
The 5 seconds game combines
elements of card, social and board

games. This is a game where speed,
reflexes, divided attention and

stress resistance count, because
players only have five seconds to

answer the questions!
The game consists of a board on
which the result is marked and

several hundred cards with
questions. The trick is to give a
quick response and fit in a very

short time - in five seconds. If the
player succeeds, he moves his

pawn towards the finish line, and
the player who reaches the end of

the board wins.

5 seconds



Chinese
 whispers

Chinese whispers is an
internationally popular game in

which players form a line, and the
first player comes up with a

message and whispers it to the ear
of the second person in the line.
The second player repeats the

message to the third player, and so
on. When the last player is reached,

they announce the message they
heard to the entire group. The first
person then compares the original
message with the final version. The

objective is to pass around the
message without it becoming

garbled along the way.
 



 Taboo

This is a a classic card game that
is used to test language and

vocabulary skills.
The class was divided in 3 groups.

A student of every group was
assigned a document with

“THE word” and a list of “others
words”. The goal is to get the

teammates to guess “THE
word” that the student is

describing, but without saying the
list of the “others words”.



Kahoot! is a tool for using
technology to administer quizzes,

discussions or surveys. It is a
game based classroom response
system played by the whole class

in real time. Multiple-choice
questions are projected on the

screen. Students answer the
questions with their smartphone,

tablet or computer.

Kahoot



A quiz is a form of game or mind
sport, in which the players (as

individuals or in teams) attempt to
answer questions correctly. It is a

game to test the knowledge
about a certain subject. In some
countries, a quiz is also a brief
assessment used in education
and similar fields to measure

growth in knowledge, abilities,
and/or skills.

Quiz game



Get to know
each other

The students wrote something
about themselves on a piece of

paper. Then they were mix
it up and everyone took one

paper and tried to find out whom
it belongs to by asking

questions to other participants






