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Activity 1
WHAT DO WE
LIKE TO PLAY?

Duration: One session of one hour.

Goals

Necessary materials

• To reflect about pastimes and the way
boys and girls have fun.

• Pieces of paper or cardboard, colouring
pencils or markers, magazines, scissors
and glue.

• To involve the students in the program on a
personal level, sharing those pastimes with
children of a different culture, but of the
same age.

Key skills of the curriculum

Subjects

• Cultural awareness and expressions.

• Natural and social sciences.

• Social and civic skills.

• Arts education.
• English (if the decision is made to do
it in that language).
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Implementation of the activity
Together as a class we’re going to make a list of traditional games that don’t require technology, ones that
we play at break or at home. They can be board games, sports, games that involve running or hiding… any
game in which several children can participate. When we’ve finished the list, we’ll choose five games. The
class will then be divided into five groups, and each one of them will create a data sheet about one of those
games, to explain to the children in India what it consists of and how it’s put into practice.

Each data sheet must contain:
• The name of the game.
• One or more drawings of boys and girls playing that game, to see how it’s put into practice.
• Drawings of everything needed to play (a ball, a board, cards, dice…).
• A text that includes the instructions of the game and explains how many people can play, where it’s
played (at home, in the street, in a garden, on a table…).
• If there are other variations, or different rules.

«This publication has been carried out with the financial support of the Agencia Española de Cooperación
Internacional para el Desarrollo (AECID) in the framework of the project “Un mundo, 17 retos. Acercando la
Agenda 2030 y los ODS a la comunidad educativa”. Its content is the exclusive responsibility of the Vicente
Ferrer Foundation and does not necessarily reflect the opinion of AECID».
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Activity 2
SPORT TO CHANGE
THE WORLD

Duration: One session of one hour.

Goals

Necessary materials

• To see how sport contributes to improving
the world and fulfilling the SDGs.

• Cardboard, colouring pencils, markers.

• To learn the positive values of practicing
sport and to raise awareness of negative
aspects that should be removed from sport.

• Video about the Sustainable
Development Goals:
www.youtube.com/watch?v=MCKH5xk8X-g&t=1s
• A chart that shows the different Sustainable
Development Goals, available at:
www.un.org/sustainabledevelopment/es/objetivosde-desarrollo-sostenible/

Key skills of the curriculum

Subjects

• Social and civic skills.

• Social and civic values.

• Linguistic communication.

• Social sciences.
• Arts education.
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Implementation of the activity
Together as a class we’ll make a list of the values sport promotes: respect, equality, diversity, solidarity,
self-confidence, etc., along with another list of everything that shouldn’t exist in sport, such as:
• Booing at or insulting the referee
• Putting winning above respect for others
• Not respecting the rules of the game
• Unsportsmanlike behaviour on the playing field
• Etc.
Next, we’ll create posters that show the positive values of sport and we’ll hang them up in the sports facility
of our neighbourhood or town school where we live. On these posters we’ll try to represent diversity,
drawing boys and girls with different physical characteristics and different backgrounds, playing all kinds
of sports.

Suggestion for upper-stage students
In addition to completing the previous activity, students will watch a video that explains what the
Sustainable Development Goals are. Next, the chart with the 17 SDGs will be shown and the whole class
will be asked: Do you know how sport tries to change the world in which we live? How does it do its bit?
• SDG 1. No poverty. Sport can be a vehicle to teach skills (passing on practical skills) to the
participants of sport programs, which can increase their probabilities of finding a decent job
• SDG 3. Good health and well-being. There exists a direct relationship between doing sport and
physical activity and health. SDG 3, good health and well-being, may be the SDG that has the closest
link to sport. Sport promotes healthy lifestyles and fights against physical inactivity, which is associated
with heart disease, depression and diabetes, among other illnesses.
• SDG 4. Quality education. Practicing sport can become an ideal platform to support learning and
to promote quality education. Physical education and sport can help children to develop concentration,
socialization, and leadership. In addition, it can strengthen students’ mental and physical development.
Sport programmes can serve as a pull to bring in girls, boys and young people who find themselves
outside of the school system, with the aim of providing them information and practical tools for their
development.
• SDG 5. Gender equality. Sport in its most basic form fosters well-balanced participation and has the
capacity to promote equality among men and women.
• SDG 10. Reduced inequalities. Sport eliminates barriers, given that when people share the same
mission, differences disappear.

«This publication has been carried out with the financial support of the Agencia Española de Cooperación
Internacional para el Desarrollo (AECID) in the framework of the project “Un mundo, 17 retos. Acercando la
Agenda 2030 y los ODS a la comunidad educativa”. Its content is the exclusive responsibility of the Vicente
Ferrer Foundation and does not necessarily reflect the opinion of AECID».
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Activity 3
SPORT FOR
EVERYBODY

Duration: One session of one hour.

Goals

Necessary materials

• To become aware of the different visibility
that men and women have in the sport press
and how this affects the conception people
have of the abilities that girls and women
supposedly have.

• Four national sport newspapers, in their
print or digital version.

Key skills of the curriculum

Subjects

• Social and civic skills.

• Social and civic values.

• Linguistic communication.

• Social sciences.

• Digital literacy.

• English (if the decision is made to do
it in that language).

• Always Like a Girl video:
www.youtube.com/watch?v=wA3_ziP3n-U
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Implementation of the activity
After dividing the class into four groups, a newspaper will be handed out to each one of the groups. Each
group will have to respond to these two questions:
1) Can you say what visibility women have in the sport press?
Do you think they appear as much as men?
2) Do you think men and women are covered equally? Where is the difference?
Next, each group will share their reflections with the rest of the class.
There is also the option to show the video “Always Like a Girl”. This campaign intends to make visible the
damage and impact that stereotypes have on the popularly held image of the female sex. Are we aware that
this represents an extremely harmful view for girls? Girls run, in general, the same way as boys, and this
harmful view directly affects the perception of the skills we believe that girls don’t possess. By extension, if
we believe that girls run poorly, we’ll probably think that there are other skills they perform poorly, and this
impacts the conception held of the abilities girls and women are assumed to have.
Teachers can also cite sexist phrases such as “you run like a girl” or “crying is for girls”: these kinds of
disparaging stereotypes harm both genders.
The stereotypes traditionally linked to femininity (passivity, sensitivity, submission) and masculinity (activity,
toughness, aggressiveness) are still in force to some measure and have influenced sport. Misinterpreted
biological differences have sustained behavioural norms that have created a serious limitation for women
regarding the knowledge and use of their own body, in the same way they’ve limited their physical and
sporting activity. Masculine and feminine identity are shaped socially, by learning behaviour patterns from
birth (playing with dolls is for girls). There is also a great acceptance of physical activity in boys. It shouldn’t
be surprising that women mostly prefer activities in line with the socially accepted and personally embraced
feminine model, such as dance, and that they don’t play other sports, such as boxing, rugby or football, as
much.
Football in and of itself isn’t a bad sport, but what is bad is the way in which many people dump their
masculinity in it, the way it takes up much more space and attention than any other activity and the way it’s
given more importance in social surroundings.
Among the whole class we’ll think of strategies to eliminate sexism and sport and games. What can we do?
• Encourage girls to try stereotypically masculine sports and boys to try stereotypically feminine sports.
Doing exercise has no gender or sex and no sport should be associated specifically with any sex.
• Show different athletic role models that have stood out in those sports that break with traditional roles.
• Give value to sports or activities that girls like, to let them see that they’re equally important to boys’
sports and activities. Rope-skipping championships, handstands, etc.

«This publication has been carried out with the financial support of the Agencia Española de Cooperación
Internacional para el Desarrollo (AECID) in the framework of the project “Un mundo, 17 retos. Acercando la
Agenda 2030 y los ODS a la comunidad educativa”. Its content is the exclusive responsibility of the Vicente
Ferrer Foundation and does not necessarily reflect the opinion of AECID».
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Activity 4
LET’S PLAY A GAME
FROM INDIA: KABADDI

Duration: One session of one hour.

Goals

Necessary materials

• To learn a game from another culture.

• The rules to play kabaddi. Available at:
https://es.wikipedia.org/wiki/Kabaddi

• To have fun completing a physical activity
as a group.
• Work on the positive values of playing
as a group.

Key skills of the curriculum

Subjects

• Social and civic skills.

• Physical education.

• Cultural awareness and expressions.
• Digital literacy.
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Implementation of the activity
The whole class will learn the rules of the game and will play kabaddi. The last ten minutes will be dedicated
to evaluating the activity.
Rules of the game:
The game is played by two teams of seven people, on a 12.5x10 meter court (approximately half the size of
a basketball court). Each team has five reserve players. There are two halves of 20 minutes, with a
five-minute break, after which the teams change sides.
The teams take turns sending a “raider” to the rival area, with the aim of “capturing” players on the opposing
team, before returning to their own area. The “captured” members must leave the court. The attacker must
not breathe during the attack, demonstrating so by signing without interruption. That’s where the name of the
game comes from, since kabaddi means “song” in India. The kabaddi judges possess a unique and highly
developed sense of hearing, given that the interruption of the song or a mistake with a word causes the
elimination of the “raider”.
While this happens, the defenders must not be touched (they form chains, linking hands so as to not bump
into each other) and they try to get the raider close. The raider, to earn points for his or her team, must:
1- Try to touch a rival without leaving the rectangle being invaded.
2- If he or she manages to touch a rival, the raider must return to the line where he or she came from (the
central line), given that when said line is touched the raider earns points for the players that have been
touched, who are out of the game momentarily.
3- The raider must not interrupt his or her song (kabaddi, kabaddi, kabaddi…), as that leads to an automatic
cancellation of points, giving one point to the defenders.
4- The raider must remain very attentive, given that the defenders can stop him at any moment, in order to try
to prevent him or her from returning to the central line. Any kind of contact between raider and the defenders
is considered contact: i.e., if somebody tries to stop the raider, and the raider wrestles free (without using
punches or kicks) and manages to reach the central line singing “kabaddi, kabaddi”, the raider eliminates
the defender or defenders that have tried to stop him or her.
A defensive player loses one point for leaving the playing area during the attack. Each time a player leaves
the court, the other team earns a point. When the team successfully defends and doesn’t let the raider return
to the other half, the defense earns one point.
If an entire team is eliminated, the attacking team earns two more points and the seven defenders return to
the court. It’s very common to see a team, when only one defender is left, hand over the point so that
teammates who had been out can return.
The team with more points at the end of the game wins. The teams are divided by age.

«This publication has been carried out with the financial support of the Agencia Española de Cooperación
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Activity 5

TIME TO PLAY!

Duration: One session of one hour.

Goals

Necessary materials

• To improve emotional relationships among
the group.

• A ball, an open space such as a gym or the
schoolyard.

• To develop attitudes and values of solidarity
and cooperation.
• To foster living alongside one another and
cooperating, avoiding discrimination and
prejudices.
• To learn to share, work as a team, and trust
others.

Key skills of the curriculum

Subjects

• Social and civic skills.

• Social and civic values.

• Cultural awareness and expressions.

• Physical education.

School
to
School

2

Sports and games
in

SUGGESTED
ACTIVITIES

Activity 5

India

Implementation of the activity
The whole class will spend an hour carrying out cooperative games.

Game 1. AJUTATUT
• Origin: The US and Canada.
• Materials: A ball.
• Objective: To touch the ball as many times as possible with our hands, working together as a team.
• Description: The players get on their knees, form a circle, and place a hand behind their back. The game
consists of a ball being passed from each player to their right, hitting it with the palm of their hands and
preventing it from falling to the ground. The players will count the number of rounds the ball makes before
falling to the ground.
• Duration: 10 minutes.

Game 2. THE BLIND TRAIN
• Origin: Unknown.
• Materials: Three handkerchiefs or blindfolds. Cones to outline a track, indicating a starting point and a
finish line.
• Objective: To work as a team and trust in the rest of the teammates in order to get to the finish line.
• Description: A track will be outlined with the help of some cones. Next four children are placed in a line.
Each participant will rest their hands on the shoulders of the person in front of them. Everyone will have their
eyes blindfolded except the last person, who will be in charge of leading the train with his or her eyes open,
and steering it towards the finish line. This last person touches the right or left shoulder of the person in front
of them, and so on, until arriving at the first person. This signal indicates that the train must move towards
the left or the right. To go straight, both shoulders should be touched at the same time and to stop, players
will push backwards. No other train can be collided with until reaching the finish line.
• Duration: 10 minutes.

School
to
School

3

Sports and games
in

SUGGESTED
ACTIVITIES

Activity 5

India

Game 3. THE BIG SNAKE
• Origin: Ghana.
• Materials: No materials are needed for this exercise.
• Objective: To manage to get to the other side without the snake trapping us. When that happens, the
objective becomes to form part of the snake and trap the classmates who try to cross to the other side
without breaking the snake’s body, made up of the children.
• Description: This game requires a wide open space to be played, as there is a lot of running involved. A
child who is “the snake” tries to grab the rest. When this happens they have to join hands with “the snake”
and try to grab more people, but without unlocking hands. The last person to be grabbed goes to the end
of the tail. The players at the head and the tail are the only ones who can grab those who have not yet been
captured. If the snake’s body (formed by all of the children holding hands) is broken, it must be started
again. The game is over when the whole class makes up “The big snake”.
• Duration: 15 minutes.

Game 4. WHERE AM I GOING?
• Origin: China.
• Materials: A stone or a similar object and a blindfold.
• Objective: To work as a team and trust in the rest of the teammates in order to get to the finish line.
• Description: A group of children sits in a circle, and one blindfolded child moves to the centre. Inside the
circle, a flat rock or a big piece of paper is placed on the ground. The students sitting on the ground direct
the child in the centre towards the object by saying, for example, “To the left”, “Forward”, or “Backward”.
When the child steps on the object, someone else substitutes him or her and goes to the centre of the circle.
This game can also be played in pairs, looking for the object together while interlocking hands.
• Duration: 10 minutes.
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