


HELLO
How you begin your event will set the 
tone for everything that follows.  

GREETING
Welcome everyone.

INTRODUCTIONS
Let people know who you are and that 
you’re taking responsibility for keeping 
everything on track. Let them know to 
find you if they have questions. Identify 
and thank any partners in the room.

WHAT IS GIVE & TAKE?
Don’t forget to describe the event. 
Simply: “Give & Take is created from 
the things we know and want to know. 
We believe that what we need as a 
community is right here in this room.”

HOUSEKEEPING
Locate the bathrooms and any other 
special features of the space or program. 

INVITATION
Invite everyone to be brave and 
supportive. Give & Take is a place for us 
all to be our best creative selves.



GOODBYE
Bring your event to a close by sharing a 
few highlights.

HIGHLIGHTS
Share a highlight of your own, in one 
sentence. Ask if anybody would like 
to briefly share something they found 
meaningful.

CONNECTIONS
Remind people to follow-up with the 
others they met, and to share any new 
collaborations or impacts that result from 
the event with the organizers.

NOTES
Is there another Give & Take planned? 
How can people stay in touch with you 
or each other?

THANKS
Thank your partners, the presenters, and 
anyone else that supported the event. 
Thank everyone for coming, and for 
being brave and supportive.



FLASH 
PRESENTATION
A spontaneous 2-3 minute presentation 
drawn from the audience on any topic.

GIVE ENCOURAGEMENT
Encourage individuals to be brave and 
the group to be supportive. 

SELECT A PRESENTER
Ask people at random: “What do you 
know?” Have the group decide by 
applause who will present what they 
know. Alternatively, people can write 
their name and topic on a slip of paper 
and you can draw one. Always give an 
easy out if they don’t want to participate. 

READY SET GO
Once selected, ask everyone to help you 
welcome the presenter. Set your timer 
to 3 minutes and invite your presenter to 
introduce themselves, then get started. 

TIME’S UP
Use an audible or visual cue to let 
everyone know when time is up. Thank 
the presenter for being brave.



COMMUNITY 
NOTES
Make time for people to share their own 
community notes, updates, and events. 

OPEN THE FLOOR
Invite the group to share and celebrate 
all of the things happening in the 
community. You can call on people as 
they raise their hands, letting them hold 
the floor one at a time. Alternatively, you 
can create a space for people to pin 
notes about community happenings on 
the wall and share them at the end.

ENCOURAGE BREVITY
Ask people to be respectful of time and 
keep their updates brief.

THANKS
Let them know if you plan to summarize 
what was shared, and how they can 
access that information after the event.



TAG!
Tag! is a simple game that helps people 
visualize hidden connections.

GET PEOPLE THINKING
Ask everyone to think about one thing 
they want to know. What they wrote on 
their name tag works, or anything else.

WHAT DO YOU                   
WANT TO KNOW?
Call on one person randomly or ask 
for a volunteer. Have them introduce 
themselves and share the thing they 
want to know, “I want to know ____.”

TAG, YOU’RE IT!
Now ask the group if anyone has an 
answer. Invite one person to briefly share 
a tip, recommend a book or website, or 
offer to follow-up after the event. 

REPEAT
Now, ask that person one thing they 
want to know, and so on, watching as 
connections are made. Play as long 
as you like. If you hit a dead end, start 
again. Try using yarn to track and 
visualize connections as you play.



SHIPWRECKED!
A great game to play with a group of 
people just getting to know one another. 

WE’RE STRANDED
Ask everyone to imagine that they’re 
stranded on an island together.

WHAT DO WE DO NOW?
Ask the group to start listing things they 
will need in order to survive: “Food!”  
“Clean Water!” “Shelter!” “Art!” 

WHO CAN HELP?
When someone shouts out an idea, poll 
the group to see if anyone can help. 
Continue in this manner, uncovering 
hidden skills and deciding as a group 
what to do next. Play as long as you like.

REFLECT
Ask the group to reflect on the range 
of knowledge and experience in the 
room, and their ability to solve problems 
together. How might this be relevant 
outside the game? It can be fun to record 
this game with notes or illustrations.



HONEY, HOW 
WAS YOUR DAY?
A great game to start your event, this 
one invites people to decompress and 
get ready for new connections. 

PRACTICE TOGETHER
Briefly introduce the game and how it 
works. Ask the group to practice saying 
“Honey, how was your day?” in unison.

PAIR UP
Ask people to spin around and pair 
up with the first person they see, 
encouraging them to pair with people 
they don’t already know.

HONEY, HOW WAS YOUR DAY?
Each pair takes turns looking into their 
Honey’s eyes and asking this question, 
then listening while their partner shares. 
Use an audible or visual cue after 2 
minutes to let people know to switch.

SHARE WITH THE GROUP
Encourage a few people to share 
something interesting they learned about 
their Honey’s day.  



TOP THAT!
This is a game that encourages people 
to share unexpected stories. 

PICK A THEME
Before you begin, ask the group to 
contribute ideas for story themes. 
Good themes are ones that everyone 
can relate to, and that invite healthy 
competition, for example: neighborhood 
stories, cooking stories, family stories.

PAIR UP
Ask people to spin around and pair 
up with the first person they see, 
encouraging them to pair with people 
they don’t already know.

SHARE YOUR TOP STORIES
Taking turns, each person shares their 
top story on the chosen theme. Set a 
timer for 2-3 minutes each.

TOP THAT! 
When you bring the group back together, 
ask them to volunteer the stories they 
think are top. After each story, ask if 
anyone can top that? Keep going until 
the group has found the top story.



WHO KNOWS 
HOW?
Visualize the know-how in the room.

CHOOSE A THEME
Tell the group they’re going to find out 
what people in the room know how to 
do. Ask them to suggest broad themes 
like medicine, plants, cooking, machines.

ASK FOR VOLUNTEERS
Choose 5-10 people to join you on stage. 
Ask each one to introduce themselves 
with what they wrote on their name tag.

ASK WHO KNOWS HOW?
Ask a question related to the theme. 
For example: If the theme is cars, “Who 
knows how to change oil?”  

VOTE
Ask the group: Of the people on stage, 
how many know how? One? Two? Etc.

REVEAL
Ask the people on stage if they do or 
don’t know how. Have them share a 
story about how they learned that skill, 
or something else they know how to do.



ADVENTURE!
An active game that invites the group to 
create a story together.

ASK FOR VOLUNTEERS
Choose 1-4 people to join you on stage. 
They should not be shy! Take a moment 
for each one to introduce themselves.

CHOOSE A SETTING
Tell the group, “We’re going to go on an 
adventure together.” Ask them to shout 
out specific settings or places.

START YOUR STORY
Begin with a simple prompt. For 
example, “Suddenly I heard a ____”

GET MOVING
Ask the volunteers to act out the story as 
it evolves - silliness is encouraged!

CONTINUE THE ADVENTURE
Invite the audience to help continue 
the adventure. For example: You can 
create new prompts, ask the group to 
contribute one sentence at a time, or 
have the volunteers drive the story while 
the audience describes what they see.



ONE WORD      
AT A TIME!
A great game to encourage one-on-one 
conversation and interaction.

PAIR UP
Ask people to spin around and pair 
up with the first person they see, 
encouraging them to pair with people 
they don’t already know.

BEGIN THE STORY
Begin everyone with the same prompt: 
“I walked into the woods and...” or “I was 
waiting for the bus when…” Etc.

ONE WORD AT A TIME
Each pair creates their own story one 
word at a time, going back-and-forth for 
2-3 minutes.

SHARE
Ask a few pairs to share a summary of 
their collaborative story. Compare the 
ways that the same prompt led to lots of 
different stories, and ask them to reflect 
on how it felt to collaborate.



INTERMISSION
Depending on the length of your 
event, you might want to build in a 
break. Encourage people to use this 
opportunity to connect one-on-one. 

MAKING INTERMISSION    
MORE ENGAGING
Introduce a topic of conversation or 
discussion question. 

Ask people to change seats when they 
return, sitting next to someone new.

Ask people to find an answer to their “I 
want to know ____” name tag question.

Plan a simple reflection activity, like 
asking people to write something they’ve 
learned on a sticky note and add it to a 
collection on the wall.

Upon return, take a few minutes for 
the group to share highlights from their 
conversations.


