
Team Building Activities 
 

The Game of Possibilities  

Time: 5–6 minutes  

Purpose: To stimulate conversation, ideas, and laughter  

Participants: Small groups. This can be done with one group or multiple 

groups at the same time.  

Materials needed: Cloth napkins  

Instructions: 1) Give a napkin to each group of five to ten participants.                                                                   

                    2) One person at a time stands and demonstrates a use of that  

                         napkin.                                           

                    3) Rules:  

  1. Person demonstrating cannot speak  

           2. Must stand while demonstrating  

           3. Demonstration must be original  

Desired outcome: Participants experience the infinite ways to use a napkin 

and translate this to the infinite ways to solve problems, use resources, 

motivate a team, etc.  

 

Drop the Ball  

Time: 10–12 minutes  

Purpose: Cooperation and healthy competition  

Participants: Small groups  

Materials needed: Golf balls, straws, tape  

Instructions: 1) Each small group receives 12 straws and 18 inches of 

masking 

                        tape.  

           2) They get ten minutes to build a container that will catch a 

golf ball   

               dropped from about ten feet.  

           3) Each group selects a ‘ball dropper’ — that person stands on 

a  

               Chair, holds a golf ball at eye level.  

           4) That group places its container on the floor under where it 

thinks  

                the ball will land.  

           5) Each group gets three attempts.                                                                                                    

           6) The group that gets a ball to go in and stay in its container 

wins.  

Desired outcome: Teams can use their experiences in the game to overcome 

work problems and relational issues.  

 

 



 

 

 

 

Mission Statement  

Time: 15 minutes to several hours  

Purpose: Creating focus, passion, and group buy-in  

Participants: All  

Materials needed: Pens, paper, and any team requests 

Instructions: 1) Each person finishes the sentence, “My vision of a team that 

works is…”       

          2) The entire team now creates one statement or visual that 

represents  

               the total of these vision statements.  

Desired outcome: The team finds commonality of purpose and is more willing 

to cooperate. 

 

Winner/Loser  

Time: 5–6 minutes  

Purpose: Negative to positive perspective  

Participants: Partners  

Materials needed: None  

Instructions: 1) One partner tells the other partner about something bad that  

                         happened to them.  

                    2) This can be personal or work-related and can have occurred  

                         recently or years ago, but it must be something that is 

over.  

                         They can take about two minutes to do this.   

                    3) The same partner then tells the same story, but this time  

                         relates the good things that came from this experience.  

           4) The listening partner can help them explore the good that 

came  

                from the bad.  

Desired outcome: Participants experience a way to let go of negative 

attitudes and emotional baggage. 

 

Ten Ways to Kill a New Idea  

Time: 2–3 minutes  

Purpose: Keep meetings positive  

Participants: All  

Materials needed: Poster paper, markers  

Instructions: 1) A list of negative phrases and words is posted in the meeting 

room.  



          2) During meetings, anyone who uses any of the ‘idea killer’ 

phrases  

               must put a quarter in the ‘nega-jar.’  

          3) When enough money is collected, it can be used to buy the 

team  

               lunch.  

Desired outcome: Team members learn to offer suggestions in positive ways.   

 

This Is My Life  

Time: Few minutes to 1 hour  

Purpose: Learn personal backgrounds in a fun setting  

Participants: All  

Materials needed: Decks of cards — picture cards only  

Instructions: 1) Cards represent different stages of life; i.e. Jack is childhood, 

Queen is  

                        teen years, King is young adult, Ace is now.   

          2) As each person draws a card, they must tell one story about 

the period  

              of their life that corresponds to the card.  

  Desired outcome: Team uncovers common interests and opens dialogue.  

 

 

 

 

 

  

Lifeboat Game  

Time: An hour  

Purpose: Discover how emotions effect the success of our negotiations  

Participants: One or several small groups  

Materials needed: List of 15 people in a yacht  

Instructions: 1) Give the team or teams a list of 15 people who are on a 

yacht.  

         2) Tell them that the yacht developed a leak and is sinking fast.  

         3) There is only one lifeboat and it will accommodate only nine 

people —  

              not one more can fit and there are no more life boats or life 

jackets.  

         4) The group must then come to an agreement as to which of 15 

people  

              gets to go in the lifeboat and be saved.  

         5) However, they must also list those they save in order of 

importance —  



              because if they run out of food and water the “less important 

people’  

              will have to be dumped overboard.  Of course this is often 

the more  

              difficult job.  

         6) The key for this game is to make the 15 people on the list as  

              controversial as possible. (For example include a priest, 

minister, rabbi  

              or all three! A pregnant woman, powerful leaders from both 

major  

              political parties, an ex-convict, a male physician and a 

female one, a  

              political lobbyist, people of different ethnicities— the more 

emotionally  

              charged the list the better.) 

         7) Give them a period of time to work out the problem. Make it 

long  

              enough to get into heated discussion, but short enough to be 

pressed  

              for time-six to ten minutes.  

         8) The discussion afterward should be in depth and include 

everyone on  

              the team. 

         9) You can facilitate with questions such as “What problems did 

you  

              experience? How did you resolve these issues?  Was it the 

best way?  

              How else could you have resolved your differences?  Why did 

these  

              problems occur in the first place? 

              Then “How does this exercise reflect your day-to-day 

relationships?  

              What are the similarities between what you just experienced 

and  

              negotiations at work and at home?” 

        10) After fully exploring these questions ask your team — or 

teams — to  

              reconvene.  

        11) This time they will list three things they would do differently 

now that  

              they have had this discussion.  

        12) Be sure to tell them that this follow-up exercise is not about 

the lifeboat  

              or anyone on it — it is about the process of negotiation.  



Desired outcome: The critical take away here is that negotiation often fails 

because each participant wants to get his or her way. A better method may 

be to first learn the needs and intents of others. Understanding fosters a 

spirit of cooperation and therefore agreement. Use the three things each 

team determines they learned as a guide to create better understanding in 

future meetings and discussions.  

 

 

 

 

 

Recall Game  

Time: 20 minutes  

Purpose: Test after a training event  

Participants: Small groups  

Materials needed: Paper and pens  

Instructions: 1) Break into teams of five to ten people.  

                    2) Each team has ten minutes to list as many facts or skills as 

they can  

                        remember from their training.  

                    3) A representative from each team then reads the list and 

gets points for  

                        each correct fact remembered.  

                    4) All other teams can challenge any point.  

Desired outcome: Instructor learns what was important to the group and how 

much was retained. The group takes a test that is fun, engaging, and creates 

team cooperation.  

 

Cartoon Character  

Time: 2–3 minutes  

Purpose: Creative introductions  

Participants: Partners  

Materials needed: None  

Instructions: Everyone introduces themselves to one other person as the 

cartoon  

                    character they would be if they were not who they are.  

Desired outcome: Creates a relaxed atmosphere  

 

Theatre of Excellence  

Time: Half to full day  

Purpose: Enhance learning, develop solutions, learn to work together in a 

nonthreatening environment Participants: Small groups  

Materials needed: Varies  



Instructions: 1) Each team is given a ‘title’ for their play that represents the 

challenges  

                        and issues dealt with at school.  

                    2) The team then has X period of time to gather props and 

music and to  

                        write and rehearse their play.  

Desired outcome: Students act out challenges and find solutions in a 

nonthreatening and fun environment.  

 

 

 

 

 

Airplane Caper  

Time: 1–2 minutes  

Purpose: Lighten up a tough day; re-energize  

Participants: All  

Materials needed: Paper 

Instructions: 1) Two teams are formed on opposite sides of the room. 

 2) Each person makes a paper airplane.  

 3) Everyone begins to throw her or his airplane to the other 

side at once.  

 4) The goal is not to let any planes land on the floor. 

 

Relate to People  

Time: 2–3 minutes  

Purpose: Learn new things about each other  

Participants: All  

Materials needed: Pens and paper 

Instructions: 1) Group is given a list of characteristics and instructed to find 

people in  

                         the room that have those characteristics that differ from 

them. (For  

                         example: different gender, weight by 20 lbs, height by 

seven inches,  

                         marital status, etc.) 

Desired outcome: Learn new things about each other; encourages 

conversation, breaks down perceived barriers  

 

Animal Game  

Time: 1–2 minutes  

Purpose: Break from the ordinary, communicate in new ways  

Participants: Partners  

Materials needed: None  



Instructions: 1) Each person tells a partner what animal they would be if 

they could be  

                        an animal. 

         2) They can’t talk or write, but must only act and sound as that 

animal.  

 

 

 

 

 

 

 

 

 

Hit the Mark  

Time: 10 minutes  

Purpose: Relieves stress and demonstrates the power of team 

encouragement  

Participants: All  

Materials needed: Piece of paper, marker, tape (prizes optional)  

Instructions: 1) Place a poster high up on a wall.  

     2) One person runs across the room and jumps up, placing a 

mark as  

         high as they can.     

     3) Then they are told to try again but place it higher.  

     4) This continues until the person is absolutely convinced they 

can’t reach         

         any higher.  

                             5) Then the team is told they will be rewarded (ice cream, 

longer lunch  

                                 hour, etc.) if they can get this person to make the mark 

higher.  

     6) However, they cannot do it for the jumper and can’t touch 

them or  

         provide a chair or other booster — they can only do this 

through  

         encouragement.  

 

Hula Hoop Fortune  

Time: Less than a minute  

Purpose: Stimulate creativity  

Participants: All can play  

Materials needed: Paper and pens  



Instructions: 1) Pretend you have just inherited a warehouse full of hula 

hoops.  

                    2) In 30 seconds, write what you would do with them.  

                    3) Share ideas, then go to the ‘real’ problem you’re trying to 

solve.  

Desired outcome: Breaks up tension and blocked thinking 
 

 

 

 

 

 

 

 

 

 

 

Flower Garden Gift  

Time: Half-day or longer  

Purpose: Do something meaningful for others  

Participants: The whole team can play  

Materials needed: Varies  

Instructions: 1) Select a site where a garden can be planted. This could be 

their school,  

                        hospital, nursing home, playground, community center.  

          2) Gather the necessary materials — digging tools, seeds, 

water, fertilizer,  

               plant food, etc. and create a flower garden.  

          3) Variations of this game can be painting a room, decorating a 

wall,  

               serving food at a shelter, or any other deed the whole team 

can do  

               together to bring joy to others. Desired outcome: The 

amazing uplift  

               one experiences when we give without thought of getting. 

 

Admire Others  

Time: A few minutes  

Purpose: To develop models of behavior  

Participants: Any number of players 

Materials needed: Paper and pen 

Instructions: 1) Everyone writes on a piece of paper the words, “I admire 

others  



                       who …”  

                   2) The game now has four steps:  

1. Instruct players to think of people they admire and 

why.  

2. Give the players one minute to finish that sentence. 

Ask them to  

    use positive language; for example instead of writing, 

“I admire  

    others who are not negative,” write “I admire others 

who are  

    positive.”  They are to continue to write free form for 

one minute  

    without regard to punctuation, grammar, or spelling — 

just a  

    constant flow of thoughts as they think of others they   

    admire.  

3. Have a few volunteers read what they wrote starting 

with the  

    Introductory words, “I admire others who …”  

4. Now ask that they draw a line through the words, “I 

admire  

    others who …” and insert these words: “I am powerful 

when I …”  

    Ask volunteers to read again, this time using the new  

    introductory words.  

Desired outcome: Participants understand that what they most admire in 

others they  

can do themselves. It encourages others with simplicity and ease to be the 

best they  

can be. 

 

 

What’s in Your Treasure Box?  

Time: Half to one hour  

Purpose: Players realize all the things of value they have in their lives  

Participants: Any number can play  

Materials needed: For each player--a small box, several pieces of paper and 

a pen 

Instructions: 1) Each person writes everything they want in their life — 

things they  

                        have as well as things they don’t yet have — but only one 

thing per  

                        piece of paper.  



           2) Ask them to take ten minutes to complete, but they must 

pretend that   

               when they are done only things they wrote will be theirs for 

life.  

               Anything they forget, they will never have. For example, if 

they forget  

               to write ‘good health’ they will not have it in their lives. So 

suggest  

               they write fast and include essentials first.           

     3) When complete, ask them to put all pieces of paper with 

things they  

         have inside their ‘treasure boxes.’  

     4) Their assignment is to put one action step on the back of 

each paper  

         for something they don’t have, which will help get it in the 

box.  

Desired outcome: The marvelous discovery we already have much of what 

we truly value and clarity on how to start acquiring the rest. 

 

 

 

Nerf Ball Break  

Time: Seconds to minutes  

Purpose: Stress reliever, team energizer  

Participants: Any number of players  

Materials needed: One or more nerf balls  

Instructions: 1) Throw a nerf ball at someone.  

                    2) They can respond or not.  

          3) You can have just one ball per team, or everyone gets one.  

Desired outcome: Adds fun, lightens up the atmosphere, and connects team 

members  

 

Walk This Way  

Time: 10–15 minutes  

Purpose: Encourages risk 

  Participants: All can play — one at a time  

Materials needed: Music  

Instructions: 1) Everyone stands in a room leaving a path through the middle 

of the  

                        group.  

          2) One person at a time walks or dances through the path from 

one end  

               to the other.  



          3) Each person in turn must follow, but each walk or dance step 

must be  

               different than any that have been done before.  

Desired outcome: As one person said, “After you’ve behaved like an idiot, for 

the rest of the day you’ll take any risk to get the job done!”  

 

 

 

 

Ready, Set, Relax!  

Purpose: Loosen up tight muscles right at your desk  

Participants: Alone or all together — any number  

Materials needed: None  

Instructions: 1) Do five repetitions each of the following — all done in seated 

position 

1. Hunch up shoulders to your ears, roll them back, down, 

and     

    forward making large circles.  

2. Bend you neck so that your right ear moves toward your 

right  

shoulder, straighten, move your left ear toward you left 

shoulder, straighten; tilt head forward until chin touches 

chest, straighten; head back to look at ceiling.  

3. Raise right arm over your head, bend your elbow so 

right hand is  

behind your head, and bend to the left as far as you 

can; repeat with left arm, hand, and side.  

4. Lift your right arm over your head and straight up; 

move it  

forward, down, and back drawing a large circle; repeat 

with the left arm.  

5. Squeeze your face, eyes, mouth, cheeks, making them 

all tight  

and small; now quickly open your eyes and mouth as 

wide as possible. 

 Desired outcome: Relieves tension, feels good — gets a laugh if anyone is 

watching!  

 

Tailgate Party  

Time: 1 hour plus  

Purpose: Reward for job well done  

Participants: Everyone  

Materials needed: Food, truck, music, sports equipment 



Instructions: 1) For lunch, have a party in the parking lot using the tailgate 

of  

                         someone’s truck.  

                    2) Provide food; let the radio blast music, have Frisbees or 

other sports  

                         paraphernalia, and play ball!  

Desired outcome: A time to relax and regenerate both mentally and 

physically  

 

Time Out  

Time: Takes 3 seconds  

Purpose: Reverse a bad attitude  

Participants: Anyone at any time  

Materials needed: None  

Instructions: 1) If anyone within hearing says something negative, you make 

a time- 

                        out signal with your hands.  

          2) But you must be sensitive to the other person’s problems by 

smiling  

               broadly while doing it.  

Desired outcome: A simple but effective way to keep conversations positive 

 

 

 

 

 

 

Contract Run  

Time: 30 minutes  

Purpose: Release energy  

Participants: All can play — teams of five to ten  

Materials needed: One to three flip charts on easels, markers  

Instructions: 1) Small groups take one person at a time.  

          2) That person yells out a string of adjectives that describes 

them- must  

               be neutral to positive. (For example, “I am a smart, 

persuasive,  

               effective yearbook editor.” Or, “I am a warm, loving, happy 

woman.”)  

          3) The group must demand the highest level of energy possible.  

          4) When the group believes the speaker is sincere, they all [the 

speaker  

               surrounded by their small group] run as one unit to the 

other side of  



               the room and write quickly on a flip chart what they said 

and sign their  

               names.  

          5) The group then takes the next person in the group, repeats 

the action,  

               and continues until everyone has completed the process.  

          6) The two critical factors of this game are speed and energy — 

not  

               accuracy.  

          7) These ‘contracts’ are then presented to each person at a 

follow-up  

               meeting and can be hung in their room or the classroom to 

remind the  

               world of who they are.  

Desired outcome: Fun, revealing, and good physical exercise. 

 

 

 

 

 

 

 

 

 

 

 

 

Whaddya Know?  

Time: A few seconds  

Purpose: Reinforce knowledge, liven up a boring meeting  

Participants: Any number can play — one at a time  

Materials needed: List of questions  

Instructions: 1) Bring a list of ten questions to a meeting. They can be 

questions about  

                         your HSTA club, your school, etc — things your club should 

know but  

                         nothing too easy.  

                    2) Without warning, pop a question to the group or direct it to 

one  

                        individual.  

                    3) Every correct answer gets a candy bar or some other small 

reward.  



Desired outcome: Students learn more about HSTA and their school— and 

meetings take on a little mystery.  

 

 

 

 

 

 

 

 

Wear Your Attitude  

Time: A few seconds  

Purpose: Encourages all to be conscious of attitudes they are displaying  

Participants: Everyone can play  

Materials needed: Attitude buttons  

Instructions: 1) Have buttons or laminated cards with a variety of attitudes 

on them;  

                        such as happy, angry, friendly, generous, sad, worried, 

excellent, etc.  

           2) As each person enters the meeting, allow them to pick the 

attitude  

               they would like to display.  

           3) People who pick unattractive ones can be avoided and the 

pleasant  

               ones will get all the smiles, encouragement, and positive 

attention.  

           4) Anyone can change their ‘button attitude’ at any time.  

Desired outcome: Bring awareness about how transparent our moods are 

and what we get as a result.  

 

Photo Scavenger Hunt 
Time: One hour plus 

Purpose: Team energizer, team participation 

Participants: All can participate, divide in teams of 4 

Materials needed: camera or cell phone 

Instructions: 1) Divide the group of teenagers into small groups.  

          2) Supply each group with a portable Polaroid or digital camera.  

          3) Give each team a copy of the items to take pictures of during 

their  

              photo scavenger hunt. (Make sure that some of the activities 

on the list  



              will require quite a bit of imagination and planning, such as 

having the  

              group take a picture with a person in a tuxedo. Other things 

on the list  

              can be enjoyable activities such as finding a yellow car and 

taking a  

              picture in front of it, holding hands and dancing in a circle 

around a  

              flagpole, taking a picture with someone who has red hair in 

braids,  

              forming a letter of the alphabet with their arms and legs. Be 

creative  

              with your list, the more outrageous the activity is, the more 

enjoyable  

              the hunt will be.) 

          4) Give at least an hour for the scavenger hunt.  

          5) The judges will give the team members one point for each 

photograph  

              that correctly depicts one of the items or activities on the list 

and will  

              give extra points for creativity and imagination. 

 Desired outcome: Team participation and working in groups to achieve a 

goal. 

 

 

 

 

 

 

Push-Push  

Time: 1–2 minutes  

Purpose: Releases anxiety and reinforces idea of cooperation  

Participants: Partners  

Materials needed: None  

Instructions: 1) Partners face each other and place hands palm to palm.  

                    2) Partner A is told to push as hard as possible.  

                    3) Next, Partner B is told not to push but to move their hands 

in a gentle  



                        swaying motion.  

Desired outcome: When you push, others push back; when you dance, 

others follow your lead.  

 
Talent Chairs 
 Time:20-30 minutes 

Purpose: Recognizing individual strengths of group members, understanding 

others, and group dynamics 
 Participants: Any size 
 Materials: Chairs for each participant, a list of starter questions. 

 Instructions: 1) Clear the room and place enough chairs in a large circle for 
all the  

                                 participants, less one chair.  
          2) Determine who will be the first leader. 
          3) Have the first leader stand in the center of the circle while all 

the  
                                 others are in the chairs.  

 4) The leader begins a statement by saying "Stand up and find 
another               

     chair if you...." and finishes the statement with an attribute 

that may  
     apply to the other participants. 

          5) Everybody who possesses that attribute will stand and find 
another  

              chair that is not immediately next to them, unless that is the 

only other  
              chair available.  

 6) The leader claims one of the empty chairs and one person 
will be left  

     standing.  

 7) Discuss the discovery process and how the group can use 
the  

     information they've gained about themselves. Use questions 
such as: 

1. What were some surprises you found out about others? 

2. Were you surprised by the ways in which you were 
similar to  

    some other people in the group? Explain. 
3. How can you use what you've learned about each other 

in  
    future group activities? 
4. When you were the leader, did you find yourself trying 

to find  
    attributes to include certain people in the circle?  

5. Did you try to find attributes to exclude certain people 
in 

    the circle? Why was that? 



6. When you were not the leader, were you looking for 
ways to be   

    included in the group that had to find a new chair? 
Why?  

 7. Did you try to find ways not to be included in that 
group? Why? 

Desired outcome: To foster inclusiveness through discovery of individual 

strengths and those of the team as a whole. 
 

Purpose Mingle  

Time: One minute  

Purpose: Focus participants before the meeting begins  

Participants: Everyone attending the meeting  

Materials needed: None 

Instructions: 1) Before the meeting begins, everyone must stand up and tell 

as many  

                        others as they can in one minute what they hope to 

contribute to the  

                        meeting.  

                    2) For best results, offer a simple prize for the most people 

contacted and  

                        a bigger prize for the most generous contribution expressed.  

Desired outcome: Allows players to think about what they will give to a 

meeting rather than what they will get. Encourages participation from the 

start. 

 

Ten Things I Do Well  

Time: 1 or 2 minutes  

Purpose: Reminds players of their personal and professional strengths  

Participants: Any number of players in partner pairs  

Materials needed: Paper and pen for follow-up assignment  

Instructions: 1) Each player has 15 seconds to tell their partner ten things 

they do well.  

                    2) Follow-up assignment is for each participant to make two 

lists: one, a  

                        list of ten things they do well at school and the other a list of 

ten  

                        things they do well personally.   

                    3) They must take each list and post in a conspicuous place — 

one at  

                        home and one at school.  

                    4) The action plan is to read one or both lists every day — 

forever!  

Desired outcome: Those who complete this assignment will feel a greater 

sense of confidence and pride within 21 days.  



 

Adjective Name Game 
 Time: 10-15 minutes, depending on size of group 
 Purpose: Become familiar with the names of the people in the group 

 Participants: Any number of players, but if too large may need to divide into 
2 groups 

 Materials needed: Chairs in a circle 
 Instructions: 1) The players sit in a circle. 

2) The first person says an adjective that describes them, then 

their     
    name. The adjective has to start with the same letter of their 

name.    
    For example Joyful Jadyn or Amazing Annie. 

3) The next person has to repeat what the first person says, 
then give an  
    adjective that describes them and their name. 

4) This continues around the circle, with each person repeating 
all the  

    others names, then their own. 
5) If they can’t remember everyones’ name, then they have to 
go to the  

    end of the circle and everyone else gets to move up one 
place. 

6) Continue the name game until it goes all the way around the 
circle. 

 Desired outcome: To become familiar with the group’s names 

                     
 

 
 

 
Traveling Teams 

Time: 45-60 minutes 
Purpose: Teamwork and group dynamics, communication skills, and building 

trust. 
 Participants: Groups of 3 
 Materials needed: Blindfolds (one for each team), objects for building an 

obstacle    
         course (chairs, desks, hula hoops, balls, collapsible tunnels, yarn or string, 

etc.) 
 Instructions: 1) In an open area, set up a relatively easy obstacle course. 
Provide  

                                 challenge while allowing small groups to get through the 
course  

                                 without feeling overwhelmed or intimidated.  
 2) Allow the entire group to determine the path through the 
obstacle  



     course. 
                             3) Working in teams of three, teens take turns being a 

blindfolded   
     "Traveler" who is guided through the course by the other 

two  
     teammates. 

     4) Each team works together to get all members through the 

course, one  
                                 at a time.  

                             5) Each member gets to be the Traveler, so once the team 
finishes  
                                 guiding one person through, they switch roles and guide 

another 
                                 member through. 

    6) After all members have played the Traveler, the group will 
discuss their  
                                 learning experiences. 

 7) Take 10-15 minutes to discuss how the small teams worked 
together  

     and what they learned. Use questions such as: 
1. What did the journey represent to your team? What 

did some of   
the obstacles represent? 

2. Did you trust your team members before the exercise? 

Why or   
why not? Do you trust them more or less after the 

exercise? Explain. 
3. How successful was your team in working together to 

get through the course? What would you change if you 

did it again? 
4. When you were the Traveler, how well do you think 

your  
teammates communicated? 

5. When you were a guide, how well do you think you 

communicated? When there was a communication 
breakdown, what happened? How did your team deal 

with that? 
6. What communication skills did you rely on when you 

were the     

Traveler? 
7. If trust didn't exist in a team, how would you work to 

develop it? 
 

Desired outcome: Trust-building activities are important to incorporate into 

gro 
up experiences, strengthen communication skills, and establish a sense of 

trust. 
 



 

Life With The Wright Family  
Time: 15-20 minutes 
Purpose: Concentration, listening skills 
Participants: Any number 

Material needed: One playing card, penny, pen, paper clip, or some other 
small item for each person in the group 

Instructions: 1) Have your entire group stand in a circle, shoulder to 
shoulder.  

                             2) Give each person in the circle a playing card, penny, or 
some other  

                                 small item that can be passed easily from hand to hand.  

                             3) Tell the group that you are going to read them a story and 

every time  

                                 they hear any word that sounds like right, they are to pass 
the object  

                                 in their hand to the person on their right. 

 4) Every time they hear the word left, they should pass the 
object to the  

     left.  

 5) Start reading the story (see next page) slowly so that they 

have a  

     chance to catch on to what you want them to do.  

 6) After a few passes the story and ask them how they are 
doing. Check  

     to see that everyone has an object in his hand. (If your 
group is  

     typical, some will have 2 or 3 objects and others will not 
have any. 

 7) Have them redistribute the objects so that everyone has one 
again.  

 8) Now continue to read the story, getting faster as you go.  

 9) Stop the story a couple of more times to check on how they 

are doing.  

                           10) After reading the story, ask the following questions: 

1. How much of the story can you remember?  

    2. What does this activity tell us about communication?  

3. What does this activity tell us about teamwork?  

4. What does this activity tell us about listening skills?  
 

Desired outcome: This activity required teamwork. Similarly, in our everyday 

lives, we   
often have tasks that pull us in many directions, but we should always 

remember what is important to stay focused.  



STORY: “Life with the Wright Family”  
 

One day the Wright family decided to take a vacation. The first thing they had to 
decide was who would be left at home since there was not enough room in the 

Wright family car for all of them. Mr. Wright decided that Aunt Linda Wright would 
be the one left at home. Of course this made Aunt Linda Wright so mad that she 
left the house immediately yelling "It will be a right cold day before I return".  

The Wright family now bundled up the children, Tommy Wright, Susan Wright, 
Timmy Wright and Shelly Wright and got in the car and left. Unfortunately, as they 

turned out of the driveway someone had left a trash can in the street so they had 
to turn right around and stop the car. They told Tommy Wright to get out of the car 
and move the trash can so they could get going. Tommy took so long that they 

almost left him in the street. Once the Wright family got on the road, Mother Wright 
wondered if she had left the stove on. Father Wright told her not to worry he had 

checked the stove and she had not left it on. As they turned right at the corner, 
everyone started to think about other things that they might have left undone.  
No need to worry now, they were off on a right fine vacation. When they arrived at 

the gas station, Father Wright put gas in the car and then discovered that he had 
left his wallet at home. So Timmy Wright ran home to get the money that was left 

behind. After Timmy had left, Susan Wright started to feel sick. She left the car 
saying that she had to throw up. This of course got Mother Wright's attention and 

she left the car in a hurry. Shelly Wright wanted to watch Susan get sick, so she 
left the car too. Father Wright was left with Tommy Wright who was playing a game 
in the backseat.  

With all of this going on Father Wright decided that this was not the right time to 

take a vacation, so he gathered up all of the family and left the gas station as 

quickly as he could. When he arrived home, he turned left into the driveway and 

said "I wish the Wright family had never left the house today! Right?” 

 
 
 

 
 

 
 
 

 
 

 
 
 

 
 

 
 

 
 
 



 

Name Game (10 minutes) 

1) Ask all the youth to go around and say their names aloud.  
2) Then tell them that they are no longer allowed to talk.  

3) Ask them to line up in alphabetical order according to their first name.  
4) Starting at the front of the line, individuals say their name to determine if the 

order is correct. 
 

Silent Line Up By Birth Date (10 minutes) 

1) Ask the youth to stand up and to arrange themselves in line from oldest to 
youngest (point where the oldest goes and the youngest goes) without 

saying a word or making a sound.  
2) They can make signals, like nodding, but nothing else.  

3) Once they feel they are in order from youngest to oldest (including month, 
day, and year), ask them to go down the line and say their birthday. 

4) Have them each write their name and birthday on a sticky note. The sticky 

notes can then be placed on a timeline in the room to serve as a reminder. 
 

Name Origins (10 minutes) 

1) Ask all the youth to go around and say how they got their name or what its 
origin is.  

2) Allow one or two follow-up questions to each person if others would like to 
know a little more. 

 

Name Game Toss (15 minutes) 

1) Person one says their name, then someone else’s name and throws the ball 
to that person.  

2) That person now has to say person one’s name, his or her name, and the 

name of someone else and throw the ball to them.  
3) That person says everyone’s name that came before them, then his or her 

name until everyone has gotten the ball.  
4) You have to throw it to someone who hasn’t had the ball yet, so pay 

attention! 

5) Every time someone messes up, go back to the beginning using the same 
order.  

6) After successfully completing the circle, have the group do the sequence 
backwards.  

7) You can also add additional balls and have a couple of sequences going at 
the same time. 

 

Movement Name Game (10-15 minutes) 

1) Ask each person to think of a movement for him or herself.  

2) Ask one youth to say his or her name and do the movement.  
3) The next person will do that person’s movement and say their name and 

then do one him or herself. Keep going until everyone has had a turn. 

 

Balloon Name Game (10-15 minutes) 



1) Stand in a circle and toss a balloon in the air and call someone’s name.  
2) That person must catch the balloon – or hit it up – before it touches the 

ground.  
3) That person calls out another person’s name as soon as the balloon is back 

up in the air. 
 

Commonalities (5 minutes) 

1) Ask youth to get into pairs with someone they do not know very well.  
2) Ask them to make a list of things they have in common (e.g., neighborhood, 

personality trait, experience), ability.  
3) After a few minutes, go around the room, and ask them to share with the 

group their most surprising commonality. 
 

Stand Up If (5-10 minutes) 

1) Ask participants to “Please stand up if you…” (select categories that are 
interesting or important for that session). 

2) You can also ask for volunteers to say a quality about themselves, something 
they like, or a goal they have, for example, and then everyone who also has 

that similarity will stand up.  
This is a good activity to start off a presentation. It can help youth get to 
know their audience. 

 

Two Truths and a Lie (10 minutes) 

1) Each person has to think of three statements to share with the group about 
him or herself, two of which are true and one of which is a lie.  

2) Everyone else in the group tries to guess which statement is the lie after 
each person shares the three statements.  

3) Hint: Hand out index cards or scrap paper and have youth take a few 

minutes before beginning the activity to think about what they are going to 
say. This will keep the truths and lies varied and will help the activity to 

move more smoothly. 
 

This Corner (15 minutes) 

1) Number the corners of the room 1-4, writing each number on a large piece of 
paper so that it is visible.  

2) Let youth know that they are to stand by the number that best fits them.  
3) Start by using an example: Ask youth to go to #1 if they are an only child, 

#2 if they have one sibling, #3 if they have two, and #4 if they have three or 
more siblings.  

4) Repeat this process several times using different categories (e.g., types of 

pets, neighborhoods, where they were born).  
5) Depending on the group, you can also have the students discuss topics in 

their categories (either general “get to know you” questions, or questions 
specifically related 
to the project). 

 

You Wouldn’t Know By Looking At Me (15 minutes) 



1) Give each participant a 3x5 index card and ask them write a little-known fact 
about him or herself on the card, something he or she wouldn’t mind the 

group knowing.  
2) State that they are not to write their name on the card.  

3) Collect all the cards, shuffle, and redistribute to the group.  
4) If someone gets his or her own card back, exchange it for another.  
5) Once they all have an unfamiliar card, ask them to circulate, asking one 

another yes or no questions about the information on the card.  
6) For example, if the card says “I have a pet iguana,” they could ask “Do you 

have a pet? Is it an iguana?”  
7) When the person answering the description is found, he or she signs the card 

and tapes it on a designated wall space.  

8) Once all cards are up read them aloud. 
 

 
 

Candy Game (10 minutes) 

1) Pass around a bowl of small multi-colored candies, and instruct each person 
to take two to five (they choose the number).  

2) Once everyone has picked their candy, youth must tell one unique fact about 
themselves for each candy in their hands – they can’t eat them to reduce 

facts needed!  
3) Variation: each color has a different question or statement that the person 

needs to respond to. For example: 

Red: Something you don’t like or try to avoid. 
Orange: Name something that motivates you. 

Yellow: If you were ruler of the universe for a day, what is the first 
thing you would do? 
Green: If you could have any job, what would it be? 

Blue: What is a dream you have about your future? 
Pink: Something daring that you have done. 

 

Cluster Game (10 minutes) 

1) The goal of this activity is to form groups quickly based on similarities.  
2) Direct youth members to form smaller groups based on criteria you give 

them.   

3) Speed is not essential, but the activity should proceed at a fairly rapid pace, 
while still 

allowing individuals to create groups and introduce themselves each time. 
Sample Criteria: 
People who have the same... 

 eye color 
 shirt color 

 Extra-curricular activities 
 birthdays in the same season (within season group, arrange by 

birth date) 
 favorite sport or movie 
 last digit of your telephone number 



 state where they were born 
Find someone who... 

 had the same breakfast as you 
 has the same shoe size (or has the same size hand) 

 has a different religious belief 
 you haven’t met yet 
 has the same favorite season 

 has been to a place you would like to visit 
Line up according to… 

 number of siblings 
 introversion/extraversion 
 how tired/alert you feel 

 
Variation: Role Call 

1) Divide the group into two teams.  
2) Ask the teams to line up according to various criteria (birthday, name, hair 

length, 

amount of time living in the community, number of siblings, number of 
cousins, etc).  

3) The team that lines up in the correct order the fastest wins that round.  
4) Go through the order to make sure they are correct.  

5) If one team is winning more frequently than the other, mix up the teams.  
6) After you have completed a few rounds of the activity, discuss what 

strategies helped and hindered their organization process.  

7) You can also do this as a full group and time them to see how fast they can 
complete the tasks. 

8) This activity great to do when your group is working on research analysis 
since they can notice clusters or “trends” within their group. 

 

 
Human Scavenger Hunt (15 minutes) 

1) Divide the group in half and send each half to a different side of the room.  
2) The facilitator stands in the center and calls out the 

3) categories listed below (or others).  
4) Each group has to figure out which combination of people in their group fits 

the category, and 

5) then send those people to the center of the room.  
6) The group who gets their representatives to the center first wins a point. 

Sample Categories: 
 Two people who have the same first and last initial. 
 The person who was born the farthest away from here and the person 

born closest. 
 Two people with the same middle name. 

 A group whose ages add up to 50. 
 A group whose shoe sizes add up to 30. 

 A group who have attended school for a total of 38 years. 
 Two people with the same birthday (or birthday month). 



 A group of people who can spell a word by putting together the first 
letters of their first names. 

 A group of at least three people who all have different colored eyes. 
      Debrief: Did anything surprise you? What was the most difficult category for 

your group?  
      Did someone in your group take the lead? How did you figure out each answer? 
 

 
 

Listen and Respond (5 minutes) 

1) The purpose of this exercise is for youth to practice, as a group, the skill of 

listening and responding to questions.  
2) Pick a volunteer to be “interviewed” by the group, and pick another volunteer 

to ask an initial question (e.g., “What do you think of your city?” or “What 
are your hobbies?”).  

3) After the first question has been asked and answered, have other youth go 

around in 
a circle asking follow-up questions based on the responses of the person 

being interviewed. (Because they don’t have a script, this exercise requires 
participants to listen and respond to what was said.)  

4) Remind youth to keep questions respectful. 

 

Listening Lines (10 minutes) 

1) Have each youth silently stand and face a partner.  
2) Each partner will have one to two minutes to share an experience of not 

being listened to. What was the situation? What was it like? How could you 
tell you were not being heard?  

3) While one partner is talking, the other partner is to be silent.  

4) Time the youth and tell them when to switch speaker and listener roles.  
5) When the activity is complete, ask the youth to name some of the 

experiences they have had of not being listened to and some of the issues 
that came up. 

Variation:  

1) When it is time to switch roles, ask the new listener to remain with their back 
turned as the speaker shares his or her experience.  

2) With this variation, ask youth (both listeners and talkers in turn) what it was 
like to be in that situation. 

 
 
 

 
 

 

 
Name That Tune/Find Your Other Half 

1) Each person receives an index card with either the title of a well-known song 
printed on it or the name of its associated artist.  



2) The task is to create pairs based on aligning the song with its respective 
artist.  

3) Once the pairs have been made, introductions are done and each individual 
gives a specific fact about themselves.  

4) This can be continued for multiple iterations with new index cards.  
5) Other possible pair combinations: 

 Book title and author 

 Movie title with actors/actresses 
 Countries with leaders 

 Cities with professional sports teams 
Variation:  
1) You can also do this with duos (e.g., Mickey and Minnie, Bonnie and Clyde).  

2) In this case, participants have their character taped to their back and must 
ask yes or no questions to their peers to find out who they are.  

3) Once they know who they are, they can find their other half. 
 
Taking A Stand (ADAPTED FROM INNOVATION CENTER FOR COMMUNITY AND 

YOUTH 
DEVELOPMENT) (15 MINUTES) 

1) Place signs saying Strongly Agree and Strongly Disagree on opposite walls. 
Emphasize that there is no right or wrong answer.  

2) Have students stand in the center of the room.  
3) Read a list of statements and tell the students to line up against the sign 

they most agree with – they can also remain in the middle.  

4) Begin with simple questions, such as, “Pizza is my favorite food” or “I think 
grades are important for my future.”  

5) Gradually move to deeper topics by using questions like, “I feel safe walking 
home after dark” or “There’s a problem with gangs in our community.” 

Debrief: Talk about different perspectives on the issues. Discuss how this 

learning experience could be helpful in working together as a team. 
 

Back-To-Back Drawing (15 MINUTES) 
1) This activity highlights the importance of clear directions and active listening. 
2) Give each person two blank pieces of paper and a marker or pen.  

3) Ask everyone to find a partner and sit down back to back.  
Ask everyone to draw a picture on one of the sheets of paper. After all youth 

have drawn a picture (make sure they don’t let their partner see!) 
4) Have each pair designate one person as the artist and the other person as 

the “art 

5) director.”  
6) Sitting back to back (and therefore unable to see the other person’s sheet of 

paper), the artist must follow the art director’s verbal directions and try to 
successfully draw the same picture as their partner.  

7) This requires very good directions!  

8) Switch roles, so each person in the pair has a chance to be the artist and the 
art director. 

Debrief: Discuss their experiences and compare the original drawings with the 
instructed drawings. What was difficult about this activity? 



 

4 

Group Sculptures (15 minutes) 

1) Have participants walk freely in the center of the room until the facilitator 
says stop. Participants must quickly break into groups of three or four.  

2) Each small group then has three minutes to decide on an object and devise a 
plan to 
create the object using the bodies of all group members.  

3) For example: Youth can make a telephone by having two people on their 
knees with their hands out as the numbers, another person as the receiver, 

and final member can 
“make a call.”  

4) Each group has a chance to show their object to the other teams.  

5) Everyone tries to guess what they are.  
6) Repeat the process for two or three rounds as time allows. 

Alternatives: Participants stay in the same group as the facilitator names 
specific categories (common household items, appliances, something you would 
find at an amusement park, a type of food). 

Debrief: What were the different approaches taken by groups to decide which 
object to create? How did you decide what role each group member would take? 

Did the decision-making process change from round to round? 
 

Medicine Wheel (15 minutes) 

1) Have youth pick partners and form two interfacing circles – with one partner 
in the inner circle and one in the outer circle (facing each other).  

2) The people in the outer circle are sculptors, and the people in the inner circle 
are clay.  

3) The sculptor’s job is to silently mold the clay into a particular shape.  
4) Before you begin, have the sculptors check if it is OK to physically touch the 

people being sculpted, or if they prefer to be told quietly how to move.  

5) Begin by asking the sculptors to mold their clay into someone who just 
opened the best present ever – something they have always wanted (give 

them about one minute).  
6) Once everyone is done, ask the sculptures to freeze in place, while the 

sculptors all walk around the outside of the circle to see the other creations.  
7) Then have the sculptures turn in to face the center of the circle so they can 

see each other. 

8) Now have partners switch places (and roles).  
9) Have the new sculptors shape their partners into the form of someone 

without any 
power.  

   10) Repeat the “freeze” and viewing process outlined above.  

   11) Finally, have partners switch one more time and then sculpt their partner in 
the form of   

         a leader. 
    Debrief: While youth are still in the circle, ask them what qualities they saw in 
the   



    different sculptures. What was it like to be shaped by someone else? What was it 
like to  

    shape someone into the different forms? 
 

Object of Interest (15 minutes) 

1) Pass out an index card and ask participants to think back to elementary 

school and “show-and-tell” activities.  
2) Ask them to think of an object that is personally significant and then to 

imagine that they are bringing this object for a show-and-tell in this group. 

3) Have youth silently write down what the object or thing is and why it is 
important to them. Share out in a circle.  

4) Remind youth that they can choose whether or not to share out (they can 
pass). 

Debrief: Ask youth what they noticed. Were there patterns in the sorts of things 

people chose? Any surprises? Point out that we all place importance on different 
sorts of things and have different priorities. There needs to be safety and 

respect in order for everyone to best express and share what they care about 
and think. 

 

 
People Bingo (10 minutes) 

1) This activity is designed to help youth get to know each other and to 
demonstrate the diversity of experience and interest within the group.  

2) Pass out People Bingo cards and a pen to each participant.  
3) Give them time to fill up their cards. The person to fill up his or her card first 

wins. 
 
 

 
 

 
 
 

 
 

 
 
 

 
 

 
 
 

 
 

 
 
 



 
 

 
 

 
 
 

 
 

 
 
 

 
 

 
 
 

Boundary-Breaking Questions 
1) Go around the circle and have everyone pick a question from a hat or box. 

Sample questions: 
 Who is the most relevant person of our time? Why? 

 What is the title of the best book you have read? Why? 
 What is the name of the best movie you have ever seen? Why? 
 What comes to mind when you hear the word “reality”? Why? 

 What is the most beautiful thing about people? Why? 
 What is the most honest thing you have done? 

 If you could change one thing about yourself, what would you change? Why? 
 What do you like to do most with a free hour? Why? 
 What is the most significant event of the last three months? Why? 

 On what basis do you select your friends? Why? 
 What is the most overwhelming thing you know? Why? 

 What is the greatest problem in the United States? Why? 
 What thing makes you the most humble? Why? 

 What is the greatest value that guides your life? Why? 
 If you could choose to be an animal, what animal would you choose? Why? 
 If you could smash one thing and one thing only, what would you smash? 

Why? 
 What is the greatest crime one person can commit against another? Why? 

 For what do you think you would be willing to lay down your life? Why? 
 If you were tape recording the sound of violence, what sound would you 

hear? Why? 

 What sound would you use for beauty? Why? 
 If an atomic bomb were to explode in 10 minutes, what would you do? Why? 

 What one word would you put on your gravestone? Why? 
 How many children do you want? Why? 
 Choose a word that best describes your life up to this moment. Explain. 

 What is your biggest worry? Why? 
 What was the best gift you have ever received? Why? 



 What do people like best about you? Why? 
 What is the best gift you have ever given to somebody? Why? 

 What do you think of when you think of tragedy? Why? 
 What person has influenced your life the most? Why? 

 What skill do you need in order to succeed? Why? 
 What talent would you like to develop? Why? 
 What makes you most secure? Why? 

 What institution is in need of change the most? Why? 
 If you could eat dinner with any three people from history, who would you 

pick? Why? 
 When do you feel most lonely? Why? 
 When do you sense being most alive? Why? 

 What TV advertisement bothers you the most? Why? 
 What will you be doing 10 years from now? Why? 

 What future discovery do you anticipate most? Why? 
 What do you love most? Why? 
 What superpower would you want, if you could have any? Why? 

 What is your favorite meal? Why? 
 What kind of adventure would you want to go on? Why? 

 Where do you want to visit most in the world? Why? 
 When was the last time you felt content? Why? 

 

 

Push Me-Pull Me’s ( ) (10 minutes) 

2) The purpose of this activity is to promote trust in the group and to 

demonstrate how cooperation can be used to achieve a goal.  
3) Have the group form a circle and hook elbows.  

4) Ask one person at a time to keep his or her feet in the same spot and remain 
still while learning forward.  

5) Instruct the people to each side of this person to lower themselves slowly, 

each placing their knee closest to the person on the floor, while they lower 
the middle person until his or her 

6) nose touches the floor.  
7) Next have them raise him or her to a standing position.  
8) The whole group will feel the weight and therefore will need to assist at all 

times. 
Debrief: Ask participants to identify how the group worked together during this 

activity. 
 

The Human Knot (10 minutes) 

1) Ask everyone to stand in a tight circle and extend their hands into the center.  
2) Ask everyone to grab one person’s hand (across the circle) with their right 

hand, and another person’s hand with their left.  
3) Explain that the group now needs to work together to get themselves 

untangled without ever letting go of hands.  
4) Depending on the size of your group, you may break into two smaller groups. 

 

Team-Trail Activity (35 minutes) 



1) Using masking tape, construct a grid on the floor.  
2) It should have at least 36 boxes (6x6).  

3) The facilitator should have a piece of paper with a similar grid and a trail 
marked out on that grid to refer to during the activity.  

4) Ask the students to break into two lines and stand at one end of the grid, 
across from the facilitator.  

5) Explain the goal of this activity: 

6) To find the trail from one side of the grid to the other side. 
7) No one is allowed to talk or help each other out in any way.  

8) A person from one line will guess which box begins the trail by stepping into 
a box in the first row.  

9) If he or she finds the box that begins the trail, the facilitator remains silent 

and the student can try to find the next box in the trail.  
   10) If at any point the student steps into a box that is not the next box on the 

trail, the    
         facilitator will say a phrase that signals that the person’s turn is over.  
   11) A member of the other line will then have a turn.  

   12) The order of the boxes in the trail must be followed. 
   13) Once the correct trail is discovered, ask every student to use it to make his or 

her way  
         across. 

   Debrief: Encourage them to think about such things as the experiences of 
working together  
   as a team and making learning from mistakes. How did you feel while doing this 

activity? 
   What do you think the lesson of the game is? 

 

 
 

 

 
 

 
 

Mirror Image (WWW.WILDERDOM.COM/GAMES/INITIATIVEGAMES.HTML )(15 

minutes) 

1) Start with a demonstration. Invite a volunteer to stand facing you about two 
to three feet away.  

2) Instruct the volunteer to “mirror” as exactly as possible, everything that you 

do as if a real reflection.  
3) Make your movements interesting and slow enough for the other person to 

follow.  
4) Be silly, or include a task like brushing your teeth.  
5) The demonstration helps to loosen up conceptions and inhibitions. After 

youth understand the activity, ask them to get into pairs and take turns 
mirroring the actions 

6) and movements of the other person. 



 

Follow the Leader (10 minutes) 

1) Assemble participants into a circle (facing in).  
2) Ask for a volunteer to be the guesser.  

3) This person will then step out of the room. 
4) Once that person is outside, pick someone in the group to be the leader.  

5) Her or his role is to lead the group without the guesser figuring out that he or 
she is the leader.  

6) Have the leader start a motion that everyone else must follow (e.g., clapping 

hands, 
waving, rubbing belly).  

7) Once everyone is doing the motion, ask the guesser to come back in and 
stand in the middle of the circle by the guesser, and try to guess who is 
initiating the motions.  

8) The leader must change motions when they think that they are unobserved.  
9) The rest of the group tries to follow as quickly as possible to make it harder 

to guess who is leading.  
   10) Once the person in the middle guesses correctly, repeat the process with a 
new guesser    

         and leader. 
Debrief: What does this say about leadership? Is it always easy to tell who is 

leading? Ask youth to think of examples of leaders who led by supporting 
others and keeping a group focused. Are there other different kinds of 
leaders? 

 

All Aboard! (15 minutes) 

This activity requires working together in close physical proximity to solve a 
practical problem. It tends to emphasize group communication, cooperation, 

patience, and problem-solving strategy, as well as issues related to physical self 
and physical proximity. 

1) Ask the whole group to try to fit inside a small area which can be marked by 

a tarp, a small platforms, or a circle of rope, or a blanket. 
2) When the group succeeds, decrease the area (e.g., changing platforms, 

shrinking the circle, or folding the tarp) and challenge the group again.  
3) How far can the group go? 
Cautions: Obviously people are going to need to feel physically comfortable in 

order to get physically close and be supportive of one another. Make sure people 
are warmed up and preferably have removed excessive jewelry, watches, and 

other looseobjects. 
Variation: Tarp Flip Over: With a group standing on a tarp, challenge them to 
turn the tarp over without anyone touching the ground in the process. 

 
 

 
 

 

 



Island Paradise? (1-2 hours) 

1) Divide into groups of about 5, creating at least two but preferably three or 
more groups.  

2) Give each group a football size lump of potter clay with the task of creating 

an island that all would inhabit.  
3) The first part of the exercise will be done silently. In this portion, each 

member of the group will silently construct their idea of the island on paper, 
complete with geographical features and shelter for themselves.  
(Allow about 10 minutes.) 

4) Have the group members talk amongst themselves and determine a concept 
for a community island.  

5) Elements to discuss include how their island will operate, such as health care, 
education, commerce, defense, food production, transportation, and 
governing structure.  

6) Though all of these cannot be modeled in clay, discussion can still occur and 
be facilitated by advisors. 

(Allow about 40 minutes.) 
7) Once group islands have been established, then inform the groups that other 

islands exist (the other groups) and that if they want, they can interact with 

them. The groups have to figure out how interactions will occur – attack, 
commerce, trade rules? 

(Allow about 20 minutes.) 
      Debrief: Facilitate an assessment of the activity and issues that arose. Allow 
up to 20   

      minutes or as much time as is available/or needed. Topics to direct 
conversation include: 

 Leadership – did someone take charge in each group? 
 Decision making – did any systematic decision-making process occur? 

Was it effective? 

 Communication – what methods were used within groups and between 
groups? 

 Planning – what was good planning and what was not? 
 Morality and Integrity – did these issues arise? If so, how and what 

was the outcome? 
 Culture – did islands create their own culture? If so, what was it? 

When allowed  

to interact with other islands, did an island’s original culture change? If 
so, how? 

Facilitation Tip: 
A flat surface is helpful to construct the islands, such as large sheets of paper 
or a board. 

Clay can be messy, so having aprons or some way to clean up after the 
activity is useful. 

If available, a sandbox or beach would also create a good setting to do the 
exercise. 

 

Newspaper Dog (10 minutes) 

1) Break youth into groups of five. 



2) Give each group a stack of newspaper and a roll of masking tape.  
3) Each group must create a dog out of the newspaper and tape in five minutes.  

4) Afterwards, ask each group: 
 What was your group dynamic like? 

 Was there a dominant leadership style within the group? 
 What are your strengths as a group? 
 What does each of you bring or contribute to the group? 

 

Do You Look Like A Superhero? (15 minutes) 

1) Have each participant draw a “community superhero” suit that a hero would 
wear.  

 What objects would a superhero in your community need in his or her 
tool belt?  

 What image would a hero present?  

 Does your hero stand out in a crowd with bright colors or does your 
hero look like someone in your school, your neighborhood, your 

religious community?  
2) Have each participant explain to the group the reasons behind each detail of 

his or her drawing. 

 

 

 
 

Widget Assembly (1 hour) 

1) On a medium-sized table, set up the roll of craft paper on one end and affix 

the end of the paper to the empty roll on the other end.  
2) Affix in such a way that the paper can be rolled from the full roll to the empty 

one.  
3) This will become the assembly line.  
4) A collection of assorted LEGOs is needed as the building components for the 

assembly line along with small containers at the various assembly station 
points. 

5) Divide into groups of five to seven people.  
6) Prior to briefing the group on the activity, have one person designated as the 

leader or manager.  

7) This person will receive the actual briefing from the facilitator regarding the 
specifics of   

the activity and what widget the assembly line must make. 
8) This is the only person who is aware of the entire scope of the task.  
9) Ideally, he or she does not see the layout of the assembly line, but does 

receive an  
          explicit schematic and a list of the component LEGOs available.  

   10) This individual is provided with a sample of the widget to make and must 
organize the  
         group and convey to them what needs to be accomplished.  

11) A box at the end of the assembly line and a partition would be useful so that 
the   



 leader/manager can see only the end product and make adjustments from 
there.  

12) They cannot go onto the assembly line and show the rest of the group how 
they want the   

 final product to look; they can only affect change verbally.  
13)  Once the leader/manager has given instructions to the group, the facilitator 

will turn on 

 the assembly line by beginning to roll the paper from the full roll to the 
empty roll. 

14)  The widgets need to be complicated, and details of organization and 
sequencing should be   
 left to whomever is designated as the leader/manager.  

15)  A number of aspects will need to be considered, which can drive discussion at 
the end of  

 the activity.  
16)  Given the final product, the manager must decide how it should be 

constructed on the  

 assembly line and inform the builders what components are needed, along 
with other     

 organization issues.  
17)  Have multiple widgets available for construction so that all members in the 

group have an  
         opportunity to be the leader/manager. 

18)  Time the task to see how long it takes the group to successfully complete a 

widget or to   
 make a specified number of correct widgets. 

19)  Depending on site capabilities, another way of doing this activity is to have 
the assembly   
 line and builders in one room and the leader/manager able to view the 

proceeding through  
 a window.  

20)  Based on observation, the manager can then relay messages to the group on 
how to fix   
 any issues.  

21)  This may be an easier task for the group to start with and then proceed to 
the format  

 where the leader/manager is completely blind to the assembly line.  
22)  This can depict the evolution of trust and confidence that the leader/manager 

has in the  

 group as they begin to understand his/her way of conveying information. 
23)  Many adaptations and extensions are possible with this activity, so be 

creative as the  
 group begins to master the basics of working together and effectively 
conveying their widget vision. 

Debrief: Ensure that time is left at the end so the group can discuss what 
worked and  didn’t regarding how the leader/manager conveyed information. 

Also have them reflect on whether the task became easier after several 
iterations and why this may or may not be so. 



 
 

 

Swimming To Flying (10 minutes) 

1) The goal of the game is to become a bird.  
2) All participants start as fish and should “swim” around the room.  

3) When afish finds another fish they stop and play rock/paper/scissors once.  
4) The winner becomes a frog and jumps away.  
5) The fish swims away looking for another fish to play with.  

6) A frog must find another frog to play rock/paper/scissors with. 
7) The winner of a game between two frogs becomes a bird and flies around 

watching the rest of the games.  
8) When there is only one fish, one frog, and a group of birds the game is over. 
Debrief: What did you think of the game? Is playing a game where most will win 

more fun or less fun than a game with one winner? How is this type of game 
different? 

 

Story (10 minutes) 

1) Ask everyone to sit in a circle.  
2) In this activity, the group will tell a story – but each person can only add one 

word at 
3) a time!  

4) Ask for a volunteer to start the story by saying one word.  
5) The next person has to continue building on the sentence by saying another 

word.  

6) Continue until the group has formed at least a sentence or two. 
Debrief: How does this activity relate to teamwork? 

 

Story Teller (10 minutes) 

1) Ask one participant to begin to tell a story.  
2) After 30 seconds have, have another participant stand up and summarize the 

story thus far and then continue it for another 30 seconds.  

3) Repeat this process until the story is over. 
Debrief: Focus on the importance of listening and cooperation. How the story 

changed as each person summarized? 
 

Pictionary Race (10 minutes) 

1) Divide the group into two teams and have each team go to a different part of 
the room.  

2) Each team should have a few sheets of butcher paper to draw on.  
3) Have someone stand in the middle of the room with a set of cards, each with 

a secret word that 
4) the teams will have to guess.  
5) When the facilitator says go, each team will send a representative to see the 

secret word.  
6) The representative then returns to the group, draws (without talking), and 

the team has to guess the word.  



7) Once they guess it, they send another team member to read and draw the 
next word.  

8) If you are using the same sets of words for both teams, remind the teams to 
be quiet if they don’t want the other team to hear their answers!  

9) Whoever finishes first wins.  
(Sample words: Leader, Community, Student, Activist, Principal, Park, Friend.) 

 

Loop-De-Loop (10 minutes) 

1) Have the youth stand in a circle and hold hands.  

2) Start one hula hoop (or innertube, long loop of rope) hanging over one pair 
of joined hands. Each person in the circle must pass the hoop/loop over 

him/herself and on to the next person – WITHOUT letting go of hands.  
3) This activity could be timed or done with two or three hoops/loops going at 

the same time in different directions. 
 

Words of Appreciation 
1) With everyone seated in a circle, pass out a piece of paper and pen or pencil 

to each youth and staff.  

2) Ask everyone to write their name at the top of the paper.  
3) Once everyone is done, pass the papers to the left.   
4) Each person should write one quality or trait that they appreciate about the 

person whose name is at the top of the paper.  
5) Once they have written something, pass the paper to the next person.  

6) Keep the papers going until everyone has added something to every person’s 
sheet, and everyone has their own.  

7) Ask youth to avoid focusing on physical traits and to stay positive. 
8) Encourage people to be as specific as possible. Specifics will make it more 

meaningful. 

 
Banana Split in the Mouth 

Ingredients for banana splits--ice cream, banana, chocolate syrup, 

strawberry syrup, crushed pineapples, whip cream, nuts (or in case of 

allergies, sprinkles) and a cherry. 

        1) Separate into teams of 2 and ask for one volunteer from each team.  

        2) The VOLUNTEER stands in a chair and the other team member lays in the  

    floor below with their head next to chair. 

        3) On go, the person must drop the ingredients into their team member’s  

    mouth, in order. 

        4) The first team to get the cherry in their partner’s mouth wins. 

        5) After first round, switch places. 

Rules: 

* Person on ground must lay on ground and cannot help 

* Person in chair must drop food from ABOVE their waist (in other words, 

they   

   can't bend down and just drop it in the partners mouth) 

* Ingredients must go in order and they must get a least a little of each in  



   their partner’s mouth  

* If they run out of stuff and they haven't got it in their mouth, the person in  

   the chair has to get the stuff off the floor and try again 

 

Banana Surgery 

 Split your group up into smaller groups, and give each group a banana, cutting board 

and plastic knife.   

 Each group should cut the banana into 4 or 5 equal sized pieces.  (Don't tell them what 

the next steps are at this point). 

 Then hand out banana surgery kits - pins, string, sticky tape, tooth picks, rubber bands 

etc.   

 The goal is for each group to reassemble the banana. 

 *The lesson from this game is that some things (relationships, trust, reputation,  

 bananas!) are easy to break but more difficult to put back together.   

Cheeto Toss 

 Have groups of two people.  

 One person will put shaving cream (or whipped cream) put all over their 

face.  

 From a distance, the partner will toss cheetos toward the other person, 

trying to get them to stick.  

 The team with the most cheetos on their face wins!  

 You can either time the race or have it end when they run out of cheetos 

(obviously be sure to have the same amount for each team).  

Ice Cream Whistle Race 

 Make balls of ice cream with a whistle hidden in the center of it.   

 Mix in some sour gummy worms to make it a little more interesting.   

 With their hands behind their backs and only using their mouths, each 

player has to get the whistle in the center of the ice cream ball and blow 

the whistle (it has to make a noise).   

 Be aware the whistle may be filled with ice cream, so it can get very 

messy! 

 



Shave the Balloon 

 Divide into groups of 3 or 4. 

 Each group gets a balloon covered in shaving cream (or whipped cream) 

and a razor.   

 Their job is to shave the balloon.   

 First group to complete the task is the winner. 

 *The trick is when the balloon breaks, the shaving cream goes 

everywhere,  

 so be prepared!  A little nick on the razor's edge beforehand will assure  

 that the balloons will break. 

The Water Balloon Shave 

 Split into couples (guys/girls)  

 The guys come to the front of the room and sit in chairs facing the 

audience.  

 Each guy has a large water balloon on his head.  

 The girl partner covers the balloon with shaving cream, and with a single 

edged razor blade (no razor, just the blade) try to "shave" all the soap off 

of the balloon without breaking it. Whoever is the first to succeed is the 

winner. 

 

 

 


