
TEACHING TECHNIQUE
“TABOO”
	
TECHNIQUE DESCRIPTION

	In TABOO game fashion, the will group guess the word.  As clues are called out, teammates shout out the answers
Instructions:

· Divide players into two teams (A and B).  

· Each team chooses the order of clue-givers.  

· Clue-giver will sit facing the cardholder with the timer close at hand.

· Opposite team sits beside or behind the clue-giver so they can see the cards as the clue-giver plays them.  The opposite team controls the timer.  (Scattergories timer may be used)

· The clue-giver’s teammates are not allowed to see the cards and they should sit opposite their clue-giver, waiting to shout out their answers.

· Clue-giver draws a card from the stack and places it in their hand where their teammates cannot see it.

· The word at the top of the card is the guess word the clue-giver is trying to get his teammates to say.  The five words below the guess word are the Taboo words the clue-giver CANNOT say when giving clues to the guess word.

· As soon as a card is drawn, the clue-giver starts the timer and gives clues that will make teammates say the guess word.  Clues may consist of detailed sentences, phrases or single word hints, but cannot include any of the Taboo words.  

a) No form or part of any word printed on the card may be given as a clue.  For example, if the guess word is payment, “pay” cannot be given as a clue.  If “drunk” is the guess word, “past tense of drink” cannot be used as a clue.  If “spaceship” is the guess word, “space” or “ship” cannot be used as a clue.

b) No hand or face gestures may be made that would give clue.

c) No sound effects or noises may be made that would give clue.  However, feel free to break out into song.

d) Initials/abbreviations cannot be given if the words they represent are on the card. Example, no MD for doctor and no TV for television.

· As the clue-giver gives clues, his or her teammates shout out possible words, trying to say the guess word.  There is no penalty for wrong guesses.  Go through as many cards as possible until your time is up.

· Each time a teammate shouts out the correct guess word, the clue-giver’s team scores a point.  The cards guessed are set aside in a stack and a new clue-giver on the other team takes a turn.

· Each team takes a turn appointing clue-givers and guessing words until all players have had one turn as clue-giver.  If one team has one less player than the other, one player from that team is the clue-giver twice.

· If a Taboo word is used by the clue-giver or any of the rules for clues are broken, the opposing team sounds the buzzer and a point goes to the opposing team.  The opposing team must quickly explain why the card was killed.  The card is placed in a discard pile.  The clue-giver draws a new card and continues playing.  The number of cards in the discard pile is the points awarded to the opposing team.

· You may choose to pass and not play a card at any time during your turn as clue-giver.  Pass by removing the card from and placing it in the discard pile.  The opposing team scores a point each time you pass.  Remember that you are racing against the timer and it may be in your best interest to pass rather than spend a lot of time on one card.

· If a card is not finished, it does not count in the scoring.

· When all players have had the same number of turns as clue-giver, the points are totaled.  The team with the most points wins.  In the case of a tie, each team chooses their best clue-giver and takes one more turn to determine the winner.


	
KEY LEARNING POINTS

	This technique will challenge the learner to work as a team to identify various words.


	
VARIATIONS

	· A good use of this game would be the various words that is street slang for drugs, gang terms, or even simple terms children would say, stressing the need for the law enforcement person to adjust their terminology to suit their audience.


	
RESOURCES NEEDED

	· If not familiar wit the game of the TABOO, purchase it from toy/department store.

· Similar to the original game, develop cards with words related to the class topic.  The word at the top of the card is the guess word the clue-giver is trying to get his teammates to say.  The five words below the guess word are the Taboo words the clue-giver CANNOT say when giving clues to the guess word.


	SOURCE

	Modification of original game by Rosanna McKinney, Santa Cruz Consolidated Communications
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