TRAFFIC JAM

	Activity: 

Group/Team
	Time: 

30 - 40 Minutes
	Participants: 

8 – 16
	Materials: 

Duct Tape


Purpose:

Practice cycle time reduction. 

To explore leadership issues within the group/team.

Group/team building.

Get group/team to think "in process."

Sensitize the team/group to communication issues.

Learning Points:

Teamwork and communication are essential to understanding complex processes.

Teams can make significant process improvements in a short period of time by drawing on the expertise of all the team members.

Process:

Use the duct tape (or masking tape) to make a starting pattern on the floor.

Have the participants stand in the boxes of the pattern: half of the group faces right, half of the group faces left.

Explain the task: Using only legal rules, people on the left side must end up on the right side and the people on the right must end up on the left.

Legal Moves

A person may move into an empty space in front of them.

A person may move around a person who is facing them into an empty space.

You CANNOT:

Move backwards.

Move around someone facing the same way you are.

Make any move which involves two people moving at once.

After the task is completed, ask the team/group if they can complete it again in half the time.

If the team is particularly adept at this exercise and has successfully completed the task, ask them to complete the task while holding their breath. Allow them to appoint a coach who may breathe while assisting the team.

TEAM JUGGLING
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	Activity: 

Group/team
	Time: 

20 Minutes
	Participants: 

7-20
	Materials: 

4 Koosh 

1 Stopwatch


Purpose:

Highlight group/team synergy.

Provide practice working as a team.

Encourage problem solving within the team creatively.

By focusing on process, highlights gains in productivity.

Ends teambuilding on an upbeat note, the end result of having FUN. 

Process:

Have participant’s arrange themselves into a circle an arm’s length apart.

Instruct the group/team on the goal and rules of the game:

Goal: 

        To juggle several objects as a team.

Rules: 

        To follow this definition of juggling - Koosh balls touch each person in the same prescribed order. They will initially establish the order in the beginning. 

Have the group establish an order that can be replicated. Throw a Koosh ball across the circle to another person. When a person receives the ball, They must hold up their hand and then throw the object to another person whose hand is not raised. After the ball has touched each person (the raised hands are intended to indicate who has received the Koosh), it returns to the beginning.

Tell the Participants to remember who they received the Koosh from and who they threw it to.

Go around again with a single ball to test their memory of the established order. They need not raise their hands. If they have this, do two Koosh. If not, sort out the order. Sometimes the facilitator must start over and establish a new order. 

Go through a couple of rounds, adding more Koosh balls each time. Keep the pace brisk. During each round ask them how they define performance and it can be improved. When you have given them all the objects and they are performing reasonably well, time the round and tell them to improve their team time by 25%. Encourage them to brainstorm.

NOTE: Sometimes they need to be reminded about the definition of juggling.

Encourage the group/team to keep cutting the time until they maximize it.

Congratulate the team and review the learning points, adding any new ones the list already in progress from past exercises.

Learning Points:

Remind participants to "Think Outside the Box". (Tell the group initially not to place constraints on themselves that were not inherent in the definition of juggling.)
Line Up

Line up: in order of size, birthday, address, shoe size, shirt color, etc. Variations include no talking, blindfolded, mute and deaf, etc. (communication)

Minefield

Have group discuss things that are detrimental to functioning as a group. For each characteristic/action, throw an object into the playing space, the "minefield." Have group choose partners. One partner is blindfolded at one end of field. The non-blindfolded partners stand at the opposite end of the field and try to talk their partners through the minefield without running into any of the obstacles.

Name Games

Shoe Game – learning names
Divide class in ½ . ½ of class takes off one shoe and places it in a pile. ½ of class did not take off any shoes picks one shoe and goes to find the owner. They introduce each other and tell something interesting about each other. 

1. If you could do anything for 1 day, what would you do?

2. If you could go anywhere, where would you go?
3. What fun things do you like to do on Saturdays?
Snowball activity 

If tossing action is part of your opening-day game plan, you might try another activity that I saw posted recently to the Middle-L listserv. The teacher who posted the idea says she's done this activity with all ages -- including adults. She calls the activity the "snowball activity." She wrote: "Students write on a piece of paper three things about themselves. Then they crumple the paper up into a 'snowball' and have a one-minute snowball fight. At the end of the minute, everyone grabs the closest snowball and has to try to find the person who wrote it. They then introduce that person to the rest of the group, sharing the three facts."

WHOMP ‘EM

One person is the “Whomp ‘Em Master.”  That individual stands in the middle of circle with the “Whomp ‘Em Sword.”  (Could use Styrofoam tube or rolled up tube of newsprint, etc.)  The rest of the group sits in a circle with legs out toward center of circle (leaving enough room for person standing in middle).  The object of the game is for the “Whomp ‘Em Master” to get stuck in the middle of circle.  Someone starts off round by saying the name of a member of the group.  The Master must “Whomp” (hit) the legs of that member, before that member says the name of another member.  The game goes on until the Master hits an individual before that individual can say another person’s name (can not repeat name that has been said in round already.)  When the Master succeeds in “Whomping” an individual, that individual becomes the new Master.  Quite crazy...but loads of fun!  Best if played following another name game, so individuals have a sense of who each other is.

BLANKET NAME GAME

Have your group divide itself into two groups.  Tell them to sit on the floor facing each other.  Hold up a blanket between the groups so that each team can not see the other.  A member of each team is quietly selected to move up to the blanket.  On the count of three, drop the blanket so that each of the selected members are facing each other.  Whoever says the other person’s name first, wins.  Whoever loses, goes to the other team.. 
