All Aboard
This activity works well with complete strangers

Groups of 20 or More

Pure Fun Outdoors 

Group Size 20 to 100 

Level of Physical Activity High 

Estimated Time 5 to 8 minutes 

Props 2 balloons per person of varying colors (one color per group)

One permanent magic marker per group of six to twenty

Participants will enjoy forming a "train" and picking up passengers. This activity encourages team behaviors and creativity. Use it when you have three to sixty minutes in open space when you want people to be very active. 

Instructions

1. Distribute deflated balloons of varying colors around the space. 

2. Organize participants into groups of six to twenty. 
3. Ask groups to get into train formation and give each engine a magic marker. 
4. Tell groups that they are passenger trains that must pick up passengers--2 passengers per car (per person). 
5. Explain that balloons become passengers easily when one inflates them and creates a face on them with the magic marker. 
6. Tell them to move around in train formation to a location where there is a balloon. One person must inflate the balloon, tie it, and paint a face on it with the magic marker. That person (or car) then carries that passenger with them. Each car will eventually be carrying two passengers in it. 
7. Explain that groups will be competing to fill their trains (two passengers per car) with passengers of the same color. The train that is filled first wins the race. 8. Remind participants that their train must stay still while a person is inflating a balloon and drawing a face on it. The train can then move on to find another balloon (passenger) of like color. The only time trains can uncouple is when they are standing still. 
Variations 

1. Use pieces of cloth rather than balloons, increasing the pace of the race. 

2. Tell groups they must have five or six different color balloons. 
Tips 

1. Remind participants that they must have two passengers per person when they pull into the station. 

2. Have everyone look at all the faces created.

Alphabet Search
Divide the participants into small groups. 

Instructions: Search your person for objects that you have on you or with you ranging from A-Z. 

Make a list. 

First group to get all 26 letters represented wins. 

Exercise can explore how diverse we are and give an insight into our individual selves. 

If done as a small group lends itself well to a small team building exercise as the group works together through the alphabet.
Always Better with Two
Pair people up together. 

Ask them to spend 2 minutes each talking about themselves. 

At the end of 4 minutes we will come back together as a group and you will introduce each other. 

Ask them to tell the persons name, their position and how many years experience they have in the industry. 

For example: How many years they have been in Customer Service? 

All participants get to hear about other participants from of a third party instead of hearing from the people themselves. Depending on the session content, it is fun to add up all the years experience in the room and close with something like "Combined, we have 100 years of customer service experience."
Animals                                  

Objective: Have fun! Get acquainted. 

To get ready: On a slip of paper, write the name of an animal that makes an obvious noise. 

Create five to ten slips for each animal. 
Give each slip of paper out and instruct the group that they have to find the people in the room who have the same animal as them without talking. Give them a few minutes. They should make sounds and jesters that let them know what animal they are. Once they find each person in their group they should continue around until they find all the monkeys, or all the dogs, etc.
Birthday Party Ice Breaker 
Overview: Participants will get a chance to create their own dream birthday party.
Goal: To learn more about the participants in the group.
Time Required: 4 - 5 minutes
Material Required: Coloured Paper, Markers or Crayons
Instructions: Provide participants with a hand out to record their answers and allow them to make notes and create their own dream birthday party. If the participants like to draw ask them to illustrate.
Discussion: Take a few moments to discuss as a group and share examples.
Form: Birthday Party Ice Breaker
Candy Game
	Object of the Game: To end up with one or more candy bars before time's up. 

Items Needed: 1 timer; 1 6-sided die; A different type of candy bar or small toy per person. If 7 people are playing you will need seven different bars (such as Snickers, M&M's, Mars, Starbursts, etc.) or toys (such as small stuffed animals, noise makers, plastic animals/games/etc). 

Preparation: Place the bars on a table or the floor. Have people sit in chairs or on the floor in a circle around the bars. 
Directions: Set the timer for 10-20 minutes (or longer if desired as the time goes by quickly). Everyone takes turns rolling the die until someone rolls a 1 or 6, and then they can either take one of the bars from the middle or ask for one, by name, from someone who has already taken one. People roll the die and take bars from each other until time's up. 
Example: Player one rolls a 2, player two rolls a one and takes the Snickers and hides it from view (in their lap, in a shirt pocket, under a pillow held on their lap). Player three rolls a four, player four rolls a six and takes the M&M's. Player five rolls a three, player six rolls a one and asks player two for the Snickers, which player two hands over. Player seven rolls a five, player one rolls again and this time rolls a six and asks player three for the M&M's. But player three doesn't have the M&M's, so player one's turn is over and player two goes again. Once the time's up everyone shows what they had. Everyone keeps a bar, and those with an extra bar gives them to those who ended with nothing, that way everyone ends up getting one in the end. 


	

	


Constructive Feedback
Use this activity to introduce a Topic
Group Size 6 to 12 
Estimated Time 3 to 6 minutes 
Props: A Box; 30 pieces of wadded paper 
Your participants will value the benefits of constructive feedback as they try to accomplish a goal that is not possible without feedback from their peers. It works best with a small group of people who can all participate. Use it at any time in a program to introduce the value of feedback. Conceptual thinkers will make the most of the activity if you ask them to draw conclusions; concrete thinkers will appreciate the experiential demonstration. 
Instructions: Ask for one volunteer. When that person comes forward, position the volunteer in a standing position and place an empty cardboard box somewhere behind him or her, but not directly behind. Place the 30 pieces of wadded paper within reach of the volunteer. 
Explain to the group that their job is to give clues to the volunteer that will help him or her to throw the wads into the cardboard box without turning around. 
Give examples of clues such as, "A little further to the left." 
Begin the activity. About halfway through the activity, remind the volunteer of some of the clues given. Ask which one was actually helpful and why that was true. Keep the activity going until the volunteer has successfully thrown three wads into the cardboard box. Ask the group to describe what is true about feedback based on what occurred in the exercise. 
Variation: If you have fewer than seven people and more than five minutes, ask them all to stand in a square and do the activity for each person, one at a time. 
Debrief: Feedback was expected and welcome. One person could not make the goal in a timely manner without hearing other perspectives and suggestions. When the goal was accomplished, everyone participated in enjoying the success.
Cut the Cake 
Draw a picture of a cake. (Variation – If you have an exact group of eight – use a real cake!) The objective: There are eight people coming to the party. You have one cake to serve. Your task is to produce eight pieces of cake with only three cuts of the knife.
Possible solutions:
1. Cut cake in half so you have 2 small complete cakes. Put them on top of each other and then cut in exact 4’s thus having 8 pieces.
2. Cut the cake in half. Now you have 2 pieces. Stack them on top of each other and then cut in half – now you have 4 pieces. Cut those in half either way and you will have 8 pieces.
3. Using the knife make one complete circle cut about ½ way through the cake so you have a circle inside the cake – 2 pieces. Now cut into 4ths and you will have 8 pieces.
4. The elegant solution, using the knife cut 1 curved line through the cake that has 3 curves. Then cut another curved line that intersects in the middle of the top and bottom curve. Then cut the cake in half.
Dinner Partners           
Pair people up together. Ask them to spend 2 ½ minutes each talking about themselves. Ask them if they could have dinner with anyone, alive or dead, who would it be and why. Tell them that at the end of 5 minutes we will come back together as a group and you will introduce each other. Ask them to tell the persons name, their position and their dinner partner.
Note to facilitators – this is a great exercise to help you understand the personality of the class. For example you may have a lot of people who want to have dinner with political figures or movie stars it gives you a clue that politics are important to this group or they are moviegoers. If you have a lot of people who want to have dinner with religious figures again it helps you understand the basic personality of the group.
Dream Vacation
Ask participants to introduce themselves and describe details of the ideal, perfect dream vacation.
Family Heritage
This activity works great for a diversity training session. Have each person introduce him or herself by ethnicity and have them speak about their ethnic heritage or their ancestors. They could speak of family stories about coming to the U.S. or family traditions.
Favourite Animal
As the guests arrive, and before you write their names on a name card, ask them to tell you their favourite animal and three adjectives to describe the animal. As they tell you, write the three adjectives on a nametag BEFORE their name (omit the name of the animal.) Ask them to mingle with the crowd, sharing why these adjectives best describe their own personality. Example - Loyal, cuddly, playful Sherrie. Ask participants to guess which animal the words represent.
Favourite T-shirt
Ask attendees to bring (not wear) their favourite T-shirt to the session. Once all participants have arrived, ask each person to show the shirt to the group and ask them to explain how the T-shirt best resembles their personality.
Five Things in Common
Split the group up into pairs. Each pair will have 30 seconds to find 5 things they have in common. At the end of the 30 seconds, put two pairs together and give the foursome a minute to find something all 4 students have in common. Finally, each group can present the list of things they have in common. You can use this activity to form groups.
Ha
This exercise asks the participants to pass the word 'ha' around a circle. This activity is generally more effective when used during the later stage of the training program or session. It takes about 7 minutes and is best suited for a group of 20 or less participants.
Ask the participants to form a circle. When they are ready explain that the object of this activity is for the participants, without laughing, to pass the word "ha" around the circle. Designate one participant to be the head of the circle. That participant begins by saying "ha". The person sitting to his or her right must repeat the "ha" and then say another "ha." The third person must say ha ha and then given an additional "ha." In this manner the "ha" continues around the circle. It ends when all of the participants, trying not to laugh (a virtual impossibility), have repeated the "ha's" that preceded them and then added their own "ha."
Variations: Use another word in place of "ha." For example: "yuck," "har," or "tee hee." or ask all of the participants to repeat the "ha's" stopping only to let the person whose turn it is pipe in with his or her own. You can continue the exercise for five minutes regardless of how many times the "ha's" go around the circle.
Holidays - A to Z
Have a blank flip chart prepared with all the letters of the alphabet from A to Z. Ask participants to fill in a holiday word or phrase that starts with each letter. Here are examples for you to use. Give bonus points for the letters Q, U, V, and Z.

A. Angels
B. Bells
C. Candy Canes, candles, cranberries
D. Deck the Halls ,doves  
E. Elves, Eggnog, Eight Maids a Milking
F. Food, Frankincense, five golden rings, four calling birds 
G. Garland, Goose
H. Holly
I. Incense
J. Jingle Bells
K. Kwanzaa 
L. Logs - as in Yule
M. Mistletoe, Menorah, Mir
N. Noel
O. Ornaments
P Peace on Earth, Partridge in a pear tree.
Q.
R Ribbons, Reindeers
S. Silent Night, Seven Swans a Swimming, Six geese a laying, Shoes, Sleigh, Santa
T. Trim, Turkey, two turtle doves, three French hens
U. 
V. 
W. Wreaths
X. X-mas
Y. Yule tide
Z.
Hum That Tune
This activity is a fun way to break participants into groups. 
What you will need: Songs Examples that work well: Row, Row, Row, Your Boat, Rock-a-by Baby. The National Anthem, The Itsy-bitsy spider, Old McDonalds, etc. Write down the names and cut them apart. The number of songs you choose depends on the number of groups you want.
Each person in the group is given a small piece of paper with the name of a nursery rhyme or other song written on it. Participants are to go around humming their tune until they find everyone else singing the same song. Then they form a group. 
Icebreaker Exercises

Two Truths and a Lie

· Each participant gets one index card and on the card writes down two true things and one lie about themselves.  Allow three minutes.

· The facilitator collects the cards and selects cards at random to read.

· The group has to guess who is who in the group.

Facilitator notes:  

This game helps people get to know each other both personally and professionally.  It is also fun because people can be as creative as they want and may come up with some very unique facts.  Facilitator should also participate.  

If the group is too large (25+) think about breaking the group in half and using a co-facilitator).

Do you know your neighbor?

· Have participants sit in a circle, except for one person who stands in the middle. 

· Have participants find out the first name of the person sitting on either side of them. 

· The person in the centre picks someone and asks, "Do you know your neighbours?" The person stands and responds, "Yes, I'd like you to meet ______ and ______.”  Then the person who was picked exchanges places with the person in the centre of the circle and says whom they would like to meet.  For example, “I'd like to meet everyone who ________ (has on blue socks, likes ice cream, is an AmeriCorps member, etc).” 

· Those people who fit the description stand up and have to find a new seat with new neighbours.  

· The game repeats for 5 – 10 minutes.

Facilitator notes:  

This game helps people get to know each other both personally and professionally.  It is also fun because it gets people interacting with each other from the start.   The facilitator should also participate.  Ideally the facilitator will be the first person in the middle of the circle so that they can model the game. 

MUMBLE JUMBLE
· The facilitator will cut up a few pictures into puzzle pieces.  

· Each participant will grab a piece of a puzzle from a bag.  

· The group members will keep their puzzle piece to themselves until the facilitator says to begin.

· When all participants are in the room, the facilitator will explain the object of the exercise is to complete the puzzles.  Depending on the number of puzzles to be put together, the facilitator should tell participants where each puzzle will be assembled.  For example, one puzzle will be at table A, one puzzle at table B, etc.  

· At this point, the group members will try to locate other members of the group with the appropriate pieces to complete their puzzle.  

· Whichever group completes a puzzle first, wins.  

Facilitator notes:  

This is a good exercise to do with a larger group.  Participants should be given puzzle pieces as they enter the room.  If there are left over puzzle pieces, some participants may need to be given additional pieces so that the puzzle can be completed.  This is also a good activity to break large groups into smaller groups.  This is also a good exercise to get people moving after a break.

NEW AND GOOD
Go around the room and have participants introduce themselves (i.e. name, organization,) and ask them to share something “new and good” that happened to them within the last week. 

Facilitator Note:

This is a quick and energizing icebreaker which can help the facilitator stress the positive aspects of new experiences.

CAN YOU GUESS?  

· Give participants a piece of paper and ask them to write a secret about themselves that the rest of the group doesn’t know.  Fold-up the paper and put it in a paper bag.  

· When all the papers have been collected, have a volunteer pick out one piece of paper, read it aloud, and try to guess who the person is and give a reason for their choice.  

· If they guess correctly, they can choose the next person who has to draw from the bag.  

· If they guess incorrectly, the facilitator will go around the room and give everyone a chance to guess.   

· If no one guesses correctly, then the person must reveal who they are.

UNFINISHED SENTENCES

Pick one of the questions/ statements below – or make up your own – and have participants go around the room to introduce themselves (i.e. name, organization,) and provide an answer to the question/ statement.

· On Saturdays, I like to . . .

· If I had only 24 hours to live I would . . . 

· If I had the car of my choice it would be . . .

· I feel best when people . . . 

· If I had a million dollars I would . . .

· Secretly I wish . . .

· If I could change the world, I would . . .

· If I found $1,000 in a vacant lot I would . . .

· If I had a magic wand I would . . .

· Something that really bugs me is . . .

· What was your nickname growing up?

· What are you looking forward to the most during your time with AmeriCorps?

· What is your favourite interest or hobby?

· What would be a dream vacation for you?

· If you could change one thing about the world what would it be?

· Do you know any good, clean jokes? And do tell. . . . 

· What is the one thing that nobody in this room knows about you?

If I Had A Hammer
This activity is good to introduce a topic.
Group Size: 6 to 24
Estimated Time: 5 minutes

If I Had a Hammer Activity Sheet, one per participant. 
Participants compare the "tools" they learned about in the session to the drawings of real tools on an activity sheet. Use this activity to gain closure on an informative or skill-building session. 
Distribute one If I Had a Hammer Activity Sheet to each participant.  Ask participants to think of the tools they became acquainted with during the session. Instruct them to make analogies between the tools on the sheet and the tools they heard about during the session. When participants are finished, ask them to explain their analogies for each tool to the group. 
Variations: Ask participants to list tools, then make analogies. Create a sheet with a column of hardware tools next to a column of business tools and ask participants to match each hardware tool with a business tool, and then explain their matches. Give each group one of the tools to create analogies for. Use the tools for a grouping activity in the beginning of the session. 
Line Up
This exercise is good for a group of 20 or More. Use it for Team Building or just for Pure Fun! Use this activity to break the monotony of long periods of sitting and to help participants find out about each other.  Any group is game for this activity!
Estimated Time: 5 to 7 minutes
What you will need: Line Up Activity Sheet for Leader
Instructions:Organize participants into groups of 8 to 20. Tell participants that in the Line Up, they will have a chance to learn things about one another they may never think to ask. 
Give these instructions: Tell them that this is group competition and that you will give the instruction for groups to line up in a particular way. Your group should get in a line as quickly as possible. When your group is lined up appropriately all group members should clap to indicate they have completed the task. 
Conduct a practice round. Tell them to line up by height and to clap when they're finished. 
Begin the activity. After each line-up, determine which group clapped first and then announce them as the winner of the round. 
Variations: Use this activity periodically throughout a long session or you can ask groups to come up with their own way of letting you know they're ready. (We have had groups yell, hum a song, put up their hands, etc.) This can add a lot to the fun to the activity.
Tips
Keep the tone light; this is a fun competition. Laugh and play with humorous comments from participants. 3. Remember political correctness with regard to your own or participants' comments. 
Meet n Greet

Objective: get acquainted - help discover common backgrounds and interests. 

Procedure: At the beginning of a meeting or class, ask people to introduce themselves to as many others as they possibly can in two minutes' time. After those 2 minutes tell them to get into groups of three people. Tell them that their assignment for the next two minutes is to find at least three distinctive things that the three of them have in common. The only rule is that the three things cannot be job related (i.e. they work for the same organization.) Ask them to identify the three things as quickly as possible and to shout out loudly when they've done so. Provide a token prize for the first team to complete the task. Some examples of areas of commonality could be:
	
	all are from the same county
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	all have an older brother

	[image: image2.png]



	all drive a 4X4
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	all have degrees in the same field, etc.


After most have completed their assignments, call on a few groups to tell their areas of commonality.
Discussion questions: 

1. How did some of you complete the task so quickly? 
2. Did some of you have difficulty finding common backgrounds or interests? 
3. Did anyone discover some startling or surprising information about the others (all are twins.) 

Approximate Time needed: 10-15 minutes.
Once Upon a Time
Objective: Quick ideas to get people focused in the room on each other; also ready to participate.
Procedure:
Go around the table (or circle) and complete one of these sentences:
Once upon a time, I...
My ideal vacation is...
The riskiest thing I ever did was...
The wildest thing I ever did (that I'll admit to) is...
Peculiarities
This activity can be used at any time during a short or long session, with participants who know one another well or with complete strangers, to introduce the topic of diversity. 
Group Size: 12 to 60   Estimated Time: 2 to 5 minutes
What you need:  Peculiarities Activity Sheet for leader; simple prizes such as candy, stickers, or pens. 
Instructions 
1. Ask participants to stand. 
2. Explain that the object of the activity is to discover peculiarities in the group. 
3. Tell participants that you will read items from a list, one at a time. Ask them to come forward to receive a prize if they have that peculiarity. As a variation pass out the list to participants and ask them to fill it out individually, then find others in the room that have marked the same categories. Include some categories that you know apply to more than one person. 
Tips Keep this quick and fun. Add peculiarities to the list relating to organizational quirks or norms, or add specific peculiarities that you know about people in the group.
. Was born on February 29. 
2. Has or had a dog named Spot, Midnight, Lucky, or Shadow. 
3. Is wearing an article of clothing that was chosen and purchased by someone else. 
4. Is wearing a family heirloom. 
5. Drives a car more than five years old. 
6. Competes in sporting events such as running, skiing, etc. 
7. Likes pizza with anchovies. 
8. Volunteers for charity fund drives. 
9. Was born in another state. 
10. Was born in another country. 
11. Has won a prize. 
12. Has been to Idaho. 
13. Writes songs or poetry. 
14. Has an organized, clean desk. 
15. Has a twin brother or sister. 
16. Has a shoe size of 12 or greater. 
17. Has milked a cow. 
18. Has been to the top of the Washington Monument. 
19. Collects stamps or other collectibles. 
20. Remembers sodas for five cents. 
21. Has been to a concert in the last month. 
22. Has five or more siblings. 
23. Prefers winter to summer. 
24. Has been on a radio or TV show. 
25. Restores old cars or trucks. 
26. Has won a prize or money with a mail-in form.
Pocketbook Scavenger Hunt
Did you ever watch Let's Make A Deal TV? At the end of the show they would always pay audience members for bizarre or unusual items that they would have in their purse or pockets. This is a version of that game. It is great for introducing a topic, to help people get to know each other, for team building or just for fun!
Groups work best with about 8 members. Give each person a Pocket Scavenger Hunt Sheet.
Time: give the groups 2 minutes to come up with as many things as they can. 
Each item is worth 2 points however a reasonable substitute can be made. If a substitute is used only 1 point is given. 
If time permits ask groups to share what items they got from the list and what substitutions were made. 
Tip: Give prizes to the group that has the most points. 
Grocery List
Mint
Cloth handkerchief
Matches
Hair Pin
Black Comb
Money Clip
Dry cleaner receipt
AAA Card
Picture of a close relative
Hair Scrunch
Contact lens case
Restaurant coupon
Safety Pin
College ID 
Planning Calendar
Candy
Tissues
Lipstick
Run Away With the Circus Ice Breaker!
Overview: Participants will pick a circus character and explain how that character relates to them or why they would chose to be that person for a day.
Goal: To learn more about the participants in the group and to demonstrate that they can be spontaneous and fun during the session.
Time Required: 4 - 5 minutes
Material Required: Coloured Paper, Markers, and Crayons
Instructions: Provide the participants with the hand out below and allow them to make notes and select a character that they would like to be if they had ran away with the circus for a day. Tell participants to be as wacky as they would like and to have fun. Let them know they can colour and illustrate if they wish to.
Discussion: Take a few moments to share a few examples and laughs as a group.
Ask why they chose that character?
Ask how the character relates to them?
Ask how the character does not relate to them?
Form: Run Away With the Circus for a Day! 
Self-Awareness Ice Breaker
Overview: Participants are asked to write down what comes to mind first when certain questions are asked.
Goal: To learn more about themselves.
Time Required: 3 - 5 minutes
Material Required: A blank piece of paper
Instructions: Define the term adjective and ask the group for a few examples. Read the following questions only and encourage participants to write what first comes to mind and to only spend a few seconds on each question. Once you have completed asking the questions review as a group, ask for volunteers to share their responses and read the answers listed below.
Questions:
List two adjectives that describe your favourite animal.
Answer: This is how the participants see themselves.
List two adjectives that describe your second most favourite animal.
Answer: This is how others see the participants.
List two adjectives to describe the ocean.
Answer: This is how the participants view life.
List two adjectives to describe the sky.
Answer: This is how the participants view death.
Optional: ****Warning High Risk
List two adjectives to describe white water rafting.
Answer: This is how the participants view sex.
Stranded on a Desert Island 
Overview: We have used this icebreaker for many years as being on a desert island, however if you want to, you could appropriately rename it Survivor - like the popular TV show! 
Participants are asked to write down what they would bring if they were going to be stranded on a desert island and only had 5 minutes notice. Once everyone has written down their item ask each person to tell what thy brought and how they plan to use it. 
Give them a few minutes to decide how they could combine their items to better survive. If you want to allow more time combine people into groups have them brainstorm what they can do with their combined items. Give a prize to the group that is most creative. 
Goal: To learn more about themselves.
Time Required: 3 - 5 minutes
Material Required: Coloured Paper, Markers, and Crayons
Instructions: Provide the participants with the hand out below and allow them to make notes or illustrate what one item would they would bring if they were going to be stranded on a desert island and had only 5 minutes advance notice.
Discussion: Take a few moments to share a few examples and laughs as a group.
Ask why they chose the items and why they meant so much to them?
You are going to be stranded on a desert island in less than 5 minutes and you are only permitted to take one item. What will you take with you? Feel free to illustrate or make notes. 

Toilet Paper Go-Round
Material: 1 roll of toilet paper (if you "borrow" it from an office bathroom, be kind and leave some for your colleagues!)
Pass around a roll of toilet paper and say something like "just in case this meeting gets a little messy, everyone needs to take some" (with no other qualifiers or instruction). Then go on with other business (agenda, minutes, and "housekeeping" items...) as the roll makes it way around the room.
Some folks by nature will take many "squares" and some just a few. Once everyone has had the roll, and you've finished other business, ask everyone to introduce him or herself and share with the group as many "things" about themselves as number of "squares" they took! You can suggest the "things" be generic or make it work-related. You choose.
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The Ten Percent Stretch
Equipment: Blue Tack

Objectives:  To impress upon team members that no matter how well they are performing now, they are probably capable of doing better.
Time: 5 minutes
Procedure: Ask a volunteer to step to the side of the room.  Request that the person extend an arm and reach as high on the wall as they can.  Use half of the Blue Tack to measure how far they reached.  Now ask them to extend an arm again and, by really stretching, reach as high on the wall as possible.  Note how far the fingertips extended this time (it will invariably be farther).

Stress a few major points from this exercise (or, preferably, ask the team to derive its own conclusions from the demonstration).  Ask them to note the effects of a 10 percent improvement by the England World Cup Squad, for example more goals, winning the cup etc.
Discussion Questions: 

1. What apprehensions do we have about doing something new or different?

2. Could our team improve performance in some area by 10 per cent or more?  In what areas?
3. What message might we be sending to our organisation or our customers when we emphasize the value of 10 per cent improvements in performance at work?
4. In what ways have we learned to hold some portion of our energy or talent in reserve?
Tip: You may find that some people will exhibit defensiveness by indicating that they are already working as hard as they can.  Without debating their behaviour simply ask them if they are aware of any other employees who are not contributing all they possibly can.  (They’ll rarely deny this phenomenon!)
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Indoor Team Building Game #1 - Crossing the Line
Equipment: 25-foot length of rope, masking tape. Place rope on the floor in the shape of a circle. Tape a line down the middle of the circle to create two halves.  Alternatively, use two suitably strong cases or boxes for the participants to stand on ensuring there is enough room for both participants to stand on each.
Time: 5 - 15 minutes.
Outcomes: Introduces participants to cooperation verses competition. Many organizations evidence a culture that rewards employee competition verses employee cooperation (i.e. review your sales compensation strategies). This initiative is excellent to begin a discussion around the strengths and weaknesses of a competitive culture.
Set-up: Select two "volunteers" from the group. (Try and pick the two most competitive individuals - each should have high ego strength). Have them enter the circle and face each other. Tell them this is an initiative around power and influence and the goal is to use all their considerable powers of influence, including but not limited to, arguments, lecture, bribery and trickery to get the other person to cross completely over the line. 
Rules: 
1. They may not touch each other physically.
2. Audience members may not contribute suggestions. However, they can lay bets on who
will win.
Facilitation: The group leader (facilitator) acts as the referee. You can have them shake hands and shout "Begin!” The more you set the atmosphere up like a wrestling match the better. You can throw in comments such as, "John, good point! Julie are you convinced?" and other comments to reinforce the best way to get someone to do what you want is to persuade him or her. Of course the fastest way to reach the goal in this exercise is to give the other person what they want, not demand what you want. A very good debrief can follow as you explore who really won. Was it the person who crossed the line first or was it the person who crossed the line first in order to get the other person to cross the line?
Facilitator note: The power of these exercises rest not in the games themselves, but in the debrief afterwards. The debrief must make the link back to issues the participants are facing at work or the games are pretty much a waste of time. The real value of team building comes alive when concrete business problems get solved.
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Pipe Dreams
Equipment: Sufficient pipe cleaners (3 per person); prizes

Objectives:  To stimulate team members to practice creativity during a group meeting.  To allow individuals to give themselves permission to be creative.

Procedure: Before the meeting begins, place 3 pipe cleaners at each person’s place.  Unless someone asks what they are for, do not tell them their use until you are halfway through the meeting

At that time, tell the team that these items are theirs to make any kind of a personalised sculpture.  If asked further, simply restate they can do anything they want with them (urge them to be creative).

At the end of the meeting, ask the team to select a winner.

Note: Give special recognition to any members who combined their “resources” (i.e. pipe cleaners) and designed or built something that uses all of their tools.  Also, mention that children typically don’t wait to ask, they simply go ahead with the task.

Provide small prizes for the winners.
Discussion Questions: 

5. How many were curious whey they saw the pipe cleaners?
6. Why didn’t you ask their purpose?
7. Why did you wait to be told what to do with them?
8. How many of you opted to approach this task as a team?
9. Who initiated this idea with your group?
Tip: Bring a Polaroid-type camera and take close-up photos of the winners and their products.  Tape these to a poster board for a strong visual reminder of creativity within the team.
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Team Building Activities

	Get Off Your Chairs 
 
Quick coordination gets you through this crazy relay. 
Use chairs or masking tape to mark a 5-foot wide, oval racetrack. Form no more than four teams. Place a chair for each team at the starting line.
Each team will need their own colour of inflated balloon and a paddle, such as a Ping-Pong paddle, a folder, or a magazine.
Have the first player from each team sit in their starting chair. Give each starter a paddle and an inflated balloon. (Have extra inflated balloons in case a team's balloon pops.) 
Say: When I say, "Off your chairs," first team members stand up and begin batting their balloon with their paddle around the racetrack. If your balloon hits the floor, you must return to your starting chair and begin again. You can hit another team's balloon once during the race. When you get back to the start, pass your paddle and balloon to the next person who's sitting in your team's chair. The first team to finish the relay wins. Ready? Off your chairs!
Star Light, Star Bright
Purpose: Team Building; Self-Disclosure, Good to use at the end of a teambuilding workshop.
Props: Cut out Stars 
This activity is a nice ending to a team building session. Use it when you want people to think about possibilities rather than impossibilities.
Ask team members if they have heard the rhyme, "Star light, star bright, first star I see tonight; I wish I may, I wish I might, have the wish I wish tonight." 
Encourage participants to think of a wish that they have for the team, if their time together has shown them a glimmer of hope.
Pass out the stars and ask participants to stand in a circle. Explain that their sky is now the floor in front of them. Optional: Have participants place stars in a cluster on the wall.
Repeat the rhyme. When you finish, ask participants to come forward one at a time to place their stars in the circle on the floor and state their wishes.
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Human Checkers
A huge checkers table adds to a huge amount of teambuilding fun! Requires at least 26 players. 

Tape alternating pieces of red and black construction paper in checkerboard-style in a large area. There should be eight rows of eight squares. Each square area should be large enough for a person to sit on. Make sure the lower left corner of the "board" is black. 

Ask twenty-four people to be "checkers"—twelve black and twelve red. Have them each tape a square of red or black paper to their shoulder, according to their checker colour. Tell them they can only move to black squares.

Choose two people who understand the game to be the players. Have them stand on chairs to see the overall board. Have them move their "checkers," following the rules of checkers.

To jump, the jumping checker must leapfrog over the other checker. When a player is eliminated, he or she must wait until needed to "crown" a team-mate. Then he or she stands behind the checker that is crowned. 

Continue until one team eliminates the other. 

Famous People 

Use job applications to spark a guessing game of famous people. 
Blank enrolment applications and pencils. Get photocopies of your employment application. 
Form pairs or trios and give each group one or two of the forms. Have team member’s work together to create fake applications based on popular fictional or historical characters. 
Encourage members to have fun with the "previous work experience" section as well as the "history of education" section. For example, a form for Albert Einstein might list "the speed of light" as an area of expertise and "thinking up theories" as a hobby. Have group members also put their names on their forms. 
When the forms are complete, collect them and give each team a blank form to look at during the game. Pull out a fake application, then have one of the teams pick any portion of the form for you to read aloud (except the name, of course). See if team members can guess the character based only on the information in that portion. Continue until one of the teams guesses the character. Repeat this until teams have guessed the identities of all the characters listed on the forms (except their own, of course). The team that guesses the most characters wins. 
Pipe Cleaners
This activity allows participants to be creative. At the beginning of the session (or during a break) place three pipe cleaners at each person's place. Don't tell what they are for unless asked. When you are ready tell the group they are to create pipe cleaner sculpture. In other words, they can do anything they want with them. 
At the end of the morning ask each group of five people to select a winner. Then have everyone select an overall winner. 
If your culture encourages people to work in teams make sure to give special recognition to any group that combines their pipe cleaners and uses all together to make something "better." 
KNOTS
	Activity: 

Group/Team
	Time: 
8 - 20 Minutes
	Participants: 
8 – 20


Purpose:
Manage, observe, and experience individual preferences toward accomplishing a task.
To get started with an icebreaker and form a group/team.
Allow the team/group to recover from conflict (recover from figuratively getting all tangled up), disunity, and frustration. Also, this game works well if the group/team has just suffered significant internal dissention.
Learning Points:
Supporting, coaching, influencing and encouraging positive behaviours are all part of good team work.
Process:
Have the group stand in a tight circle with shoulders touching.
Everyone puts one hand in the centre and takes one hand from someone across the circle.
Everyone puts their second hand in the centre and takes someone else’s hand across the circle
No one should be holding the hands of anyone next to them, or both hands of anyone else.
Explain task; "Untie the knots as far as you can."
Emphasize rule, "The hands may not break contact, though you may rotate your grip."
Managing the activity:
Occasionally two circles are formed. Sometimes the circle will break out separately and sometimes they will be interlocked. If you wish to avoid this, pass a Squeezie through the group at the very beginning, i.e., one person starts by squeezing the hand in their right hand. The receiver passes the squeeze to the next person, and so on. If the squeeze returns to the original person without touching everyone, there is more than one circle.
Occasionally you will have an overhand knot, which cannot be undone without breaking a pair of hands. It’s often fruitful for a team to struggle with trying to undo an overhand knot.
When there is only 7 or 8 participants remaining, the leader should join the knot to provide adequate challenge. If the group is too small it won't work. You need at least 8 people for this activity to be effective. 
 

BUILD A CAR                     
Using flip chart paper, draw the outline of a car. Instruct the group to add components to the car and explain what it stands for and how they can relate that to the team. Give one example and then let them go. 
Break team into groups of four or five. Allow 20 minutes for the team to draw the car and 5 minutes for each team to present their vehicle. The total time depends on the number of groups you have. 
Some examples: Draw the antennae to make sure we have good communications or the wheels keep us in motion. Others I’ve seen, the review mirror to keep an eye on where we have been, head lights to help us find our way, a trunk to store all our knowledge and tools, the gas tank to provide fuel when we need it, etc. 
TEAM JUGGLING
	Activity: 

Group/team
	Time: 

20 Minutes
	Participants: 

7-20
	Materials: 

4 Koosh 
1 Stopwatch


Purpose:
Highlight group/team synergy.
Provide practice working as a team.
Encourage problem solving within the team creatively.
By focusing on process, highlights gains in productivity.
Ends teambuilding on an upbeat note, the end result of having FUN. 
Process:
Have participant’s arrange themselves into a circle an arm’s length apart.
Instruct the group/team on the goal and rules of the game:
Goal: 
        To juggle several objects as a team.
Rules: 
        To follow this definition of juggling - Koosh balls touch each person in the same prescribed order. They will initially establish the order in the beginning. 
Have the group establish an order that can be replicated. Throw a Koosh ball across the circle to another person. When a person receives the ball, They must hold up their hand and then throw the object to another person whose hand is not raised. After the ball has touched each person (the raised hands are intended to indicate who has received the Koosh), it returns to the beginning.
Tell the Participants to remember who they received the Koosh from and who they threw it to.
Go around again with a single ball to test their memory of the established order. They need not raise their hands. If they have this, do two Koosh. If not, sort out the order. Sometimes the facilitator must start over and establish a new order. 
Go through a couple of rounds, adding more Koosh balls each time. Keep the pace brisk. During each round ask them how they define performance and it can be improved. When you have given them all the objects and they are performing reasonably well, time the round and tell them to improve their team time by 25%. Encourage them to brainstorm.
NOTE: Sometimes they need to be reminded about the definition of juggling.
Encourage the group/team to keep cutting the time until they maximize it.
Congratulate the team and review the learning points, adding any new ones the list already in progress from past exercises.
Learning Points:
Remind participants to "Think Outside the Box". (Tell the group initially not to place constraints on themselves that were not inherent in the definition of juggling.)
SPIDER WEB
	Activity: 

Group/Team
	Time: 30 –40 Minutes
	Participants: 
7 - 15
	Materials: 

1 large ball of yarn or string
1 roll of duct tape
1 pair of scissors


Purpose:
Wonderful problem solving activity for teams.
It requires the entire team to manage their differences (size, disposition, strength, intelligence, etc.), it requires commitment, it’s very physical without being strenuous, and it's fun,
The object of the game is to score points by passing everyone through holes in a spider web without touching the web. (Remember this when building the web. Make openings different size. Make sure there is a hole large enough for everyone to go through.)
The problem brings up all the standard group/team problem solving issues, quality issues, (what is a web touch?), ethical issues (calling a touch when you see one), and strategic issues (when do we cut our losses).
Safety:
Do not allow any one to dive though the web. NO HEADFIRST! Stop the action if this is about to happen. 
When they are lifting some one, remind them to protect the participant’s neck and shoulders.
Stop action if they are doing anything that you deem dangerous.
If the web breaks you may stop the activity and make repairs or start the review.
Building the Web:
Choose a location with two fixed objects (such as two trees, walls, a hallway, a stake and a tree) 8 - 14 feet apart. If outside, make sure there are not a lot of branches hanging over the site and that the ground is free of hazards. Sometimes you need to use a metal pole and a tree. If you are building a web in-doors, use duct tape on the walls and floors. Watch for it as it may be pulled loose during the activity.
Tie and weave the string/yarn between the items you have chosen in a web like fashion.
Make at least two more holes than you have participants in the group. You should make some easier holes (like underneath the web) and some more difficult holes (smaller or higher). It’s also good to have two or three extra holes so that the participants have some decisions to make. Add a few extra easy holes. If the web is too easy, you can tell them that some holes are off limits.
Make the general structure of the web with one piece of string instead of many pieces tied off. String the web from one object to another, back and forth until you have a structure.
When stringing the web, you do not need to tie a knot at each cross of the yarn. You do need to wrap the active string around each stationary string it crosses. Each time you take a turn around the object or stationary string, pull it tight. There should be no slack in the web.
Use shorter pieces of the string to divide the large holes into smaller ones.
Team Instructions:
GOAL: To get the highest final score you can.
The specifications:
A point is scored each time a person passes entirely through an opening in the web without touching it. 
Once a person goes through an opening, the hole is closed. No one else can go through that hole. 
If each person in the group scores, all the holes reopen and can be used again to score additional points, if time permits.
You may use the openings between the ground and the string, and between the wall and the string.
If any person touches a string at any time, all must return to the starting side of the web, the score returns to zero, and all holes are open for scoring.
All members of your group must start from the original side of the web.
No one may go over or around the web, except when returning to start over.
You may not alter the web in any way.
Both the coach and the team members are responsible for monitoring touches of the web.
Each member of the team is responsible for the safety of all others members of the team. Be sure that the head and shoulders of any person being lifted and/or passed are well supported.
Your team’s final score is the number of points it has at the end of 25 minutes.
ALL ABOARD                                      
	Activity: 

Group/Team
	Time: 
20 Minutes
	Participants: 
16
	Materials: 

3 phone books


Purpose:
This is a quick warm-up activity designed to stimulate thought about what makes a team /group effective.
Process:
Place a phone book (cement blocks work best, they are usually hard to find at work) on the ground.
Explain that this is an exercise that will allow the team to examine how effectively they work together as a team.
Say, "Your job is to get as many people off the ground as you choose, for as long as you choose."
The Rules:
"Off the ground means that no one may touch the ground. You may only use yourself and the telephone books. You cannot use anything else in the room to assist you.
Say, "You have 10 Minutes to complete the job." and repeat "Your job is to get as many people off the ground as you choose, for as long as you choose." If it is appropriate tell them you have been talking to the competition - name your biggest competitor and tell them they told you they could do it  in seven minutes.
Ask for questions, clarify anything then start the clock.
Process:
Have group/team rate their effectiveness on a 1-10 scale (1 meaning you didn’t work well together, 10 meaning you were extraordinary).
Comment on their ratings.
Ask, "What would you have had to do to rate your teamwork a 10"? Ask high raters what made them rate the team so high (or low depending on response.)
TRAFFIC JAM
	Activity: 

Group/Team
	Time: 
30 - 40 Minutes
	Participants: 
8 – 16
	Materials: 

Duct Tape


Purpose:
Practice cycle time reduction. 
To explore leadership issues within the group/team.
Group/team building.
Get group/team to think "in process."
Sensitise the team/group to communication issues.
Learning Points:
Teamwork and communication are essential to understanding complex processes.
Teams can make significant process improvements in a short period of time by drawing on the expertise of all the team members.
Process:
Use the duct tape (or masking tape) to make a starting pattern on the floor.
Have the participants stand in the boxes of the pattern: half of the group faces right, half of the group faces left.
Explain the task: Using only legal rules, people on the left side must end up on the right side and the people on the right must end up on the left.
Legal Moves
A person may move into an empty space in front of them.
A person may move around a person who is facing them into an empty space.
You CANNOT:
Move backwards.
Move around someone facing the same way you are.
Make any move which involves two people moving at once.
After the task is completed, ask the team/group if they can complete it again in half the time.
If the team is particularly adept at this exercise and has successfully completed the task, ask them to complete the task while holding their breath. Allow them to appoint a coach who may breathe while assisting the team.
Lessons From Geese 
Lessons from Geese was transcribed from a speech given by Angeles Arrien at the 1991 Organizational Development Network and was based on the work of Milton Olson.
Fact One: As each bird flaps its wings, it creates an uplift for the bird following it. By flying in a V-formation, the whole flock adds 71% greater flying range than if it flew alone. That’s a fact. Seventy-one percent greater flying range than if each bird flew alone.

Lesson: People who share a common direction and sense of community can get where they’re going quicker and easier because they are travelling on the trust of one another.

Fact Two: Whenever a goose falls out of formation, it suddenly feels the drag and resistance of trying to fly alone and quickly gets back into formation to take advantage of the lifting power of the bird immediately in front.

Lesson: If we have as much sense as geese, we will stay in formation with those who are headed where we want to go and be willing to accept their help, as well as give ours to others. 

Fact Three: When the lead goose gets tired, it rotates back into the formation and another goose flies at the point position.

Lesson: it pays to take turns doing the hard tasks and sharing leadership. With people as with geese, we are interdependent on each other’s skills and capabilities and unique alignments of gifts, talents, and resources. 
Fact Four: The geese in a formation honk from behind to encourage those in front to keep up their speed.

Lesson: We need to make sure our honking from behind is encouraging and not something else. In groups where there is great encouragement against great odds, the production is much greater - the power of encouragement. At the centre of encouragement is “courage,” and the root of courage is a Latin word that means “heart.” Maybe honking strengthens the heart.
Fact Five: When a goose gets sick, or wounded, or shot down, two geese drop out of formation and follow it down to help and protect it. They stay with it until it is either able to fly again or dies. Then they launch out on their own with another formation or catch up with the flock.

Lesson: If we have as much sense as geese, we too will stand by each other in difficult times as well as when we are strong. 
All I Ever Really Needed to Know I Learned in Kindergarten
"All I really need to know about how to live and what to do and how to be I learned in kindergarten. Wisdom was not at the top of the graduate-school mountain, but there in the sand pile at Sunday School.
These are the things I learned:
Share everything.
Play fair.
Don't hit people.
Put things back where you found them.
Clean up your own mess.
Don't take things that aren't yours.
Say you're sorry when you hurt somebody.
Wash your hands before you eat.
Flush.
Warm cookies and cold milk are good for you.
Live a balanced life ~ learn some and think some and draw and paint and sing and dance and play and work every day some.
Take a nap every afternoon.
When you go out into the world, watch out for traffic, hold hands, and stick together.
Be aware of wonder. Remember the little seed in the Styrofoam cup: The roots go down and the plant goes up and nobody really knows how or why, but we are all like that.
Goldfish and hamsters and white mice and even the little seed in the 
And then remember the Dick-and-Jane books and the first word you learned - the biggest word of all - LOOK.
Everything you need to know is in there somewhere. The Golden Rule and love and basic sanitation. Ecology and politics and equality and sane living.
Take any one of those items and extrapolate it into sophisticated adult terms and apply it to your family life or your work or your government or your world and it holds true and clear and firm. Think what a better world it would be if we all - the whole world - had cookies and milk about three o'clock every afternoon and then lay down with our blankets for a nap. Or if all governments had as a basic policy to always put things back where they found them and to clean up their own mess.
And it is still true, no matter how old you are - when you go out into the world, it is best to hold hands and stick together."
From: All I Really Need to Know I Learned In Kindergarten by Robert Fulghum
Published by Ballantine Books 1993
Knots
Group stands in a tight circle. Each person reaches out with their right hand and grabs hold of somebody across from them. Then reach out with left hand to somebody else. The hands you're holding should not be of someone standing next to you. Now, very slowly and carefully, try to untangle the group without letting go of hands. Let the kids take the lead in giving directions. Be sure to monitor for safety as they climb over each other. It's okay to momentarily release hands to get a more comfortable grip. Start in small groups, then work your way up to one big knot with everybody.


Ha Ha Ha
Have one person lie on the floor. The second person puts their head on the first persons' stomach. This continues until everyone is lying down. The first person says "Ha", the second "Ha Ha" and so on until the everyone has said their correct numbers of Ha's or the entire group bursts into a fit of giggles which will always happen!


Around the World
Have the group in a circle holding hands. Break one set of linked arms and put a plastic hoop in between and re-link the hands. The object of the game is get the hoop around the circle, over and under people in a certain amount of time. The time will depend on the size of the group. I suggest you overestimate the amount of time you think it will take for the hoop to make it around the first time. You can always have a bonus round with a much shorter amount of time allotted and have the group try to beat the clock.


Lap Sit
Divide into groups of 10 or more. Stand in a circle shoulder-to-shoulder, facing inward. Now everyone takes a quarter turn to their left and takes one step toward the centre. The circle should be really tight now. Make sure the right toe is touching the heel of the person in front of you. Adjust the circle accordingly. Communication is the key to this activity. Have everyone sit down at the same time. Go slow. You should have a tight circle of everyone sitting on the lap of the person behind them. If you get really good you can try walking in a circle, while still in this sitting position. Say "1, 2, 3, right.... 1,2,3, left......."


Honey, If You Love Me
This is a game where a person goes and sits on someone else's lap, (or just stands in front of them) in an attempt to make that person smile. The instigator asks three times, "Honey, if you love me, will you please, please smile?" The person that is trying to refrain from smiling must look the instigator in the face and reply, "Honey, I really love you, but I just can't smile." If they do smile at any time, they trade places with the instigator.


Back to Back
Two people should pair up that are of equal height and weight. Partners sit back to back on ground. The object is to stand up in unison while communicating. Make sure you don't place your hands on the ground, as injury may occur. Once all groups have accomplished the task, group into fours and eights until the entire group succeeds together.


I Like Everybody, Especially Those....
Everyone is seated in chairs, in circle formation. The leader stands in the middle of the circle. The object is for the leader to call out what they like about people and if this pertains to anybody in the group, they must leave their chair and find another one. The leader also finds an empty chair, therefore there will be a new leader. For example, "I like people, especially those who wear jeans." Everyone wearing jeans must find a new seat.


Elbow Tag
Define the boundaries of a large area. Everyone finds a partner and hook elbows. Make sure teams are distributed evenly over the playing area. Each person puts their free hand on their hip, elbow out, creating a hook. Divide a team and make one person the "chaser" and the other the "fleer." The object is to hook elbows with another team before getting tagged by the chaser. Once hooked up, the person on the other end of this now three person chain becomes the fleer. If tagged, they trade places, with the fleer becoming the chaser, and the chaser becoming the fleer. Anyone running outside of the boundaries also must become the chaser. This game is fun to watch, so much so, players are often caught unawares when they've suddenly become the fleer! To add dynamics to this game, have two or three chasers and fleers going at the same time.
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GET TO KNOW EACH OTHER

Aim: 

break down barriers and encourage an intimate "getting to know each other"

target group: 

teams where people will have to co-operate closely for a substantial time period

means:

self disclosure/relationship building

PERSONAL CREST: (ME-CHART)

Duration: 15 - 30 min.

Participants: 4 -12

Material: paper, markers

Members draw a personal crest (shield) in which they express important aspects about themselves through drawings (e.g. most important event in your life, primary goal for the next year, how you react when upset, what makes you happy)

INTIMATE INTERVIEWS:

Duration: 15 min.

Participants: 2 - 10

Material: none

Members pair off and interview one another for 5 minutes each. Then they introduce their partner to the group.

Important: Getting to know someone does not happen through repeating the resume - do not say what (s)he did but who (s)he is.

BUILD TRUST AND EXPERIENCE PHYSICAL CLOSENESS

Goal: 

eliminate tensions and distance between people, makes them more relaxed and comfortable with one another

Means:

activities which can only be completed if participants trust one another

Notes of Caution: 

if someone is really afraid to participate he/she should not be pressured by the group

some people are afraid of touching others or of being touched, don’t force the exercise on anybody by peer pressure

CROSSED WIRES

Duration: 5 min.

Participants: unlimited

Material: none

With your right hand grab your left ear, with your left hand grab your nose.

Then quickly switch hands. (Just a get loose-exercise.)

BACK 2 BACK

Duration: 5 - 10 min.

Participants: pairs

Material: none

Sit down back to back: get up, sit down again

HUMAN KNOT

Duration: 10 - 15 min.

Participants: teams of 6 - 12

Material: none

Members stand in a circle, eyes closed, and extend their right hands into the middle and reach for the hands of another person. Repeat the process using the left hand. Then open eyes and untangle the knot without unclasping hands.

AEROPLANE

Duration: 10 - 20 min.

Participants: teams of 5

Material: none

Four persons take arms and legs of a volunteer and run down the yard with their "aeroplane". No real takeoff please (i.e. don't actually let loose or throw the person)!

TRUST WALKS

Duration: 10 - 30 min.

Participants: pairs

Material: scarves for blindfolding

Members take turns being blindfolded and led by another on a short walk. Members should discuss experiences afterwards ("I discovered that ..., I felt ... '')

TRUST FALLS

Duration: 5 - 20 min.

Participants: 5 - 8

Material: chair

Members stand on a raised platform (a chair will suffice) and fall backwards into the arms of the other members. 

Usually the people standing behind the chair are more afraid than the person falling and grab her/him too early.

TRUST FALLS 2

Duration: 10 - 30 min.

Participants: teams of 7 - 12

Material: none

Members stand in a circle around a volunteer who makes her/his body stiff and then falls to any side. The others catch the volunteer and push her/him gently back to the centre, so that (s)he falls in another direction...

The experience gets more intense if the eyes are closed.

Vary circle size according to length and body weight of volunteer. 

Note: Group should be 7 people or larger.

UP & FLY

Duration: 10 min.

Participants: teams of 5 - 7

Material: none

Members stand in circle, volunteer in centre hops up and down; the others help with their hands to reach altitude

CO-OPERATE TO SOLVE GROUP TASKS

Perfect Squares Exercise:

Duration: 25 - 45 min.

Participants: teams of 5

Material: prepared puzzle pieces

Hand out the envelopes with pieces of squares to groups of five. (If you have enough time and want to challenge the group: do the exercise with hexagons.)

These are the instructions (to be read aloud):

Instructions:

In the large envelope on your table are five smaller envelopes. Each of these contains differently shaped pieces of carton. It is your group’s task to form five squares equal in size. Again: the task is not completed until there is a complete square of a size equal to all the other squares on the table in front of every member of the group.

There are the following rules:

· Nobody is allowed to talk.

· Nobody may ask another person for a piece or signal in any other way that (s)he needs a specific piece from another person.

· Every member can, if (s)he wishes to, put pieces in the centre of the table or give pieces to any other member of the group.

· Nobody is allowed to interfere in any other person’s figure.

· Everybody is allowed to take pieces from the centre of the table but nobody may piece together any parts that are in the middle of the table.
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Envelopes:

A:  e, i, h

B:  a, a, a, c

C:  a, j

D:  d, f

E:  b, c, f, g


The prepared cardboard squares should be 10-15 cm in diameter. Please be very precise in cutting the pieces. They should be distributed to five envelopes (labelled A to E) according to the list shown.

If the number of participants cannot be divided by 5, the remainder should be asked to ensure compliance with the rules and to observe participants behaviour. (Show them the questions below)

[image: image6.wmf]f

f

e

e

c

d

d

a

a

d

i

h

h

g

b

b

k

l

m

j

j

a

a

a

a

a

a

Envelopes:

A:  a, a, c, e, i, l

B:  a, a, b, f, h, m

C:  a, a, d, e, j

D:  a, d, j, h

E:  a, b, d, f, g, k


The hexagons are obviously more challenging than the squares, with them the exercise typically lasts 30 rather than 15-20 minutes. Please allow some time for discussions as well.   As always the analysis is the most important part of the exercise.

Typically some groups need much longer than others. If possible, do not stop them. Instead you should keep the other groups busy by discussing their experiences and/or observing the remaining group(s).

Hints On Playing The "Perfect Squares Exercise"

Observers and trainers should make sure that the rules are strictly enforced. There should be absolutely no communication - that includes non-verbal activities. Groups will try this anyway. - Watch out and point to these behaviours during the discussion. It is interesting to see who (and in which stage of the jigsaw puzzling) tries to influence/help others. The game often turns competitive, especially if there are several groups playing. You should refrain from declaring "winners". Instead you should comfort the “slower” participants, e.g. point out that the figures have different levels of difficulty (the 8 piece hexagon is usually the last one to be solved). If a group takes much longer than the others you might relax the rules at that point although this diminishes that group's feeling of achievement. For the hexagons rule no. 5 (no puzzling in centre) is typically not strictly enforced, as the exercise would take much longer if you did. Therefore you don’t have to stop groups from comparing sizes of the hexagons. Piecing one figure together on top of another is not illegal but don't forget to ask group members how they felt when somebody took their puzzle pieces away and did their work.

Share your experiences: 

· How did you feel when someone else had a piece you would have liked?

· How did you feel when someone else completed their figure and sat back complacently?

· How did (s)he feel? 

· Did somebody finish their figure and then broke it apart to help others? 

· What did you think about people who were "slow"? Did you want to interfere? Why?

Translate to situations in "real life": similarities to team work in AIESEC?

Hints For Discussion Of "Perfect Squares Exercise"

Let people talk about their experience and don't do the analysis yourself. Direct people with your questions instead, so that they learn about one each other and about the mistakes they made as a group.

Key to this game is that

· a group task always gets split in individual tasks. However, the group will fail unless all individual assignments are completed. You are never done until everybody is done.

· you have to look for possible contributions from others (these illegal communication attempts) and should try to help the others even if it seems to harm you (giving away your favourite jigsaw pieces)

There are four levels of group work in this game:

1. You share the junk. 
Giving away pieces which you don't need yourself.

2. You share the rest.  
Giving away pieces which you might need but don't see as 
the key to your puzzle

3. You share the icing.  
Giving away pieces that you would like to use yourself but 
that someone else seems to need more.

4. We share the cookies.  
Breaking apart even solved puzzles to help others.

This case has to be distinguished from the stop-sign-trap. With the hexagons it often happens that somebody finishes their figure (i. e. wrongly assumes that they got a correct sized hexagon), stops working and doesn't notice until much later that by this (s)he prevented the group from finishing.
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The “I” s have it !!
Equipment: None
Time: 10-15 minutes

Objectives:  To show that team members tend to be more self centred than they might realise; To demonstrate the importance of focussing on others.
Procedure: After a discussion on interpersonal skills or any aspect of communication, casually mention that many of us forget about focussing on others and instead become somewhat self centred, albeit not in a conscious way.

With this in mind, ask the participants to find a partner and for the next 2 minutes talk about anything in the world they want to discuss.  There is however one rule: They cannot use the word “I”.  They can do anything else they want they just cant say “I”.

After the 2 minutes (which is usually interspersed with laughter and high energy), call time out and lead the discussion.
Questions:

1 How many of you were able to talk for those 2 minutes without saying “I”?

2 Why do so many of us have difficulty avoiding the (over) use of “I” in conversation?
3 How do you feel when talking to (or listening to) someone who starts every sentence with “I”?
4 How can we phrase our communications to better focus on the other person?
5 If you did not use the “I”, what strategies did you use to avoid it?  Could you do those things more often in your work or social environment?
Tip:  As an alternative, give each pair the instruction only to talk for 2 minutes.  However, instruct one member of each pair to count the number of times “I” is used.  The subsequent reports will raise some “I”-brows!
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For the next 2 minutes you will talk to your partner about anything in the world you want to discuss.  

There is however one rule: You cannot use the word “I”.  You can say anything else you want, you just cant say “I”.

When the 2 minutes are over you will stop talking.

When your partner starts to talk you will mentally count how many times they use the word “I” in their conversation.  They will not be aware that you were not allowed to  say “I”.

