DEVATREK

Four Games Exploring
The Foundations of
Hinduism's Ashtanga Yoga

Fun ways to learn the yamas, niyamas
and chakras—character-building
principles and energy centers

The DevaTrek card deck contains twenty cards for yamas
(guidelines for self-discipline), twenty cards for niyamas
(guidelines for spiritual observances), fourteen cards for the
chakras (energy centers) and two matching title cards. Hail-
ing from the ancient Hindu text called the Vedas, the yamas
and niyamas are more well-known as the first two stages

or limbs of ashtanga yoga (“eight-limbed yoga”). Chakras
are centers of energy and consciousness in our spiritual
body, or soul. Understanding them is essential to progress
in yoga. The yamas and niyamas are keys to a spiritual life
of meditation and closeness to God. They unlock the door to
good character, leading to happiness, success, generosity and
responsibility and help us to permanently raise conscious-
ness to higher chakras. DevaTrek is a tool to help keep these
important virtues and ideals alive in our life. These cards
can be used to play the following four entertaining games.
Two are easy, “no brainer” games: “Match Up” and "Catch
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& Match.” The other two are intellectually creative games
that will even challenge adults: “Getting to Know You” and

“Let’s Make a Story.” The game play is designed to be fun

while teaching us these 27 key concepts. All the games here
are non-competitive, helping players to foster team spirit,
cooperation and comradeship. There are no winners and
losers, or perhaps all who play are winners.

Each yama and niyama and each chakra has two cards
that form a set; one card has the name in Sanskrit and its
matching card is in English. Matching cards have the same
small icon, eg. Y1, Y2, N1, N2, C1, C2 (Y for yamas and N
for niyamas, C for chakras). The matching title cards have a
small Aum symbol. Before starting, turn all cards to the up-
right orientation. Have fun! You can find out more informa-
tion on the yamas,niyamas and charkas or order more card
decks at our site:

http://www.himalayanacademy.com/devatrek

GAME #1:

This is a classic visual memory game played by two, three
or more players. Shuffle and lay the cards face down, seven
across and six down. The first player turns over one card,
then turns over a second card. If the two cards match, the
player places the two cards face down in a pile to the side
and turns over two more cards. If the cards do not match,
the player puts the two cards back, face down, in their
original positions. The second player then turns over one
card, then a second card. If the two cards match, the player

MATCH UP

puts them in the matched-up pile and goes again. If they

do not match, they are turned back face down, and the play
moves to the next player. The game ends when matches for
all cards have been discovered. To make the game more fun,
set a timer at the beginning and note how long it takes for
the team to match all the cards. Then the next time you play,
see if you can beat the previous time. This way, instead of
competing against each other, the whole team is trying to
better their previous time.

GAME #2: CATCH & MATCH

This game is similar to "Go Fish,” played by two to four
players. The goal is to match up all cards based purely on
the luck of the draw. For example, if you have the Sanskrit
card for the niyama hri, you may ask any one of your play-

mates if they have the card with the English meaning for
hri. If your card shows the English meaning for hri, then you
ask for the card that shows the Sanskrit term hri.

1) The dealer shuffles the deck and deals five cards to



each player, one at a time and puts the
deck in the middle. 2) Before starting,
each player checks his cards and puts
matching sets face up in a common
- area on the table, arranged in order,
% "4 = with yamas first, niyamas second.,
AHIMSA I chakras third. 3) The first player then
Noninjury L% asks any other player if he has the
o match for one of his cards by read-
ing aloud the name or meaning and
number on that card; for example “ahimsa, yama one” or

"nonviolence, yama one.” 4) If that player has the matching

card, he gives it to the player who asked for it, who then
places the matching set face up with the other matching
cards, in order. 5) If the playmate does not have the card, he
says, "Catch & Match.” The first player then draws a new
card from the deck. If the card is a match, the player places
the set face-up with the other matching cards. If it does not
match, the player keeps it and says, “I'm all right, right now.”
6) Then the next person completes his turn in the same
way. 7) The game ends when all the cards in the deck are
matched, face up in order on the table.

GAME #3: GETTING TO KNOW YOU

This game helps two or more players to get to know each
other better. At the beginning, decide who goes first and
agree upon a maximum time limit for each player to tell his
story. A one-minute limit means the game will take as long
as twenty-seven minutes, etc. Shuffle the deck and place
the cards in the middle.

Version #1, You Must Tell! 1) The first player draws
acard. If it is a card with an English meaning, the player
puts it in a pile for finished cards and says, “No story!” If
a Sanskrit key name is on the card, the player tells a story
related to the Hindu virtue/chakra from his/her life and
puts the card in the finished pile. If the player is unable to
tell a story, he says, "All my needs will always be met!” and
puts the card at the bottom of the deck. 2) The next player

then draws a card, repeating the process. Once all the cards
in the deck are drawn, the game is over.

Version #2, Everyone Tells! 1) The first player draws
a card. If it is a card with an English meaning, he says, “No
story!” and places the card on a pile for finished cards. 2)
Then the next player draws a card. If is a Sanskrit card, he
shows it to everyone. Then each player, starting with the
one holding the card, relates an experience about that yama,
niyama or chakra. 3) After all players have told a story, the
card is placed on the finished pile. Then the next player
draws a card. If one of the players is unable to tell a story or
is not ready to share, that is okay. He/she says, "All my needs
will always be met!” and the game moves to the next player.
When all cards have been drawn, the game is over.

GAME #4: LET'S MAKE A STORY

This game sharpens your powers of memory, concentration
and creative visualization. Adults can play this game at a so-
phisticated level of story telling. It can be played with two
or more players. Shuffle the deck and put it in the middle.

1) The first player draws a card. If it has an English mean-
ing, he places it in the pile for completed cards and says, “No
story!” The next person draws. If the card has a Sanskrit
name on it, then the player has to make up a sentence for a
story that relates to the word on the card. For example, if he
draws hri, he creates a sentence that relates to remorse. If he
does not know the meaning of the yama, niyama or chakra,
he says, “Help! What is hri?” Others can state the simple
meaning to help him compose a sentence. The first sentence
must begin with, “Once upon a time ...” After he recites the
sentence, he puts the card in the finished pile. 2) The second
player draws a card. If it is a Sanskrit card, he repeats the
first player’s sentence, as close as he can, and adds another
sentence to the story based on the theme on his card. (If it is
an English card, he puts it in the finished pile and says, “No
story!”) 3) If the second player has forgotten the first player’s
sentence or recalls it incorrectly, he must pass the card to
the next player to make a sentence. 4) If the second player

repeats the first player’s sentence and adds his own sen-
tence to the story, he puts his card on the finished pile. The
next player follows the same procedure. Play continues until
all cards have been drawn.

If there are only two players and player 2 draws an
English card, he says, “No story!” and puts that card on the
finished pile. Player 1 draws a card, repeats the last sentence
he or player 2 composed and adds another sentence based
on the new card. If a player cannot recall correctly or makes
an error, then he gives that card
to the other player, who must 4 0 35\
repeat the last sentence and
add another sentence to the
story. If that player also forgets
or makes a mistake in repeating
the last sentence, he gives the
card to the other player, who
can now make a new sentence
without repeating the sentence
they both forgot. Play continues
until all cards are drawn.




