Team Builders and Ice Breakers

The Pocket/Purse Game

Purpose:  Getting to Know You

•Everyone selects one (optionally two) items from their pocket or purse that has some personal significance to them. They introduce themselves and do a show and tell for the selected item and why it is important to them.

Toilet Paper Game

Purpose:  Getting to Know You

•Pass around a roll of toilet paper to the group and ask them to take what they need. No further explanation.

•When done. Tell the group that as they go around the room, each person must tell a fact or something about themselves for each square of TP they took.

Marooned Game
Purpose:  Communication

•You are marooned on an island. What five (you can use a different number, such as seven, depending upon the size of each team) items would you have brought with you if you knew there was a chance that you might be stranded? 

•Note that they are only allowed five items per team, not per person. You can have them write their items on a flip chart and discuss and defend their choices with the whole group. 

•This activity helps them to learn about other's values and problem solving styles and promotes teamwork.

Straw & Paperclip Game

Purpose:  Teamwork

•Give each group a box of straws (not flexible straws) and a box of paperclips. Check that the paperclips can fit snuggly into the end of the straws. 

•Give each group a task (you can use the same one for each group if you want) and let them go. Sample tasks: Build as a group the tallest/strongest/longest/most creative/most functional structure. 

•Debriefing included describing teamwork and situational leadership skills used as well as how different models are needed to accomplish different tasks.

Mine Field

Purpose:  Communication and Trust

•Select an appropriate area.  Go outside, if possible.  It can be done inside, even in rooms with fixed furniture (which can become objects to be avoided). 

•Distribute "mines" e.g., balls or other objects such as bowling pins, cones, foam noodles, etc. 

•Participants operate in pairs.  Consider how the pairs are formed - it's a chance to work on relationships.  One person is blind-folded (or keeps eyes closed) and cannot talk (optional).  The other person can see and talk, but cannot enter the field or touch the person. 

•The challenge is for each blind-folded person to walk from one side of the field to the other, avoiding the "mines", by listening to the verbal instructions of their partners. 

•Decide on the penalty for hitting a "mine".  It could be a restart (serious consequence) or time penalty or simply a count of hits, but without penalty. 

Human Dragon 
Purpose:  Teamwork
•Divide your team into 4 teams of 6-8 individuals. You can have odd numbers or vary the length of the "dragon" depending on the skill, size and ability of your students. 
•Each team designates the "head" person and the "tail" section of the Human Dragon. All other team members fill in behind the head of the dragon by holding on to the person in front of them at the waist. 
•The goal of the activity is to have the head of each dragon attempt to tag the tail of any other dragon team. Only heads of the dragon can do the tagging because all other team members must remain connected (with two hands) to their teammates. 
•Players attempt to avoid having their team's tail be tagged and skillfully attempt to shield their tail from other dragons on the prowl.
Activity Bag

Purpose:  Communication

· Think of creative and useful uses that incorporate all the items in the bag.  

Human Bingo 

Purpose:  Getting to Know You

· Ask burning questions and hope others can full your card
Pass the Clay 

Purpose:  Teamwork
· Break members into groups of two to 6 members.  Each team must be able to easily pass the clay around.  The leader shouts out an object and the member builds until a whistle is sound then passes the clay.  Repeat until time is out.  Ex. Plate of spaghetti with meatballs, barn with animals

Agree or Disagree
Purpose:  Communication

· Members write “agree” or “disagree” on post-its.  Have members post-it their answer statements such as “our org. can change the world” onto the white board.  
Brainstorm Race
Purpose:  Communication

· Find out what your group knows about a topic before you begin a new lesson. Divide them into teams of four and present the topic. Ask them to brainstorm and list as many ideas or questions as they can come up with in a given amount of time. Here’s the kicker---they cannot speak. Each student must write his or her ideas on the board or paper you’ve provided.
Expectations
Purpose:  Communication

· Expectations are powerful, especially when you're teaching adults. Understanding your students' expectations is key to your success. Use this ice breaker to find out what expectations your students have about the new topic.
If You Had a Magic Wand
Purpose:  Communication

· Magic wands open up amazingly creative possibilities. Pass a magic wand around your classroom before you begin a new topic and ask your students what they would do with a magic wand. What would they want revealed? What would they hope to make easy? Which aspect of the topic would they want to fully understand? Your topic will determine the kinds of questions you can ask to get them started.
If You Won the Lottery
Purpose:  Communication

· What would your students do to effect change in your given topic if money were no object? This warm up lends itself well to social and corporate topics, but be creative. You might be surprised by its usefulness in less tangible areas as well.
Super Powers
Purpose:  Getting to Know You

· Super Powers is a good warm up for topics that involve a lot of mystery. What do your students wish they could have overheard in an historical event? If they could become very small, where would they go to find an answer to their question? This might work especially well in medical classrooms.
Three Words
Purpose:  Communication

· This is a fast warm up that's easily adaptable to any topic. Ask your students to come up with three words they associate with the new topic. The value in this for you, as a teacher, is that you'll discover very quickly where your students' heads are. Are they excited about this? Nervous? Unenthusiastic? Completely confused? It's like taking the temperature in your classroom.
Time Machine
Purpose:  Communication

· In a corporate setting, it could be used to understand the causes of a current problem. If you could go back in time, or forward, where would you go and why? Who would you talk to? What are the burning questions?

Beach Ball Buzz 
Purpose:  Getting to Know You

· Make a list of questions you’d like your participants to answer, and write with a permanent marker on a beach ball a question or two on each stripe of the ball.  What is the funniest movie you’ve ever seen?  Who is your favorite person and why?  What is your greatest pet peeve? Toss the ball around the room. Whoever catches it gives their name and answers the question under their left thumb
Personal Flag
Purpose:  Getting to Know You

· Flags have a way of making everybody feel good, especially when they’re waving in the breeze. Ask your participants to make their own personal flag and present it to the class. What does their personal flag say to the world?
Two Truths and a Lie

Purpose:  Getting to Know You

· Tell the group that each person will introduce him- or herself by stating two truths about their life, and one lie. The rest of the participants will guess which statement is the lie.
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