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TEAMBUILDERS


AFFIRMATIVE FOLD-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 center of the circle.  Have each participant draw a sheet from the center (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 center 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. 

HUMAN KNOT: The group starts out in one or two tight circles.  Everyone in the group reaches across the circle with their right hand to grab another group member’s right hand.  The group then reaches in with their left hand to grab a different group member’s left hand.  The object is to untangle the group without letting go of hands until a circle is formed.  If the group is having extreme difficulty, you can administer “knot first-aid” and break one set of tangled hands (with group consensus), otherwise group members may not let go at any time.  You may have to decide as a group that the know is not solvable, after prolonged attempt.  NOTE: Can have group do without talking if they are advanced enough. 

LAP SIT: The group will start in a circle.  Every group member will turn placing their left leg towards the inside of the circle.  Everyone will take one giant step into the middle of the circle.  With hands on the person’s shoulders in front of you, the group will sit on each other.  The group will need to work together to communicate.  Once this has been completed, the group may wish to try to walk in this formation.  This is a dynamic activity - and one that will make the group feel a great sense of accomplishment when successfully completed! 

MACHINE GAME: The object of this game is to create a machine out of a group of people (i.e. ceiling fan, hot air balloon, watch, etc.).  You might want to split your group into two or three smaller groups.  Each person is required to be accountable for one noise and one motion of the machine.  The group members should then put their motions and sounds together to create the machine.  Give each group about 5 minutes to work together and prepare, and then have the groups present to everyone.  Ask the other groups to guess what machine the group is. 

PENNY FOR YOUR THOUGHTS: All participants are given a bag with pennies (each participant should have one penny for each member in the group - if there are 20 people, players each should have 20 pennies).  Participants go around the room to each other and trade “a penny for a thought.”  Participants trade pennies - and positive thoughts about what they think of one another.  What an incredible activity and a wonderful way to end an experience!  Activity continues until all participants have shared with every member of the group and have a new bag of “pennies for thoughts.” 

PIECE OF THE PUZZLE: Facilitator should cut a puzzle out of poster paper ahead of time.  (There should be one piece for each member of the group.)  Have participants decorate their piece to represent who they are and what they feel they can contribute to the group.  Once participants are done, have them share what they have on their piece.  Participants should them assemble the puzzle.  Facilitator should initiate a discussion on the power of everyone coming together, how much more of an impact a put together puzzle can have, than separate pieces, and how a final product could not be reached without a contribution from every piece of the puzzle. 

PROGRESSIVE STORY: For this exercise, a group of people must know one another and feel comfortable discussing personal issues.  Everyone must be able to hear the other members in the group, but people do not have to see one another.  The facilitator begins the story by setting the initial scene and mood.  (The mood will alter as a result of the addition of more content to the story.)  The story can start with the following examples (or others): “On my way to class the other day...” or “A good friend called last night and...” or “I had the most amazing weekend! I...”  In no special order, members of the group then take over the story.  They add another element to the plot.  The main point is to make sure everyone adds something.  The progression of the story indicates where the group members are emotionally and is representative of what is high on their lists of priorities, concerns, and thoughts.  This exercise spurs on creativity and can reveal a lot about a staff’s collective state of mind.  The facilitator plays a big role in interpreting what is said by each person. 

SING DOWN: Teams are created of anywhere from three to ten in a group.  The leader will give the groups a word (i.e. love, boy, dance, etc.), and give the teams one minute to think of as many songs as they can with that word in it.  Once the minute has passed, one tam begins by singing a part of a song with that word in it.  All team members must sing it.  The other team then responds.  NO SONGS MAY BE REPEATED.  The group who has the most songs, wins.  The process then can be repeated with another word. 

TEAM VS. THE WALL: Divide the group into two teams.  Two members of the team hold the rope at about four to five feet above the ground.  The object of the game is to get everyone over the rope.  No one can go under the rope.  Before you start transferring people over the wall, you meet as a team and decide how to get everyone over.  HINT: If group is small, just have them attempt as one big group. 

TRUST WALK: This is an incredible trust activity!  Every group member is either blind-folded, not blind-folded, but promises not to peek, or wishing not to participate.  The leaders of the group will organize the group in a straight line or in pairs, singles, etc.  The leader will make sure the group begins by holding one another’s hands in a circle to help make them feel comfortable.  The leader will lead the blinded group members around, periodically leaving them by themselves (but always holding on to something like a tree, fence, sign, etc. - and NEVER for any great length of time), or with new people to hold on to.  THE KEY TO THIS ACTIVITY IS NO TALKING.  If there is an object that needs to be stepped over, the leader should raise the hand of the group member, the next person will do the same to warn the next person, and so on.  If there is an object that is low, the leader will lower the arm of the blinded group member, indicating they should duck down, and the chain will continue in the same manner as for a raised object.  (The leader can pretend as well.)  The leader can organize this activity according to their group.  HINT: This activity is best down in the dark, but the leader should make sure everyone feels comfortable participating.  If someone is nervous, the could become the leader’s partner or just watch.  Squeezing the hand of a participant is very encouraging and helpful in making them feel safe. 

TRUST FALL: Every group member needs to find a partner of approximately equal height and weight.  One partner will designate themselves as the faller, and one will be the catcher.  Both partners will get the chance to act in both roles.  The faller’s responsibilities are to stay as straight as possible, not bend at the waist, keep their arms across their chest, and communicate with the catcher.  The catcher’s responsibilities are to get in a sturdy stance (usually one leg in front of the other in a lunge position), be aware, keep their hands right below the faller’s shoulder blades, use the arms as shock absorbers, not underestimate the force being generated by the faller, and constantly communicate with and reassure the faller.  The faller will have his/her back to the catcher.  The commands are performed, and the faller falls straight back.  After three tries, the partners should switch roles.  NOTE: Give the group members the opportunity to say “no” to this exercise.  This and all other trust activities are very serious activities. 
WEB WE WEAVE: The group stands in one large circle.  The facilitator begins the game by asking a question such as, “What is your favorite place to be when you are happy?”  The facilitator answers the question and then tosses a yarnball across to another person, while holding onto the end of the yarn.  The person answers the question, holds a piece of the yarn, and then tosses it to someone else.  Game continues in same fashion, until everyone has shared.  By tossing the yarn (or twine) around the group, participants weave a web that connects all of the members of the team in some manner.  The facilitator can ask as many questions as appropriate.  The facilitator then asks two or three of the team members to “drop” their string.  The web begins to sag and appears to be very weak and vulnerable.  The facilitator then can discuss how important each participant is to the team and the effect that low levels of involvement and commitment has on the entire team.  At the end, the group can kneel down and place the web on the ground.  Works well to have a discussion on teamwork.  Group members can cut a piece of the string from the web to keep as a reminded or the exercise and the thoughts the group shared.  Works well for groups of any size!  
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