The Challenge – Creating the Game “Forbidden Words”
Try to describe the term “pencil” without using the words “yellow,” “mechanical,” “write,” “lead,” “wooden.” This is the premise for a game, called Forbidden Words, which you are going to help me develop. It will help you prepare for exams in two ways: First, helping develop the questions will introduce you to the chapter. Second, we will play the game in review for exams. 

Creating Forbidden Words:

1.  Today, I will assign 4 terms or glossary word to each student 

2.  In order to help create the game cards, you will need to read the rules.

3. For each of the assigned terms, you will need to generate five Forbidden Words. It is very important that you generate five Forbidden Words that are closely related to the term. For example, choose Forbidden Words that describe some important functions, description, purpose, or synonym. The point of the game is to remove the most useful words so that the clue-giver has to really work to describe the term and teammates have to really think to guess the solution. You will have to do more than simply look up the word in the glossary found in your book. You’ll need to read the paragraphs that describe the term. You will have to think about the concept, put the idea into your own words and generate 5 Forbidden Words. It may help to ask yourself “What words would others really want to use to describe the term?” Also, don’t forget to add essential basic terms. For example, look below at the Forbidden Words for “Cone.” Because the word “cones” is part of the eye, if the word eye is removed, then the clue-giver will be challenged in describing it. Give the Forbidden Words some thought and come up with the 5 of the most essential words you’d like to use if you were describing the term to another. I think the most helpful way to come up with the Forbidden Words is to pretend like you’re describing the term to another, and note what words you use. Or you may have another student describe the term to you and note, which words she uses.

4. Neatly list the Forbidden Words on a sheet of paper.

5. Next to each word, describe why you think it is a good Forbidden Word.

Forbidden Words! The rules:

Object of the game:  The object of the game is for team players to correctly guess as many words as possible in 1 minute. Each player on a team takes turns describing words drawn from a deck to teammates. A player describes the word at the top of the card (hereafter called “term”) to teammates who try to guess it. Five “forbidden words” which cannot be used in the clues, appear beneath the term. 

1. The person giving the clues draws a card. The term (or the name) that teammates are guessing is located at the top of the card. The clue-giver’s goal is to get teammates to say the term. The five words below the term or name are Forbidden words and cannot be used by the clue-giver. The clue-giver CANNOT use any of these words when giving clues. A member of the opposing team will stand behind the clue-giver to insure that no Forbidden Words are used.

2. As soon as the clue-giver draws a card, the timer starts and he or she starts giving clues to teammates who must come up with the term. The clues may consist of detailed sentences, phrases or single word hints. 

3. No form or part of ANY Forbidden word printed on the card may be given as a clue.  No gestures may be made. You cannot say that the word or name “sounds like” or “rhymes with” another word.

4. The clues that you give should be related to psychology – for example, for the term “signal detection theory,” trying to get teammates to say the word “signal” by giving the following clues: “this is called an indicator in a car and it tells others which way you’re going to turn when driving.” The point of this activity is to review psychological terms and meaning – using “everyday clues” detracts from the point of activity.

5. No initials or abbreviations can be given. For example, you cannot use S. F. if “Sigmund Freud” is the term to be guessed. 

6. As the clue-giver gives clues, the teammates shout out possible names trying to guess the term. There is no penalty for wrong guesses.

7. The team earns a point for each correctly guessed answer. At the end of the minute, the points are tallied for the team and the opposing team takes its turn.

8. The team can lose points two ways – by getting buzzed or passing on a card. All lost points are awarded to the opposing team. 


Examples of Forbidden Words playing cards:


Instructions for Making the Forbidden Word Cards

I have found that Powerpoint is the most efficient way to make the cards. In Powerpoint, each card will be made on an individual slide. After inserting a new slide, use the second choice of autolayout (the one with a title and bullets below the title). Put the term at the top of the slide at the prompt “Click to add title”. Use a blue font color, bold face, 66 font. Forbidden Words are typed below in Black, bold face, 48 font in the “Click to add Text” area. All text is centered and no bullets are used. When you’re done preparing the cards, use the following commands to print the cards.

“File Print”

“Print What”


Respond “Handouts”

To print 6 cards per page, set the “Slides per page” to 6. Use the “Horizontal” format. This will yield cards that are 2 ¼ inches in height and 3 inches in width. If you want to make the cards bigger, then print 4 slides per age and click the “Scale to Fit Page” command. Make sure that you click “Frame Slides” so that the cards are outlined in boxes and are easy to cut. I print the cards in color so that the terms are printed in blue ink and thus, easy to see. Additionally, printing the cards on heavy cardstock makes them easier for the players to handle and enhances durability. After cutting the cards out, you’re ready to play. You can print as many sets of cards as you need. 

Look for the example file called “Examples of Forbidden Word Cards.ppt” at www.utm.edu/~mmerwin
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