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TIME: ‘ STAFF: FORMATS: MATERIALS:
23-3 hours 1 lead facilitater brainstorsa; Flip Chart #1, Balls
(2 preferred for large lecturette; 2nd ribbons;
groups); group facilitation;
1 helper per 20 large group discussion Per zaall groups
participants envelope with clues,
group and Scribe
inctructions, ! pencil
2nd | marker & 1 Flip
Chart 12
'PURPOSE:

mulation game which presents a universal
jence the validity of
own ‘cultures.’ It can
-entry orientations.
ice for staff and

Clues and Challenges is 3 cultural si
definition of culture and allows participants to exper
the gefinitions through creating and acting out their

be uset as effectively at both pre-depar ture and alumni re
It has also been used with success as 3 team-building exerc

volunteers.

QUTLINE OF CONTENT:

{. Introduction, Brainstorm and Lecturette on Culture (23 minutes)

11. "Building" (40 minutes)
111. "Celebration®” (10-15 minutes)
V. "Encounter® (15 minutes)
Y, "Coming Home" (S minutes)
VI. Debrief and Closure (45-60 minutes)

NOTE:

This is on extremely complex session and set-up is very important for the csuccess
of the simulation. Furthermore, the large group discussion at the end requires a
strong discussion leader. This part of the session must be thoroughly done and
cufficient time alloted in order for the simulation to have impact.

Thie sioulatisn game was developed by Sandra Muaford Fowler and Barbara Sleinaaché with ouch help frea Pierre Corbeil.
Edited by Williaa Dant. Cosaents cn this test version are encouraged. Please contact Hilliza Dant, Director,
Orientation and Larguage Services, Youth For Understanding International Exchange, 2501 Newark Street, lH; Hashington,

6C 20016; telephene (202) 956-8B20

ternational Exchange

{c) 1989;'Eﬁucational and Prograa Services Department, Youth For Understanding In
: All rights reserved
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Session Title:

PREPARAT ION

A. Make sure you have the following materials erganized and prepared to distribute:

"1, Players' suaaary sheets (one for each participant, collated into the nuaber of groups playing).

. Tribe Scribe sheets (one for each group).

3. One ciue envelope for each group with nine cards selected randoaly froe each of the eight different color groups.
EACH ENVELOPE KUST HAVE ONE BUT ONLY ONME-PINK-BORDERED. (*Ball-handling copstraints') CARD.

4, One blank flipchart, one pencil, and one dark-colored earker per group.

lamn

S, Supply of various sizes and colors of ritbons and balls (roughly equal nuabers of both with 2bout €0 more available

than tetal nusber of participants).

B. Rooa Set-up
Ide2lly, the roca used should allew all participants enough space to work independently in their seall groups and then
cible to send groups cut

cose back teoether for the larger-group activities which follow. (See chart belew.) It is pos
to other aresc, however, if needed, but sore tiee will be needed fer povesent froa place to place.
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CONTENT

1. Welcose (5 minutes) and Lecturette (20 sinutes)

A.

~B-

Intreduce yourself and any helpers and explain to the group that they will have an.opportunity to develop insights
into culture through a sieulation. Explain that a sinulation allows us to experience sore fully the feelings of a
situaticn than just talking about it usually can. Let participants know, too, that this is a gaze and has been
designed to be fun as well as educational. Also explain any other purposes you have
for using the simulation (icebreaker, team builder, etc.). :

If participants have not yet been introduced to each other, briefly have them do
so by qoing around the room and giving their names and any other brief information
relevant to this gathering or program.

I1. Brainstorm and Lecturette - A definition of culture (20 minutes)

A.

(Note: This theoretical section should serve to set the stage and give participants 2 cosaon working definition
which will help thea play the game. Leave/defer discussion of finer points until after the siaulation.)

Start this session by asking participants to brainstorm words/concepts they would
use to define a culture. (Choose a specific, real culture which is either known to
participants-—their own, for example--or one which they all have a common interest
in--a host culture they will or have experienced.) Mark up on the flipchart each
idea as given, with no judgment or comment. -

When you have filled the blank flip chart with a good variety of words and phrases
to describe the culture you have designated, you are ready to go through the basic
operating definition of “culture” for the purposes of this game.

{Hote: Fer groups which have gone through Youth For Understanding's basic pre-departure orientations er read
YFU‘s srientation asterials, ihis definition say already be knoun. In that case, the facilitator sheuld
acknonledge that students may have already heard this definition, and even ask if scceone can recall it for the
greup.)

Begin the lecturette: (13 minutes)

"Many times, when people go abroad, they talk of culture in terms of things that
they csee and can photograph. Let's look at your list of cul ture descriptions--
which ones could you photograph?” (Circle all those items on the list. 3as .
students identify them. Probe until all such examples are circled.)

"For the purposes of this exercise, however, we are going to look again at such a
definition, and refine it. A better definition of culture would be ‘the values,
attitudes and beliefs that a group of people hold in common.'" (reveal Flip Chart
#1 ’

“A culture can be compared to an iceberg . . * , where those
things we can see or photograph are the things that appear above the water. Below
the surface lie much deeper, less concrete values, attitudes and beliefs which

(c) 1989, Educational and Programs Services Departaent, Youth For Understanding International Exchange
All rights reserved
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IL.

take more time to perceive and understand. The form or feeling taken by those
things above the water generally are related or result from those things below the
surface. Many times the link is not clear-cut until one learns more about the
culture. 1ts values, its history. This is one of the richest aspects of having an

in-depth, non-tourist experience in another culture.”

(As you talk through the above, write clearly on the flip chart ABOVE THE WATER LINE some exasples of the itess
which participants identified as things they could-photegraph, and take sose exasples they aight have of values,
attitudes or beliefs (uncircled itess) and write thes clearly UNDER THE HATER LINE.)
“In some cases, the original meaning is lost in present times. A good example
might be the following.” (Go up toa participant and without instructions, extend your hand while saying
'hello, how are you?' Your interlocutor, iffroa a Mestern culture, will autosatically extend his/her hand and engage

in a handshake.)

“Je automatically respond to an extended hand in our culture. Why is that so?® (It
is cur way of greeting one another; it's *polite,” etc.) ' ~

"Does anvone know why our greeting someone takes the form of a handshake? (If soaecne
in the grevp knows, ask him/her to explain; if not, explain that it mas a gedieval Eurcpean greeting of peace: by
extending the right hand, one showed that he weuld not draw his sword in aggressien.) :

"This is a good example of an-historical attitude--from ‘below the iceberg'--which
explains a cultural behavior which we can see. Yet today, most people would not
consciously think that by shaking someone's hand they are expressing non-
aggression! So often, making the links between what we see and why we see it in
such a form requires study, research and much insight, even for those who are
members of a given culture.”

"As we play CLUES AND CHALLENGES. we will be looking at how those two aspects
interplay to create a culture...” .

“Building” (40 minutes)

lation can

Introduce the playing of the game by reminding participants that a simu
ing cannot

provide them with the feelings of a real-life situation which just talk
do--in this case, encountering a culture different from their own.

nity to create and
it is unpredictable, .and
there are a few

Explain that playing a game provides them with an opportu
erperiment since the outcome involves human involvement,

this never has the exact same result. Remind them that as a game,
constraints and rules to follow in order to make it run effectively. Let them

‘know that there will likely be some initial confusion until everyone gets into the

swing of things--this is normal!

Tell participants that they will form small groups, receive some clues on cards
and trv to solve the mystery of what culture they might represent. Since cards do
not represent any real-world culture, they will actually build their cultures from
scratch, using the clues as starters.

{c) 1989, Educational and Progras Services Departsent, Yoeuth For Understanding International Ezchange
Al rights reserved
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"with participants, clarifying any initial questions.

They then face two challenges: in the first, "Building," they create an activity
demonstrating something about their own culture. In the second, "Encounter," some
from each culture get together to create an activity representing something

important about all their cultures.

Following the Encounter round, they will discuss what happened, analyze what it
meant, and apply the learnings to the real world of intercultural experiences.

Game set-up

If you have not assigned students to pre-arranged groups, have them count off 1-2-
3-4-5({-6) to.form their culture groups. Before beginning the counting, tell them
to be sure to remember the number they count off, since they will need to go to

the group corresponding to that number.

(Pre-arranging groups say be desirable for teas-building purposes, when you nant certain paople to begin working
together; an easy way to do this is to give participants color-coded or pre-nusbered naze tags. On the other

hand, randos groupings can help people meet others they don't yet knon.)

Send all groups to the pre-determined spots in the same room vhere their game
materials are awaiting them. Explain to them that for this part of the
simulation, each group will need a note taker, or “Tribe Scribe,” and a
timekceper--someone with a watch. Ask for two volunteers from each group to

perform these duties.

Impresz on these people that it is very important that they lead the group through
the steps of the exercise, and that the Tribe Scribe must help take notes of any
major discussion points so that the group can keep track of its thoughts. Time
keepers chould help the group keep up with the timing noted, but let participants
know that the time allotted will be compressed and that it is OK to accomplish
only a5 much as they can in the time available.

One by ane, have each group come up to the table where balls and ribbons have been
laid out. Instruct participants to take either a ball or ribbon of their choice,
but make sure that no group has selected only ribbons or balls. If this occurs,
encourage someone to pick one or two extra items of the other type.

{For szeller or more sature groups, it may be pessible to have everyone come up at ence. This iz 3 "crond
centrel® decisien. The peint is to get through this as quickly as possible.)

When all groups have returned to their gathering spot, have fribe Scribes locate
the materials which have been placed face down at their meeting spot.

Ask the Scribes to distribute a copy of the instruction sheet to each participant

in their group. Out loud, quickly read through the instructions for “Building”
Have the groups sit down or

move to their designated spots if they must leave the large room to do their small
group work.

{c) 1989,.Educational and Progras Services Departaent, Youth For Understanding International Exchange
All rights reserved
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" Circulate (with a helper if available) to clarify/check with each group the
specific steps of the exercise. After about 10 minutes, collect the two cards
each group has decided to eliminate (make sure that they do not give back the
pink-bardered card!). Encourage participants to move through the steps and begin
trying out some of the activities they develop; they can go back and discuss
further if things are not clear.

After about S5 more minutes, ask those groups that have not already done so to
decide on a group name and put it up on their flip chart. This serves as an
encouragement for groups to move on through the process of building the culture.

Continue to monitor and be responsive when groups seem bogged down, distracted or =
of f track. Encourage quick work! As soon as they have an idea for their

activity, urge participants to stand up and try it, practicing and refining as

they work. Be sure they finish this part on time! Give a 10-minute warning to

get participants stimulated to be ready for the next phase; at that point they
should have practiced all of their cultural rituals, or should begin doing it now

if they have not. Before the next phase, they should have practiced the ritual
fully, involving all group members.

111. "Celebration” (10-15 minutes)

A. Call the groups back to order (bring back to the large space any groups which have
gone to other areas to work). Tell them that it is now time for them to celebrate’
their culture by performing the rituals they have created which are linked with
the cultural clues they received. Explain that soon they will have an experience
of encountering a group of people from several different cultures, but in
preparation for this trip, they will have one last celebration. While each group
celebrates, it will also be an opportunity for others to do so. All participants
will also have a chance to "preview" some of the other cultures in order, to get ™
first taste of some of their differing cultural characteristics.

{in thiz nest phase more than one group at a tise should perfora their rituals ciaultaneously o that participants
have 2n epsertunity to be expesed to more than they probably can take in. Do not go inte this rationale at this
point, but the effect chould create a good parallel to the feeling "sensory overload” that iz coesenly experienced

ghen eatering a new culture.)

B. Select two (or three) groups, preferably ones which in your observation seem to be
quite different in what they have developed. Have them both come to the center of
the roem. Ask other participants to watch carefully as they perform their ritual
for 3_minutes. Explain to them that a lot will be going on at once and that they
should circulate from one group to the other in order to take in as much as they
can, for these rituals may provide clues to them as to how they can best interact
with members of each culture when they meet them a little bit later. -Explain that
each group will have chances both to perform its ritual and to observe several

other groups’' rituals.

{c) 1989, Educational and Progras Services Departaent, Youth For Understanding International Exchange
A1l rights reserved
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(You will need to deteraine in advance how aahy *cycles® of ﬁelehratinn are needed in order to ensure that each
persen has a chance beth to perfora and observe. If groups are not sultiples of two or three, one or tuo groups
nay have to perfora their ritual twice so that both opportunities are afforded each participant. Work this out in
advance; otherwise you will confuse the process.

fle, azke sure that participants at this tiee are as close around the two groups ac pessible while the rituals
are perforced. Keep to the paxisus timing of three sinutes--it will actually seea longer than you think and
should provide plenty of tise for the groups to show what they have develeped.) .

C. Grouﬁ reflection: To prepare further for "Encounter”, each culture should now
/-~ return to its small group meeting place (or a corner of the room if it had been in
another room) and take S5 minutes to discuss the following:

+ What they have just previewed about the cultures and what it might déan.
+ Strategies for successfully interacting with other cultures during the Encounter.
+ What should be taken with them, who should take what, and who should go with whom.

IV. "Encounter" (15 minutes)

A. Now tell participants that they will be going to their intercultural “"Encounter”
as representatives of their nmew cultures. Their challenge in this experience is
to participate together in a game, ceremony or other activity which:

+ Expresses something about each cul ture.

» Respects each culture's values and customs.

+ Uses as many of the groups' balls and ribbons as possible.
s Involves everybody.

A\ g. Have participants them count off into new groups (A-B-C, etc.). These groups
should be larger than the initial small groups; each new group should have at
least two representatives from each of three cultures present.

Direct each group to a different part of the room (or if necessary. anather room
which can accommodate the new group's size). Tell them to begin immediately.
flemind them that thevy should stay within the normal behavior of their new culture,
and that this is not an exercise where they simply discuss_or exchanae information

about each other.

Once groups begin, finish up in no more than ten minutes of group interaction

time.

(The objective here is for participants to see what they can do nith this new situation. The fact that seoe may
nct be on track or successful is not a probles; the situaticon will hopefully produce varying degrees of success
and frustration, which will make the ensuing discussion all the richer.)

(c) 1589, Educatisnal and Prograa Services Departaent, Youth For Understanding International Exchange
All rights reserved
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V. Coming Home (S minutes)

A. Stop the Encounter and after briefly commenting on Qhat_you might have obéerved in
different parts of the room, ask participants to return all balls and ribbons to

the table and move back to their "home” culture.

B. After participants have gathered around their group flip chart (on which they had
originally written their culture's name), ask Tribe Scribes to fold the flip chart
down to reveal the two questions which will lead them through a brief discussion:

¢ What happenéd in the Encounter?
s How did it make us feel.

Ask each groﬁp's Tribe Scribe to note on the flip chart any key ideas vhich come
out of discussing each question. :

C. After S5 minutes of discussion, announce a break after which there will be a
discussion about what happened.

VI. Debrief and closure (45-60 minutes)

(As inportant as the geme itseif, the detriefing needs the facilitator's expertize to make the sisulation gaze
experience seaningful. Your job is te mazimize individual reflection and the development of ideas as the group

exchanges inzights.)

A. After the break, have participants form one large circle, asking each culture
group to sit together. If the room setup will not allow them to be in full view
during the discussion, Tribe Scribes should bring their group's flip chart along.

One by one, culture groups should be introduced by their Tribe Scribe, who,
referring to the group's flip chart, gives their name and some of the basic values

and rituals of their culture. 7~

(There #ill be sose give and take and curprise or revelation as this happens; the facilitater should allow for
soae of this within reasonable tise limits.)

B. Next go through a series of questions which move the group through description to
analogy/analysis and finally to application. These questions can be developed
using the attached list of questions, or using other questions more relevant to
the particular experience, needs and interests of that particular group.

(Generatly, this will be the most difficult part of the session if it is done vell. The Iarger-the group, the
harder te keep things on track, focussed and invelving everyone. An alternative to. this would be to break the
group dewn into sub-groups, but each sub-group needs at least two cultures present in order to have any value.

fiveid telling players what they "should have learmed.® If sosething hasn't cose from the erperience, it probably
won't come frea listening to you. Respect the place they are at in their own lives, and believe that what they .
are learning is valuable at this tise for thea--even if different frea what you see.

{c) 1989, Educational and Prograa Services Departaent, Youth For Understanding Ints;nationai Exchange
Al1 rights reserved
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asking everyone te be patient with others® need to exprest themselves,
Help those rho tend to deminate to understand they are depriving others of the opportunity to set the pace or
direction. Legitiaize silences and waiting, helping everyone wait for each other, giving all time to reflect.
Gently draw out these eore reluctant to speak; they frequently offer responses rich in thought.)

fe up-frent abeut group dynaaics probleas,

C. Closure (5-10 minutes)

y learned through this session. Close the

Ask participants to comment on what the
y have had or will have

discussion by making a link with whatever experience the
which relates to this simulation.

arteent, Youth For Understanding International Exchange

(c) 1989, Educaticnal and Prograa Services Dep
All rights reserved
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GOME SUGGESTED DEBRIEFING QUESTIONS

Orieﬁtation(s minutes)

After the Break, try to fore one large circle. Everyone should sit next te their "original culture® eecbers.

1 Ezplaih purpose & sequence of Debriefing.
v Ask for cooperatien, particularly if large group. )
' Unique epportunity to discuss comsen esperience in large groups, sharing our *puzzle pieces.”

Description (15-20 minutes)
Encourag% S sinutes of small-group discﬁssion within original culture groupings:
Erief eagh cther on what happened and what issues arose, duriﬁg the Challenge Round.
ReturnAtn large-group discussion:

s Hhat was the Challenge is this gazme?
« What difficulties did you have during the Challenge Period? What made you feel uncoafortable? =illy? defensive?
(Stress feelings as well as ispressions, judgments, etc.)
' Each culture give your culture's name & briefly describe your cylture 2nd cultural activity.
(If asre than four or five groups, have one or two describe for all, & then pair up others, acking each in pair %o

deccribe to cther inpair.)

Analogy/Analysis (20-23 minutes)

ared in this gaze? Who can describe the gaee in the fewest words?
« Hhat are szoe of the main underlying causes of cultures doing things differently?
Each of the Clue Card colors represents a different causzl categery underlying 3 culture’s identity/behavior, Hhat
night sose of these categories be? :
t Did you re2!ly accomplish the Challenge? ¥hat would have been necessary te accosplizh it sore successfully? How long
would it tave taken? Did the Tranmsition period activities help? ) -
¢ Were the Transition period activities helpful for other reasons? .
(Dual purpose of Transition: celebrating leaving the old; preparing for new.)
' What does the word "culture® sean? Define or describe or give exasples or analogies.
v [magine a zet of Clue Cards for your own real-life culturei{s). What aight they say?
Can you think of an aspect of yeur own life for which you cannot figure out a Clse Card?
t What real-life experiences have you had already with cther cultures? Describe. What aight their Clue Cards say?
1 large eroup, form groups of three to discuss this. (Encourage broad interpretation of the word "culture® to
include, e.g., personc of another generation, persens froa another background, etc.)
1 Iaagine Clue Cards for the real-life culture you will be yisiting. What might they say?
s Majer Paralleis? Think about your experiences with different cultures, and describe siailarities to what happened in
the activity-building phase, the transitien phase, the challenge phase. EHCOURAGE SPECIFIC EXANPLES.
\ Hajor inaccuracies? Hhat was aissing froa this simulaticn? Who/what else aust you de2] with in a cross-cultural
experience thzt was not simulated here?
For any itee suggested as "siesing,” press if it =ight have been represented in any w2y in the gase. Be sure to
include 2 discussien of language.

1 What haprene
2

]

{c) 1989, Educational and Progran Services Departaent, Youth Fer Understanding International Exchange
All rights reserved
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SOME SUGGESTED DEBRIEFING
Page &

Application (10-15 minutes)

Recall “iceberg theory." Do we sometines see Clue Cards but not know what they ocean?
Does knowing in advance what a cultural group does guarantee we will understand thea? Hou osny Clue Cards can any
ene person know about--even in their own culture?
When geing to e different cultural sitvation, what are three isportant things to look fer?
Sone things are sore iaportant than others. How can you sert out what is cignificant?
When going to a different cultural situatiom, how auch is it ieportant to give up...to keep?
Hhat do you do when you don't know what to do?
What aakee it difficult to relate to other cultures?
Hhat was done in the gase to overcose barriers? Hhat might have been done that wasn't?

Closure (S—10 minutes) If tise, encourage a respense froa each person in turn,

Uhat experience(s) do you hope sost to have in your next cross-cultural encounter?
Hhzt can you do to increase the probability of having such good experiences?
Moy you zre ready fer the FINAL CHALLENGE--interacting with a new real-world culture!

nding International Exchange

(c) 1989, Educational and Prograe Services Departeent, Youth For Understa
: ’ A1l rights reserved



CLUES & CHALLENGES
A CROSS-CULTURAL SIMULATION GAME

Participant Instructions

Follow these instructions along with your Tribe Scribe.
Timekeepers, keep the group on track!

PHASE I: BUILDING (40 MINUTES)

DEVELDP YOUR QBN CULTURE:
cues with your group what it

Egcgtgroup nesber should take a clue card. One at a tise, introduce each clue, and discus
aight aean.

fs additicnz] cives are introduced, try to relate each clue to previous cnes. Eventually,
shaping a cocprehensive picture,

tie thea all together,

This will be a struggle--it isn't easy to grasp cultural clues!
Bé inaginative and daring! Create and interesting culture!
You will end up with 9 cards.

YOU HUST USE AT LEAST 7, INCLUDING THE PINK CARD.
START HOW to honor your ba2ll-handling custoas shenever a ball is moved, passed, or received!
NBHE Y0UZ CULTURE and write the nane up‘on yeur flipchart,
NOW DEVELD® A CULTURAL ACTIVITY:
Invent a gane, cerencny or other activity which:

- Expraezes sozething important about your culture

......

- Rezpects your culture's values and custoas
Izez your groug's balls and ribbons
- invelves everycne in yeur culture

MDY PRACTICE THE SCTIVITY: Work quickly! s soon az you have an ide3 for your game or cereceny, STAHD UP AND TRY IT

QUT, practicing and refiaing as you work. Be sure to finich on tise!

PHASE II: CELEBRATION (10 MINUTES)
fou will rew prepare to leave your heae culture to interact with other cultures by:

- FGREALLY CELEERETINS {our cultural activity one last time.
- QASERYINS the celebrations of the other cultures.

Everyone will have 3 chance to perfore their activity as well 25 observe the other groups.

PHASE III: ENCOUNTER (10 MINUTES)

s z3ch culte
or THE DiREC

_Your challenge is to psrticipate tegether in 3 g2ce, ceremeny cr other activity which:

re vill now meet.
TI0NS for dividing the groups for Encounter.

unething about each culture

ch cuitere's values and custors

y of each greup's balle and ribbens as possible
erybady.

]
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PHASE IV: COMING HOME (S5 MINUTES)

List:p for directions for rejeining your original culture. Spend a few sinutes asking and anz
questicns:

vering the folleming

What happened in the Encounter?

How did it make us feel?



.
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TRIBE SCRIBE CULTURAL RECORD
CLUES & CHALLENGES

Motes to Tribe Scribe:

Your job is to keep records for your culture. Jot down major insights your group
discovers about the culture as they discuss the cultural clue cards. (No need to
record everything-—just key points.)

Clue Cards : Understandingsy Insights Other Comments

After the insights are recorded,

your group should try to tie all the meanings together . .
coming up with a comprehensive picture of what your culture is like.

Use this as the basis for developing your cultural activity (or game ov
ceremonv).

{c) 1989, Educational and Progras Services Departaent, Youth For Understanding International Exchange
All rights reserved



CLUES AND CHALLENGES Evaluation

Participant/trainer background:
1. What other cross-cultural simulations have you participated in?

2. Briefly, what is your own personal cross-cultural experience?
({For example, overseas living, cross-cultural workforce, etc.)

3. If you are a cross-cultural trainer, which cross-cultural
simulations have you used in your work?

4. 1In what types of training situations do you think this
simulation might be used?

Simulation-specific comments:
1. What do you think the strength(s) of Clues and Challenges is?

2. What are its weakness(es)?

3. As a participant, describe how the simulation made you feel.

(continued)



4. In what ways does this experience simulate cross-cultural
situations?

5. In what ways does it fail to simulate cross-cultural
situations?

6. In terms of playing the simulation, please comment on the
organization and distribution of materials, rounds, etc.
(i.e. was there confusion? too many items? )

Your potential interest in using the simulation:
1. If you are interested in running the simulation for a group,:
please describe the training situation.

2. If you would be willing to describe your use and evaluate
the results (either in writing or via a phone call), please
give your name and address below so that you can be contacted
by Youth For Understanding.

7/90 J. Blohm



RELATIONSHIP TO NATURE CARDS:

moving through the waters
by the light of the full moon

the buildings crowd
against one another.

waiting with great calm
for the Ice Spirits
~ to leave
when they wish to do so.

climbing the tallest trees
to watch for ‘
the unfriendly ones

standing in the dry fields
begging for rain

climbing the face of steep rock
to find within the deep cave
a sharp beam of magic light

holding back the waters
of the great river

1é

harnessing the computer
and the UCR
to promote understanding

drums and gazelles

huddling in the caves
waiting for
the Spirit of Cold -~
to die

lying prostrate
before the
Spirit of the Raging Winds

laughing and dancing
in the midnight light

dancing in the sand
as the warm waves . ' -
wash over our feet :

bowing before the
spirit of the Boiling Mountain



PHYSICAL ENYIRONMENT CARDS:

blast furnace smoke in the air '
sand

reptiles

salmon runs

tropical rain forest

the red sun rises
over the gray river.

MYTH CARDS:

the Red Spirit and the Blue Spirit
make music.
Red beats a drum;
Blue plays a flute.

the Great Cat
sleeps with the world
on her back--
what if she wakes suddenly?

the Deer Spirit
does not approve
of deer hunters.

salt water spray

ravines and gullies

tundra

"+ berries and fish

airplanes fly over the dam.

the first man .
saw the first woman
across the river.
he made the first canoe.

in four beats
the Great Dancer
made the world.
on the fifth he danced.

the Mother Earth Spirit
gives new little ones,
and takes away
those of any age.

1}



RITUAL CARDS:

our main ritual time
_is the moment -
when the summer sun
is highest in the sky.

cur main ritual time
is the one day in early Spring
when the first wildflower .
appears.

our main ritual time
is the week
following the marriage

of our leader's eldest child.

our main ritual time
is the three days
deep in the long winter
when the light
barely reaches us.

our main ritual time
‘is any night
when the moon is full
& the sky without clouds

our main ritual time
is two weeks in late autumn
when the harvest
is all stored away.

~ our main ritual time

is the three days
after the death
of our leader.

a different dimension
of knowing |
comes from the stars.

theatre is
a mitror
and a hammer.



TIME ORIENTATION CARDS:

we hold a deep respect
for how things

have been done in the past.

we revere our elders,
and instill in our chiidren

adherence to past customs.

like a bird A
who can never be caged;
so is a person's heart.

we tell the stories
everyone knows
but never tires of hearing
about those from whom
we are descended.

tomorrow it will come.

where a person is born,
there a person must stay.

my father's father
held the land.

the present moment is all.

the past is prologue.

a body of knowledge
is passed
from one generation
" to the next
in the classroom.

centuries of dictatorship

we strive constantly
- to develop the buildings
which shall imptove
our way of living
in the decades to come.

we wear flowers in our hair.

there are many lives
for each of us to live.

a tree is for
the children yet unborn.

ripeness is all.



YALUES & UNDERSTANDINGS CARDS:

those who have conquered us
we must serve forever.

those who have given to us
have taken that
which is most precious.

our mothers gave us life -
and we carry their names

a man is a man
when he can count more cattle
than his fingers and toes.

to sit and reflect
on the meaning of all around us
surpasses all other activity.

a woman must never
go about without a companion
lest others think
she has much to hide.

decisions are best made
by a wise leader.

blessed are they who mourn,
for they shall be comforted.

our great teachers
reduce the uncertainty
of our world.
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a happy person
is a healthy person.

the things of this earth
are to be loved
but not owned.

making up one's own rules
is the height of arrogance.

a girl becomes a woman
when she has borne a son.

the child
is the center of the family;
all we do is for the child.

theatre is
our most powerful tool
for educating & developing
communities.

all men are created equal.

decisions are best made
by a group working together.

the computer
is bringing cherished gifts
to our people.



“OFF THE WALL” CARDS:

Macintosh and Michelob

too much
is never enough

we thank you
for your support

catch the wave!

hang ten.

27 strikes.

heatts are trump

choice of a new generation

put on your red shoes
and sing the blues

it's a beautiful day
in the neighborhood

it's 0K to say No
is this awesome or what?
fourth and goal to go.

two knights
and one bishop.

MISCELLANEQUS CARDS: (Add te any pack if desired.)

overland trade
with the people
from the southland

kites and hawks
rainbows and seals

t-shirts and tennis shoes

as hard as we all try,
there is barely enough
to eat

guns and kangaroos

marigolds and daffodils

the children are always hungry

ZA



BALL-HANDLINC CONSTRAINTS CARDS:

use bath hands at once use anly thumbs
whenever a ball whenever a ball ‘
is touched or moved! is touched or moved! :
never touch a ball with hands never touch a ball with thumbs
whenever a ball whenever a ball
is touched or moved! _ is touched or moved!
balls must never touch the ground " never touch a ball with feet
wheneuver a ball : whenever a ball o~
is touched ar moved! is touched or moved!

use only feet
whenever a ball
is touched or moved!



MEAMING OF BALLS & RIBBONS CARDS:

balis and ribbons balls and ribbons
symbolize our deep roofs symbolize our strong hold
in the physical environment on our deepest values.

in which we live and breathe.

balls and ribbons balls and ribbons
are constant reminders have long been used
of our earliest myths. . in our ritual celebrations.
balls and ribbons balls and ribbons
symbolize the most important never.mean
aspects of our culture. what they appear to mean.

balls and ribbons
are secretly used
to represent the opposite
of what they appear
to represent.



