OMAGAMO

THE FREEBIE
PLAYBOOK
FOR ANY OCCASION

3 Exciting Games for You
to Play Anytime, Anywhere



“Play is our brain’s favorite way of learning.”

— Diane Ackerman

Disclaimer: The information contained in this book is provided for general
entertainment and educational purposes only. Neither the author nor the publisher
can be held responsible for any direct, indirect, or consequential damages arising
from the use of the information presented. Readers are advised to follow all applicable
safety guidelines and use their own judgment when engaging in any suggested

activities.



STAY CONNECTED AND DISCOVER MORE!

Visit our website to keep up-to-date on our books, exclusive

content, and exciting opportunities.
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THANK YOU FOR READING!



GAME

Name and Claim

Game Profile
e Topic: Icebreakers & First Impressions
¢ Gameplay Type: Rapid-Fire Word Association

e Overview:
In this lively icebreaker game, players quickly think up words
or phrases on a specific prompt to introduce themselves and
learn fun facts about each other. It's a perfect kick-off for any
event where guests are meeting for the first time.

Setup
e Number of Players: 4 to 12 (but can scale up)

e Play Style: Just-for-Fun (great as a quick round-robin or
introductory activity)

e Duration: 5-10 minutes (adjust depending on group size)
e Materials Needed: None
How to Play

1. Form a circle or sit around a table so that everyone can see
each other.




2. Choose a simple prompt — for instance, “Describe yourself
using an animal,” or “Describe your mood with a color,” or
“Give yourself a fun nickname that starts with the same letter
as your real name.” (See chapter “Inspiring Examples” for
more.)

3. One player starts by saying their name and then
immediately responding to the prompt in a single word or
short phrase (e.g., “m Ging, and I'm a Giggling Giraffe!”).

4. The next person repeats the previous person’s hame and
statement (to help memorize) and then adds their own
(“That's Gina the Giggling Giraffe. I'm Tim, the Tapping
Tiger!”).

5. Continue around the circle until everyone has introduced
themselves with the short prompt.

6. Optional Variation:

o Have players do an accompanying gesture or simple
movement that matches their word/phrose.

o Let the group repeat all previous introductions
before saying their own to build memory and
laughter.

Note:

o If the group is very large, you can break into smaller circles.




GAME

Round-the-World Explorer

Game Profile
e Topic: Travel & Adventure

e Gameplay Type: Decision-Based Pathways (Choose Your
Own Adventure)

e Overview:
In this interactive adventure, players collectively navigate a
globe-trotting scenario, choosing which path to follow at
each turn. The story shifts based on group decisions, leading
to multiple possible outcomes.

Setup
e Number of Players: 3 to 8 (for best experience)
¢ Play Style: Cooperative

e Duration: 10-20 minutes, depending on how complex you
make it

e Materials Needed: None (optionally, a world map or globe
can add flavor, but not required)

How to Play

1. Agree on a Starting Point: For example, “We begin our journey
in Tokyo, Japan.”

Round-the-World Explorer _




The game host (or a volunteer) describes a scenario: “Our
flight was just canceled due to a sudden storm. We can either
wait for the next flight or hop on a train to explore the
countryside. Which do we choose?” (See chapter “Inspiring
Examples” for more.)

Everyone votes or discusses which path to take (wait for
flight vs. train adventure).

After a majority decision, the host narrates the next step
based on that choice.

o If you choose to wait for the flight, maybe the next
scenario is “an unexpected local festival we stumble
upon in the airport lounge.”

o If you choose the train, maybe you meet a friendly
local who invites you to a tea ceremony.

At each “fork in the road,” the host gives 2 or 3 new choices,
and the group decides again.

Continue until you've visited several “stops” around the
world or decide on a final destination.

Optional Variation:

o Each player can take turns being the host,
introducing new decision points.

o You can play with time limits on decisions for a
faster-paced experience.

Round-the-World Explorer




GAME

Empathy Echo

Game Profile
e Topic: Emotions & Empathy
« Gameplay Type: Role Play/Role Swaps

e Overview:
Players momentarily step into each other’'s shoes by acting
out everyday emotional scenarios. This  fosters
understanding, empathy, and often giggles as participants
dramatize or gently parody the feelings involved.

Setup
e Number of Players: 4 to 8 (for best experience)

e Play Style: Cooperative or Just-for-Fun (no strict
winners/losers)

« Duration: 15-20 minutes (depending on how many scenarios
you play through)

« Materials Needed: None (optionally a few scenario prompts
on papet, if desired)




How to Play

1. Form a group: Sit in a circle or stand so everyone can see
each other.

2. Create or pick scenarios: For example, “Feeling anxious
before a job interview,” “Getting exciting news about a
surprise party,” or “Resolving an argument over who ate the
last cookie.” (See chapter “Inspiring Examples” for more.)

3. Role assignment: One person plays the main “character”
experiencing a specific emotion (like nervousness or
excitement), while another plays a supporting role (e.g., a
friend offering advice).

4. Act it out: The main character tries to show the emotion
clearly. The supporting person responds in a caring or
constructive way. Others watch how the scene unfolds.

5. Echo: After 1-2 minutes, swap roles or have observers jump in
with new angles (“Now youre a sibling who's slightly
annoyed,” etc.).

6. Debrief: After each mini-scene, take a moment to reflect on:
o How it felt to bein that role.
o Any insights or surprising reactions.

7. Optional Variation:

o Improv vs. Serious: Each scenario can be played as
serious or comedic as you like, depending on the
group’s mood.

o Mimic Another Player:

* The main character acts out the emotion as if
they were a specific other player in the group
reacting to that scenario. They mimic that




The Ultimate Playbook for Any Occasion

person’s gestures, tone, or style in how they
believe the other person would respond.

After the performance, the others guess which
player the main character was imitating. This
adds a playful element of “Who am 1?” while
still exploring empathy and perspective-
taking.




Inspiring Examples

GAME 1: Name and Claim - Examples of Prompts

e If lwere a dessert, I'd be

e The soundtrack of my life would be

e My perfect day can be summarized by the word

e I'm known for my love of

e |feel most energized when I'm

e My favorite smell in the world is

e One food | could eat forever is

e | am secretly good at

e lrecently discovered that | really enjoy

e A hobby I find fascinating is

e My favorite way to relax is

e Something that makes me laugh every time is

e A dream travel destination for me is

¢ I'm weirdly obsessed with

e My biggest fear as a kid was

e The last thing | watched that blew my mind was

o If Iwere a mythical creature, I'd be a

e | wish | had the power to

e I'msurprisingly bad at
e If | had to describe myself in one emoiji, it would be




The Ultimate Playbook for Any Occasion

GAME 2: Round-the-World Explorer — Examples of Scenarios

e While exploring Peru, a sudden landslide blocks the main
road to Machu Picchu. Do we charter a tiny helicopter for a
hefty fee, or join local farmers on a steep footpath through
the mountains?

¢ We land in Florence for a short stopover, but our luggage is
lost. Do we spend the day shopping for essentials in local
boutiques, or hop on our connecting train to Rome hoping our
luggage will catch up?

¢ A monsoon strikes the coastal town we're visiting in India. Do
we stay inside a crowded train station overnight, or pay a
fisherman to ferry us across flooded streets to a safer town?

e Inrurallceland, a friendly villager offers a ride to a hidden hot
spring, but it's on private property. Do we accept and risk
trespassing, or hike alone in search of a public geothermal
pool?

e In Tokyo, we meet a local who invites us to a secret pop-up
restaurant, but we can't speak Japanese. Do we follow them
into unknown neighborhoods, or try a well-reviewed ramen
shop instead?

e We're on ascenic train in Canada’s Rockies, and a passenger
claims there's a remote waterfall stop not on the timetable.
Do we pull the emergency cord to see it, or remain on
schedule to our destination?

¢ In aremote village in Morocco, a spice merchant challenges
us to a “taste test” that could win us free lodging. Do we risk
fiery-hot peppers for the reward, or politely decline and pay
for our stay?




Arriving in Munich without reservations, we find only two
places left: a pricey luxury suite or a rowdy hostel dorm. Which
do we book for the night?

A fisherman in the Galdpagos offers a unique dive to see
hidden marine life, but the boat looks old. Do we trust his
expertise for the once-in-a-lifetime trip, or wait for a more
official (but fully booked) tour?

Our safari guide in Kenya gets a tip about lions nearby, but
it's off the standard route. Do we venture into unknown terrain
or stick to the safe, known path?

In Rio de Janeiro, locals invite us to join a lively samba event
in a rough neighborhood. Do we go for the cultural experience
or find a safer, tourist-friendly party?

In the Australian Outback, our GPS fails. We can follow an old
sign leading to a rumored ghost town, or try to navigate by
the stars toward the nearest highway. Which do we pick?

A local in Bali claims there’s a secret underwater temple. Do
we rent rusty snorkeling gear to find it on our own, or hire an
expensive professional guide?

We're offered two seats on separate hot-air balloons in
Cappadocia: one leaves at dawn for spectacular views, the
other at sunset for a cheaper rate. Which do we choose?

We're told about a grand fireworks festival in Venice, but our
ferry tickets are for tomorrow. Do we reschedule our entire
plan to see it, or stick to our itinerary and leave?

A local pilot in Alaska promises a scenic flight over glaciers,
but the weather is risky. Do we board the tiny plane for an epic
view, or wait another day and risk missing our connection?




The Ultimate Playbook for Any Occasion

e Our guide in Patagonia falls ill, leaving us with two partial
routes: a shorter but rugged trail, or a longer safer pass.
Which path do we follow?

e We reach Cambodia’s Angkor Wat, but it's closing time. A
guard offers an under-the-table dawn entry before official
hours. Do we risk it for sunrise photos, or follow the posted
schedule?

e In Dubai, we can ride a camel at dusk into the vast desert or
take a pricey jeep safari with guaranteed photos. Which do
we choose?

e In a remote corner of Tibet, a monk says we can climb a
sacred peak for enlightenment, but no cameras allowed. Do
we leave our gear behind and go, or respect our personal rule
to document everything?

GAME 3: Empathy Echo — Examples of Scenarios
e Receiving unexpected good news about a promotion at work.
e Finding out a close friend forgot your birthday.

e Redlizing you made an embarrassing mistake in front of a
large crowd.

e Waiting anxiously for exam results you really care about.

e Returning home to find a surprise birthday party thrown in
your honor.

e Trying to apologize for accidentally hurting someone’s
feelings.

¢ Feeling underappreciated after doing a lot of group project
work.




Getting praise from someone you admire deeply.

Catching someone lying to you but not knowing how to
confront them.

Feeling extremely proud after helping someone overcome a
challenge.

Experiencing fear when thunderstorm sirens go off in the
middle of the night.

Being torn between two friends who had a heated argument.

Getting overly excited about a new hobby you can’t wait to
start.

Feeling lonely at a big family gathering where no one talks to
you.

Finding out a secret that affects everyone but being sworn to
secrecy.

Feeling devastated after your favorite team loses the
championship match.

Panicking when you realize you are running late for an
important event.

Being overwhelmed with gratitude after receiving
unexpected help.

Experiencing deep disappointment when plans fall through
at the last second.

Bubbling over with excitement upon discovering your dream
trip is booked and fully paid.




STAY CONNECTED AND DISCOVER MORE!

Visit our website to keep up-to-date on our books, exclusive

content, and exciting opportunities.
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THANK YOU FOR READING!



