[Two Truths and One Lie – Practical Game]

1. Introduction

The state of mental health presents the socio-cultural model in relation with the nature of its
modeling/influences.
In the moments of weakness the adults may consider that through bad eating habits and bad
nutrition they could filling the void, as ‘’solution for mental balance’’.
Practical games play an essential role in changing human attitudes and in improving daily life.
2. Target Group

Adults with bad eating habits who have passed or are going through a trauma;
- Adults with children by giving to them a bad example of nutrition and behaviour;
- Trainer (who will facilitate the game).

3. Key Words

- Practical game;
- Useful activity;
- Mental health;
- Motivation;
- Involvement;
- Group working.
4. Purpose of the game

With reference to the purpose of the game it can be highlight the fact that this practical game has
the following main purpose:
- To highlight the fact that group activities for mental health can be fun and informative and can
help the adults to increase their motivation.

5. Indoor or Outdoor Game?

- Outdoor

6. Specific reason why this game has been developed

This game has been developed with the following specific reason:
-

To

raise

awareness

regarding

the

high

power

of

an

interactive

activity

and to emphasize to adults with negative eating habits and with a specific kind of trauma or a
void the positive influence of the practical and easy game for therapy, relaxation stress and
depression.

7. Materials

- White papers;
- Pencils/markers.

8. Description & Instruction

Description of the stage

Instruction

1st step:

This group activity can be performed with
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Each person needs to come up groups of any size.
with two truths and one lie and
to write down on a paper.
2nd step:

Once everyone has come up with their truths

The rest of the groups then get to and lies, you begin.
discuss and try to guess which is You then have your adults state their two
the lie and which are the truths.

truths and one lie – in any order.

3rd step:

Your mental health adults can develop new

Once the group comes to a skills and learn how to relate to others.
consensus, the adults reveal These are valuable skills that will be needed
whether

the

group

guessed if or when they are on their own.

correctly. Then, it’s the next
adult’s turn.

9. Results of the game

- Increase awareness regarding the role of an interactive game;
- Overcome the state of sadness through positive thoughts;
- Increase the level of confidence and motivation;
- Encourage working group;
- Increase the level of interactivity.

10. Queries & Consideration

Being with others who are facing the same problems can help reduce your sense of isolation
through mutual identification and support. You may find that you have a need to talk about the
trauma over and over again. At the end of the activity, make sure everyone knows where support
is available in and out of the workplace and how to access this support.
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11. Conclusions

Positive mental health allows people to:
1.

Realize their full potential;

2.

Cope with the stresses of life;

3.

Work productively;

4.

Make meaningful contributions to their communities.
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