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Marking Criteria:
 We expect the learners to write minimum one well expressed point in three lines against each allocated mark. This means one needs to write 15 lines with 5 well expressed points to get high grades for a 5 marks question.
For high grades use examples and illustrations where appropriate. 
	
 
QUESTION 1:
Answer I ) VALUE OF GAMES:
Games add to the effectiveness of any training session. Use of games and fun activities keep the audience engrossed throughout the course by helping them fight their boredom and come out of the typical learning methods.
Answer II ) THE THREE KEY PRINCIPLES OF BEHAVIOR ESTABLISHMENT WHILE HAVING FUN ARE:
1. Respect each other: This includes punctuality, turning mobile phones off or on silent mode, avoid chit chatting, giving chances to other to participate and avoid being the center of attraction  
2. Having fun: this includes enjoying the session, not passing unnecessary comments on others, and welcoming new ideas by exploring and trying them out
3. What happens in the workshop remains in the workshop: this includes avoid gossiping around after the session about the workshop itself, or about any funny incident that took place in the workshop which could be a comment about any participant of the workshop, or any informal discussion about the workshop that can spread further as gossips. This will make participants comfortable in opening up during the session with confidence.
Answer III) THE RESPONSIBILITIES OF A FACILITATOR
The facilitator is responsible for:
1. Keeping the participants engaged: the facilitator has to deliver fast what he thinks in order to keep the group busy and involved throughout
2. Taking care of principles of Adult learning: the facilitator has to maintain a balance and make sure that the participants do not become so engrossed in the game that they lose the main learning objective of the activity. The core purpose of using games, role plays, simulations etc should be to expedite the learning process and reinforce the course objective
3. Debriefing: As a facilitator you have to debrief your group about the exercise you intend to start. Make sure the exercise is linked to the objective and the goals are made clear to the group. Secondly it's important to maintain unity among the group members. Debriefing lets the participants express their feelings and ask questions about the outcomes while the activity is fresh in their minds. The trainer and the participants get a chance to discuss about the outcome thoroughly like whether the activity meet their expectations. Practical applications of the exercise etc.
 
 
 
 
 
 
Answer IV GAMES GOING WRONG
It is possible for games to go wrong sometimes even in the most well planned training sessions. The imperfect size of the group can be a reason for the failure of the effectiveness of the games or even the resistance or hesitance of the group members towards the games or such fun/creative activities. The room might not be suitable for the training for example it has obstructions like pillars or partitions that cause hindrance to deliver training to the entire group or the bad lighting disturbing the projector presentation. Other reasons could be inconsiderate attitude of some group members like dominating the discussions or intervening in the discussion or disturbing the class by receiving phone calls or even returning to the class late after breaks.
 
Answer V PRINCIPLES OF ADULT  LEARNING
The facilitator has to maintain a balance and make sure that the participants do not become so engrossed in the game that they lose the main learning objective of the activity. The core purpose of using games, role plays, simulations etc should be to expedite the learning process and reinforce the course. 
The following Principles of Adult Learning should always be considered:
· We learn to do by doing. 
· We have five senses. 
· We learn when we are ready to learn.  
· We make connections.
· We learn one thing at a time. 
· We learn more rapidly when results are satisfying to us. 
· We need to understand what we learn.  
· We develop skill through practice.  
· We differ from one another in abilities and background. 
 
 
QUESTION NO.2 
THE DIFFERENT TYPES OF GAMES ARE:
1. Icebreakers are warm up exercises in which the participants introduce themselves to one another. Icebreakers are an excuse to induce energy at the start of a workshop and it also helps to reduce the anxiety that the participants typically have at the beginning of a new training session
2. Energizers as the name indicates energizers are the kind of activities that are used to energize or invigorate the group if they start getting tired or even losing interest. It could be few stretches or a brief casual chit chat etc.
3. Simulations are mostly used in technical training sessions. Simulations are set up to be as close to the real situation as possible making sure that the participants get to learn from the situation without any stress of any damage or financial loss.
4. Role plays are helpful to examine how participants would ideally act in a particular situation. Roleplays enables the participants to practice new skills in a comfortable environment and apply behavioral and speaking techniques to different situations. Roleplays are ideal in teaching skills like conflict management, organizational behavior, business communications, sales and marketing etc. 
5. Case studies are the stories normally related to the participants' workplace or their field/industry. IT can also be a simulated scenario which the participants study in depth and then analyze to demonstrate certain aspects of training
6. Brain teasers include activities like puzzles, connecting the dots, perception exercise, drawing or craft activities etc. Related to the topic of the workshop of course. Brain teasers have the flexibility for a creative trainer to create their own rules to fit a particular session.
 
QUESTION 3
TIPS TO MAKE A GAME EFFECTIVE AND SUCCESSFUL
A facilitator should consider the following tips in order to make a game effective and successful: 
1. Rehearse the games with your friends/family first and carefully select those kind of games that you think you would like if you were a participant, that way you will be able to avoid the games that you think would have annoyed you if you were one of the participants
2. Plan and estimate the length and type of game according to the length of your training session. If it is a one day workshop then a  2 to 5 minutes game/icebreaker activity is just ideal. As for a multiple days course you can include games lasting an hour or so.
3. Know your audience well. The facilitator could perhaps ask the participants to complete a short questionnaire to assess their comfort level, how well they know other participants and so on.
4. While choosing the right games the facilitator has to consider the content of the workshop most importantly. Sessions that involve trainings on soft skills like communication, conflict and stress management etc benefit from games more than technical type training session like computers training etc. However in technical topics the games like energizers can be useful to invigorate the energy levels of the participants.
5. The facilitator also has to be careful about the redundancy of games. This usually happens when the participants already know each other very well. If the participants are from different organizations and meeting here for the first time, then the introductory exercises and warm up  games are beneficial.
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