"Your life today is the result of your attitudes and choices in the past. Your life tomorrow will be the result of your attitudes and the choices you make today."    - Author Unknown 
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Warm Ups and Ice Breakers

For some students, getting to know other people can be intimidating or it can be fun.  We want to break the ice - turn up the temperature in our warm ups, and ensure that we create an environment that is not only fun, but allows the students to be energised and motivated at the same time.

Remind me – What is the difference between and Ice Breaker, and a Warm up?  Is there a difference?

Of course there is.


[image: http://photos2.fotosearch.com/bthumb/CSP/CSP303/k3039358.jpg]Ice Breakers are as the name suggests used to “Break the Ice”

An Ice Breaker is used when 
· It’s the Students first day on Campus
· It’s  the first time they meet as a class, or classes are mixed
· This is the first time that you have taught them

The main purpose of an Ice Breaker is to create a positive group atmosphere by helping people to relax, get to know one another better, build rapport, and learn their names.
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A Warm Up is used 
· On a daily basis, at the start, middle and through out the day
· As a Re-Cap to a lesson taught the day prior
· It’s the start of a new subject 
· To wake up the students, or to break the students day
· To re-energise and motivate students
· To get the students to think outside of the box
· To help relax the class

Warm Ups are similar to Ice Breakers however they can be used at anytime throughout the day to get the brain going, especially after lunch.  They “Warm Up” the students and get them ready for their next session of learning.  Warm Ups continue to develop the rapport within the group, create a positive atmosphere, re-energise the students, and create some laughter relaxing the students.





Selecting your Ice Breaker or Warm Up

 (
What am I trying to achieve?
)[image: C:\Users\eranaplusa\AppData\Local\Microsoft\Windows\Temporary Internet Files\Content.IE5\PE3385HF\MC900434389[1].wmf]When thinking about your Ice Breaker or Warm Up, the key to it being successful is to make sure that it will suit the environment you are in and meet your objective.

It is important that you first ask yourself 
“What is my purpose – objective - goal?” 
“What am I trying to achieve?”

Is the purpose of the ice breaker to warm up the students and offer an opportunity for them to get to know one another better?  Is the objective to lead the students into a new subject?
Is the goal to allow the students demonstrate what they have learnt or experienced on a subject?

Once you have established what you want to achieve, you then need to ask yourself 
“Will the students be comfortable sharing this information?”
 “Will this ice breaker help people feel comfortable?”
“Is this ice breaker / warm up suitable for this group of students?”
“Is the Warm Up relevant?”
“What will the students’ perception be?”
 

You will find that some ice breakers / warm ups may be more suitable for certain types of students.  The beauty with Ice Breakers and Warm up’s is that they can be altered to suit the group of students that you are working with depending on their characteristics, interests and preferences.

There are many types of different Ice Breakers and Warm Ups you can use.  Decide if your students will appreciate talking to one another, or if they are a more action packed class in which case they may prefer movement and energy.  It is very easy to do both, whether in the same warm up or run in separate warm ups through the day.  For example, when students enter the class have them draw an object out of a bag.  Once they are seated, ask them to stand up and find the other person that has the same object, and go and sit next to them.  Then have them talk to one another, depending on the ice breaker / warm up that you have chosen, or you choose to create groups for group work.

 It will depend on what you want to achieve.  For example some of your objectives might be:
· Learn their names
· Find out one interesting fact about them
· Team Building, see how they work together
· Allow everyone to get to know one another better
· Have everyone relaxed and laughing by the end of the ice breaker
· Break down any social barriers
· Create a positive atmosphere
· Recap on what they have learnt
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~ Your Recipe to Success ~ Keep your Ice Breakers and Warm Ups simple, fun, appropriate and relevant with specific objectives in mind, and this will be the recipe to starting your class off successfully.

Have fun, experiment, and you’ll never look back.  Before you know it you will be enhancing Ice Breakers and Warm Ups with your own creative flair.
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Do you like what I like? 

Starting in pairs, each pair has to find something they both like and agree on it. Once all pairs have achieved this, each pair must join up with another pair and together, find something that all of them like. As the groups decide on something they all like, keep merging groups until finally the whole class is together and has to decide on one thing they all like. 

This is harder than you think.  The topic can be anything at all, from a sport, to a food and so on. If you want to make it that bit trickier, you can restrict the “like” item to a food, a band and so on.

Even better – no materials are needed. This should take about 15 minutes.

Notes …






Human Bingo 
Materials required:  A class set of printed Human Bingo Cards
Ask the students to stand on their feet and away from their desks.
Give each student a copy of the Bingo sheet.
Ask the students to then move about asking different students different questions to get an answer, which they should put on the sheet along with the name of the person who gave them the answer.
Students may only have a student’s name appear once on the sheet, which means they must get answers from 12 different students.

The first to finish should bring the answers to the tutor and if it is all correct and has 12 different student names, they get a prize (if you like)

Notes …





HUMAN BINGO


	 PASSED MY DRIVING TEST 1ST TIME

It was in . . .
	I DO VOLUNTARY WORK

It is ….
	
	I KNOW THE NEAREST AIRPORT TO  ARROWTOWN

It is . . .

	
	I CAN NAME A LAKE IN THE SOUTH ISLAND

It is ….
	I CAN SPEAK ANOTHER LANGUAGE

It is . . .
	I HAVE BEEN TO A CONCERT THIS YEAR 


It is. . . 

	I CAN NAME A MOUNTAIN ON THE NORTH ISLAND

It is . . . 
	
	I HAVE BEEN ON THE INTERISLANDER FERRY

I went from…

To…
	I LIVE ON THE
(…fill in the gap…..)

The suburb is . . .

	I HAVE FLOWN ON AIR NZ

Between…

And . . .
	I HAVE A PART 
TIME JOB

I work at . . .
	I KNOW THE 3 LETTER AIRPORT CODE FOR LOS ANGELES
And 
SAN FRANSISCO
They are:

	




What’s behind a Name? 
[image: ]
What’s behind a name?
Get the students to think about their Christian name.  They will need to share something about their name with the class.  This could include…

·   the meaning of their name
·   why they were given their name.
·   a story behind their name
·   something about the spelling of their name.

Examples:  
My name is `Shanan’.  It is Irish Gaelic, meaning `old, ancient’. In Hebrew it means `God is Gracious’.  It has the American spelling.  My Mum saw it in a book and liked it.  She thought she was having a boy, so she choose `Shanan Lee’.  Since both names can be used for female/male, she just stuck with it! But kept the `boys’ spelling of Shanan & Lee, just to annoy my Grandmother!

My favourite response from a student:
Hi, my name is `Dusty’.  I was named after my Dad’s motorbike!

Encourage students to share something about their name with the class.  Ask them if they like their name! If they don’t know the meaning of their name, get them to find out for homework.  

Notes …
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2% or 98% 

This is strange...can you figure it out? 

Are you the 2% or 98% of the population? 

Follow the instructions! 

* The following exercise will be guaranteed to raise an eyebrow. 

* There's no trick or surprise. 

* Just follow these instructions, and answer the questions one at a time and as quickly as you can! 

* Each instruction will only be said once.

* No peeking or sharing with your neighbour.


~~~  Are you ready ~~~

Think of a number from 1 to 10 

Multiply that number by 9 


If the number is a 2-digit number, add the digits together 

Now subtract 5

Determine which letter in the alphabet corresponds to the number you ended up with 

(so for example: 1=a, 2=B, 3=c,etc.) 



Think of a country that starts with that letter 



Remember the last letter of the name of that country 


Think of the name of an animal that starts with that letter 


Remember the last letter in the name of that animal 



Think of the name of a fruit that starts with that letter 



OK, who is thinking of a Kangaroo in  Denmark  eating an Orange  ? 



I told you this was FREAKY!! If not, you're among the 2% of the population whose minds are different enough to think of something else. 98% of people will answer with kangaroos in Denmark  when given this

		
	
		



















Ice Breaker Contents

The Little known Fact
True or False
I’m going on a Picnic
Hopes, Fears, and Expectations
Star Wars Names
I’m seeking common ground
The Name Game
Find your Type
Candy Confessions
Fabulous Flags
The Art of conversation
Lost on a Deserted Island
Personal Trivia Baseball
Never Have I Ever
The String Game
Two Truths and a Lie
Two minute mix and mingle
Unique and shared
True Colours
Name Tag Match Maker
Beach Ball
Incomplete Sentences

Active Icebreakers, Warm Ups and Teamwork

Bigger and Better
Giants, Wizards or Elves
King Elephant
Photo Scavenger Hunt
React and Act Game
Sardines
Trust Walk
Defend the Egg
Bloop
Hum Singer
Human Machine
Pass the Orange, Please
3 Noses
Human Knots
Clap Snap Association
Story Telling
Musical Partners
Ping Pong
Suddenly
The Team T-Shirt Relay Game
Flags
Mouse Trap Attack
Balloon Monster
Anagrams
Dress the Mummy
Feel Good Stretches
Drum Jam
Rhythm Recap
Brainstorm race
Beach ball buzz
Affirmative fold-ups
Back to back
Do I make sense?
Bingo
Scrabble
Paper Bag Skits
People Poems
Travel Scattegories
Alphabet Scavenger Hunt
Food for thought
Sentence Starters
Crazy Word Chains
Mystery Boxes
Sentence Charades
What’s the Question?
Running Dictation
Survivor
Brainstorm Rummy
The Human Web
Ball Challenge
Baggage Claim
What would you do?
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The Little Known Fact
Ask the students to share their name, why they have chosen to study at SGS / TCT, what their dream career is, and one little known fact about themselves.

Outcome: Hopefully you will all find something new about one another.  It’s this “little known fact” that will now be something that people should now all remember about one another, and a chance for you to remember their names.



True or False
Ask your students to introduce themselves and make three or four statements about themselves, one of which is false.  Then get the rest of the Team to vote on which fact is false.  You could do this verbally as you go around the room.

An alternative to this is asking the students to write three or four statements on a piece of paper, one of which is false, then place the paper in a box, or pass to you.  Allow one minute for the students to have a quick interview with one another in pairs trying to find out as much as possible about the students.  Once everyone has spoken to one another, go through each of the students statements about themselves and have the group guess who the people are.  Only allow two incorrect answers before moving onto the next, and then go back to the statement that they could not guess first time.



I’m going on a picnic
In a circle you or the first student will start by saying “I’m Mildred, I’m going on a picnic with you all and I’ll take some Mandarin’s.  The next student will say “That’s Mildred, she’s taking Mandarins, I’m Kevin and I’m taking Kiwi Fruit”.  
The name of the person and the Item being taken must start with the same letter.
The last person in the circle will need to say everyone’s name.


Hopes, Fears and Expectations
This can be done when your students come together for the first time, and can also help to set the “Team Ground Rules” for your class.  This also creates discussion on what the students may be concerned about, or what their expectations are.  Ask the students to write their hope, their fear and their expectation of the year ahead of them down on a piece of paper.  When the students have finished writing, collect the pieces of paper from them.  (Ask them to put their name on it, but when you read it to the class, don’t read the students name.  Let the student know that).  Read each of them out and write key points on the board.  Once all are read, split in to groups of 3 or 4 and ask them to as a group come up with one hope, one fear and one expectation.  Collect in, and do the same again – read and write key points on the board.
Now create an open discussion talking about their fears and expectations and as a class come up with some ground rules for the class.
Star Wars Names
Materials required: labels - optional
Use this before a more active team game.  Make it a rule that people can only address each other by their Star War Names. 
Your First Name:  Take the First 2 letters of your last name + first 3 letters of your first name
Your Last Name:  Take the First 2 letters of your Boss' (or wife/flatmate/sports coach/teacher etc) first name + first 3 letters of the city you were born in. 

For example Trish Tyson from Wellington and Daniel = TyTris DaWell 
(Tip:  If you want people to use these names then have a supply of quick stick name labels so they can wear them for the remainder of your session) 



I’m Seeking Common Ground
Materials required: Enough chairs for all participants, minus one.
Group sits in a circle of chairs with one person standing in the middle (no empty chairs). The person in the middle says ...I seek common ground with people who were born south of Wellington! Anyone who was, including the person asking the question must get up and run across the circle to find a new seat. You can’t take the seat of the person next to you. There will be one person left in the middle who must ask the next question. Possibilities include: people who wear glasses, likes vanilla ice cream better than chocolate, has a Dog or Cat, drives to course, catches the train etc. As a teacher ask the first few questions to get the game going and set the tone, then handover to the to player in the middle.



The Name Game
This can be used as a ice breaker, teambuilding exercise or for communication. Get the group in a circle. Tell everyone to get an adjective starting with the first letter of their own first name and add it to the front of their first name [Adventurous Adam]. Then, introduce yourself, and tell the person next to you to introduce you then himself/herself. Each person farther down the circle will then introduce everybody in front of them then finally, himself/herself.



Find Your Type
This is a good icebreaker to get the students into groups, or to be seated in pods for the day.
Materials required: Sets of 5 x 4 cards with matching animals, enough for each person to have a card
Get the group in a circle. Give each person a card with an animal on it. Tell them to find their mates by doing something that animal would do or by making the animal’s noise. Start them all at the same time.






Candy Confessions
Set up for Candy Confessions:
You will need to purchase at least 4-5 bags of Fruit Bursts, or any other lolly that has different colours, so that you will have enough for each person to have at least five different lollies (all different colours.  Or you could have 4-5 different varieties of lollies.

Instructions:
Give each student 4-5 different coloured lollies.  Instruct them not to eat them yet.  After they have all received their lollies, write on the whiteboard what each colour represents.

· Red – Favourite Hobbies
· Green – Favourite Place on Earth
· Purple – Favourite Memory
· Yellow – Dream Job
· Orange – Wild Card (tell us anything about yourself!)
If you don’t have the above colours, then change the colours to match what you have.  Each person will take turns at introducing themselves, beginning with their name and then saying one fact for each of the lollies.



Fabulous Flags
Set up for Fabulous Flags:
This is a useful activity to use to help people convey what is important to them or what represents them.  You will need A4 or A5 Paper, Felts / Crayons, and then suggest bluetak to place around the walls.
Instructions:
Pass out a piece of paper, pens, felts, crayons etc, or have the desks already set up for each person.  Explain the activity:  “Time for a little creativity.  When you think of what represents you, or what symbolises you, what do you think of?  I would like you to draw a flag that represents you.  You can draw as many symbols, objects, pictures on your flag that represent who you are, or what you find enjoyable or important”. 

As a tutor, you may have already drawn a flag that represents you that you could show them, or give examples such as:
· A Guitar (representing your passion for music)
· A Country like India (representing that you are from there, or love travelling there)
· A Boat, or mountain (representing you like the outdoors)

Give everyone at least 15-20 minutes to create their flag.  You can then divide the students into groups and ask them to share their flags with one another, then you could ask one person from each of the groups to introduce each of their group members.  You could ask each person to explain the meaning of what they have drawn.

VARIATION TO FABULOUS FLAGS: Create a class flag where you run a brainstorm session on ideas to draw on a large flag for the class.  Teams can be created where each team designs one area of the flag, then pasting them onto the board/larger paper, or you could use the individual flags and put them all together – representing “Unity” for the class.
· A good introductory team building exercise.
The Art of Conversation
Set up required: Laminate the following questions, and have each question separate, placing them in a hat/bowl.
Ask either the students to pick out to ask, or for you (the tutor) to go around the room and ask the students the questions.  You can use this as an Ice Breaker or as a fun Warm up to start the day off.

Instructions for Icebreaker Questions
A great way to help people open up is to ask them fun questions that allow them to express their personality or interesting things about them.  Here is a list of twenty safe, useful icebreaker questions to help break the ice:
1.  If you could have an endless supply of any food, what would you get? 
2. If you were an animal, what would you be and why? 
3. What is one goal you’d like to accomplish during your lifetime? 
4. When you were little, who was your favourite super hero and why? 
5. Who is your hero? (a parent, a celebrity, an influential person in one’s life) 
6. What’s your favourite thing to do in the summer? 
7. If they made a movie of your life, what would it be about and which actor would you want to play you? 
8. If you were an ice-cream flavour, which one would you be and why? 
9. What’s your favourite cartoon character, and why? 
10.  If you could visit any place in the world, where would you choose to go and why? 
11. What’s the ideal dream job for you? 
12. Are you a morning or night person? 
13. What are your favourite hobbies? 
14. What are your pet peeves or interesting things about you that you dislike? 
15. What’s the weirdest thing you’ve ever eaten? 
16. Name one of your favourite things about someone in your family. 
17. Tell us about a unique or quirky habit of yours. 
18. If you had to describe yourself using three words, they would be… 
19. If someone made a movie of your life would it be a drama, a comedy, a romantic-comedy, action film, or science fiction? 
20. Fill in the gap, If I could be anybody besides myself, I would be… 
21. If you were a comic strip character, who would you be and why? 
22. What thought or message would you want to put in a fortune cookie? 
23. If you had to give up a favourite food, which would be the most difficult to give up? 
24. What is one food you’d never want to taste again? 
25. If you won a lottery ticket and had a million dollars, what would you do with it? 
26. You’ve been given access to a time machine.  Where and when would you travel to? 
27. If you could be any superhero and have super powers, which one would you like to have and why? 
28. Mount Rushmore honours four U.S. presidents: Washington, Jefferson, Lincoln, and Roosevelt.  If you could add any person to Mount Rushmore, who would you add and why? 
29. What award would you love to win and for what achievement? 
30. If you could transport yourself anywhere instantly, where would you go and why? 
31. In your opinion, which animal is the best (or most beautiful) and why? 
32. What is one item that you really should throw away, but probably never will? 
33. Growing up, what were your favourite toys to play with as a child?  

Lost on a Deserted Island
Lost on a Deserted Island is a teambuilding activity that also helps people share a little about them.  Given the scenario that everyone is lost and stranded on a deserted island, each person describes one object that they would bring and why. 

This game is a teambuilding and get-to-know-you icebreaker.  The recommended group size is medium, although small and large group sizes are possible too.  An indoor setting is ideal.  No special props or materials are required.  This icebreaker works well for any age, including adults and corporate settings.

Instructions for Lost on a Deserted Island 
The situation is dire — following a shipwreck, everyone has been stranded on a deserted island!  Each person is allowed to bring one object to the island — ideally something that represents them or something that they enjoy.  The first part of this icebreaker is simple: each person is asked to describe what object they would bring and why.  This need not be realistic; if someone loves music, he or she might choose to bring a guitar, or an animal lover might choose to bring a dog, a food lover might choose to bring sirloin steaks, and so on.  Encourage people to be creative. 
After everyone has introduced their object and why they have chosen that object, the teambuilding portion follows.  Divide into smaller groups and ask everyone to work together to improve their chances of survival by combining the various objects that they introduced.  If necessary, you can add more objects, but be sure to use all the objects that everyone mentioned.  If you wish, you can reward the most creative group with a prize.
Lost on a Deserted Island is an approachable way to get people to open up and share a little bit about themselves and what they enjoy or value.



Personal Trivia Baseball
This is an icebreaker game that involves guessing facts of various difficulty levels to obtain singles, doubles, triples, and home runs. This game helps people discover facts about each other in a fun way.
This get-to-know-you game is played with two teams of about six to eight people each. The recommended location for this game is indoors. 
Materials required are: several sheets of paper and pens. 

Setup for Personal Trivia Baseball
This game should be played with two teams. Divide the players into two teams of about six to eight people — other team sizes are possible but less ideal, as the game may be too short or too long. You can increase or decrease the number of sheets accordingly, depending on how long you want the game to last.
To prepare for the game, pass out four sheets and a pen to each player. Instruct each person to write “S” on the first sheet, “D” on the second, “T” on the third, and “HR” on, the fourth. These letters stand for single, double, triple, and home run, respectively. On each of these sheets, each person writes an interesting fact about themselves. Do not write any names on the sheets, because the goal of the game is to guess whose fact is written on each sheet. The fact written on the single (”S”) sheet should be the easiest to guess; the double (”D”) sheet should be a little harder to figure out; the triple (”T”) even harder; and the home run (”HR”) should be the hardest.
Once everyone is finished writing their clues, collect them and sort them into four piles per team: singles, doubles, triples, home run. Shuffle all the papers and arrange the piles into four different corners of the room, in the shape of a baseball diamond (see image below).
[image: Baseball Diamond]Instructions for Personal Trivia Baseball
The way Personal Trivia Baseball is played is similar to normal softball rules. Each team has three “outs” per inning and tries to score as many runs as they can. On a turn, a player chooses to go for a single (easiest), double, triple, or home run (most difficult). He or she picks a sheet from the other team’s piles, reads it, and then guesses which of the people on the other team wrote the fact. Once he or she makes a guess, the guessed person on the other team simply says “yes” or “no”. If the guess is correct, the person successfully gets on base with a single, double, triple, or home run and moves to that part of the room. If the guess is incorrect, then the team adds another “out”. Move on to the next batter and repeat until there are three outs. Once there are three outs, change to the other team and repeat. Keep track of the number of runs each team has scored.
Keep playing until all the clues are revealed, or for a shorter game, set a time limit or a set number of innings. The winner is the team with the higher score at the end.



Never Have I Ever
Never Have I Ever is an icebreaker game that helps people get to know each other better.  Everyone sits in a circle and take turns saying something they have never done.  Each player starts with ten fingers showing.  Each time someone says something that you’ve done, you drop a finger. The goal is to be the last player remaining with as many fingers still out as possible.
This get-to-know-you game can be played indoors or outdoors.  For larger sized classes you can play as one big group or split them into two.  No special materials are required.

Instructions for Never Have I Ever
Instruct everyone to sit in a circle.  If you had a class of 18 to 20 you could tell the students to split into two groups of 8-10 people.  To start each round, each player holds out all ten fingers and places them on the floor (if sitting on the floor), or their lap (if you are sitting on your chairs in a circle).  Go around the circle and one at a time, each person announces something that they have never done, beginning the sentence with the phrase “Never have I ever…”  For example, a person could say, “Never have I ever been to Europe.”  For each statement that is said, all the other players drop a finger if they have done that statement.  So, if three other people have been to Europe before, those three people must put down a finger, leaving them with nine fingers.  The goal is to stay in the game the longest (to be the last person with fingers remaining).  To win, it’s a good strategy to say statements that most people have done, but you haven’t. 
Playing this game, along with the benefit of getting to know each others’ experiences better, can be very humorous (e.g. saying silly statements such as, “Never have I ever skipped a class in school” or “Never have I ever ripped my pants.”)  Have fun!





The String Game
The String Game is an introduction icebreaker game and conversation starter that allows people to  tell others about themselves.  It’s a simple game and can be adapted according to your needs.
This getting-to-know-you game usually does not take long, unless you choose to run it that way.  An indoor setting is ideal, however on a nice day you could go to a quiet area outside and sit in a circle.  This icebreaker is recommended for where people may not know each other very well yet.
Materials required are:  Ball of String or Wool, cut into different lengths – some as short as 12 inches, some as long as 30 inches if you wanted

Instructions for the String Game 
Bunch all the pieces of string or wool up into one big clump.
To play, ask the first volunteer to choose any piece of string.  Have the person pull on it and separate it from the other pieces of string.  Ask them to introduce themselves as they slowly wind the piece of string around their index finger.   The funny part of this icebreaker game is that some of the strings are extremely long, so sometimes a person must keep talking for a very long time!  This is a good way to get everyone to start talking.  People might find out something interesting or new about each other!  Feel free to adapt this game according to your needs.  Have fun.



Two Truths and a Lie
Two Truths and a Lie is a classic get-to-know-you icebreaker. Players tell two truths and one lie. The object of the game is to determine which statement is the false one. Interesting variations of this game are provided below.
This game is a get-to-know-you icebreaker.  Recommended group size is: small, medium, or large.  Works best with 6-10 people.  Any indoor setting will work.  No special materials are needed, although pencil and paper is optional.

Instructions for Two Truths and a Lie
Ask all players to arrange themselves in a circle.  Instruct each player to think of three statements about themselves. Two must be true statements, and one must be false. For each person, he or she shares the three statements (in any order) to the group. The goal of the icebreaker game is to determine which statement is false. The group votes on which one they feel is a lie, and at the end of each round, the person reveals which one was the lie.
Variations to Try
“Two Truths and a Dream Wish.” – An interesting variation of Two Truths and a Lie is “Two Truths and a Dream Wish.” Instead of telling a lie, a person says a wish. That is, something that is not true — yet something that the person wishes to be true. For example, someone that has never been to Europe might say: “I often travel to Europe for vacation.” This interesting spin on the icebreaker can often lead to unexpected, fascinating results, as people often share touching wishes about themselves.









Two Minute Mix and Mingle
Materials required: Watch/timer and whistle
Especially useful when you have limited space and a large group. Ask people to pair up, introduce themselves and chat for 2 minutes with each other about whatever interests them. When 2 minutes are up, blow your whistle. When they hear your signal, everyone is to find a new partner and chat for the next 2 minutes. If you have flexibility, allow enough time for everyone to have 2 minutes with every other person. If you have time after the mixer, ask each person to give his or her name, and share something interesting they learned from someone else.  You can also provide pre-planned questions if you want. (Variation: Use the 2 minute mixer with the Name Tag Match Maker below) 



Unique and Shared
Unique and Shared is a get-to-know-you game as well as a team-building activity.  The game helps people see that they have more in common with their peers than they might initially realise, while highlighting their own individual strengths that they can contribute to the group.
An indoor setting is preferable.  Split the students into groups of about five people.  This activity works fine with all sizes of groups.  
Materials needed:  Each group of five needs paper and a pen.

Instructions for Unique and Shared 
Split the students into groups of 4 or 5 depending on the size of your class.  Pass out sheets of paper and pens/felts.  The first half of the activity is the Shared part.  Nominate a scribe for each group to create a list of many common traits or qualities that members of the group have in common.   Avoid writing things that are immediately obvious (e.g. don’t write down something like “everyone has hair” or “we are all wearing clothes”).  The goal is for everyone to dig deeper than the superficial.  Allow about five or six minutes and then have a spokesperson from each subgroup read their list.  If there are too many groups, ask for a few volunteers to read their list.
The second half is the Unique part.  Keep the same groups or, optionally, you can ask everyone to rearrange themselves into new groups.  On a second sheet of paper have them record Unique traits and qualities; that is, items that only apply to one person in the group.  Instruct the group to find at least two unique qualities and strengths per person.  Again, strive for qualities and strengths beyond the superficial and past the obvious things anyone can readily see.  Allow another five or six minutes.  When time is up, share the unique qualities in one of the following ways: (1) each person can share one of their unique qualities themselves; (2) have each person read the qualities of the person to their right; or (3) have the scribe read a quality one at a time, and have the others guess who it was. 
Unique and Shared is a valuable team-building activity because it promotes unity as it gets people to realise that they have more common ground with their peers than they first might realise.  As people become aware of their own unique characteristics, they can also help people feel empowered to offer the group something unique. 



True Colours
Begin by calling out a colours of the rainbow - for example “What do you think the following colours represent - red, yellow, green, blue, indigo, purple?”  Then tell them what each colour represents and ask them the following questions.

RED: Red typically is the stop/turn- off colour - so each member of the group quickly shares one thing (that they can disclose in public) that is really a turn off to them.  Orange is motivation - what motivates them? Yellow is inspiration or creativity - what was the best idea they've had? 
Green is the money - what they plan to do for money? 
Blue is the sky's the limit - what is your greatest aspiration for your future? 
Indigo is an odd, or different colour - what is the most daring thing they ever did? 
Purple is the colour of royalty - if you were ruler of the universe / company for a day - what is the first thing you would do? 



Name Tag Match Maker 
Materials required:  5" x 7" card for a name tag for each person, marker pens 
Put your name in the centre of your card. In the upper left corner, write four things that you like to do.  In the upper right corner, write your four favourite singers or groups. In the lower left corner, write your four favourite movies.  In the lower right corner, write four adjectives that describe you.
When everyone finishes, have them mingle with the group for a few minutes. Without talking, they are to read the upper left corner of the other group members' cards. When time is up, they are to find one or two people who are most like them and visit for a few minutes. When time is up, they are to mingle again reading the upper right corner of the other group members' cards. They then find the one or two people most like them and visit. Repeat with the lower left corner and lower right corner information. To make sure everyone visits with several people, you could implement a rule that no two people can be in the same group more than once. 
Name Tag Variation:  Participants print their name on the upper portion of the name tag and then draw three objects that represent who they are on the bottom portion of the tag.  After completing the activity, participants are then asked to share their names and what they drew on the tags - or use this with the two minute mix n mingle.



Beach Ball
Materials required: Large beach ball
Write a range of questions all over the ball
Group the team in a circle facing each other.
Throw the ball to someone. They must answer the first question they see.
That person then throws the ball to someone else and the game continues until everyone has had a couple of turns. 
Variations:  When used as an introduction at the start of a session ask people to say their name and where they are from before they answer their question
Ask them to say their name and the name of the person they are throwing the ball to.
Write numbers on the ball with a corresponding numbered list of questions. Team members then choose a number, without seeing the list, and are asked to respond to the question. 

Incomplete sentences
Participants make a circle and the leader asks a series of incomplete sentences to each person in the group one after the other. The idea is that if there is not enough time to think too much, spontaneous and honest answers will be given. Try to have enough sentences to have at least two rounds.  Examples of incomplete sentences are: 
Today I feel.... 
The person in front of me.... 
This group.... 
I don't want.... 
Later I hope to.... 
I have.... 
My present fear is..... 
I am.... 
I love.... 
Variation: For very large groups and where time is limited create a set of question cards for each group. You can divide your students into groups, issue the cards and then remix the groups for a second round using a different set of question cards.

 

















ACTIVE ICE BREAKERS / WARM UPS / TEAMWORK
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Bigger and Better
Bigger and Better is a team building activity in which teams compete by trading ordinary objects. The winner is the team that ends up with the biggest and best items when time expires.
This active teambuilding exercise requires six people at minimum, and can support very large groups if the teams are divided evenly. Teams should be about three to six people in size. This game involves interacting with other students around the campus. 
Materials needed:  Props required include small objects such as paper clips or pens or low value items (from the $2.00 shop, such as Children’s loot bag fillers etc.. (one for each team).  Be sure to have enough to provide one per team.

Instructions for playing Bigger and Better
Explain the rules to everyone: You will give each team a small object, and their job is to keep trading and upgrading their team’s object to obtain the largest and most valuable item possible. They may not offer anything other than the item they have, and they must stick together as a group. Set a time limit, such as one or two hours, and tell everyone that they must be back in time or else they will be disqualified. Announce that each team’s item will be judged in three categories: size, value, and creativity.  Students are not to use money to trade, only the item for another item from a student around campus.
Divide the group into teams of three to six. Pass out the paper clip (or other small object) to the each group and send them off. When time expires, the judging process begins. Each team presents their item before the entire group. They explain why their item is biggest and best. At the end, choose winners for each of the three categories, or judge the items in any other way you wish. This activity involves good teamwork and creativity as each team coordinates their efforts and decides what strategies they will approach when playing. Camaraderie will be built, and surprises will come out of the activity. Who knows, a group might be able to turn a paper clip into a car! Well, maybe a toy car.






Giants, Wizards or Elves
Giants, Wizards, and Elves is an icebreaker that is similar to Rock, Paper, Scissors — except more hilarious!  It’s also a versatile game — it works in groups of all sizes. 
This icebreaker game involves splitting the students into teams and requires no special materials to play.  
It works both indoors and outdoors, so go ahead and have fun!

Setup for Giants, Wizards, and Elves
This game involves two teams who will act as one of 3 characters: giants, wizards, and elves. When a player acts out a character, he or she does the specific hand motions and also makes the noise associated with the character.
Giants.  Stand on your tippy toes, raise your arms like a giant, and make a menacing growling noise: “Rarrr!”   
Wizards.  Crouch slightly, as wizards are a bit shorter.  Wave your fingers as though you’re casting a magical spell, and make a magical noise: “Shaazaam!” 
Elves.  Crouch down very low, cup your hands around your ears, and make a high pitched elf noise: “Eeeee!” 
Make sure everyone knows the motions and sounds.  Feel free to practice until everyone knows how to become each character.  Split everyone into two teams and divide them into separate sides of the room. For each round, both teams huddle and choose to become a giant, wizard, or elf.  When ready, both teams then line up and stand facing each other, about five or six feet apart.  At the start of each round, the leader says “Three, two, one, go!!”
At this point, each team acts out the character they chose (giant, wizard, or elf).  As soon as they do this, the winner tries to grab the loser — as many people over to their side as they can.  The loser tries to retreat back to their own side to be safe for that round.  If captured, a person now belongs to the other team.  The following determines who beats who:
Giants beat elves, because giants are able to “squash” elves.  Elves beat wizards because they outsmart them.  Elves chew at their legs.  Wizards beat giants because they are able to zap them with a magic spell.  If both teams show the same character, no one wins.  Rounds keep repeating until one team wins (the other team is completely captured).

Variation:	Human Scissors/Paper/Rock
This is the human-size version of scissors/paper/rock. The end zones need to be clearly defined. To begin, each team huddles and decides on which play to run- either rock, paper or scissors. Then the two teams meet in the playing area. If your team’s symbol wins, you chase the other team back into its end zone, trying to tag the team members before they get there. If your team’s symbol loses, you must dash back to your own end zone before you’re caught. Those people who get caught change to the other team. The game ends when everyone is on the same team.









King Elephant
King Elephant (also known as Animal Kingdom Game) is well suited as a good party game or an icebreaker for meetings. It involves a little bit of silliness and is a lot of fun. The goal of the game is to become the King Elephant, the head of the circle.
This active game works best if you have between 8 and 20 people. It is a good indoor game, and although it does require some movements (mainly making animal gestures), there is no running involved. No special props are required – it’s pretty simple to play!

Setup for King Elephant Game
Not much setup is required. Instruct all players to have a seat and arrange everyone in a circle, facing each other. Each seat in the circle will be a different animal, arranged in order from the top of the food chain (the King Elephant) down to the bottom of the food chain (a slimy worm). Designate one person to be the King Elephant and then assign the other animals in order. If you wish, you can let players choose their own animal and invent their own gesture for the animal. Otherwise, typical motions for the animals are:

King Elephant – hold one arm out, extended away from your nose, while the other arm wraps around and holds your nose. 
Bird – join both of your thumbs together and flap your hands like a bird flying 
Chicken – place your hands under armpits and flap your arms 
Alligator – extend your arms out in front of you, with one hand facing up, and the other down, and clamp them both together like an alligator’s jaws 
Bear – hold your two hands out like giant bear claws 
Lion – connect your hands above your head like a circle, make a growling face like a lion’s roar 
Snake – make a slithering snake movement with one of your arms 
Fish – clasp both your hands together and imitate a fish swimming upstream 
Monkey – puff cheeks, while pulling your ears out 
Worm – wiggle one bent finger 

(how to play King Elephant on the following page)

How to Play King Elephant
King Elephant is a rhythm game in that you must successfully stay on beat. Depending on the chair you are currently seated in, each person adopts an animal gesture (as described above, or you may create a new one). The task is to correctly do your animal signal when called upon, and then to make another animal’s signal to try to get that person to make a mistake.
The rhythm to maintain is set by the person who is King Elephant. He or she can alter the speed as desired. Everyone follows the rhythm of a 1-2-3-4 pattern, where 1 is a pat on the knee, 2 is a clap, 3 and 4 are left and right thumbs (or the signals). The person does his or her own signal (animal gesture and noise) first, followed by another animal’s signal. So for example, a round could look like this:
King Elephant starts rhythm: knee pat, clap, elephant signal (his or her own signal),
King Elephant signals a different player: knee pat, clap, bear signal (or anyone else’s signal),
Bear continues: knee pat, clap, bear signal (his or her own signal),
Bear signals another player: knee pat, clap, fish signal,
Fish continues: knee pat, clap, fish signal (his or her own signal)..
and so on. When people fail to keep the rhythm or make a mistake on their signal (e.g. do a signal when they aren’t supposed to) then they become the new worm and everyone else moves up by sliding up a seat. Those who change seats take on the role of a new animal. The goal is to try to be the King Elephant by knocking out anyone in front of you.
Great fun! Be sure to get everyone to make funny animal sound effects when they do their signal too.
Photo Scavenger Hunt
Photo Scavenger Hunt is a fun team-based scavenger hunt with an interesting twist — the goal is to bringing back digital photos of places and things.  By doing this, people will capture good memories (photos for Graduation and for the Photo Wall on Campus) and also have some experience working together as a team.
This is an active game and teambuilding activity.  The recommended group size is: teams of three or four people.  Allocate plenty of time for this activity.  
Materials Required: You will need one digital camera per team.

Setup for the Photo Scavenger Hunt
As the facilitator of this activity, prepare a list of about twelve interesting places, things, and circumstances that can be captured using a camera.  Some examples of items you can write are:
A family of animals  
A group photo with a local celebrity, someone famous, or famous icon
A very relaxing place 
Something big and the colour purple  (make this colour to suit your area)
The biggest tree 
A group photo with someone dressed in very formal attire 
A photo with a yellow car 
A human pyramid of at least seven people 
The funniest thing you can find 
Something that begins with the letter “Z”
And so on…… 
Be creative with this list.  When you have the list prepared, make enough copies for each team. 

Playing the Photo Scavenger Hunt 
Divide the group into teams of about three to four people.  Distribute cameras and copies of the list you made to each team.  Explain the rules of the activity.  Set a time limit for the groups (e.g. one, two hours or so).  Instruct the teams to find as many things as they can on the list, and for each item, take a picture with all the group members in the photo.  Encourage the players to be creative and to think outside of the box.
When time expires, have all members reconvene and present their photos along with their checklist.  Award one point for each successful photo item and bonus points for extra creativity or effort.
This activity is great for building team chemistry and for creating (and capturing!) funny memories.  












React and Act Game
React and Act! is a funny icebreaker in which players randomly select a sheet of paper that has an occurrence on it (for example, winning a million dollars in the lottery) and they must react to the occurrence using animated expressions, gestures, and words.  After a set amount of time, other players try to guess what happened that caused those reactions and actions.
React and Act is an active icebreaker game that can work with a variety of group sizes.  It can work for small groups of five people, or adapted for very large groups by selecting volunteers.  This game is best played indoors. 
Materials required: paper, pens, and a bag.  

Setup for React and Act 
React and Act involves some preparation; however, this is part of the fun!  Pass out sheets of paper and pens to the players.  Have each person write an event.  Tell them to be creative!  Examples of events can include:

Being surprised by a large, aggressive bear in the woods 
You just won the lottery 
You have just been proposed for marriage with an engagement ring 
You just got fired by an incompetent boss 
Making the game winning try to win the Rugby World Cup
You just fell in love 

Once everyone writes an event, fold the paper once and place it into the bag.  Divide the group into two teams (or select five volunteers if it is a very large group). 

Instructions for How to Play
Ask five people on each team to randomly select an event from the bag.  Instruct them to react to this event, without explicitly giving away what the event is.  Choose a time limit (usually 30 seconds to a minute works well) and when you say “Go!”, have all five people to simultaneously react to their event using exaggerated gestures, facial expressions, and their voice.
For example, the person who has just won the lottery could raise his or her arms and scream excitedly, jumping up and down.  The person who has just confronted a bear might make a terrified look, shake in fear, and call for help.  And so on.  Each of the five actors can interact with each other, but they must stay “in character” and continue reacting and acting based upon what their sheet said.
After time expires, the other members of the team try to guess what happened for each person.  If you wish to keep score, each team gets a point for each correct guess.  This game is a great way to break the ice, while watching people act out silly (and usually hilarious) things.

Variations to Try
There are many variations to React and Act that change the way the game is played.  Try experimenting with these and see whether you like them.
No talking allowed, but noises are okay.  This increases the difficulty of the game by a lot, but it can be more hilarious.  
Narrator explains the event before each person acts. 





Sardines
Sardines is an active game that is played like hide and go seek — only in reverse!  One person hides, and everyone else searches for the hidden person.  Whenever a person finds the hidden person, they quietly join them in their hiding spot.  Soon, the hidden group starts to look like a bunch of sardines!
This game should be played in a large indoor area.  Be sure it is safe and that you are allowed to play in the area.  No special materials are required to play.

Instructions for Sardines (also known as Reverse Hide and Seek)
Gather everyone together and explain the rules and boundaries of the game.  Be sure to keep everyone safe and ensure no one wanders into areas that they aren’t supposed to be in.  When everyone understands the rules and boundaries, ask for a volunteer to be the first person to hide.  Give the person a set amount of time (e.g. a few minutes) to hide, while everyone else closes their eyes or sits in a neutral spot away from the playing area.
When time is up, everyone splits up and tries to find the hidden person.  When someone finds the hidden person, the game is not over!  He or she quietly hides alongside the hidden person.  Over time, several people will be hidden together, resembling a bunch of sardines.
The last person to find the hidden party loses that round.  He or she is the next person to hide.  Alternatively, you can reward the first person to find the hidden person by allowing that person to hide if he or she wants to.
Variations 
There are other variations to this game, such as playing it in pairs.  This adds a little more teamwork to the game.



Trust Walk
The Trust Walk is a teambuilding activity that helps people practice trusting each other.  A leader steers his or her partner around obstacles using verbal or nonverbal instructions.
This activity is an active teambuilding activity that requires a great deal of space.  An outdoor setting with some obstacles (but nothing too dangerous!) is ideal.  Put the students into pairs.  
Materials required include blindfolds and any props that you can set up as minor obstacles

Instructions for the Trust Walk Teambuilding Activity
The Trust Walk Activity is an effective team building activity involving leadership and building trust, as blindfolded participants must rely on instructions given to them in order to avoid various obstacles.
As the facilitator of the Trust Walk Teambuilding Activity, be sure to scout out a safe area in advance.  Large fields or the woods may be good places to try.  Minor obstacles (trees, branches, small hills) are okay, but do not play this game in a dangerous environment (for example, anywhere with very steep ledges or sharp protruding objects).  Once you have found a safe, large area, you can prepare additional obstacles if desired (cardboard boxes, balloons, etc.).
Start in a nearby location.  Ask participants to arrange themselves into pairs.  Instruct one partner to be the guide (navigator) and the other to be blindfolded.  Once the blindfolded partner is ready, slowly spin the person around a few times so that they are unsure which direction they are headed.   Guide the participants to the field with obstacles.  From this point on, the guide should not touch the partner at all, but rely solely on verbal cues (e.g. “In approximately five steps ahead, there will be a tree branch.  Go ahead and step over it slowly.”)
Remember that the guide is solely responsible for his or her partner’s safety.  He or she should try their best to steer their partner away from obstacles.  Valuable lessons can be learned to teamwork and unity.  For example, the guide will learn about the challenge and responsibility of caring for another individual’s well being, while the blindfolded partner learns to trust and rely on another person. 
Reflection of the Trust Walk Activity 
If desired, ask participants to reflect and share what they learned from this experience.  
The following are some sample questions to ask following the Trust Walk team building activity:
What was it like to be the “guide,” being fully responsible for the safety of your partner? 
What do you think was the purpose of this team building activity? 
Did you have any difficulty trusting your partner while blindfolded? Why or why not? 
Why is trusting your teammates important? 
Afterwards, how did it feel when you and your teammate successfully trusted each other to accomplish something challenging? 
How does this relate to _______ (here you can fill in the blank with the current scenario of the participants, such as class, a sports team, employees working together on a project, etc.)? 



Defend the Egg
 Defend the Egg (also known as the Great Egg Drop) is a teambuilding activity that involves collaboration, problem solving, and creative teamwork.  Groups build a structure out of ordinary materials and try to protect a raw egg from breaking when dropped from a high elevation.
This exercise in teambuilding can be messy, so choose an appropriate setting where making a mess is acceptable.  
Materials required: Several materials are needed: raw eggs, several plastic straws, masking tape, newspaper, and other materials of your choice.  
 
Setup for Defend the Egg
This game works well with teams of 3-4 people.  Pass out one egg and a limited supply of materials (e.g. four straws, cello tape, one section of a newspaper, etc.)  This activity is more challenging with less materials provided, so decide how challenging you wish to make it.
Explain the rules: the mission is to protect the egg from cracking using teamwork, creativity, and a good design.  You will drop each structure from at least 2 metres (eg standing from a chair), and so the goal is for each structure to be able to withstand such a fall with the egg inside.  Each team will only be given limited resources, and so they must be wise with what they have.  They may not use any other resources other than what is given to them.  Optionally, you can have other criteria for judging including:
most creative design
most stylish/visually appealing
(any other awards you wish)
 
Decide on an appropriate amount of time (e.g. 20-25 minutes) and then instruct them to begin!  Tell them to place their egg inside their structure. 
Be sure to supervise each team as they build their structure. 
When time is up, collect all the structures.  Now for the dramatic finale in which the structures are dropped (or thrown!) from at least 2 metres in elevation and then carefully inspected to see if the eggs survived. You can do this outside and find a higher structure to do this from.  The winners are the groups that successfully protected the egg.  If you chose to have other awards, announce those winners also. 
This activity is useful to illustrate the importance of teamwork.  Ask everyone to reflect on how their group accomplished the task, what worked, what was challenging, etc.
Variation - A much more challenging variation of this activity is to provide no materials (other than the egg) and ask the participants to find materials from outdoors.
 Bloop
Materials required:  Balloons (1 per group of 5)
Break out large group into small groups of 4-6, and give each a balloon to inflate. In small group, join hands to and form circle. The objective is to keep the balloon off the floor by batting it, without letting go of hands. If the balloon touches the floor, the group losses its hands, meaning they can’t let their hands touch the balloon; as balloon keeps hitting the floor, they loose elbows, shoulders, heads, thighs. Facilitator may have groups "carry" balloon across an area, or just have them work in place for [X] amount of time.
Variation Balloon Game The entire group makes a huge circle and puts their arms around their neighbour’s shoulders. As the music plays, they pass balloons around the circle using their legs. Start with three or four balloons. When the music stops, the person holding the balloon is eliminated from the group. As the group gets smaller, take balloons away. Eventually there will be two people left and only one balloon



Hum Singer
Materials required:  Index cards with songs written on them
Each person receives an index card with the title of a well-known song printed on it.  Everyone begins to hum or sing the tune of the song found on his/her card. The goal is for each person to find the other person(s) who are humming/singing the same song. Once the group is formed, members exchange information about themselves. 



Human Machine  
Ask the students to stand in a circle.  Start the group off by performing some type of mechanical “operation” or movement. Include sound effects with the movement. The “operation” needs to have some type of beginning and end to the movement.  The next person then does the previous persons move followed by their own one, then so on and so on with the following people.  Once everyone has had a go then go back around the circle with everyone doing the moves.



Pass the Orange, Please 
Materials needed:  any small object or orange
Divide the group into two equally numbered teams. Arrange the teams so they face one another. Team members then join hands. This leaves two “free” hands on each team (the two people at the ends of each line). Give the orange to one of the “end” people on each team. The task is to pass the orange from one end to the other without unclasping the hands of the team. The orange cannot be passed or kicked along the ground. If the orange drops, it must be picked up while all hands remain clasped.  



3 Noses
Have the group begin to wander around the room.  When the leader calls out a command like three left elbows then as quick as you can, players should gather in groups of three with left elbows touching. Next do four butt cheeks, two right feet etc. End with three noses and/or four belly buttons.
Human Knots
Divide the group into smaller groups of eight to ten people. Players stand in a circle and place their hands into the centre of the circle. Join hands with two different people, neither of whom are standing next to you.  A human knot is born! The goal is to untie the knot without letting go of hands. Be sure to be respectful of your neighbours! What you do may not be the best for them, so check it out before you work it out.



Clap Snap Association
This one is a good one for free format mind mapping when you are recapping on a session.  Students can say what comes to their mind relating to the subject that they have just learnt.

Gather group in a circle sitting on the floor. Start by teaching them the clap, clap, snap, snap left, snap, snap right and repeat several times till they have the hang of it.  Then explain that we are going to free associate.  At the end of the second snap to the right the first player says the first word that comes to their mind.  Keep going around the circle in a clockwise fashion until you get to the end. Tell the players to shout out their words loudly so all can hear over the clapping and snapping. Use this to work on a specific challenge



Storytelling
Gather the players in a circle.  Ask one of the players to volunteer a genre of books (mystery, romance etc.) and then ask another player for a title for the book you are going to create. Have one player start telling the story and they will need to continue to tell the story until you (the leader) points to another player That player will need to pick up exactly where the other player left off (even if it’s mid sentence or mid word). Continue until all but one player has contributed and then say “and the moral of the story is” and point to the final player to finish it off 



Musical Partners
Materials required: Music 
This game can only be played in an area with plenty of space for free movement. It's like musical chairs but without the chairs. Each person is to select a partner and stand beside them. There must be an odd one out, standing by him/herself. Begin playing the music. Each time you stop the music, members must change partners (run and grab someone else) 
Variation: Keep the momentum going. Call out a random numbers eg 7. The group has to form sub groups of 7. Call out 5 and the group has to reform into sub groups of 5. Increase the complexity and call out two numbers 4 and 2 where the group has to form into two groups one of four members and one of two. (Groups seem to really love this one)
 




Who, What, Where?
Who What Where is a drawing game where the students can sketch funny and wacky scenes created by Who, What and Where cards.
You will need to make these cards up – whether you use pictures on the back of who, what where cards, or write the words, you then combine these cards to create a scene.  For example, you might get to draw "A Bear Riding a Bike in a Cave", who – bear, what – riding a bike, where – in a cave, or "Santa Claus Eating Spaghetti in a Police Car", who – Santa Claus, what – eating spaghetti, where – in a Police Car.  Other players work together to try to guess what you have drawn. 
Split the students into 4 – 5 groups and have one person from each group leave the group at the same time to get the Who, What, Where story from you, and then they go back to their group to draw.  It’s the first group to guess the right answer that wins.  Keep going with other people in the group so that everyone gets a turn.  There are thousands of crazy card combinations so it can be different every time you play.
Variation:
Each player takes a "Who", "What" and "Where" card.  They are then given two minutes and everybody start drawing a picture featuring the words on your three cards. When the time is up the first player holds up their drawing and everyone else in the group has two minutes to work together to guess what was on that player’s cards. No need to wait your turn to guess - just keep shouting as many guesses as possible before the time runs out. The artist tells the players when any part of the scene is guessed correctly. Play continues with each artist in turn holding up their drawing while everybody else guesses. In round two, everybody takes another fresh set of cards, and the player with the most point after three rounds, wins. 



Ping Pong
Materials required: You will need as many ping pong balls as you have people.
A method to randomly organise participants into groups. 
Decide in advance how many groups you want and how many people in each group. Prepare the ping-pong balls by writing a group number on each ball. For example, if you have twelve people working in three groups of four people, write ‘1’ on four of the balls, ‘2’ on another five balls and ‘3’ on the last five balls. Throw the balls to the participants until everyone has caught or retrieved a ball. Then ask them to work with the people who have the same-numbered balls as themselves. 
Variation:  To create groups with different combinations of people throughout the day write the numbers in different colours or use letters with numbers,
Variation: If throwing the balls around would create too much chaos, place the numbered balls in a box, pass the box around using the lucky dip method, or invite participants to "dip" for a ball when they arrive. 



SUDDENLY...
As the group facilitator you can start a story with a sentence that ends in SUDDENLY. (Or choose someone from the group) For example; 'Yesterday I went to the zoo and was passing the elephant enclosure when SUDDENLY.....'  The next person then has to add to the story with his own sentence that ends in SUDDENLY. 
Continue the story until everyone has contributed. The story becomes more bizarre as each person adds their sentence. 



The Team T-shirt Relay Game
Materials required: Extra large one size fits all Tshirts, one TShirt for each team, optional - small prize for winning team

Organise into your group into teams of equal size
Odd numbered teams - use these people as judges to ensure the teams play by the rules
Have the teams line up in single file. 
The first person in each team puts on an extra-large T-shirt. 
At a signal to start the game, the person in the T-shirt turns to the person behind him. They grasp each other’s hands and hang on tightly. 
Other members in the team then manoeuvre the T-shirt off the first person, down the arms, and over the joined hands to the arms of the second person, they then pull the T-shirt onto the second person.
When the T-shirt is completely on the second person, they release their grasp of the hands of the first person, then second person turns to a third team member and tightly grasps both of his hands. 
The team transfers the t-shirt from the second person to the third person, the second and third persons maintaining their grasp of each other’s hands throughout the transfer process.
The game continues until the T-shirt has transferred to every team member and the last person in the team is wearing the shirt.
If the paired team members break their grasp they have to start again
Variation/Follow Up
Use blank logo-free white T-shirts for the game. Then either before or after the game have the teams design their own team T-shirt by creating their own logo and slogan (using felt pens or paints). Get the Team to select the winning T-Shirt.  Display the T-Shirt’s in the class room.
Have team members sign the back of every T-shirt (a simple metaphor for team membership/unity).



Flags
Materials required: Flipchart or A3/A4 paper, markers, paints
Ask each person to draw a flag which includes symbols or pictures describing who they are, what's important to them and/or what they enjoy. 
Each flag is divided into 4 or 6 segments. Each segment can contain a picture i.e. favourite emotion, favourite food, a hobby, a talent/skill, where you were born, your family etc 
Give everyone 20 minutes to draw their flags. 
Ask the group to share their flags and explain the meaning of what they drew.
Display the flags around the room so people can wander around during their breaks checking out the flags
Variation for Team Building
Depending on the size of the team, divide into smaller groups of about 4 team members 
Give each group one sheet of Flip Chart and allocate each group a section of the flag
Designate each section of the flag based on any combination of the following: Team purpose, values, vision, mission, talents, strengths, goals, customers, challenges...
Invite each group to present their flipchart flag
Tape each of the flipcharts together to form a giant team flag. 
(This looks awesome when displayed in the training room)




Mouse Trap Attack
Materials required. 1-3 x spring loaded mouse traps per team, A large supply of rolled up paper balls 
Organise the students into teams of equal numbers (6 per team is ideal) 
Each team has it's mouse traps set down one side of the room on the floor. At the other side of the room, opposite each group of mouse traps, are three attacking team members from the team. The attackers are armed with rolled up balls of paper. 
Space the students the remaining team's members (who are defenders) at equal distances down the length of the room. 
Each team is allowed up to three defenders for their mouse traps. Defenders must sit on the floor half way between their mouse traps and the attackers. The attackers must lob the paper balls over the heads of the defenders and set off the mouse traps. Defenders can stretch up, wave their arms etc but they are not allowed to move from their spot. The winning team is the one that has the last loaded mouse trap. 



Balloon Monster   
Materials required:  50 balloons and roll of tape for each team.
Mark a starting line and cone or marker around which contestants must race - about 30 yards away. Divide the group into small teams (4-5 in each team) Each team blows up balloons to a minimum diameter - you might want judges to approve the sizes or have a loop of string through which the balloons can not pass. The tape is wrapped around one of the team members with the sticky side out. Each balloon is stuck to this person. When all the balloons are stuck on, they must run around the course and back. Scoring system: 10 points for the first team finished, 7 for 2nd, and 3 for 3rd. 3 points for each balloon that is still on the runner at the end.



Anagrams
Materials required: Cards, pen and paper for each person or team
Create a set of cards with anagrams and display these around the room. Give each person pen and paper, or 1 set per team, with a time limit to solve the anagram
Use general themes large cities, famous people or specific themes relevant to the session topic or the organisation. 
Variation: Make up anagrams of the participants' names and display as pairs on a flip chart for organising pre-allocated partners and groups



Dress the Mummy 
	Materials required: Rolls of toilet paper, cellotape, stapler
	

	Set up teams with 2-4 players on each team. One person on each team will be the mummy and each team will be given 2 rolls of toilet paper. They will have 5 minutes to complete the game. The team players are to circle around the mummy and pass the toilet paper to each other while wrapping the mummy in it. The leader of the group will be the judge and decide which team has created the best mummy design.
Variation:  Create a Wearable Arts Award Outfit, or a Wedding Dress, or a Suit out of the toilet paper.  The best dressed wins.



Feel Good Stretches
Stretching is one of the all-time best things you can do to get the juices flowing. It doesn’t take much, and you don’t have to change clothes. When the blahs set in, get your students up on their feet and lead them in a short round of stretches. This is a great energiser for customising to your own unique situation and preferences. Ask your students to share their favourites. Better yet, go around the room and have everyone lead their own favourite. 
Use this when you need to get the blood flowing again.  It’s also good shortly after lunch when eyelids are drooping.  All you need is 5 minutes. Even a minute or two is helpful. 

Ask your students to stand alongside their desks and make sure they have enough room to move a little. It’s time to wake things up! 
 
Start by shaking all over to loosen things up. 
Stand tall and stretch your hands above your head as high as you can. Look up and try to touch the ceiling. Walk on your toes to keep your balance. 
Lower on to your heels, look straight ahead, and lower your arms out to your sides at 90 degrees. Stretch them out to the sides as far as you can reach. 
With your arms stretched out, bend your wrists back so your fingers are reaching up and push out with your palms. 
Lower your arms, shake them out, and wiggle all over. 
Holding on to your desk, lunge with your right leg and hold for 20 seconds. Repeat with your left. 
Shake your right leg, then your left. 
Holding on to your desk, do circles with your right ankle, then your left. 
If your class is on the nimble side, reach behind, grab an ankle and pull it up to stretch your thigh muscles on each side. Make sure to hold on to your desk. Hold for 20 seconds. 
Keeping your feet facing forward, twist around to the right and look as far behind you as you can. Repeat on the left. 
Stretch one more time as high as you can. 
Wiggle all over. 
Encourage your students to be vocal. It feels good to stretch. Making noises while stretching can be fun, and laughter, of course, is always energising. 














Drum Jam
The ancient art of drumming can be a fun and easy way to wake up your class. Start with a few rhythm exercises and then let the jamming begin.   This is great for waking people up after lunch or anytime the sleepies are setting in.  All you need is 10 minutes.
Materials required - None. We’ll be drumming with our hands on the desks, chairs, whatever is available. 
Start your group by practicing a few rhythms. Tap a simple beat, repeatedly, and have the class follow you. 
When ready, you start with a simple beat. The next person adds something different to your beat, and so on around the room. Encourage creativity, fun, syncopation, and a mixture of techniques. 
You might start with a slower beat to practice and then pick it up. 
Some options to explore: 
Tapping with fingers only. 
Slapping with whole palm. 
Tapping with finger nails only. 
Knocking with knuckles. 
Banging with soft side of fist. 
Three quick taps in one beat. 
Pausing a beat. 
 
Example
Start with two finger taps on your right hand and a knock with your left knuckles. Tap, tap, knock. Tap, tap, knock. The next person adds a bang, pause, slap. Bang, pause, slap. And the next, Slap, tap-tap-tap, bang. 
 Tip - If the exercise gets out of control or rhythm, simply stop and start again. It takes a little practice. 



Rhythm Recap
When it’s time to recap what you’ve just taught, do it with rhythm. Remember the old game where you sat in a circle, slapped your knees, clapped your hands and snapped your fingers? Slap, slap, clap, clap, snap right, snap left. Each snap gets a word. Modify those words to recap your subject matter. 
Great for recapping a topic just covered, or to introduce a topic. For introductions, you’re looking for questions the students have, or areas of interest. 

Ask students to push back from their desks so they have access to their knees, or use the desktop for the slap. You could even have them stand if you want to get them up. 
Using both hands together, slap knees or desktops twice, clap twice, snap the fingers on the right hand while saying a word, snap the fingers on the left hand while saying a second word. Repeat. The next person in line repeats the first person’s last word with the right-hand snap and adds a new word with the left-hand snap. Think of it as a variation on word association. 
 
Example
If you’re teaching Destination New Zealand, and talking about the Capital of New Zealand, the first person might say on the first snap, “John Key,” and on the second snap, “prime minister.” The second person will say, “prime minister” on the first snap and “beehive,” on the second. The next person will say, “beehive” on the first snap and whatever comes to his or her mind with the second snap (honey). And so on. 
 

 
 
 Brainstorm Race
A brainstorm race is a great way to review topics you’ve already covered, and have some energising fun in the process. Teams race to brainstorm and list as many items as they can in a certain amount of time---without speaking! 
Materials required - Flip charts  or sheets of A3 paper are ideal because you can turn them so the groups can’t see each other’s work. A marker for each student. 
 Divide the group into teams of four. Explain that you will give them a topic. They will have 30 seconds (or however long works best for your group) to brainstorm and list as many ideas as they can come up with. Here’s the kicker---they cannot speak. Each student must write his or her ideas on the board or paper you’ve provided. The team with the most ideas after the prescribed time wins that round. 
Ask the winning team to present their ideas. Ask remaining teams to add any ideas the winning team missed and to correct any mistakes the winning team may have made. Proceed with the next challenge. Keep a running score on the front board. 
 
Example
If you’re teaching 18212/228, you might ask the group to list all of the mountains, rivers and attractions in the South Island or North Island, if you are teaching 18205 you might ask the students to list all of the Ship Terminology with descriptions….etc, etc.
 You could ask the students at the end if working in teams helped or hindered. Did having a deadline help or hinder? Were they surprised by how many ideas they came up with, or didn’t? 
 
 
 
Beach Ball Buzz
Have a little beach fun without leaving your classroom. Beach Ball Buzz can be as fun as you choose depending on the questions you write on the ball. Make them related to your topic or completely frivolous and fun. 
Materials required - You’ll need a permanent marker and a fairly large blow-up beach ball that can be purchased at most $2.00 shops. 
 
Instructions
Blow up your beach ball. Make a list of questions you’d like your participants to answer, and write a question or two on each stripe of the ball. 

Sample questions: 
What is the funniest movie you’ve ever seen? 
If you were a cartoon or comic character, who would you be? 
What is the worst thing you’ve ever tasted? Did you swallow it or spit it out? 
What one thing have you kept forever that you really should throw away? 
What’s your greatest pet peeve? 
Who is your favourite person and why? 
If you were a superhero, what powers would you have? 
What was your first car and did you love it or hate it? 
Who is the most famous person you’ve met? 
What is your song and why? 
How do you celebrate your birthday? 
What is the most embarrassing thing you’ve ever done? 
Why did you choose to study at Sir George Seymour Travel College (or SGS) 
 Affirmative Hold Ups
Have group comfortably sit in a circle.  Give each participant a sheet of paper and ask them to write their name on the top of the paper.  Place all of the papers in the centre of the circle.  Have each participant draw a sheet from the centre (not their own) and ask them to write one (or a sentence) positive word about that person at the bottom of the sheet.  They then fold the paper up to cover up the word.  Have them place the sheet back in the centre and repeat on another sheet.  Participants will continue to select other’s sheets from the circle to write affirming words on, until the name is the only thing showing on the paper.  The leader can then distribute the papers to their owners.  This is a great game to do at the end of a retreat, the end of a year for an organization, at a staff meeting, etc. 



Back to Back
Every group member must find a partner of approximately equal height and weight, if possible.  The partners will lock arms with their backs to one another.  With arms remaining locked at all times, the partners will sit down on the ground, kick their legs out straight, and try to stand back up.  Then groups of four will try the same thing.  Then groups of eight, sixteen, and eventually, the entire group together.  This is the perfect activity to begin a trust sequence. 



Do I make sense?
Materials required:  BlueTak.  2 Large Sheets of Paper on the wall.  You could have at least 4 under one another, depending on how long you would like to do this for.  Felts or marker pens (make sure they won’t go through the paper onto the wall.  
This exercise is getting the students to work together in teams and to race against one another to formulate a sentence to which each team member will add a word.  
Begin by explaining that the students will be competing to see which team is the first to complete a group sentence.  Next, divide the students into two teams.  If a group contains an uneven number, one of the students may compete twice.  Line the groups up from the walls (with the paper bluetaked onto them) at least 2 metres away from the wall.  After giving the first person in each team’s line a pen or marker, explain the rules of the game.  The rules are as follows: Each team member is responsible for adding one word to the sentence.  The players take turns, after they go to the board and write one word, they run back to give the next player the marker, and then go to the end of the line.  (The sentence must contain the same number of words as there are members on the team.)  A player may not add a word between words that have already been written.  No talking is to take place.  The sentences need to make sense and be a true sentence, therefore not left hanging.










Bingo!
Materials required:  Copies of the below BINGO card.  Make enough for each student playing, or you could put them in pairs.
Hand out the Bingo Cards and ask the students to choose a theme, it can be anything at all, and also used as a recap for your unit.  Ask the students to call out 16 words related to the theme / topic you have chosen, for example Bell Bird, Tui, Pukeko, Kiwi etc.  Write each word on the board. At the same time, ask each participant to write the word in any of the boxes.  Once all of the students have written up their cards, call out the words at random. The first student or pair to get a straight line and call out “Bingo!” is the winner.

Let’s play Bingo!    BINGO CARD
	
	
	
	








	
	
	
	








	
	
	
	








	
	
	
	












Scrabble
Split the class into groups of four or five.  Each student will then write the first and last letter of their first and last names, for example Krystal Glass, so k, l, g, and s.  Ideally you would want a group of five so that they have 20 letters to play with, if you have a group of 4, then add your initials to the group to make up the 20 letters.
The group then needs to write down as many words as they can using their letters.  Have a time limit, and when the Tutor calls “TIME”, the groups must stop writing.
Each group is to then read out their words and spell them.  The group with the most words wins.



Paper Bag Skits
Materials required:  a bag filled with a variety of objects, it can be anything – apple, ball, toy car, flowers, anything that you might have in your prop room.
Divide your class into groups of 3 to 6 people.  Give each group a paper bag filled with a variety of objects, such as a wooden spoon, a hammer, a toy car, a ball, etc.  Each group makes up a skit (or short play) using all of the props in the bag. The props may be used as they are used in everyday life, or they may be used imaginatively.  When all the skits have been planned and rehearsed, each group performs theirs for the other groups.
Time required 20-30 minutes.



People Poems
Materials required:  Sheets of paper – plain or coloured.  Enough for everyone.
Hand out a sheet of paper to everyone.  Ask the students to use the letters in their names to create a poem. Each line of the poem is to begin with the letters of their name in order.
They need only one word in each line.
The words must tell something about themselves—for example, something they like to do, or a personal characteristic.  When they have finished the poems, ask them to share their poem with the rest of the class.  You can have dictionaries available for the students to use to help them find words, or let them use a computer to look up words.   

For example: Catherine might write…
Carefree
Athletic
Tall
Humorous
Energetic
Red-haired
Intelligent
Nervous
Envious
Variation:  This could be used for keywords of different subjects.  For example Teamwork
T = Team, E = Enthusiastic, A = Attitude, M = Manage , W = Wise, O = Opportunities, R = Respect, K = Kind

You can then put these up around the room, and keep them for their leaving day at the end of the year and put them back up around the class room.
Travel Scattegories
Divide the class into teams of 3 or 4.  Ask the students what categories they would like, or write some categories on the board, for example:
Country
Three letter Airport or City Code
Attraction or Activity
River
Animal
Suitcase Item

You can have as many categories as you like.  
Choose a letter – T
Then say Go, and as soon as the first group says stop, allow a further 10 seconds for people to finish writing, then say “pens down”.

Answers to the above could be:
Taiwan
TPE
Tower of London
Thames River
Tiger
Towel



Alphabet Scavenger Hunt
Divide your class into groups of 4 or 5.  They must use all 26 letters of the alphabet for the scavenger hunt.   In their groups, ask the students to find something in the room that they can see that begins with each letter of the alphabet. They need only one thing for each letter.
The first group to find things for all 26 letters reads out their words. If the words are all OK, this group is the winner. If any are not OK, the game continues until another group finishes.



Food for Thought
Ask the students to sit in a circle.  Ask each student to say their name and also a food they like that begins with the same first letter as their first name. For example, “My name is Jeanie and I like jerky.”
The next student does the same, but also repeats the previous one. For example, “My name is Frank and I like fries.  She’s Jeanie and she likes jerky.”
Keep going around the circle until everyone has had a turn.  The next time you go around the circle the students must repeat all of the people prior to them.
It gets harder the more participants you have.






Sentence Starters
1.  I like people who . . .
2.  The funniest thing I ever saw was . . .
3.  I’d like to have . . .
4.  The riskiest thing I ever did was . . .
5.  I hate it when . . .
6.  My favourite music is . . .
7.  Last night, I . . .
8.  The best gift I ever received was . . .
9.  In the future, I’ll . . .
10. I wish . . .
11. I could not live without . . .
12. I have never . . .
13. Everybody should . . .
14. ………………………. makes me feel good.
15. If I had a $1,000,000 I would . . .



Crazy Word Chains
Ask the students to sit in a circle and clap a slow rhythm.  The first student says any word to the time of the rhythm.  Then the next student must then say a word that begins with the last letter of the previous word.
For example:
APPLE . . . ELEPHANT . . . TOY. . . YELL. . . LOON . . . NIGHT
If someone missed a turn or says the wrong word, then start the game again.



Mystery Boxes
Allow at least 30 minutes for this warm up.  
Materials required:  Enough boxes to allow 1 per group.  (3 people per group) A mix of Magazines / Brochures
Tell the students that they will be making a Mystery Box.  Hand out the boxes to the students.  Instruct the students that on the outside of the box, they are to draw or paste magazine pictures of characters, ettings, and objects related to a crime they have in mind. Cover the box completely. They can make it more difficult if they add more characters, or more than one setting.
Then add the name of a crime to the outside, such as snowmobile, theft, kidnapping, break and entry, etc. These can be written on a piece of paper, or made with letters cut from a magazine or newspaper.  Now put a clue inside the box. They may write it on a piece of paper or put an object into the box, like a hammer, a letter, etc.  (Do not put anything of value into the box.)  
When the boxes are complete, the students exchange their box with another group.  They then try to create, either orally or in writing, the mystery story that is suggested by the box. They may introduce additional characters and supply further detail, but they must use all the information that is on the outside and inside of the box.



Sentence Charades
Materials required:  Short sentences or phrases written on strips of paper. For example:
He goes bowling every week.
She often orders pizza for supper.
My father went to hunt ducks last weekend.
I went to Te Papa yesterday
We are going Skiing
Have at least 25 short sentences or phrases.  They can be anything, and can be related back to a Unit Standard.  Put the strips of paper in a box or bag.

Divide the students into groups of 4 or 5.  One student from one team draws a sentence or phrase out of the bag. They then act out the charade (the sentence or phrase), while the rest of the team tries to guess what it is.  The team gets one point if they guess the complete sentence within the time limit.  You can decide on the time limit.  Other teams must watch quietly until it is their team’s turn.
Variation:  Choose Cartoon Characters, Celebrities, Famous People, etc Movies, TV Programmes, or Books and write these on pieces of paper for people to choose



What’s the Question?
Write one fact on the board. For example:
• Yellow, or
• 5 years, or
• MacDonald’s

The students then need to try to guess the question that matches each fact.
For example:
Yellow:    
What’s your favourite colour?
What colour is your car?
What colour is your parka?
5 years: 
How old is your child?
How long have you been married?
How long have you lived in Yellowknife?
MacDonald’s:
What is your favourite food?
Where do you work?
Where are you going to have breakfast?

The student who guesses correctly gets to write the next facts on the board, and so on.  Either allow every person to have a go, or set a time limit so that everyone knows how long you will be playing the game for.






Running dictation
Materials required:  short pieces of text, whether from a newspaper, magazine, or recap paragraphs from a workbook – laminated.  Make at least 12 – this allows for a class of 22 with 1 left over.
This warm up is a great recap exercise for the following morning of a subject or when recapping prior to an assessment.
Choose a number of short pieces of text (about 3 to 5 lines each).  You can either do this from newspapers regarding current events, or from text in the students workbooks that you would like to recap on.  Split the students into pairs and make enough copies of the text for each pair of participants to get one. (You can use different texts for each pair if you like, but they need to be the same length and difficulty).  Label the texts from 1 to however many you have and tell each pair which number they will be starting from.  Have the texts up around the room at some distance from where the students are sitting.
One person in each pair sits on a chair with a pencil and paper, when you say “GO”, their partner stands up and runs to where the text is.  They read it (probably chunk by chunk), memorise it, then runs back to their partner and dictates what they have read.  The students can only go to the text once.
You can either set a time limit per text, or set a time limit to complete all of the texts and then when the first pair finishes to announce that they have finished, and give a further 2 to 5 minutes (you decide) for the remainder of the class to finish.  Even though the first pair have finished, they may not necessarily be the winners as the dictation of the text must be absolutely correct – spelling, the exact version of the text and grammar.



Survivor!
Materials required:  2 sets of the names of 12 famous people.  Put each name (laminated) into 2 hats so the students have easy access.
Split the class into two groups.  Have the students pick one name each out of the hat randomly.  The students then need to pretend that they are all survivors of a shipwreck, whose lifeboat is about to sink unless two of them jump overboard.  Each participant in turn must convince the rest of the goup why they should be allowed to stay on board the boat in regards to their value to the group and to society in order to save themselves.  Once everyone has spoken, each member of the group is to write the name of the two people that they feel should jump out, and explain their reason to the rest of the group.  The two students with the most amount of votes can choose to plead their case or agree to the team decision.
 


Brainstorm Rummy
Divide the students into groups of 4 or 5.  Give each group a piece of flipchart or A3 paper and felts.   Announce a general topic such as Animals, Summer Holidays, Actors, the Unit Standard that you have just done etc.
Give the groups one minute to brainstorm and ask them to write down as many words associated to the topic as they can.  When the time is up, call out STOP, and all the teams must stop writing.
On the board, write Team 1, Team 2, Team 3, etc, and ask each team to read out a word and write it under that team.
Once a word has been written on the board, another team may not use it.  Keep going, until all the teams run out of words.
The team with the most words wins that round.  This is a good introduction to learning how to brainstorm.
 


The Human Web
Materials required:  a ball of string or wool
This ice breaker focuses on how people in the group inter-relate and depend on each other. 
Begin with a ball of yarn. Keep one end, pass the ball to one of the students, the student is then to introduce themselves and say one thing that they enjoy doing, or whatever you want to talk about. Once this person has made their introduction, ask him or her to pass the ball onto another person in the group. The person handing over the ball must describe how he/she relates (or expects to relate) to the other person. Keep going until everyone has had a turn
This icebreaker will hopefully show how everyone will need to relate to one another in order to move forward as a team.  As a Tutor, pull the string, hopefully everyone’s hand will move.  You could then go on to say that by working together as a team it will assist in reaching the end goal quicker, and with strength.



Ball Challenge
Materials required: 3-5 balls
This exercise creates a simple, timed challenge for the team to help focus on shared goals, and also encourages people to include other people.
Arrange the students in a circle and ask each person to throw the ball across the circle, first announcing his or her own name, and then announcing the name of the person to whom they are throwing the ball (the first few times, each person throws the ball to someone whose name they already know.) When every person in the group has thrown the ball at least once, it's time to set the challenge – to pass the ball around all group members as quickly as possible. 
Let them practice this once, and then introduce another ball, then another and then another if they can handle it. 
Timing is the key here. As the challenge progresses, the team will improve their process, for example by standing closer together. And so the group will learn to work as a team.

 

Baggage Claim
Give each student a baggage card.  Ask them to “pack their bags” by writing five interesting facts about their lives on the bag.  Try to have them use facts that other people may not know about them.  This will make the game a little more difficult.
Collect the cards.  The Students now have to pretend they are getting off a flight and they are going to the baggage area to get their bag.  Only they “accidentally” pick up someone else’s bag. (In other words, they
get someone else’s card.)   They then have to go around the room questioning the other students until they find out whose bag they have.






What would you do?
Here’s a fun, interesting, and cause for debate (sometimes), way to explore the situations we face every day. From the simple, to the serious and everywhere in between, these conversation starters are sure to create some energy flowing within your class.  Depending on the subject you are teaching, you may want to incorporate some recap questions relating to the subject.

· Have you ever pretended to be sick to get out of something? 
· If you were asked to lie on a job recommendation for a friend would you? 
· Would you repackage a gift in a trendy store box to lead a friend to believe that you purchased it there? 
· Which virtue do you struggle with most? 
· If you found $200 at an ATM machine would you return it to the bank? 
· Is justice or mercy more important? 
· what did you get into trouble for the most when you were young 
· in your opinion what are the seven wonders of the world 
· which historical sporting event would you like to witness 
· which is more important intelligence or common sense 
· if you could do something dangerous just once with no risk what would you do 
· where would you choose to live if you had to leave this country
· is it more fun to be a parent or a child 
· what's your favourite family tradition 
· would you rather live for a week in the past or the future 
· which famous athlete would you love to meet 
· is it harder for you to eat healthy or get exercise 
· what family or school rule would you most like to change
· who’s your favourite celebrity right now and why?
· What makes someone a success?
· If you could name the street you live on, what would you call it?
· what's your most prized possession 
· what advice would you appreciate from a happy and successful 80-year-old 
· what movie made you laugh until you cried 
· what indulgence would you enjoy if there were no consequences 
· what sport do you wish was more popular 
· who in your family met someone famous 
· what's the biggest technological change you've seen in your life time 
· would you rather meet your great grandchildren or your great grandparents 
· what's your family known for 
· what Halloween costumes do you remember 
· what are the foods you remember from childhood 
· what's the yummiest thing you can cook 
· if you could choose any dinner what would you pick 
· what's the most fun thing you do with your Dad 
· what's the nicest thing your Mom does for you 
· what are you afraid of 
· do you sing in the shower 
· would you write a reference for a friend who you feel is poorly qualified 
· if you received an extra burrito when ordering at your local shop would you say something 
· if a friend’s cellphone accidentally called you would you listen to her conversation if she were talking about you 
· are you more likely to be guilty of gluttony, lust, rage, jealousy, sloth, greed or pride 
· how do you decide between a leader who would benefit you and one who would be good for the country 
· have you looked in the drawers at a friend's house 
· what's the most impressive meal you've ever cooked 
· which celebrity chef would you most like to fix you a meal 
· do you have any treasured handwritten recipes 
· what's your favorite way to eat chocolate 
· what food festival would you love to attend 
· What celebrity chef would you choose to do the barbecuing at your house? 
· Which Celebrity would be the most fun to invite for a steak dinner? 
· What matters more, the sauce, the spice or the meat? 
· In August, what do you miss most about summer?
· What was the best birthday party you attended as a kid? 
· Where were you in the family birth order? 
· What were the three favourite years of your life and why? 
· Who would you choose to play the main characters in a movie of your life? 
· Does your name fit your personality and what other name would you like?
· What do you like to ponder while gazing at the clouds? 
· What's the best way to cool off on a hot day? 
· How much dirt is okay in picnic food? 
· Did you ever try to sell lemonade as a kid? 
· What entertainer would you most like to hear while picnicking at a summer concert?
· would you rather see a movie, a parade, or a magic show 
· what makes you feel better when you're sick 
· if you wanted to earn $500.00 how would you like to earn the money 
· what's your favourite board game 
· what object would you like to be able to draw really well 
· if you could be a superhero which special power would you choose to have
· What world record would you like to hold? 
· If we could be driving any car right now which would you choose? 
· What was your all-time favourite vacation? 
· what trick would you love to teach your pet 
· what does your pet get away with 
· have you made your pet a homemade meal 
· what names did you consider before naming your pet 
· do you have outfits for your pet 
· what picture of your pet do you treasure most 
· what trip would you most like to take in your lifetime 
· what's landmark in the world is most impressive 
· what's the ultimate road trip car 
· would you rather travel by train, car, plane, or ship 
· what do you miss the most about home when you're away 
· what's the first thing you do when you get home from a trip 
· what indulgence would you like to treat yourself to this year 
· who have you lost touch with that you'd like to contact 
· what item did you spend too much money on last year 
· where would you like to go on vacation this year 
· what goal would you make for the coming year if you knew you would accomplish it 
· what's the most beautiful place you've ever seen 
· how would your closest friend describe you 
· if you could excel at any competitive sport which would you choose 
· are you a spiritual person 
· where is your dream home located and what does it look like 
· who are your closest friends and what do you most enjoy about them
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