language lover, I: lyi

* &k &k k ¥k

WHAT DOES YOUR
NAME SPELLT

Goal: To get to know each other better.
Amount of players required: Min 5 - Max 20
Materials needed: Paper and pen
Preliminary: -

Duration: 5 minutes per player

How to p’ay: Every player writes their name on
their paper, and writes a personct/ify trait (that
applies to them) for every letter in their name (a
trait that starts with that /eﬁer). If there are no
traits that opp/y with that /eh‘er, the p/oyer can
pass that letter then, everyone shows their pa-
pers to the camera, exp/oining one by one. If the
group is Infernofiono/, the p/oyers are allowed to
use their native /onguoge olong with Englisl’z to
find a trait.

For example :
ALI (Turkish) >>>> A: Akilli(smart), L: Laik(sec-
ular) I: Ikircikli(Indecisive)

ALl (English) >>>> A: Active, L:Language lover
| Interesting

ALI (Turkish + Eng/ish) >>>> A Al(t//l(smorf),
L: Language lover I: ’yi(good)

* %k k &k &
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BEKLENTI - KORKU -
KATK

Amaci: Bu oyun uzun siirecek bir toplanti/bu-
lusma/egitim, vb. bir etkinligin ilk adimi olarak
snerilir. Ozellikle birbirini fanimayan ve ilk kez
bir araya ge|en birey|erin o|u§+uro|u@u bir top-
|u|u@un, birlikte katilacaklar etkinlik hakkindaki
duygu|or|n| aktarmalarina yordlmC| olacak bir
oyundur. llk adimda katilimalar tarafindan
belirtilen o|uygu|or, etkinlik sonunda hep birlikte
bir kez daha g(’jzden gegiri|ir ve her bir katilima
tizerinde etkinligin yol actigi etkiler gozlemlenir.

Katilimer Sayisi: En az 5 kisi - En cok 20 kisi ile
her uzun sireli etkinlik oncesi oynonobihr. Onemli
olan her katilimcinin duygularini aktarmasidir.

Gerecler: Kalem, en az 10X10 cm. boyutlarinda
3 farkli kagit (Not defteri sayfasi / A4 kagidi

kesilerek olusturulmus kagitlar, vb.)

On Hazirhik: Yonetici katilimailara en az 10X10
cm. boyutlarinda 3 farkl kagit getirmelerini
dnceden bildirmelidir.

Siiresi: Duygulari kagida yazmak icin toplam 5
dk. + Yazdiklarini okumalari icin her bir katilim-
cya 1 dk.

Oynanma Asamalari ve Yénergeleri: Yonetici
katilimcilara 5 dakika siire vererek, birazdan

(ya da iz|eyen g'L'm|ero|e) katilacaklari etkinlik
hakkindaki beklentilerini / korkularini / katkilarini
ayri kéglﬂoro yozmo|or|m ister. Yazma i§|emi
bittiginde herkes yazdiklarini digerlerine okur.
Sonrasinda asil etkinlige gecilir.

Degerlendirme: Yonetici katilimcilardan
yozo|||<|c1r|m saklamalarini ister ve oyuno|cm sonra
y0p||oco|< ef|<in|i§in sonunda bunlar yeniden
g(’jzden gegiri|ip korkularin gecip gegmedicji,
beklentilerin gerceklesip gerceklesmedigi, kat-
kilarin olup olmadigi degerlendirilir.

¥ ok Kk k %k
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EXPECTATION - FEAR -
CONTRIBUTION

Goal: This game is recommended to be p/oyed
as the first game of a meeting / camp /pro—
gram etc. This game especio//y he/ps a group
of participants that don't know each other -
and are meeting for the first time - to express
their fhoughfs and fee/ings about the program
they're about to join. The thoughts expressed
at the beginning are reevaluated at the end of
the program to observe the difference that the
program made on the participant.

Amount of players required: Min 5 - Max 20

Materials needed: A pen, 3 pieces of paper
(must be at least 10x10cm’s)

Preliminary: The leader must let the players
know to bring their pens and papers

Duration: 5 minutes to write + | minute per
p/oyer to read

How to play: The leader asks the players to
write down their expectations / fears / contri-
butions about the program that fhey will par-
ticipate in for the next hours/days/weeks. The
p/oyers share what fhey wrote with the group.
The leader then asks the ployers to keep these

papers in a safe p/oce, as f/'ley will be reevaluat-

ed at the end of the program.

Reevaluation: At the end of the program, the
papers are read again tfo see if the expectations
were mon‘ched, did the fears affect them and if

they made the contributions that they wished to
do.

* Kk Kk Xk ¥

INTRODUCTORY - WARM UP - GROUP DYNAMICS

TANISMA - KAYNASTIRMA - GRUP DINAMI&i

BEDEN DIl

Amac: Katilimcilari etkinlik éncesi birbiriy|e
kaynastirmak.

Katilimer Sayisi: En az 5 kisi - En ¢ok 20 kisi.
Geregler: -

On Hazirhk: -

Siiresi: Oyunu acikladiktan sonra her bir katilim-
ciigin 2 dakika.

Oynanma Asamalari ve Yénergeleri: Yone-
tici, yazisma tahtasindan (Zoom'da Chat) her
bir kohhmayo bir sozciik ya da bir o|oy yazar
ve bunu hig konugmodon beden dili kullanarak
diger katilimcilara 2 dakika icinde anlatmasini
ister. Ancak kisi anlatacagdi nesneyi / olayi elle-
riyle cizerek tarif edemez.

Ornegin “giines’i anlatmak istiyorsa terledigini
gés’rerebi|ir ama e|iy|e yuvor|ok bir cisim tarif
edemez.

Ornek tanimlar: Giineslenmek, sade dondurma,

elektrik suptrgesiyle temizlik, altin madeni, kulak-
||k, |okomoﬁf, maymun, vb.

¥ ok &k k %k

BODY [ANGUAGE

Goal: To get the group to warm up to each
other.

Amount of players required: Min 5 - Max 20
Materials needed: -
Preliminary: -

Duration: After the game is exp/oinec]l 2
minutes per p/oyer

How to play: The leader private messages an
objedL or an action to per p/oyer and asks them
to describe it, using on/y boc/y /onguoge in 2
minutes. However, the p/oyer is not allowed to
draw the olojedL / act. For exomp/e, if the word
is "Sun” the player can act as if they're sweating,
but can't draw a circle in the sky. The game con-
tinues on until every p/oyer has a turn acting.

Word examples: Sunbcn“hing, vanilla ice cream,

vacuuming, gold mine, eorphones, /ocomoﬁve,
monkey, vb.

* ok &k Xk %k
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ORTAK OZELLIK ZINCIRE

Amace: Grup Uye|erinin ortak ozelliklerini ortaya
koymak.

Katilimer Sayisi: En az 5 kisi - En ¢cok 20 kisi.
Geregler: -

On Hazirhk: -

Siiresi: 5 dk. ( Katilimei sayisina goére siire uza-
yabilir)

Oynanma Asamalari ve Yénergeleri: Herkes
ekran |<or§|smo gegfiéinde, yonetici ellerini siray-
la yukorl kaldirir. Bunu yoporken de kendi ki§ise|
ozelliklerinden ikisini séy|er. Orne@in sol elini
kaldirirken “Kedileri severim’, sag elini kaldirirken
de “Japonya'ya gittim” der. Grupta kedi seven
biri varsa, o kigi de sol elini kaldirir ve ekran-

da gosterir, Japonya'ya giden biri de sag elini
kaldirir ve ekranda gosterir. Hem kedi seven hem
de Japonya'ya gitmig biri varsa, o da yonetici

gibi 2 elini birden kaldirir.

Bu ki§i|er sirayla kaldirmadiklari elleri icin kendi
ki§ise| ozelliklerinden birini soyleyerek o ellerini
kaldirirlar. Bunlara uyon|or da kendi ellerini
kaldirirlar. Séy|enen éze”i@e uyan kimse yokso
yeni bir 6zellik soylenir.

Not: Bazi kameralar goruntuyd ters yansithid
icin yoneticinin ekraninda sag ve sol eller kariga-
bilir. Boyle bir durumda el kaldirmak yerine
parmaklarla 1 ve 2 goésterilerek de oynanabilir.

* %k k k ¥k

DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MISINIZ?
WOULD YOU LIKE TO PLAY GAMES AT DIGITAL MEETINGS?

SIMILARTTY CHAIN

Goal: To find similarities between the members
of the group.

Amount of players required: Min 5 - Max 20
Materials needed: -
Preliminary: -

Duration: 5 Minutes (Can be extended depend—
ing on the amount of p/ctyers)

How to play: The leader raises both of their
honds, fe//ing a fact about themselves for each
hand while doing so. For exomp/e, fhey can say
‘I've been to Japan” while raising their righf
hand and I like cats” while raising their left
hand. If there is someone in the group that also
likes cats, f/']ey will raise their left hcmd, if there
is someone in the group that also has been to
Japan, they will raise their right hand. If there
is someone who both likes cats and has been to
Japan, they will raise both of their hands. Then
the leader chooses one of the p/oyers who had
a hand raised to tell two facts about fhemse/ves,
and the game carries on.

This game can be difficult to p/oy, as some
cameras spin the images and mix a person’s left-
rigl’;f side. If that is the case, the game can be
simp/y p/oyeo’ with raising one and two fingers
for ditferent facts instead.

* %k k k ¥k

D) tAM

Amaci: Katilimeilari birbirlerine fonﬁmok, ortak
ozellikleri bulmak, grubu koynoghrmok

Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.
Gere§|er: Tukenmez ya da keceli kalem

On hazirlik: Yonetici anlatirken 6rnek olarak
gés‘rermek Uzere, oyun dncesinde kendi pormok—
larina D) FAM yazarak hazirlanir.

Siiresi: Oyuncu|or|n dU§Unme ve yazma asamasi

icin 5 dk. + Her bir oyuncu icin 3 dk.

Oynanma Asamalari ve Yénergeleri: Yonetici
daha énceden hazirladigi ve tzerlerinde D-J-F-
A-M harfleri y02||m|§ olan sol elinin parmaklarini
oyuncu|oro gosterir ve onlardan da sol ellerinin
(|<i§i solak ise sagd elinin) pormok ig|erinin en ust
bodumuna D-J-F-A-M harflerini yazmalarini
ister. D: Dreams / Hayaller, J: Job / Is, F: Family
and friends / Aile ve Arkodogbr, A: Adventure

/ Macera - Cilginlik, M: Memory / Ani'yi temsil
etmektedir.

Sonra herkesten; en b[jyuk hoyoh, go||§h§| is (yo
da ileride yopmok ieredi@i meslek), ailesi ve ar-
kodo§|or|, yogod@ bir macera (ya da yaptidi bir
cilginlik) ve kendisini etkileyen bir anisini anlat-

mak tzere hazirlanmasini ister.

Oyunun ilk g('jnUHUsu herhongi bir parmagini
kameraya gostererek o parmaginda yazilan konu-
da kendini tanitir. Izleyen her oyuncu da sirayla
ayni pormok|or|m g(‘jsfererek o konuda kendini
tfanitir.

Yénetici isterse oyunun dizenini deéigririp ilk
gén[j”[jn[jn tim pormok|or|n| gésfererek kendini
tanitmasini izleyenlerin de ayni yolu izlemesini
soyleyebilir. Bir bagka yontem de D-J-F-A-M
harflerinin sirayla degil, herkesin kendi istegine
gore kor|§||< dizende y02||m05|o||r. Anlatirken, ilk
gc’jn'u”u isfedicji parmaktan bo§|or ve izleyenler
de o parmaklarinda hangi harf varsa o konuda
kendini tanitir.

* &k k k ¥k

DI FAM

Goal: To get the group to warm up to each
other.

Amount of players required: Min 5 - Max 20
Materials needed: Ballpoint or felt-tip pen.

Preliminary: The leader should have the letters
D-J-F-A-M on their non-dominant hand'’s fingers

to show as an example.

Duration: 5 minutes for players to write + 3
minutes per p/oyer to talk

How to play: The leader shows their fingers with
D-J-F-A-M written on it and asks the pla-

yers to do the same on their non-dominant
hands. The letters stand for Dreams Job, Family
(and Friends), Adventure, Memory. Then the
leader asks everyone to think about somefhing
to tell for these five categories. Like their grea-
test dream, their job (or dream job), their family
and friends, an adventure that fhey hod, and a
memory that has affected them.

The first p/oyer to volunteer will show one of
their fingers to the camera and talk about the
category written on that finger. Every other
p/oyer then does the same, one by one, the
game ends when everyone talks about all 5
categories.

A/fernoﬁve/y, one person can talk about all five
categories before moving onto the next person.

* %k k &k ¥
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[SIMLERIN ANLAMLART

Amace: Katilimailari birbirine ’romforok, koy—
nastirmak.

Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.
Geregler: -

On Hazirhk: -

Siiresi: Her bir katilimer icin en fazla 2 dk.

Oynanma Asamalari ve Yénergeleri: Yonetici
oyunu bog|o+ocok ilk oyuncuyu belirler ve ondan
adini séyleyip anlamin og|k|om05|m ve o ismin
kendisine neden, n05||, kim tarafindan veri|di§ini
anlatmasini ister. Anlatan kendisinden sonra ge-
lecek kisiyi secer ve oyun herkes konusup kendini
tanitana kadar siirer.

* Xk Xk k ¥k
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NAME MEANINGS

Goal: To get the group to warm up to each
other / get to know each other better

Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 2 minutes max per player

How to play: The leader chooses a player and
asks them to exp/oin the meaning behind their
name, and why, how, by whom, was their name
given. After exp/oining, the p/oyer chooses the

next person, and the game continues until every-

one has exp/oined their name.

* Xk k k ¥k

INTRODUCTORY - WARM UP - GROUP DYNAMICS

TANISMA - KAYNASTIRMA - GRUP DINAMI&i

KIM BILIR!

Amact: Birbirlerini tanimayan (ya da az
taniyan) oyuncular birbirleri hakkinda fikir
yuritme y(’jnJremiy|e Jromghrmok.

Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.
Geregler: Kalem ve A4 boyutunda kagit.

On Hazirhk: Yonetici oyuncularin kégida ¢izme-
lerini isteyecedi gize|geyi ornek olarak gés’rermek
tizere dnceden hazirlamalidir.

Siiresi: Oyuncu sayisina gore dedisir.

Oynanma Asamalari ve Yénergeleri: Herkes
A4 boyutundaki bir kdgidi oyuncu sayisina goére
gizgi|er|e boydan boya bsler ve her bir situnun
en tstiine kendi digindaki kisilerin isimlerini teker
teker yazar. Yénetici soracadi 5 soruya herkesin
ekranda digerlerine bakarak tahmini bir yanit

vermesini ister.

Ornegin yénetici ‘En sevdigi renk / yemek /
hayvan?” dediginde, herkes kendi kagidindaki
isimlerin altina o kiginin verebi|ece@i yaniti tah-
min etmeye calisarak yazar.

Sonra 2. soru gelir. “Tatilde nereye gitmek ister?”
Yanitlar yine tahmin edilerek yazilir. 5. sorudan
sonra yonetici, gruptan herhongi birinin ismini
séy|er ve dig";er|erinden bu kigi icin verdikleri
yom’r|or| komeroyo gésferme|erini ister. lsmi
séy|enen kigi, ekrana bakarak kimlerin doéru
bildigini aciklar. Hic dogru yanit yoksa dogru
yaniti aciklar.

Soru 6rnekleri: Yapmak istedigi meslek? / Tut-
tugu takim? / En sevdigi hobisi? / Yemek yap-
may! biliyor mu? / Burcu ne? / Yurt disina ¢ikti

mi? / Hangi tlkede yasamak ister? / Hig sinifta
kaldi mi? vb.

* Kk k k ¥k

WHO KNOWS!

Goal: To get the ployers who don't know
-or bore/y know- each other to get to know one
other via a guessing game.

Amount of players required: Min 5 - Max 20
Materials needed: An A4 paper and a pen.

Preliminary: The leader must have a chart pre-
pared to show as an example.

Duration: Varies depending on the amount of
players.

How to p’ay: Every ployer draws vertical lines
onto their A4 paper to make co/umns, one per

participant other than themselves and writes a
name at the fop of each column. Then the lea-
der asks them to think about what each person
would answer the questions that will be osked,

then asks them to write their answer on that

person’s column.

For exomp/e, as the first question the leader asks
"What is their favorite color?” The p/oyers try

to guess what each person on the game would
answer, and write their guess on each column.
Then next question comes: "Where do they want
to travel most?” In total 5 questions are asked.

After the last question the leader chooses a
random p/oyer, and asks the group fo reveal
their answers about that p/oyer by s/’rowing the
relevant column to their camera. The p/oyer then
reveals which answers are correct. If none are,

fhey reveal the correct answer.

Question Examples: Dream job? / Sports
team? / Favorite I’]obby? / Can fﬁey cook?/

Astrological sign? / Ever been abroad? / Which
country that they'd like to live in? / Ever failed a

class? etc.

* %k k Xk ¥
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KIM, NE!

Amact: Katilimcilarinin ortak szelliklerini ortaya
cikararak birbirleriyle tanistirmak ve kaynastir-
mak.

Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.
Geregler: K&git, kalem

On Hazirlik: Yonetici oyundo kullanilacak olan
cizimi oyunun boglndo gostermek icin dnceden
hazirlamali ve 20 farkl kisilik 6zelligini onceden
kendi kadgidina yazmalidir,

Siresi: Ortalama 20 dk.

Oynanma Asamalari ve Yénergeleri: Yone-
tici katilimcilardan ellerindeki A4 k&gidini enine
ve boyuna cizerek 20 tane kare olugturmalarini
ister. Kolay cm|o§||m05| icin elindeki 6nceden
hazirladigi 6rnedi gosterir.

Sonra okuyacag kisilik szelliklerini (srnekleri
asagida) sirayla her bir karenin sol ust késesine
yozmo|or|m ister. Oyun bo§|oymco yonetici siray-
lo (yo da kor|§|k o|oro|<) karelerin iginde yOZ||on—
lari okur ve grup iginde bu czelligi To§|y0n|or iki
e|iy|e komeroyo el sallar.

Orneéin: Ye§i| géz|u olan, gitar go|on, bu
toplantiya (yéneticinin oldugu yere gére) en
uzaktan koh|on, evli o|or1, solak o|om, en az 2
yobonm dil bi|en, amuda ko|kobi|en, diggiden
korkan, calgi calabilen, et yemeyen, tam 24
yctgmdo o|cm, her sabah erken ko||<0n, kedisi
olan, ismi "Z" ile baslayan, adi ve soyadinda en
az 6 sesli harf bulunan, vb.

Herkes kendi elindeki ké@lﬂo, herhongi bir kare-
de kendisiy|e birlikte el so||oyon|or|n isimlerini
not alir. Yonetici ise tim karelerdeki ortak isimleri
not alir. Béylece bir sonraki oyun / toplanti /
etkinlik icin katiimcilar: grup|ono||rmo|< gerekirse
bu listeden yoror|onobi|ir.

* %k k k ¥k
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WHO IS, WHAT!

Goal: To get the p/oyers who don't know
-or bore/y know- each other to get to know one
other.

Amount of players required: Min 5 - Max 20
Materials needed: Pen one A4 paper

Preliminary: The leader should have a chart
ready to show as an example.

Duration: Approximately 20 minutes

How to play: The leader asks the players to
draw vertical and horizontal lines on their paper
to have 20 squares, showing the previously
made example if needed.

Then, lists some traits (exomples provided below)
and asks the p/oyers to write these traits to the
top left corner of each square. Then the leader
starts the game, reoding the traits one by one
and asks the p/oyers to wave at the camera if
the traits opply to them.

Trait examples: Green eyed plays guitar, joining
from the furthest away (in relation to the
leader’s /ocofion), morried, left hcmdec/, multilin-
guo/, can do heoc/sfono’s, scared of the c/em‘ist
can play an instrument, vegeterian/vegan, 24
years o/c/, eor/y riser, has a cat, name starts with
'Z" has at least 6 vowels in their name + sur-

name, efc.

P/oyers who are waving their hands write the
names of the other wavers in the square of the
common traits that opp/y to them. The leader
takes notes on all traits, if fhey want to use it
in the next game / meeting to divide the group
into smaller groups, if that game / meeting
requires teams.

* %k k k ¥k
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TANISMA - KAYNASTIRMA - GRUP DINAMI&i

DEGERLER ORMANT

Amace: Katilimeilar ki§i5e| szelliklerini dne
cikararak birbirlerine tanitmak.

Katilimer Sayisi: En az 5 kisi - En ¢cok 20 kisi.
Geregler: Kalem, A4 boyutunda kagit

On Hazirlik: Yonetici oyunda kullanilacak olan
cizimi oyunun basinda géstermek icin 6nceden
hazirlamalidir.

Siiresi: Ortalama 45 dk. (Kisi sayisina gére
degisir.)

Oynanma Asamalari ve Yénergeleri: Yone-
tici katilmcilardan ellerindeki A4 k&gidini enine
ve boyuna cizerek 20 tane kare olusturmalarini
ister. Kolay anlasilmasi icin elindeki 6nceden
hazirladigi 6rnedi gosterir.

Sonra herkesten en az 10 tane olmak tzere,

her bir koreye, kendisini tanimlarken “bu olmaz-
sa ben, ben olmam” ya da “bundan kesinlikle
vazgecemem” dedigi; dini inang, uyruk, cinsiyet,
yas, egitim, meslek, orkodog gibi de@’;er|er,
hobiler, ailedeki konumlari, sohip olduklari mad-
di de@er|er (ev, orobo, mo’rosik|ef, mizik seti,
evail hoyvon|or, vb.) gibi kendi kigise| ozelliklerini
yozmo|or|m ister.

Yazim iglemi bitince 6nce herkes sirayla
yozd|k|orm| okur, b(’jy|ece herkes birbiri hakkin-
da bir fikir sahibi olur. Sonra yonetici "herkesin
yct|mzc0 5 ézeHi@ini one g||<c1rmosm|, bunun icin
de yozd|k|or| arasinda vozgegebi|ecek|erinin
uzerlerini gizme|erini ister. B(‘jy|ece oyuncu|or bazi
ozelliklerinden ya da sevdiklerinden vazgegmek
zorunda kalirlar. “Ben hi¢ birinden vazgecemem”
d[jg(jncesi oyunun kurallarina oyk|r|o||r4 Herkes
mutlaka yazdiklar arasindan secim yapmalidir.

Herkes kararini verdikten sonra kimlerin ne-

leri elinde tutup, nelerden vazgectigi tzerine
konusulur. Son olarak ysnetici “Yalnizca 1 6zellik
segi|seyo|i, neyi segeceHerini de sorarak oyunu
daha da uzatabilir.

* Xk &k k ¥k

VALUES FOREST

Goal: To get the group to warm up to each
other / get to know each other better

Amount of players required: Min 5 - Max 20
Materials needed: Pen A4 size paper

Preliminary: The leader must prepare the draw-
ing to be used in the game in advance to show
it at the beginning of the game.

Duration: Approximately 45 minutes (Depends
on the amount of p/oyers)

How to play: The leader asks the players to
draw vertical and horizontal lines on their paper
to have 20 squares showing the previously
made exomp/e if needed.

Then the leader asks everyone fo write down (at
least 10) fhings that they define themselves with;
like their re/igion, ethnic bockground, gender
idenfify, age, level of ec/ucoﬁon, occupation,
frienc/s, hobbies, familial role, possessions, efc.

Then the p/oyers share their papers, so fhey

can have an idea about each other. After that
the leader asks the p/oyers to cross out 5 of the
things that they had written. Saying ‘| can not
give up on any of these”is against the game'’s
rules. After fhot the p/oyers show their papers
again, and fhey discuss the fhings that fhey kepf
/ gave up. If the leader wants the game to last
longer, fhey can then ask the p/oyers to cross out
everyfhing but one.
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BILINMEDIK SORULARA

[LGISTZ YANTTLAR

Amaci: Katilimailari oyun aracihdi ile kaynastir-
mak.

Katimar Sayisi: En az 3 ¢ift olmak tzere, cift
sayida katilimer. En cok 20 kisi.

Geregler: Kalem ve 1 defter sayfasi
On Hazirhk: -

Siiresi: Ortalama 10 dk. Katilimer sayisina gére
uzoyobihr.

Oynanma Asamalari ve Yénergeleri: Oyun-
cular ¢ift olarak eslesir ve yonetici her bir cifti
isimlerinin bo§ horf|eriy|e isimlendirir. Orne@in
Ayhan - Tamer cifti AT ismini alir. Ciftler de
kendi aralarinda 1 ve 2 olarak isimlendirilir. AT-,

AT-2 gibi.

Sonra yénetici 1 numaralardan kégitlarina
eslerine sorulacak 5 farkli soru yazmasini ister.
Sorular her konuda olabilir ve ciddi sorulardansa
sagma sorular olmasi oyunu renklendirmek icin
onerilir. Ayni anda 2 numaralar da birazdan so-
rulacak sorulari bilmeden, 5 adet yanit yozor|or.
Yanitlar “evet” ya da “Hayir” ile baslayabilir ama
ardindan mutlaka bir cimle gelmelidir. Yani yal-
nizca ‘evet’ ya da ‘hayir” demek yeterli degildir.

Yazma iglemi bitince AT-1ilk sorusunu sorar ve
AT-2 de ilk yazdigi yaniti okur. Sonra sirayla
di@er gifﬂer ilk soru ve yomHorlm okurlar. Son
giff’ren sonra AT gh(ﬂ 2. sorusunu ve yanitini okur.
Bazen soru ve yanitlar cok uyumlu olabilir: "‘Diin
gece saat 21.00'de neredeydin?”, "Abimi ziyarete
gittim”. Bazen komik yanitlar bulusur: ‘Dedenin
takma digleri var mi?”, “ Evet, pazardan aldim”.
Bazen de bilinmedik bir soruya i|gisiz bir yanit
verilebilir: “Dondurma sever misin?”, “Sivrisinekler
sitma yapar’, gibi. Oyunun sonunda en komik
soru yanit giHi katiimcilarin oy|or|y|o segi|ih
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UNRELATED ANSWERS T0
UNKOWN QUESTIONS

Goal: To warm up the participants.

Amount of players required: Min 3 pairs -
Max 10 pairs. This game must be played in
pairs, so the number of players should be even.

Materials needed: Pen paper
Preliminary: -

Duration: Approximately 10 minutes (Depend-

ing on the amount of p/oyers)

How to play: The p/oyers are seporofed into
teams of two, and the teams are named by the
first letters of the players  names. For example,
"Aycan” and “Tamer’s team would be called "AT"
the ployers in the teams would be named "AT-1"

and "AT-2"

Then the leader asks every p/oyer I to write
down 5 questions to be asked to p/oyer twos.

At the same time, the p/oyer twos are asked to
write down 5 answers, without knowing the ques-
tions. The answers can include ‘yes” or 'no” but
they must be followed by a sentence; only “yes”

or “ﬂO” as an answer is not OIIOWGd.

After fhot a team’s p/oyer I reads their first
question, and the same team's p/oyer 2 reads
their frist answer. After every team has asked
and answered the first question, the first team
asks their second question and the games goes
on. Sometimes the question/answers will make
sense, like "Where were you at 21:00 yesterday?’
‘| was visiting my brother”. And sometimes itll be
funny, like "Does your grandma have dentures?”
Yes, | got them from the supermarket” And
sometimes there will be an unrelated answer

to an unknown question, like "Do you like ice
cream?” "No, mosquitos cause malaria.” at the
end of the game, the funniest question/answer is
chosen by a vote.
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BURC BULMACA

Amaci: Grup Uye|erinin birbirlerini daha
yakindan tanimalarini saglamak.

Katilimar Sayisi: En az 10, en cok 20 kisi.
Ancak tim katilimallarin birbirlerini gérmeleri
gerekece@inden, hepsinin tek bir ekrana sigmasi
gerek’ri@i unutulmamalidir,

Geregler: Kalem ve bir defter sayfasi

On Hazirlik: -
Siiresi: 5 dk.

Oynanma Asamalari ve Yénergeleri: Yonetici
dnce oyuncu sayisinin begfe biri soyldo génuHu
belirler. Yoneticinin "basla” komutu ile gontlluler
disindaki herkes 1 dakikalik (her 10 kisi icin

1 dakika siire verilebilir, 30 kigi varsa siire 3 daki-
ka olmalidir) sire icinde burcunu tanimlayan de-
vinimler yapmaya bo§|or. Oyun siiresince kimse
konugmomohdw. Segi|en génu||u|er ekrandaki de-
vinimlere bakarak kimin hangi burg‘ron oldugunu
tahmin etmeye calisir ve tahminlerini elindeki
kagida not eder. Siirenin sonunda gonilliler
S|roy|o tahminlerini okurlar. Her okuma sonrasin-
da yonetici ka¢ dogru yanit oldugunu gruba
sorar. Burcu dog";ru tahmin edilenler ellerini
kaldirirlar ve kalkan eller sayilir. En ¢cok dogru
tahminde bulunan g(’jnUHU oyunu kazanr.

* &k &k Kk ¥k

MATCHING STAR SIGNS

Goal: To get to know each other better.

Amount of players required: Min 10 - Max the
amount of ployers that can fit into one screen

Materials needed: Pen paper.
Preliminary: -
Duration: 5 minutes

How to play: Everyone must be muted for the
duration of the game. The leader chooses one
fifth of the group to be ‘guessers”. With the
leader’s “start” command, the rest of the players
begin to do actions that hint at their osfrologico/
sign. The guessers watch the actors and guess
the sign fhey're hinﬁng at. At the end of the
round, the guessers read their guesses and the
guesser with the most correct guesses win. For
per 10 player 1 minute is given to the guessers
for 30 players 3 minutes to guess.
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fALANIM HANGIST!

Amacr: Grup Uye|erinin birbirlerini daha
yakindan tanimalarini saglamak.

Katilimer Sayisi: En az 5 kisi - En ¢cok 20 kisi.

Geregler: -
On Hazirlik: -
Suresi: 15 dk.

Oynanma Asamalari ve Yénergeleri: Oyun-
cular 5|roy|c1 kendileri hakkinda 3 farklh bi|gi
verirler. Bunlardan ikisi dog“;ru biri yom||§ / yo|om
olmalidir. Orneéin 2 kardesi olan, futbolu seven
ama bisiklet kullanamayan biri 1) Biz 3 kardesiz,
2) Futbolu severim, 3) Her giin bisikletimle en
az 10 km. giderim” diyebilir. Digerleri soylenen

3 seyden hangisinin yanls / yalan oldugunu
tahmin etmeye caligirlar. Bir kisi séziini tamam-
ladiginda yonetici “Yalanlari gérelim” der ve her-
kes hcmgi ifadenin ycm||§ o|o|u§unu dUgUnUyorso
onun sayisini pormok|or| ile gosterir. Konugon
kisi dogru bilenleri soyler, sonra sira bir baska

oyuncuya geger.
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WHICH ONE IS A LTFT

Goal: To get tfo know each other better.
Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 15 minutes.

How to play: Every player backs up until they're
visible on the screen from the waist and up, fac-
ing the camera. A volunteer starts the game and
the others follow them in turn. Each p/oyer says
3 facts about themselves which of one is a lie.
For examp/e a cat lover / sing/e child / sfudent
may say : ‘| hate cats /| am a single child /| am
a student”. The others should guess which sen-
tence is untrue by raising their 1 or 2 or 3 fingers
after the call of the leader ‘Let’s see the lies”.
Then the p/oyer exp/oins their sentences.

* Xk k k ¥k

INTRODUCTORY - WARM UP - GROUP DYNAMICS

TANISMA - KAYNASTIRMA - GRUP DINAMIGi

DILIM DISARTDA

AmGCI: Grubun kOynOngSlm SO@'OmOk.
Katilimar Sayisi: En az 5 kisi - En cok 20 kisi.

Geregler: -

On Hazirhk: -
Siresi: 5 dk.

Oynanma Asamalari ve Yénergeleri: Oyun-
cular sirayla dillerini disari ¢ikararak birer ciimle
soylerler. Digerleri onun ne soyledigini anlama-
ya calisirlar. Uzun cimleler oyunu daha komik
yopocokhr.
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TONGUES 0UT!

Goal: To warm up the participants.

Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 5 Minutes

How to play: The players (one by one) stick
their tfongues out and say a sentence, the rest

of the players try to understand the sentence.
Longer sentences make the game more funny.
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SAY6L DURUS!

Amace: Grup dinomi@i o|u§+urmo|<.
Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.

Geregler: 1 sandalye, bir zaman éslcer (saniye
gésfergeh bir saat ya da cep telefonu)

On Hazirlik: Yonetici zaman é|gen bir aygiti
hazir bulundurmalidir.

Suresi: 5 dk.

Oynanma Asamalari ve Yénergeleri: Her-

kes ekran korgmndo fam boy olarak gér[jnecek
§eki|de durur, yomndo da bir sondo|ye olmalidir.
Yonetici, katiimailart 2 dakikalik saygl duruguno
cairir ve "bagla” ve “dur” komutlarina uyulmasini
ister. Ancak oyuncu|or|n yokm gevresinde za-
man é|gece|< bir aygit olmamalidir. Yoneticinin
"bagla” komutu ile, herkes kendine gére 2 da-
kika o|o|o|u<§uno|o yomndoki sondo|yeye oturur.
Yonetici tam 2 dakika oldugunda “dur” komu-
tunu” verir. ‘Dur” komutu ile herkes oldudu yerde
kipirdamadan durur. Boylece kag kisinin 2 dakika
dolmadan o+urc|u§u, kog ki§inin de 2 dakika
doldugu halde hala oturmadigi sayilir. Istenirse
dakika siresi de§i§+iri|erek ya da zaman tanimi
degistirilerek (6rnegin 103 saniye denerek) oyun
yine|enebi|ir.
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AMOMENT OF SILENCE

Goal: Group dynamic.
Amount of players required: Min 5 - Max 20

Materials needed: A chair, something that can
keep track of one minute (for the leader only)

Preliminary: The leader should have a
time-measuring device available.

Duration: 5 minutes.

How to play: Every player backs up until they're
fu//y visible on the screen, focing the camera
with a chair next to them. The leaders calls a "2
minutes of silence” and /(eeps the real time. The
players are told to sit down when they think "2
minutes is over”. The leader says ‘freeze” when 2
minutes is over and in this moment noone should
move. Every p/oyer who sits just before the
freeze” command wins.

The game can be repeofeo/ for different time

scales like "79 seconds” or 1 minute + 22 seconds”.
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N APTYOSUNT

Amace: Grup iyeleri arasinda kaynasmay:
saglamak.

Katilimer Sayisi: En az 6 kisi - En ¢ok 20 kisi.

Geregler: -
On Hazirlik: -
Suresi: 15 dk.

Oynanma Asamalari ve Yénergeleri: Katilim-
cilar ikiger ki§i|ik grup|oro oyr|||r ve her grup
ayri bir odaya yollanir. Ayni odadaki eslerden
biri herhongi bir ey|em yoporok oyunu bo§|ohr.
Orne@in o|i§|erini f|rgo||yormu§ gibi yapar.
Kargisindaki ona “N'apiyosun” diye sorunca
yaptigi ey|emi surdirir ama farkh bir ey|em
séyler. Ornegin “yiiziiyorum” der. Diger e yiizme
hareketleri yapmaya baslar. Bu kez "N'apiyosun”
sorusunu sorma  sirasi ilk kisiye gecer ve tabii
esi de ylzme devinimlerini strduriirken farkh bir
eylem adi séyler, drnegin “dus aliyorum” der. Ilk
es bu kez dus almayi betimleyen devinimlerle

oyunu surdurdr.
2 dakika sonra herkes ana ekrana geri doner ve

esler degisir. 2 dakikada bir esler degistirilerek

oyun surer.
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WHAT ARE TOU DOING!

Goal: Group Dynamic / To get to know each
other better.

Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 15 minutes.

How to play: The leader forms groups of 2 and
sends each group into the breakout rooms. The
pairs ask each other the question : "What Are

You Doing?".

The first p/ctyer starts acting, for exomp/e brush-
ing their teeth. Second p/oyer asks the question:
"What are you doing?". Although the first player
moves as fhey are brushing their feefh, fhey say
another action like “I am driving a car”. Then the
second player starts acting like they are driving
a car but when the first p/oyer asks fhem, fhey
should say another action for example | am
taking a shower”. Then the first player acts like
fhey're foking a shower. Each room runs 2 mi-
nutes and then the leader forms new groups.
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L SAYMACA

Amace: Grup Uye|erinin koynogmobrml
saglamak.

Katilimer Sayisi: En az 5 kisi - En ¢cok 20 kisi.
Geregler: 1 litrelik, ici dolu su sisesi.

On Hazirhk: Tim katilimalar 1 litrelik dolu bir
su sisesini yanlarinda bulundurmalidir.

Siuresi: 30 dk.

Oynanma Asamalari ve Yénergeleri: Oyun-
cular yanlarinda adzina kadar dolu 1 litrelik su
sisesi ile ekran karsisina gecerler. Herkes belden
yukorm gér(jnecek geki|de oturur. Yénetici sectigi
bir oyuncuya saymasini séyler. Bu kigi “1-2”
dedikten sonra "3 yerine, 1ile katilimci sayisi
arasinda bir sayi séyler. Ornegin 15 kisilik bir
grupta 1-2-13" der. Onun son sayiyi séyleyecedi
anda yani 2" dedikten hemen sonra oyuncu-
lardan isfeyen|er sag ellerini ekranda gér[jnecek
sekilde yukari kaldirirlar. Yénetici “indir” diyene
kadar eller havada kalmalidir. Eger 13 kisi el
kaldirmissa, sayiyi soyleyen disindaki herkes
yanindaki siseden 3 yudum su icer. Suyu icen
elini indirir. 13'ten daha az ya da ¢ok kisi el
kaldirmissa yalnizca sayiyr sdyleyen 3 yudum su
icer. Sonra siradaki oyuncu bir sayi séyler. Oyun
herhangi bir sisedeki su bitene kadar sirer.
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MATCHING HAND COUNT

Goal: Group dynamic
Amount of players required: Min 5 - Max 20
Materials needed: A full 1 liter water bottle.

Preliminary: All players should have a full 1
liter water bottle present.

Duration: 30 minutes.

How to play: Every player backs up until they're
visible on the screen from the waist and up, fac-
ing the camera. And have their water bottle next
to them. The leader warns everyone that c/uring

the game no one will be allowed to leave.

The leader asks one of the p/oyers to count to 3
but instead of "3" fhey may say any secret num-
ber between O and the number of participants.
The others are expecfec/ to raise their hands
while the secret number is said. For exomp/e, in
a group of 15, one can say "1-2-13" or "1-2-2" or
"1-2-7". As soon as the counting player says "2"
the other ployers must decide if fhey want to
raise their hand or not raising their own hand is
up to the counting p/oyen The leader counts the
hands roisec/, and if the number of hands raised
matches the number the counting p/oyer said
instead of "3" the counting player wins and if it
doesn't they lose.

For example if the player counting said "1-2-9"
and 9 p/oyers (inc/uding the counting ployer)
raised their hcmds, the counting p/oyer wins. If
the counting p/oyer wins, all other p/oyers take
3 sips out of their water bottles. If the counting
p/oyer /oses, on/y fhey take 3 sips of water. The
game continues on with another p/c:yer counfing

and ends when at least one bottle of water is

finished.
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INTRODUCTORY - WARM UP - GROUP DYNAMICS

TANISMA - KAYNASTIRMA - GRUP DINAMI&i

NE ANIMSTYORSUN?

Amace: Grup tyelerinin kaynasmasini saglamak.
Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.

Geregler: Kalem, 1 defter sayfasi ya da A4
kagidi

On Hazirlik: Yonetici oyunda kullanacagdi 20
cismi 6nceden hazirlamalidir.

Siresi: 15 dk.

Oynanma Asamalari ve Yénergeleri: Yonetici
oyunu baslatmadan énce herkesin yaninda bir
ké@l‘r ve kalem bulundurmasini ister. Ancak o izin
vermeden kimse bunlara dokunmayacaktir. Bunu
saglamak icin herkesin ellerini baginin ustiine
koymosml ister. Sonra, dnceden h02|r|od|§| 20
cismi tek tek gdsterecedini ve oyuncu|c1ro|on
bunlari animsamalarini isteyecedini soyler.
Cisimler gésferihrken araya kafa korlghrla hizh
bir muzik de konabilir. 20 cisim gosterildikten
sonra oyuncu|oro 2 dakika sire verilir. Herkes bu
kisa sirede hohr|od|§| cisimlerin adini yazar ve
stirenin sonunda elinde tutarak ekranda gosterir.
Béy|ece kimsenin sonradan ké@ldmo yozd|k|or|-
na bir sey ekleme sansi olmaz. Yazim sirasinda
da mizik calinabilir ve yénetici elinde bir saat

/ anslcer / kum saati tutup zamanin gectigini
stirekli vurgular. “Son 1 dakika, son yarim dakika,
son 20 saniye” vb. diyerek kafalari bulandirir. En
g:ok ho’rlr|oyon oyunu kazanur. Oyunu uzatmak
icin, 2. cok bilenin listesinde nelerin eksik kaldig
sorulabilir.
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WHAT DO 10U REMEMBER!

Goal: Group dynamic
Amount of players required: Min 5 - Max 20

Materials needed: A pen a notebook page or
an A4 paper.

Preliminary: The leader should prepare 20
different objecfs to show in advance.

Duration: 15 minutes.

How to play: Before the start the leader re-
quests everyone to hold their hands on their
head in order to keep them away from ta-

king notes. Then exp/oins the rule of the game:
Everyone should try to remember as many ob-
jects that the leader is going to show as possi-
ble. Then shows 20 different objects that they
have prepored. After the last object the leader
gives 2 minutes to the p/oyers to write down
the names of the objecfs fhey can remember.
The p/oyer who remembers the most objecfs
wins. The leader may p/oy music / a sound of a
clock during this time and interfere to confuse
the players, saying things like “last 1 minute, 20
seconds” etc.

* ok &k Xk %k

DIJITAL BULUSMALARDA OYUN OYNAMAK ISTER MiISINIZ?
WOULD YOU LIKE TO PLAY GAMES AT DIGITAL MEETINGS?

z
=
o
o
=}
c
A
-
o
]
<
5
o
<
c
o
Q
o
o
c
o
o
-<
V4
>
S
(9]
(%)

3



>
=
L%)
<
>
£
=<
4
P
o
=
-
<
>
(2]
-
c
o
=
z
>
=
@

T|

STKISTIRMACA

Amace: Grup dinomi@i o|u§+urmo|<.
Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.
Geregler: Kalem, not kagidi

On Hazirhk: Yonetici oyundon once katilim-
cilarin isimlerini alfabetik siraya sokmalidir.

Suresi: 10 dk.

Oynanma Asamalari ve Yénergeleri: Bu oyun
kaynastirma amach oynanabilecedi gibi, cesitli
oyunlarin basinda ebeyi secmek icin de oynana-
bilir. Ik olarak yonetici, aklindan O - 101 (bu ikisi
c||§mo|o) arasinda bir sayl tutar ve bunu bir koél—
da yazar. Oyunun kurali tutulan sayiyi bilme-
meye calismaktir, ciinkii bilen ebe olacaktir
/yonocakhr / cezalandirilacaktir. Yoneticinin
énceden hazirladigi alfabetik isim listesine gore
herkes sirayla bu sayiyi bilmemeye ama ken-
disinden sonraki oyuncuyu bi|meye Zor|omoyo
go||§mo||o||r. Siradaki oyuncu bir sayi soyler

ve yoneftici sby|enen soy||oro gore bir sonraki
oyuncunun oynoyobi|ece§i sayl alanini belirler.
Ornegin 45 tutulmus olsun. Baslangicta oyun
alani 0-101 arasidir. 2. oyuncu 30 derse, yonetici
“30 ile 101 arasinda” demelidir. Bir sonraki oyun-
cu 69 derse bu kez oyun alani daha da daralir
ve "sayi 30 ile 69 arasinda" denir. Oyun boylece
stirer ve en sonunda sirasi ge|en oyuncu 44 ile
46 arasindaki sayiyi séylemek zorunda kalir. Ya
da herhcmgi bir oyuncu, oyun alani <;0|< geni§l<en
tutulan saylyl bir kerede bulabilir. Her iki durum-
da da yanan oyuncuya koror|o§hrl|on bir ceza
verilir, Ovyun uzun siire oyncmmok istenirse ilk

yanista de@”, 3,4, 5. yanista ceza verilebilir.
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- SQUEEZE (THAT NUMBER)

Goal: Group Dynamic
Amount of players required: Min 5 - Max 20
Materials needed: A pen a piece of paper.

Preliminary: The leader should make a name
list of all the p/oyers in o/phobeﬁco/ order.

Duration: 10 minutes.

How to play: The aim of the game is to avoid
saying the number picl(ec] by the first p/ctyer. The
leader asks the first p/c:yer (whose name is the
first occorc/ing to the o/phobef (or who appears
next to leader in their screen) to pick a number
between O - 101 (excluding both) and write it

on a paper. Let's say Ali picks the number 45",
Then everyone in olphobeﬁc order (or in line
occordmg to leader’s screen) starts saying a
number in turn, but should avoid guessing the

number.

If the next person says ‘60" then Ali describes his
number as ‘between O and 60" If the next per-
son says ‘46" then Ali redescribes his number as
‘between O and 46, If the next person says 44
then Ali redescribes his number as ‘between 44
and 46" In such a case there will be no chance
for the fo/lowing person fo not say the num-

ber, H’)us‘ fhey will get a point. Or sometimes a
person says the secret number direcf/y, who also
gefs a point.

The game ends when everyone in the group by
o/phabeﬁc order (or in line occording to leader’s
screen) picks a number. At the end the one who
has the most points will lose the game.

* Xk &k k ¥k
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MAESTRO (ORKESTRA $EFT)

Amaci: Grup dinomi@i o|u§Jrurmc1k.
Katilimer Sayisi: En az 12 kisi - En cok 20 kisi.
Geregler: -

On Hazirlik: -
Siiresi: 10 dk.

Oynanma Asamalari ve Yénergeleri: Katilim-
cilar arasindan bir ebe secilir ve yonetici
tarafindan ayri bir odoyo yo||onoro|< grubun
konusmalarini duymasi engellenir. Grup kendi
arasinda bir maestro secer ve hep birlikte el
cirpmaya basglarlar. Bu sirada ebe bulundugu
odadan geri alinir, ebe geri geldigi anda herkes
el cirpryor olmalidir. Maestronun gorevi oyun
sirasinda ebeye sezdirmeden yapilan ortak
devinimi degistirmektir. Yani el cirpmayi bagini
kasimaya, bas kasimayi géz kirpmaya cevire-
cek ve ebe kendisini bulana kadar siirekli yeni
devinimler tretecektir. Diger tim oyuncularin
gozu maestroda olmali ve yeni bir devinime
bo§|od|§|ndo maestroyu taklit etmelidir. Ebenin
gorevi de maestronun kim o|o|ug§unu bulmaktr.
Ebenin maestronun kim oldugunu bulmak icin 3
hakki vardir. Bulursa maestro ebe olur ve oyun
yeniden bo§|or. 3 kerede de bulmazsa ebe yeni-
den odoyo yo||on|r ve yeni bir maestro segihr.

* &k &k k ¥k

MAESTRO

Goal: Group dynamic.

Amount of players required: Min 12 - Max 20
Materials needed: -

Preliminary: -

Duration: 10 minutes.

How to play: A volunteer becomes it (if there

is no volunteer the leader chooses someone

to be the It) and is sent to a breakout room

el fhey will not hear what the group is fo/klng
about. Then the group agrees on | person to be
the Maestro. The mission of the maestro is to
chonge the common act that all participants c/o,
to another act without being noticed by the [t.
Everybody starts clapping and the It is invited
into the big room. When It is in, everyone should
be c/opping and keepmg an eye on the maestro
in order to follow their new act immec/iofe/y.

The leader explains to the It that their mission is
to find the maestro who is direcﬁng the group.
After a while Maestro makes another act, for
exomp/e combing their hair. Then all partici-
pants should stop c/opping and start combing
their hair. If the It recognizes the maestro (has

3 guesses to do so) the maestro becomes the [t
and is sent to the breakout room and the group
agrees on another maestro. If noft, either the It is
sent back to the breakout room for a new fry or
another volunteer reploces them to be the It.
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REKLAM ATANSI

Amace: Grup dinomiéi o|u§furmo|<.

Katilimer Sayisi: En az 12 kisi (Katilimei
sayisinin 4'tn katlari olmasi onerilir. De§i|se

grup|orc|ol<i |<i§i soy||or| farkl olabilir.) En gok
20 kisi.

Geregler: -

On Hazirhk: -

Siiresi: Grup calismasi icin 10 dakika + her bir
sunum icin 2 dakika.

Oynanma Asamalari ve Yénergeleri: Katilim-
cilar dérder ki§i|i|< grup|0ro oyr|||r ve her grup
ayri bir odaya yollanir. Her gruba ayri bir ariin
adr verilir ve grup|oro|cm 10 dakika iginde bu
driin icin bir reklam hazirlamalari istenir. Her
grup kendisine verilen driin icin bir isim bulmali,
tanitici bir slogan ve bir cingil (reklam mizigi)
Urefmeh, cmg|| ile dans efme|i, bir tnli kigiyi tak-
lit ederek onun adzindan urinle ilgili bir og|k|o-
ma yapmalhdir.

10 dakikalik hazirlik sirecinden sonra tim

katilmcilar ana ekrana geri donerler ve her grup

trintni digerlerine sergiler.

* %k k k ¥k
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ADVERTISEMENT AGENCY

Goal: Group dynamic.

Amount of players required: Min 8 - Max 20.
The total number of ployers must be folds of 4
otherwise the extra person(s) can be added into
other group(s).

Materials needed: -
Preliminary: -

Duration: 10 minutes for preparations +
2 minutes per group for presentation.

How to play: The leader forms groups of 4
peop/e and sends them into breakout rooms.
Each group is given a different product. The
mission of each group is to create a TV
commercial for the given producf.

They should: 1. Find a name, 2. Create a slogan,
3. Compose a jingle 4. Imitate a famous person
who says a few words about their producf. 5.
Perform their work to the others.
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BU NE DEMEK!

Bu oyun uluslararasi gruplar igindir.
Amaci: Grup dinamigi olusturmak.

Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.
Geregler: Kalem, A4 boyutunda kagit

On Hazirlik: -

Siiresi: Ortalama 15 dakika. (Katilimer sayisina
gore degisir)

Oynanma Asamalari ve Yénergeleri: Her
oyuncu kendi dilinde 5 farkli sézcugu elindeki
kagida yazar. Sirayla herkes yazdigi sozciikleri
ekranda gosterir, digvger|eri bunlarin ne anlama
geldigini tahmin etmeye caligir. Soruyu soran “Bu
bir esyadir / hayvandir / eylemdir” gibi ipuglari
vermelidir. En gok clog“;ru tahmin eden oyunu
kazanr.

* %k k% Xk &k
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WHAT DOES THIS MEAN!

This game is for international groups only.
Goal: Group dynamic.

Amount of players required: Min 5 - Max 20
Materials needed: A pen, A4 paper
Preliminary: -

Duration: Minimum 15 minutes depending on
the amount of the participants.

How to play: Each p/oyer writes 5 simp/e words
in their own longuoge on an A4 paper. Then
shows the words to the others one by one and
gives clues like "A small home animal a good
for kitchen an act of moving” etc. Everyone tries
to guess what the word means. The one with the
most correct guesses wins the game.
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ULKE ANLATMACA

Bu oyun uluslararasi gruplar igindir.

Amaci: Grup dinamigi olusturmak.

Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.
Geregler: Kalem, A4 boyutunda kagit

On Hazirhk: Yénetici, oyuncu|oro verecegi ilke

isimlerini 8nceden hazirlamalidir. Ulkeler belir-
gin simge|eri / ozellikleri olan tlkeler olmalidir.

Ornegin Ozgirliik Heykeli ABD'yi, Cin Seddi

gin'i, Eyfe| Kulesi Fransa'yi ko|oyco anmmsatabilir.

Ya da yalnizeca katilimeailarin ilkeleri oyuncu-
lar arasinda paylastirilir ve tanimlama kisilerin
yaraticih@ina birakilir.

Siiresi: En az 15 dakika. (Oyuncu sayisina gére
degisir)

Oynanma Asamalari ve Yénergeleri: Yo-
netici onceden h02|r|oo||gjl tlke isimlerini oyun-
culara dagitir. Bunun icin yazili iletigim alanini
(Zoom'da Chat) kullanir. Herkes kendisine
verilen tlkeyi konusmadan digerlerine beden
diliyle anlatmaya caligir. Her bir sunum igin 2
dakika zaman verilir.
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COUNTRY DESCRIPTIONS

This game is for international groups only.
Goal: Group dynamic.

Amount of players required: Min 5 - Max 20
Materials needed: Pen, A4 size paper

Preliminary: The leader should prepare a list of
different countries that can be recognized eosi/y
by their symbols. For example, the US can be
recognized by the Statue of Liberty & France by
Eiffel Tower, China by the Great Wall.

Duration: Minimum 15 minutes depending on
the amount of the participants .

How to play: The leader circulates 1 country
name per participant. Then gives 2 minutes to
think about how to describe this country to the
others without fo/king and using on/y body lan-

guage within 2 minutes maximum.
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WARM UP - GROUP DYNAMICS

INTRODUCTORY -

OKUL YILLIGT

Amaci: Grup dinomi@i o|u§+urmok.
Katilimer Sayisi: En az 8 kisi - En cok 20 kisi.

Geregler: -
On Hazirhk: -

Siiresi: Grup calismalari icin 15 dakika + sunum-
lar icin katilimer bagina 2 dakika.

Oynanma Asamalari ve Yénergeleri: Katilim-
cilar doérder kigihk grup|oro oyr|||r ve her grup
ayri bir odoyo yo||cm|r. Bu 4 ki§iye gok siki lise
arkadasglari olduklari ve okul yilligi icin birbirleri
hakkinda bir yazi yozmo|or| istenir. Bunun icin
herkes SII’CIle bir poz verir amad vesikalik resim
gekﬁrir gibi de@ﬂ, bir mimik, jest, devinim iceren
bir poz olmali ve 1 dakika boyunca hi¢ bo-
zulmamalidir. Gruptan bir baska kisi de o poza
bakarak o kigi hakkinda bir §ey|er sc’jy|emeye,

o kiginin nasil biri o|du§unu cm|o’rmctyo bo§|or.
Sonra anlatanin poz vermesi ve bir bagka kisinin
de onun hakkinda konusmasiyla oyun siirer.
Herkes 1 kez poz verip 1 kez de yorum yaptiktan
sonra oyunun ilk turu biter ve gruplar ana ekra-
na geri donerler. Bu kez de herkes yorum yaptigi
kigiyi di@er grubo tanitir. Tabii hakkinda |<or1u§u—
lan da ayni pozu vermelidir.

* k k k ¥k
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SCHOOL YEARBOOK

Goal: Group dynamic.

Amount of players required: Min 8 - Max 20
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Materials needed: -

Preliminary: -

Duration: 15 minutes for breakout rooms + 2
minutes per participant for presentations

How to play: The leader forms small groups

of 4 participants and sends them into breakout

rooms and gives them 15 minutes. The mission in
each group is to describe each participant as if
fhey were goocl friends in high schoo/, and fhey

are writing in their school yeorbook.

In each group everyone should speak about a
person that they didn't know before. One of the
participants starts the game by moking a funny
face picture and another one comments on their
persono/ify as if fhey've known this person for
years. After everyone poses and speo/(s once, the
breakout room is closed and everyone returns to
the main screen. Then each group presents their
introductions one by one. Of course the person
who is presenfed should pose as fhey did in
breakout rooms.
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+ KUTUP, - KuTup

Amace: Grup dinomiéi o|u§furmo.
Katilimer Sayisi: En az 6 kisi - en fazla 20 kisi
Geregler: Kalem ve 1 defter sayfasi

On Hazirhk: Yonetici grubun tartismasini iste-
digi konulari énceden hazirlamalidir. Tartisma
konulari katilimcilarin yo§|or|no ve i|gi alanlarina
gore segi|me|io|ir.

Siresi: En az 10 dk - en fazla 30 dk

Oynanma Asamalari ve Yénergeleri: Yonetici
grubun tfartigmasini is‘redi@i konulari, nermeler
seklinde sayler. Ornegin “Sagliga zararl ol-
du@undon, sigara sof|§|or| toptan yosok|onmo||."
Bu gérisu desfek|eyen|erin yon|or|no|oki koéldo
bUyU’k bir (+) isareti, kor§| glkorﬂorm ise kc@ldo
bir (-) isareti cizerek kameraya goéstermeleri iste-
nir. Tarafsizlarin ise kagida hic bir sey cizmeyerek
bos kagidi kameraya géstermeleri istenir.

Sonra 5|roy|o her gruptan iereyen|er hem taraf-
sizlardan hem de kor§| gruptan birilerini kendi
taraflarina cekmek amaciyla, neden kagida

(+) ya da(-) cizdiklerini agiklamaya baslar. Bu
og||<|omc||0r sonucunda fikir deg”;igﬁren olursa
kagidina ilgili isareti cizerek kameraya gésterir.

* k k k ¥k
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+ POLES, - POLES

Goal: Group dynamic.
Amount of players required: Min 6 - Max 20
Materials needed: Pen paper

Preliminary: The leader must choose some
topics for the group to discuss (the ages and
interests of the participants must be taken into
consideration when choosing topics.)

Duration: Min 10 - Max 30 minutes

How to play: The leader gives out propositions
about the topics that fhey want the group to
talk about. For exomp/e, "Selling cigarettes
should be bcmnec/, because smoking is un-
healthy.” The players who agree must draw a
p/us, while disogreers draw a minus symbo/ on
their papers, showing them to the camera, if a
p/oyer's opinion is neutral f/'wey have the option
to leave the page empty.

Then, the p/oyers are encouroged fo exp/oin
Why fhey put a +/- on their paper, in l'lopes of
chonging the opinions of the other side (and the
neufrols', if any) if anyone cl’;onges their mind
during the debofe, fhey chonge their symbo/ to
match their idea.
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FSYA TOPLAMACA

Amaci: Grup dinomigi o|ugfurmok.

Katilimer Sayisi: En az 9 kisi - En cok 18 kisi.
Toplam katilimer sayisi 3'tn katlari olmalidir.

Geregler: -

On Hazirlik: -

Siiresi: Grup calismasi icin 15 dakika +
Degerlendirme icin 20 dakika

Oynanma Asamalari ve Yénergeleri: Katilimc
sayisina gore 3'er kisilik takimlar olusturulur. Her
takim kendine bir isim secer ve yonetici takim
isimlerinin altina oyuncu isimlerini yazar. Yénetici
takimlari odalarina yollamadan énce onlardan
15 dakika icinde bulunduklari ortamin (ev-is
yeri) o||§|nc| glkmodcm (ododon glkobihr ama
binadan disari ctkamaz), alfabedeki 28 harf

ile (§ disinda) baslayan esyalar toplamalarini
ister. Burada énemli olan e§y0|or| ’rop|c1mo|<
kadar takimin nasil bir uygulama ve is bslumi
yapacagini gérmek‘rir ama yonetici bu ip ucunu
oyuncu|oro séy|ememe|ic|ir.

Top|cmcm e§yo|or kameranin yomndo biriktiril-
melidir. 15 dakikanin sonunda herkes ana odaya
alinir ve yonefici S|roy|o her takimdan neler
Jrop|oo||§|n| alfabetik siraya gore gostermesini
ister ve onay verdiklerini not alir. En cok esya
Jrop|oyon takim oyunu kazanr.
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OBJECT GATHERING

Goal: Group dynamic.

Amount of players required: Min 9 - Max 18.
The total number of players must be fold of 3.

Materials needed: -
Preliminary: -

Duration: 15 minutes for group work +
20 minutes for evaluation

How to play: The group must be divided (either
by the leader or by the porﬁciponfs) info feams
of 3 and each team choose a name for them-
selves. The leader must takes notes of the team
names o/ong with the names of the participants
in each team.

Before senc/ing the teams to their breakout
rooms, the leader tells them that without leoving
the bui/c/ing that fhey're in, fhey/” need to find
objecfs that start with each letter of the alpha-
bet (One item for each letter). The objects must
be collected and broughiL near to the camera.

After 15 minutes, the teams return to the main
session and the leader asks every team to show
the objecfs that fhey found off in o/phobeﬁc or-
der, giving a point for every correct objecf. The
team with the most points win.
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IDINVYNIA dNED - YINHILEYNAYY - VNSINVL

LLIMDE NE VAR!

Amace: Grup dinomi@i o|u§+urmo|<.
Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.

Geregler: -

On Hazirhk: -
Siresi: 10-15 dakika.

Oynanma Asamalari ve Yénergeleri: Yone-
tici sag elini yumruk yoporok ekranda gosterir
ve ‘Elimde Ne Var?" diye sorar. Elinde tuttugu
seyin avucuna sigma zorunlulugu olmadigini ve
canli-cansiz, kiictik-buyik, hayvan-bitki-esya-kisi
olmak tizere her tirden bir sey soylenebilecegini
aciklar. Dogru yanit herkesin adinin bag harfiyle
bo§|oyon bir sey adi vermesidir. Orne@in Kemal

‘kayik” derse yonetici “Evet, bildin. Bagka ne var?”

diye sorarak oyunu strdirir. Yanitlarken sira soz
konusu edilmez, herkes isfedi@i an aklina ge|eni
soyleyebilir. Kemal “gitar” derse "Hayir” deyip
gecer ama sonrasinda Gskhan “gitar” derse
“Evet, bildin. Baska ne var?” diyebilir.

Ikinci asamada oyunun sirrini kesfedip sirekli
kendi adinin bas harfiyle baslayan nesneleri /
ki§i|eri séy|eyen |<i§i|er c||§or|o|o kalmak tzere, sirri
kesfedemeyenler ikiserli eslestirilerek yone-

tici tarafindan ayri odalara yo||0n|r|or. Burada
amag sirri kegfedemeyerﬂerin fikir yUrU*erek SIrrl
bulmalaridir. 2 dakika sonra herkes ana ekrana

geri doner ve yine herkesin katiimi ile oyun surer.

Oyunun sirri tim katilmcilar tarafindan kegfe—
dilene kadar oyun surer.

* %k k% Xk &k

WHAT'S IN MY HAND!

Goal: Group dynamic.

Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 10-15 Minutes

How to play: The leader balls up their fist and
shows it to the camera, asking "What's in my
hand?” and exp/oining that the fhing H’)eylre
holding doesn’t need to ocfuo//y fit their hcmd,
can be an animal / an object, can be small /
big, ete. ("It could be onyfﬁing.’”)

The correct answer for everyone is onyfhing that
starts with the first letter of their own name. For
example: Selma saying "Sweatshirt.” would be
correct. The leader keeps the game going by
saying ‘That is correct, what else do | have in
my hand?" If Kemal says "“Guitar” that would be
wrong, however Gékhan saying ‘Guitar” right af-
ter would be righf. When answering, an order is
not necessary, so any p/c:yer can say somefhing
at any tfime.

In the second phose of the game, the p/oyers
who haven't understood the rule yet are poired
up and sent to breakout rooms to try and figure
it out. After 2 minutes, everyone comes back to
the main session and the game continues on
until every player understands the rule.

* Kk &k Xk ¥

UYUMLU SAYMACA

Amaci: Grup dinomi@ini o|u§+urmo|<.
Katilimer Sayisi: En az 5 kisi - En cok 20 kisi.

Geregler: -

On Hazirhk:
Siiresi: 10 dk.

Oynanma Asamalari ve Yénergeleri: Katilim-
ci sayisi ne kadar gokso o kadar zevkli ve bir

o kadar da dikkatli davranimasi gereken bir
oyundur. Yonetici, hep birlikte 50’ye kadar
soyocok|or|m, herkesin isfediéi an saymaya
koh|obi|ece@ini ancak tek kuralin ayni anda 2
kiginin ayni sayiyl séylememesi oldugunu og|k|or.
2 ki§i ayni anda ayni saylyl sc’jy|emi§se saymaya
yeniden baslanir. 50'ye ulasildiginda oyun biter.
Hic aksamadan 50ye ulagilmigsa oyun bir tur

daha dénebilir.
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EMPHATIC COUNTING

Goal: Group dynamic.

Amount of players required: Min 5 - Max 20
Materials needed: -

Preliminary: -

Duration: 10 minutes.

How to play: This game is more fun as a crowd.
The group tries to count together up to 50.
Anyone can start counting from 1 and up any-
time. Everyone is allowed to count any time fhey
want. The rule is, each number should be said
only by one person. If the same number is said
by 2 or more peop/e, or at the same time, the
game starts again from 1. The game ends when
the group reaches to 50 or when everyone is
tired.
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Goniillii Hizmetler Dernegi'nin, AB Sivil Diigiin
Programi'nin hibe destegi ile olusturdugu bu kitap,
cevrimici bulusmalarini oyunlarla renklendirmek isteyen
Tirkiye ve uluslararasi sivil toplum kuruluslarina

yol gésterici bir armagandir.

Keyifli bulugsmalar.

This book which is supported by AB Sivil Diisiin
Programi (EU Think Civil Programme) is

a present from Géniillii Hizmetler Dernegi
(isfanbul-Turkey) to anyone who needs

games to colorize their virtual meetings.

Enjoy reading and playing.
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