Modified Spymaster-Game (by participant Rouven)

based on the board-game Codenames: https://en.wikipedia.org/wiki/Codenames_(board_game)
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Initiated by a STEP (strawbale training) trainee, we played “Spymaster” with (English) terms, which were used during the unit (straw bale, flakes, strings, CUT-construction, battens, planks, posts, softwood-boards, hemp, straw board,…).

Equipment (you can have this pre-prepared or just produce it on the spot in the group while explaining the game):

· 25 cards with terms (which can change with each unit or session); always write down the term twice on the cards in order to be readable from both sides (as seen in the picture)

· 8 cards for each team with a symbol on it in a specific colour (e.g. bales/green and mouse/blue in our case)

· 9 neutral cards (here: circles)

· 1 fire card (end of the game)

· 8 different grid cards, each half of it with frames in the respective team colours; the 5×5-grids mirror the layout of the cards with terms and consist of 9 empty boxes (neutral), 1 red box (fire), and either 7 or 8 boxes in the team colours (8 in the frame colour, see little picture) 

How to play: Make two groups. Each group nominates a spy (or a small group of spies, not more than 3). Shuffle the grid cards and choose one, only the spies are allowed to see it (all spies play with the same grid card). The team whose colour matches that of the grid card frame begins.

The spy knows thanks to the grid card which of the cards with terms are belonging to his or her team. The spy is now allowed to say exactly one word and one number: the word refers to desired term card(s) without mentioning anything that is written on them; the number to the number of term cards that could be guessed.

Example (see picture): The spy says head-1, the team can guess one card (roof). If the spy says metal-2, the team can guess 2 words (nails, screws). Of course you don't have to be literal: shaun-1 might lead to sheepwool quicker than anything else. 

Naturally higher numbers are getting exponentially more difficult to guess; and a team is only allowed to proceed as long as it's guessing correctly. If it is, it covers the term card with one of its team cards (straw bale or mouse in our case) and goes on guessing (as often as the number said by their spymaster allows); if it guesses wrong, the card is covered by a neutral card (circles) or the other team's card depending on the outcome. In both cases it's the other teams turn now, their spymaster(s) are on.

The game ends when all of one team's term cards are claimed (covered) – or when the term card corresponding to the red dot on the grid card is chosen. The fire card immediately ends the game. In that case the leading team wins. 

Learning Outcome: suggestion for a group-game in the evening (find similarities between terms), language training, memory, expression, understanding connections

