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The the age of the learners. It will also encourage the partners to share a variety of culture 

through education outdoors and to gain a better understanding of each partner’s life style 

and living values. 

During this pproject aims to develop active practical competencies of teachers and adults 

involved in education at any level, by emphasizing the importance of taking education 

outdoors, no matter roject, partners will develop communication skills, tolerance and ac-

tive citizenship and it will also be focused on education for sustainable development, by 

using outdoors education techniques, such as games, summer schools, actions for preserv-

ing the environment. With the proposed activities, the project also promotes social inclu-

sion and civic democracy, as it will use the good practices examples from the partner in-

stitutions. 

It aims to encourage adults and teachers/trainers to work together and widen perspectives 

through their education in order to discover and valorize common living values differently 

emphasized in every country. It will show differences and similarities, as traditions, life-

style, taking care of the environment, customs and culture among the participant coun-

tries. Within the activities, the partner institutions will research specific moral values in-

cluding work, tolerance, self-respect, and respect for the environment and more than this, 

they will focus on education outdoors specific techniques.  

The project is designed for two years, it will bring together partners from Romania, Spain, 

Turkey and Cyprus, who will work in order to achieve the project’s aims and to design 

final products agreed among the partners, such as: website, a common outdoor games 

book, photos exhibition, DVD, and European conference in the coordinating country, two 

About... 

Practical 

  Outdoor 

    Educational 

      Techniques  
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The motivation for such a project comes from the fact that in the nowadays socio-

economical period adults confront themselves with lots of problems coming from the hurry 

their lives go on, with the lack of time for themselves or for their families and children, with 

the day by day jobs stress and in many cases they don’t see that life goes away. Thus,    

sometimes they need to be shown how to organize their activities in order to find time to 

smell a flower, to admire a rainbow, to feel the pleasure of playing games outside. We    

consider that nature has a lot to offer and to teach us, therefore, education outdoors comes to 

be a solution. The project idea started from Rudyard Kipling’s poem called “Learn”, in 

which he emphasizes the idea of learning from birds to keep flying, from ants to work hard, 

from stones to be on our feet, from rivers to keep our ways in life a.s.o. For this reason, we 

consider that nature has many “heroes” like this to learn from, but the most important is to 

learn how to learn and this is the reason of this partnership. This is because each country and 

each region has its own way to do things, to valorize the environment’s treasures, to exploit 

the “lessons” that can be learned outdoors and for this reason the partners want to use this     

opportunity to share and to exchange experiences and good practices.  

The project addresses to adults and also to teachers/trainers who work with pupils and adults 

and it wants to empower them with skills and competencies to organize and manage outdoor 

activities such as: summer schools, fundraising, street exhibitions and plays, camps, taking 

into account the groups’ age.  

Outdoor education spans the three domains of: self, others, and the natural world. So that, it 

will be focused on: teaching outdoor survival skills, improving problem solving skills,     

reducing recidivism, enhancing teamwork, developing leadership skills, understanding natu-

ral environments, promoting spirituality. 

The partners involved in this project realized that they face with common problems related 

to this issue.  

In each partner's community, the main target group of this project are adults from different 

social areas, such as: teachers/education facilitators, who will work together to design    

common outdoor education methods and tools; women, no matter employed or not, mothers 

or not, as they are the education roots of the families, because a child firstly learns within his 

family; men, no matter his age and/or social position, as it is well-known that he can support 

activities outdoors throughout his power, technical skills and open mind; youngsters, of 

adult age, because they are the foundation of tomorrow's generation. Also the project is    

designed to involve adults with SEN, those ones who can move on and are able to work in 

groups/pairs, who can understand basic aspects of education outdoor. 

To sum up, the motivation of this project comes from the need of empowering adults with 

skills of outdoor education, to be afterwards developed to the young generation which is too 

much linked with the technology and too less with the surroundings, which can offer models 

of real life, not a virtual one, which can improve their health and behavior. 

More about... 
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Through this project we wanted to establish links through different institutions from Euro-

pean countries working together on the same topic. We wanted to develop adult social abili-

ties and show more respect towards other cultures.  

It is important for Europe to spread social and cultural values and active attitudes for adults 

of future. We are going to share our project with other institutions within our community 

and we think it will encourage them to be involved in similar activities. 

The European added value of this project can be emphasized in the following aspects: 

Firstly, It will offer the partner institutions the opportunity to know each other in terms of 

educational system and policy, management, teaching/learning methods used with adults, 

the relationship between organizations and community. 

Then, the project is a great opportunity to develop key competencies both for teachers and 

other adults, such as: mother tongue and foreign language skills, digital, social & civic 

competencies, creativity, cultural awareness and expression, either through the individual 

activities developed by each institution or through the project meetings, where they will 

share impressions, information and good practices.  

On the other hand, making the project known in the communities the partner institutions are 

located will offer an opportunity for European partnerships for other institutions, and/or 

will create a basis for future projects and partnership among the partner organizations, in 

other types of LLP programs. Both adults and organizations’ staff will get in touch with 

similar ones from other countries, in order to collaborate for different outdoor educational 

activities, projects and teaching/learning ideas. 

It also means application of innovative didactics, appropriate use of outdoor education 

tools, networking techniques, cultural awareness, European scope, a competence driven, 

learner centered approach and validation of learning outcomes. 

The European added value comes also from the final products that will be done within the 

project, such as a common outdoor games book, summer schools, conference, website, ex-

hibitions, DVD, in order to increase common values and active citizenship. This is because 

outdoor education is to be transmitted from generation to generation, in order to be pre-

served as both individual countries' culture and common one, at European level, as long as 

many of them have almost the same natural environment. 

Why practical outdoor educational techniques? 
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The project’s relevance related to the objectives can be summarized as following: 

1: the project is designed to emphasize mostly the common activities rather than individual 

ones concerning its final products especially: a common “project space” in each country, 

where to plant a “project tree”, some “project’s flowers”, this means some project’s “seeds” 

common final products to be used in adult education and in any other activities which will 

get into an added value to the human behavior and social attitude. 

2: all the participant institutions are related to adult education and within their co-operation 

they are focused on designing activities concerning adults. On the other hand, the designed 

activities and final products will be done all in partnership, thus emphasizing the participa-

tion of all involved institutions. 

3: the project will develop innovative practices in adult education, especially in outdoor edu-

cation and one of the final products will be a common outdoor games book, to be used in 

other activities and by other institutions. Also the website will be an opportunity to spread 

the information and practical knowledge on this topic. 

The relevance of the project in the context of the above chosen objectives of the program 

comes from the fact that the project involves 3 partners from 3 countries, it proposed mobili-

ties for a bigger number of staff and adults, and this way, it will contribute to develop new 

perspectives for the involved institutions. Also its topic, dealing to outdoor education tech-

niques is a way to understand other educational systems and teaching methodologies also for 

adults, to participate into common activities, sharing good practices, teaching/learning expe-

riences and methods. 

It is relevant as regarding the involvement of adults in joint outdoor educational activities, in 

order to develop common European living values, to know about European cultures, similar-

ities and differences, to develop teaching strategies and learning values. Many adults will 

join educational activities during the period of the project, as these activities differ from one 

to another, and this way, there is no restriction related to ethnic/religious beliefs, gender dif-

ferences or SEN adults and staff within the institutions involved. The main topic, environ-

ment and sustainable development, will be the outcome of these activities, well-seen in their 

behavior, in their attitude. Also the final products of the project will be relevant of the pro-

ject for the above selected objectives of the program. 

The relevance of the outdoor education 
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Partner institutions: 

The Regional Association for Education and Development (ARED) Suceava is a non-

governmental organization, whose aims 

are to promote and support families, 

youngsters and people in need and in risk 

of social exclusion, to encourage the active 

learning, to promote democracy, living 

values and European citizenship.  The as-

sociations’ goals are to establish partner-

ships with similar organizations and insti-

tutions from all over of Europe and to con-

tribute to youngsters and adults’ develop-

ment and their lives improvement.  

ARED Suceava was established in Sep-

tember 2005. 

The main type of activities that ARED 

Suceava is focussed on are: 

- meetings with educational and cultural 

personalities from here and/or from Romania and from other countries; 

- organizing workshops and seminars, training and qualification courses for teachers, , stu-

dents, adults and other people working in the field of education; 

- conferences, meetings with different specialists in education; 

- LLP projects. 

- Local projects: national conferences, summer schools, 2009, 2010, 2011, 2012. 

It has experience in running LLP projects, it was involved in a Grundtvig partnership 

called "Bum, Bum, Adolescence is Here!", developed in 2006-2008, then, it was and still 

is a local partner in two Comenius Regio projects, here, in Suceava. 

It will be the coordinator of the project and will cooperate and actively participate to all 

the activities of the project. 

Asociatia Regionala pentru Educatie si Dezvoltare  

Suceava, Romania 
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The Cyprus economy heavily depends on tourism and the hospitality sector needs the sup-

port of professionals to deliver quality services. Chrysanthou & Parouxis Consultants Ltd 

has been actively involved in the Cyprus catering market since 2011, offering consulting 

and training services to new or existing businesses. The catering businesses (restaurants, 

bars, clubs, cafeterias and hotel catering services) require a combination of staff training 

which basically is divided into three categories: a) acquisition of technical skills b) sharpen-

ing of soft skills and c) team building. Often the catering businesses employ staff from vari-

ous countries, a fact that forces the trainer introduce other techniques to make his training 

more effective.  

The training offered is approved and, in some cases, subsidized by the Cyprus Human Re-

sources Authority. In order to keep offering high standard services, Chrysanthou & Par-

ouxis Consultants Ltd is in contact with catering vocational schools and adult training cen-

tres in Europe who give the opportunity to acquire new ideas and methodologies in profes-

sional adult training. 

The company is run by two well experienced professionals who have strong academic 

background and have served extensively the hospitality and catering fields. 

Christos Parouxis is a graduate of the Hotel & Catering Academy, Zoetemeer, Holland. He 

had worked in various five star hotels in Europe and Cyprus as an internal trainer for 18 

years. He is a founding member of the Cyprus Sommelier Association. 

Stephanos Chrysanthou is a graduate of the Hotel & Catering Institute of Nicosia and the 

French Culinary Institute of the USA. He worked as an Executive Chef for 9  Years in vari-

ous five star hotels and for many years as a Sous Chef in Cyprus and the the USA. He is a 

member of Cyprus Chefs Association and runs his own culinary show on national           

television. 

Chrysanthou & Parouxis Consultants Ltd, Limassol, 

Cyprus 
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The municipality of Alcanadre, has a 

population of 1.000 inhabitants . This 

municipality is located  within the Rioja 

Region (Spain). During  summer period 

the population increases more than 5 

times. Their proposals for development 

look for a sustainable local sector.  Al-

canadre has a strong touristic area with 

hotel and rural hostels that offer relax and 

a rest place for visitors in sports, land-

scapes and the Way of St James, land of 

wines. 

The Municipality is focuses on the fol-

lowing  key areas: 

To favour the attendance of spaces and 

the fruition of cultural  and tourism op-

portunities by all citizens groups (elder 

and disabled people, youngsters, new citizens and tourists) through the definition of meth-

ods, instruments and approaches able to improve the information and welcoming, and the 

requalification of the area giving a cultural interest for the inhabitants and visitors. It works 

in local sustainable development and new job opportunities in the tourism domains and 

others. 

The municipality of Alcanadre main work is focused on rural development, SME-s devel-

opment, tourism development, and environment, preservation natural and cultural heritage, 

social cohesion and social enterprises. 

We have experience as a lead partner and as a partner in local projects. The projects vary 

from tourism, ecology and communal projects to rural development and the establishment 

of partnerships with public or private organizations. 

The social organizations of the town work in many projects with voluntary elder people 

related to environmental projects, cultural projects and green economy. 

 

 

The Municipality of Alcanadre, Spain 
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In his book called “Homo ludens”, Johan Huizinga considered that playing games is older 

than culture, “for culture, however inadequately defined, always presupposes human socie-

ty, and animals have not waited for man to teach them their playing.” Animals play just 

like the humans. Inside the play-ground an absolute and peculiar order reigns. 

Play has some very positive features, one of them being the fact that it creates order, it is 

order. Into an imperfect world and into the confusion of life it brings a temporary and 

also a limited perfection. Play demands an absolute and supreme order. On the other hand, 

play has the tendency to be beautiful. It may be that this aesthetic factor is identical with 

the impulse to create orderly form, which animates play in all its aspects. The words we 

use to denote the elements of play belong for the most part to aesthetics, terms with which 

we try to describe the effects of beauty: tension, poise, balance, contrast, variation, solu-

tion, resolution, etc. Play casts a spell over us; it is "enchanting", "captivating". It is invest-

ed with the noblest qualities we are capable of perceiving in things: rhythm and harmony.  

Another very important factor in the play-concept is the fact that games have rules. They 

determine what "holds" in the temporary world circumscribed by play. The rules of a game 

are absolutely binding and allow no doubt. Indeed, as soon as the rules are transgressed the 

whole play-world collapses. The game is over. The umpire's whistle breaks the spell and 

sets "real" life going again. The player who trespasses against the rules or ignores them is a 

"spoil-sport". The spoil-sport is not the same as the false player, the cheat; for the latter 

pretends to be playing the game and, on the face of it, still acknowledges the magic circle. 

A play-community generally tends to become permanent even after the game is over.  

Summing up the formal characteristics of play we might call it a free activity standing 

quite consciously outside "ordinary" life as being "not serious", but at the same time      

absorbing the player intensely and utterly. It is an activity connected with no material 

interest, and no profit can be gained by it. It proceeds within its  own proper boundaries 

of time and space according to fixed rules and in an orderly manner. It promotes the 

formation of social groupings which tend to surround themselves with secrecy and to stress 

their difference from the common world by disguise or other means.  

When speaking of play as something known to all, and when trying to analyze or define 

the idea expressed in that word, we must always bear in mind that the idea as we know it, 

is defined and perhaps limited by the word we use for it.  

Among the general characteristics of play we reckoned tension and uncertainty. There is 

always the question: "will it come off?" This condition is fulfilled even when we are play-

ing patience, doing jig-saw puzzles, acrostics, crosswords, diabolo, etc. Tension and uncer-

tainty as to the outcome increase enormously when the antithetical element becomes really 

agonistic in the play of groups.  

Playing games as a cultural approach -  

theoretical aspects 
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The 10 Minute Challenge 

 

Purpose 

It will help introduce the topic of time management in a fun, non-confrontational manner. 

 

Materials required: flip char t paper , markers, timer  or  watch, craft supplies if desired 

(colored paper and pencils, glue, sparkles, etc.) 

 

Preparation 

Write out the following list on a piece of flip chart paper. Ensure that it stays covered until 

the end of the activity explanation. 

1. Do a lap around the room (5 points) 

2. Create something for the instructor to wear, such as a hat or tie (10 points; bonus 5 points 

if the instructor actually wears it) 

3. Find out something unique about each person on the team (5 points) 

4. Sing a song together (15 points) 

5. Make a paper airplane and throw it from one end of the room to another (10 points) 

6. Get everyone in the room to sign a single piece of paper (5 points) 

7. Count the number of pets owned by your group (20 points) 

8. Assign a nickname to each member of the team (5 points) 

9. Create name cards for each team member (5 points; bonus 5 points if you use your team 

nicknames) 

10. Make a tower out of the materials owned by your group (10 points) 

11. Convince a member of another team to join you (20 points) 

12. Name your team and come up with a slogan (5 points for the name, 5 points for the slo-

gan) 

13. Re-create the sounds of the Amazon rainforest with the sounds of your voices (10 points) 

14. Make a list of what your team wants out of the workshop (15 points) 

15. Form a conga line and conga from one end of the room to another (5 points; bonus 10 

points if anyone joins you) 

You can customize this list as you wish; just make sure there is a point value (which is com-

pletely up to you) assigned to each item. 

You will also want to create a scoreboard matrix on flip chart paper that looks like this:  

  TEAM 1 TEAM 2 TEAM 3 

TASK 1       

TASK 2       

TASK 3       

TASK 4 (AND ON…)       

TOTAL       
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Ice breaking games 



 
This should stay hidden until the end of the activity. 

 

Explanation 

Divide participants into teams of five to eight. Unveil the numbered list of tasks. Explain that 

they have ten minutes to collect as many points as possible. They must be safe and they only 

have ten minutes! 

 

Activity 

Give participants ten minutes to perform their tasks, and enjoy the show! After ten minutes, 

add up their points using your pre-designed matrix and announce the winner. Keep the list of 

tasks; you may want to tape it to the wall. 

 

Debrief 

After the activity, discuss learning points. Possible discussion topics include: 

 How did teams decide what tasks they wanted to do? Most groups will analyze the time the 

task will take and/or the difficulty level, compare it with the value (possible number of 

points), and prioritize as a result. We do this when managing our time, too: we often choose 

the high-yield, low-effort tasks over the low-yield, high-effort tasks (and rightly so!).  

 Were any decisions based on task dependencies? For the name card task, for example, 

teams received bonus points if they used team nicknames. Performing these two tasks togeth-

er would triple the points received. This often happens in life, too – batching tasks increases 

your results exponentially.\ 

 What group dynamics came into play? If participants knew each other before, they may feel 

more comfortable performing a personally risky activity, like singing a song. This comes into 

play when prioritizing tasks, too; we’re more likely to stay within our comfort zone, especial-

ly if we’re working in a team. 

 What skills came into play? For example, several tasks involved creativity and artistic 

skills. Did teams find out whether any members had artistic talent before deciding to do the 

task? 

 What additional information did you ask for? How did that affect your approach? Some 

groups will catch on to the fact that there is no rule that the whole group must perform every 

task, and will divide their resources and achieve more points as a result. The lesson to learn 

here is that you need all the information you can get before prioritizing tasks and making a 

plan. Some teams may have even realized this partway through the activity and adjusted their 

approach as a result. Kudos to them! 

 Did ethics come into play? Although “stealing” another team member was worth a lot of 

points, some teams are uncomfortable with the idea and avoid this task. 

12 



 

Purpose 

To get participants moving around and introduce to each other. 

 

Materials required 

- name card for each person 

- markers 

 

Preparation 

Have participants fill out their name card. Then, ask participants to stand in a circle, shoulder 

to shoulder. They should place their name card at their feet. Then they can take a step back. 

You, as the facilitator, should take the place in the center of the circle. 

 

Activity  

Explain that there is one less place than people in the group, as you are in the middle and will 

be participating. You will call out a statement that applies to you, and anyone to whom that 

statement applies must find another place in the circle.  

 

Examples: 

Friends who have cats at home 

Friends who are wearing blue 

Friends who don’t like ice cream 

The odd person out must stand in the center and make a statement. 

 

The rules: 

You cannot move immediately to your left or right, or back to your place. 

Let’s be adults: no kicking, punching, body-checking, etc. 

Play a few rounds until everyone has had a chance to move around 
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Friends Indeed  

Ice breaking games 



 

Purpose 

To help participants get to know each other 

 

Materials Required 

- paper and pens for note taking by participants 

 

Preparation: none 

 

Activity 

Tell participants they will be interviewing a fellow course participant as a way to help the 

group get to know each other. 

 

Divide the large group into pairs. 

Allow five minutes for each person to interview his or her partner.  Ask each individual to be 

prepared to share two or three facts or events to help us learn more about the partner. When 

the group reconvenes, each person introduces his or her interviewee to the rest of the group. 

(Because this icebreaker is done interview style, it helps to set the stage for several of the 

change management modules in this course.) 
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Interview  

Ice breaking games 



 

Include a short activity here that is related to the topic of the workshop.  You can use the one 

below if you like. 

1. Have the participants at each table answer the following questions: 

a. Why are they here? 

b. What is their level of experience with budgets and financial reports? 

c. What they hope to get from this class? 

d. What was their most memorable vacation or trip? 

2. Have someone be designated a scribe and have them jot down the answers to question C 

above. 

3. On a separate piece of paper, have the scribe write down the most interesting or exotic va-

cation or trip from only one table member. 

4. Have the scribe hand the note with the answers to question C to you. 

5. Have the scribe stand and introduce the table to the class. 

6. Then have the scribe share the most interesting vacation or trip from their group. 

7. Have the class guess the person that had the most interesting or exotic trip or vacation. 

8. Go around to each table until all have given you their answers to question C and shared 

their most interesting trip or vacation. 

9. Debrief by sharing all the answers to question C with the class. 

10. Thank participants for sharing. 
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Related Topic  

Ice breaking games 



 

Purpose 

To help participants get to know each other. 

To give participants some practice with communication. 

 

Materials required 

Ball or soft toy 

 

Preparation 

Have participants stand in a circle. If you have more than 20 participants, divide the group 

into two or more. 

 

Activity 

Explain that this exercise is all about getting to know each other. You as the instructor will 

start by tossing the ball to someone and asking them a question. They will answer the ques-

tion and then toss the ball to someone else, and ask a different question. (If participants are 

not familiar with each other, they may want to state their name, too.) 

After the game has been going for about a minute, challenge participants to repeat a fact 

about another participant before they ask someone else a question. 

If someone is not comfortable answering a question, they may pass. 
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On the Spot  

Ice breaking games 



 

Purpose 

To introduce participants to each other and to get them thinking creatively 

 

Materials required 

 name tag for each person 

 markers  

 index cards 

 a cardboard box large enough to hold the remaining items 

 a small skillet 

 a jump rope or short length of plain rope 

 an envelope 

 a sheet of newspaper 

 a rubber band 

 a coffee stirrer 

 a nail 

 a chenille stick (pipe cleaner) 

You can substitute the items in the box to suit your requirements. The purpose is to take eve-

ryday items and to have the participant’s think of the selected items in new ways. 

 

Preparation 

Have each participant fill out a name tag.  

 

Time required 

20 minutes 

 

Activity  

Have everyone introduce themselves by stating their names and one statement about them-

selves, such as their current positions, or what most interests them about creative problem 

solving. 
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Thinking Outside the Box  

Ice breaking games 



 

Purpose 

To help participants get to know each other. 

 

Materials required: none 

 

Preparation 

Prepare a list of categories, such as: 

 favorite colour 

 favorite seas 

 number of siblings 

 astrological sign 

 shoe size 

 favorite subject in school 
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Categories  

Ice breaking games 

Team Trinkets  

Purpose 

Conflict resolution can be a difficult topic, so it is important that participants are as comforta-

ble as possible. This activity will help participants get to know each other while doing a non-

conflict laden task.  

 

Materials required 

 paper plates 

 string 

 single hole punch 

 flip chart or banner paper 

 legal-sized paper (or blank name tents) 

 colored markers 

 craft supplies (scissors, glue, sparkles, yarn, etc.) 



 

Purpose; to help par ticipants get to know each other . 

 

Materials required: 8.5 X 11 sheet of paper , pen 

 

Preparation: none 

 

Activity 

Divide the meeting participants into groups of three or four (depending on the number of par-

ticipants). Explain to the groups that each person must write down five adjectives that de-

scribe how they view themselves emotionally. Each participant will have a chance to present 

his / her adjectives to the group.  

Bring the smaller groups together to form the larger group and ask three or four participants 

to share their adjectives. Note the similarities and differences between how the participants 

view themselves. 

This teambuilding icebreaker takes 10 – 15 minutes, depending on the number of groups. 
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Five Adjectives  

Ice breaking games 

Purpose 

To help participants get to know each other. 

 

Materials required 

Use a small lightweight ball that you can easily toss around the room, like a NERF ball. 

 

Preparation: none 

 

Activity 

Toss a ball to one of the students who then makes the first introduction and shares one inter-

esting fact about himself or herself. He or she then throws the ball to someone else. Challenge 

the group to complete the introductions without throwing the ball to the same person twice. 

Tip: You may wish to have a member of the group toss the ball to you, too. 

Ball Toss  



 

Purpose 

This activity will help the group to get to know one another, and to connect to each other by 

working on a common goal that they can refer to throughout the workshop.  

 

Materials required 

 flip chart paper for each group 

 markers for each group 

 masking tape, non-marking adhesive, or push pins (depending on the room, to hang the 

flip chart paper) 

 

Time Required: 20 minutes 

 

Activity 

Have everyone introduce themselves by stating their name, where they are working, how 

long they have been in their current role, and one thing that they love about the work they do.  

Form the group into smaller teams of four to six people. Each group must come up with the 

name, logo, and motto (if time allows) for their newly formed HR consulting company. They 

can capture the information on flip chart paper, and then hang them around the room for the 

day. As the workshop progresses, encourage them to write key words, phrases, or parking lot 

items on their sheets.  
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Getting Engaged  

Ice breaking games 

Group Résumé  

Purpose 

To help participants get acquainted and start talking to each other. 

 

Materials required: name card for  each person, markers 

 

Preparation 

Have participants fill out their name card. Divide participants into groups of four to six. 

 

Activity  

Ask participants to create a composite résumé for their group. They might include such things 

as: total years of experience, education, skills, positions held, outside interests 

Ask each group to present its résumé to the rest of the participants. 



 

Perform the following activity for an icebreaker: 

 1. Have participants form teams of 4-6 depending on the size of the class. 

 2. Have the participants group themselves in pairs. 

 3. Distribute sticky notes and pens to each participant. 

 4. Have one participant in the pair share the following when they were 16 years old: 

  a) Their favorite hobby 

  b) Their favorite movie 

  c) The greatest technology 

 5. Instruct the partner listening to write down the answers given by their partner. 

 6. Repeat steps four and five for the second partner. 

 7. Allow 5-6 minutes. 

 8. Start with a group and have a participant introduce their partner to the class and 

share their three answers. 

 9. Go around room until all have shared their partner’s name and answers. 

 10. Point out the differences in interests, movies and technology across generations. 
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When I was 16?  

Ice breaking games 

A New Leader  

Purpose 

To help participants get acquainted and start talking to each other. 

 

Materials required 

Index cards 

 

Preparation 

Write the name of a different famous person on five or six index cards.  Some examples: Ma-

donna, Tiger Woods, Lance Armstrong, Nelson Mandela, Bill Gates, Angelina Jolie. 

Divide participants into groups of four to six. Give each group one of the cards. 

 

Activity  

Tell participants that the president of their company (or the head of their department) has re-

signed and the position is now being taken over by the person on their index card. Ask each 

group to think of one characteristic of this person that will help him or her do well in this new 

role. 

After a few minutes, ask the groups to report on what they decided. 



 

Purpose 

To help participants get to know each other. 

 

Materials required 

Enough chairs for all participants minus one, arranged in a circle. 

 

Activity 

Identify the person in the group whose birthday is closest to today’s date. Identify that person 

as Spot and ask them to leave the room. Then, have the remaining participants choose a lead-

er from the circle. Explain that when Spot returns to the room, they will have three guesses to 

name the leader. The group’s job is to ensure that their leader stays a secret. Bring Spot back 

to the room and give him/her three chances to identify the leader. If they succeed, the leader 

will become the new Spot. If they fail, they will stay as Spot for another round. 

 

Tips 

This activity works best with a group of 10-20 participants. 

No one should be Spot for more than three rounds. 

 

Debriefing points 

How did you keep the leader a secret?  

How did Spot guess the leader? 

How difficult was it to be Spot?  

How difficult was it to be the leader? 

What can we take away from this exercise? 

22 

Find the Leader  

Ice breaking games 



 

This energizer introduces the topic of diversity, in this case a handy way to demonstrate how 

trainees, and their trainers, are all different. Even if participants share a couple of items on the 

list, it is unlikely that any two people would share all of the same things. 

 

Preparation 

 Time required: 5-10 minutes 

 Size of group: 10-60 

Materials required:  

Small prizes such as candy, stickers, or pens for the first people to step forward in any cate-

gory, if desired. 

 

Overview 

Ask participants to stand.  

Explain that the object of this activity is to discover things about members of the group.  

Tell participants that you will read items from a list, one at a time. Ask them to come forward 

to receive their prize if they respond affirmatively to any category. 

 

Variations 

Pass out the list to participants and ask them to fill it out individually, and then find others in 

the room who have marked the same categories. Include some categories that you know ap-

ply to more than one person. 

 

Tips 

Keep this quick, light, and fun. 

Add peculiarities to the list relating to organizational quirks or norms, or add specific ones 

that you know about people in the group.  
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Diversification  

Ice breaking games 



 

Purpose 

In order to make the most of this workshop, students should come in with a fresh mind. This 

activity will help participants clear their heads and it will give them a stress management tool 

that they can use in the future. 

 

Materials required 

 plenty of scrap paper, stacked in the middle of each table 

 pens or pencils 

 small basket, also placed in the middle of the table 

 small prizes, if desired 

 

Activity 

Explain to participants that this activity is completely confidential: no one will see the results 

of the activity. 

Ask participants to take a stack of scrap paper. On each sheet, they are to write one thing that 

is on their mind (positive or negative). Once they have written down the item, they can 

scrunch up the piece of paper and toss it in the basket. If you like, you can give participants a 

small prize for each item that they get rid of. 

Explain that since stress is individual, some people will have many items and some will only 

have a few. That’s OK! However, encourage participants to write down at least one item. 

 

Debrief 

After about five minutes, discuss the activity. 

 How did the activity feel at the beginning? (Some people find the activity embarrassing or 

silly at the beginning.) 

 How did you feel by the end? (Some participants, particularly tactile learners, find this 

activity immensely stress-relieving.) 

 How could you use this technique to manage stress in your life? (Encourage participants 

to try this activity the next time are having a hard time concentrating, or if they feel over-

whelmed.) 

 Are we ready to start learning? 
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Cleaning Up  

Ice breaking games 



 

Purpose 

To help participants get to know each other 

To identify participants’ goals for the session 

 

Materials required 

 one playing card per participant, with an equal amount of cards from each suit 

 several sets of markers 

 flip chart paper 

 

Preparation 

Pass out one playing card to each participant, face-down.  

 

Activity 

On your cue, ask participants to turn over their playing cards. They are to find others with 

their suit, but they are not allowed to talk or show their card. For example, if a person had a 

spade, they may illustrate that by pretending to dig a hole. 

Once participants are in their groups, they are to introduce themselves and come up with a list 

of five things that they would like to learn during the workshop. 

 

Debrief 

Once groups have created their list, bring participants back together. Have each group present 

their list and combine topics on the flip chart. Use this as a guide during the workshop. If 

there are any topics that will not be covered, let participants know where they can find more 

resources (such as follow-up workshops or materials from the Recommended Reading List). 
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House of Cards  

Ice breaking games 



 

Purpose: to help par ticipants get to know each other . 

 

Materials required: none 

 

Preparation: none 

 

Activity 

Divide the meeting participants into groups of four or five people by having them number off.  

Tell the groups that their assignment is to each identify and share their favorite dessert. (If 

you prefer to stay more work focused on business, ask participants to identify their favorite 

work activity, favorite spot to sit in the company, or favorite work goal.) 

Next, ask group member to share why the selected item is their personal favorite. 

Debrief the activity in the large group by asking each individual to share their favorite, but 

not the "why" with the larger group. This moves quickly. 

Lastly, ask participants to share with the larger group what they learned about their fellow 

group members during the small group discussion.  

This teambuilding ice breaker takes 10 – 15 minutes, depending on the number of groups. 
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What’s Your Favorite?  

Ice breaking games 

Purpose: to help par ticipants get to know each other . 

 

Materials required: none 

 

Preparation: none 

 

Activity 

Divide the meeting participants into groups of three or four (depending on the number of par-

ticipants). Explain to the groups that each person must write down three statements about 

their previous job searches and/or job search skills. Two of these statements must be fact and 

one fiction. Each participant will have a chance to present his / her statements to the group. It 

is up to the group to pick which of the three statements is not true. 

Bring the smaller groups together to form the larger group and ask three or four participants 

to share their statements and have the class select the statement that is false. 

Fact or Fiction  



 

Goal:  To get par ticipants to reveal something about themselves – to the group, and possi-

bly to themselves as well. 

 

Materials required: Some squares of card with questions written on them (moral, mate-

rial and personal – these should be thought-provoking but not excessively controversial), 

name cards for each participant. 

 

Preparation: Get par ticipants to sit in a semi-circle and place the stack of cards on a table 

at the front.  

 

Activity: Explain to par ticipants that the cards each contain a question that requires 

some thought to answer. Ask the first participant to come up and take a square of card and 

then stand at the front of the class. The participant should introduce themselves by name (and 

any other information they consider relevant, and then read out the question. They should 

then answer the question to the best of their ability, explaining their reasoning. If time and 

numbers allow, there can be follow-up questions from the floor. Repeat this process until eve-

ryone has had a turn – or two if the numbers allow.  
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The Big Question  

Ice breaking games 



 

Purpose 

To get participants moving around and introduced to each other. 

 

Materials required 

 name card for each person 

 Markers 

 paper and pencils/pens 

 

Preparation 

Have participants fill out their name card.  

 

Activity  

Ask participants to form pairs. Explain that you are going to ask participants to guess their 

partners’ favorite things.  As you call out items, participants will write their guesses on paper. 

For example, you might say: What would you guess is your partner’s favorite 

 TV show 

 vacation destination 

 food 

 sport 

 hobby 

Give participants a few seconds or so to write each response. When you have gone through 

your list, ask participants to share their guesses with their partners. 

After participants have had a couple of minutes to share their guesses, you might ask: 

 What did you base your guesses on? 

 Did anyone guess everything wrong? Did anyone guess everything right? 

Wrap up by making the point that in any personal interaction first impressions are often mis-

leading. When we start a negotiation, the guesses we make about another person can lead to 

false assumptions about what the person wants. 
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First Impressions  

Ice breaking games 



 

Purpose 

To get participants to examine themselves and to meet each other. 

 

Materials required 

 2 name cards for each person 

 1 3x5 index card for each person 

 markers 

 

Activity  

Have participants write their name on one name card and put it on. Then, ask participants to 

think of the cartoon character they think is most like them. Have them write the name of the 

cartoon character on the other name card.  The cartoon character can be from any legitimate 

source such as a comic book, animated movie, or comic strip. 

Have each participant stand up, announce their name and character, and why they chose that 

character. Once all participants have had a chance to speak, ask them to write the name of a 

real person or movie character they would like to become more like onto the index card (this 

is their Goal Card).  

Have each participant stand up and explain who they chose and why. When they sit back 

down, have them place the Goal Card someplace visible in front of them to remind them of 

their goal. 

[INSTRUCTOR’S NOTE: the self identity and role model may well change during the class, 

and that’s fine. You now have some valuable insight into who your participants are and what 

leadership skills they may already have.]  
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Cartoon Character  

Ice breaking games 



 

Option 1: 

 

Method:  

Perhaps the easiest, most obvious and often overlooked icebreaker. Ask each member of the 

training event to introduce themselves by saying: Hello – My name is… 

Then encourage the rest of the group to ask the trainee questions. To illustrate, 

 Where do you live? 

 What is your job?  

 Where did you go to school? etc. 

This exercise also encourages questioning and listening skills within the group. 

Discussion. Questions 

 1. Did anyone feel uncomfortable doing this exercise? Is so, why? 

 2. How can this exercise help us during today’s training event? 

Time: Maximum time 15 minutes 

 

Option 2: 

 

1. Have the participants at each table answer the following questions: 

 a) Why are they here? 

 b) What is their level of experience with knowledge management? 

 c) What they hope to get from this class? 

 d) What is the most interesting thing they have ever done in their lives? 

2. Have someone be designated a scribe and have them jot down the answers to question C 

above. 

3. On a separate piece of paper, have them write down the most interesting thing done from 

only one table member. 

4. Have the scribe hand the note with the answers to question C to you. 

5. Have the scribe stand and introduce the table to the class. 

6. Then have the scribe share the most interesting thing from their group. 

7. Have the class guess whom that person is, which did the most experiencing thing. 

8. Go around to each table until all have given you their answers to question C and shared 

their most interesting thing. 

9. Debrief by sharing all the answers to question C with the class. 

Thank participants for sharing.  
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Hello, My Name Is…  

Ice breaking games 



 

Purpose 

This icebreaking game  helps to the group to deepen their thoughts about a familiar topic, and 

it is a great way to introduce the topic of the team building session. Actually participants are 

impressed with the variety of words that they have chosen.  

 

Instructions: 

Form groups of 4-5 people randomly (thus avoid people who already know are put together) 

Tell the groups that their task is to think for a minute what word best describes a common 

topic related to their work. Examples: organizational culture of the company, department 

productivity, etc. 

Encourage them to share the word with the rest of the group. Emerge a conversation among 

participants of each team that can lead to a very interesting first approach. 

Gather all the groups for the sharing of suggested words. For this it is usual to ask for volun-

teers to each group: what good is it like only spokes persons and not have to "defend" the 

chosen words, even the shyest people usually have no problem to intervene at this point. 

After all participants have heard the words, a series of questions to groups on the chosen   

topic for which words are formulated proposed. In the example of organizational culture, they 

can poll about whether they believe it is effective, if they are comfortable with it, etc. 

Sharing of reflections arising from teams with all participants. 

 

Duration: 10-15 minutes (initial discussion) can then be lengthened anything you want for 

points 5 and 6. 
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In one word 



 

This dynamic is quick, easy and fun. It is very useful because it is very short and it leads to a 

good laugh when participants discover they have in common really unexpected. 

 

Instructions: 

Form groups of 4-5 people randomly (thus avoid people who already know are put together) 

Ask each group to find ten things you have in common with each of the team members on 

one condition: that have nothing to do with work or anatomy ("all have arms") or clothes ("all 

carry shoes "). 

Tell each group that a person should take notes and be prepared to read the list after they have 

finished. 

Sharing of lists of each group. In this part there are often many laughs and even some debate, 

take advantage; ) 

 

Duration: 10-15 minutes. If you see that groups are stuck at finding 10 things, nothing hap-

pens if your list is incomplete. 
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Find 10 things in common  



 

Seguro que alguna vez has oído hablar de las “citas rápidas”: los participantes van rotando y 

emparejándose en periodos cortos de no más de diez minutos para conocer al máximo 

número de personas en el menor tiempo posible. Pues bien, este es el mismo concepto aplica-

do al trabajo. 

Esta actividad de team building es especialmente apropiada cuando ninguno de los partici-

pantes de la reunión o evento que tienes que dirigir se conoce. También es muy bueno en 

grupos en los que hay personas especialmente tímidas, porque les obliga a participar pero en 

distancias cortas, evitando así el “miedo escénico”. 

Instrucciones: 

Dividir a los asistentes en dos grupos. 

Sentarlos por parejas frente a frente por periodos de 2 minutos. 

Pedir a los participantes que se presenten a la persona que tienen enfrente. Puedes proponer 

algunos temas básicos: cómo se llaman, a qué se dedican y por qué han asistido al evento. Es 

importante que tus propuestas sean simples porque evidentemente el tiempo no da para mu-

cho. Puedes escribirlos en una pizarra o entregárselos en tarjetas. 

Cada 2 minutos, tocar un timbre o dar algún tipo de señal para que roten las parejas. 

Duración: variable según el número de participantes. 
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Express Meeting  



 

Another system are questions to break the ice. It is proposing a series of questions to which 

participants will have to answer in a group. It is interesting because it stimulates spontaneous 

conversation, since there is no right or wrong answer, because what is it that share their 

views. 

 

Instructions: 

Divide participants into groups of 4-5 people randomly. 

Present the "invigorating question". Examples of these types of questions: 

• What motivates you? 

• How does your organization employees complain? 

• What concerns you most work this month? 

• What do you value most in a coworker? 

• What annoys you most in a coworker? 

• What most excites you about your job this year? 

• What word would you like to hear you say to your boss? 

Tell the groups that each participant can take five minutes to think the answer and then be put 

together within their group. Emphasize that the purpose of the question is to encourage com-

ments and discussions.  

After the first discussion, ask volunteers to share the results with all attendees. If none is 

available, you can be questioned them directly with the question: "Hey Carlos, what is it that 

bothers you on a coworker?" 

Then they can expose more questions. 

Duration: 15-30 minutes per question. 

Number of participants: Groups of 4-5 people without limit. 

Variants: The type of questions to ask. 
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Invigorating questions  



 

MILLA POPULAR: A race for ages held every year on the day of the beginning of the festiv-

ities of August. There are a total of 100 participants from 4-50 years. It repar-ten into catego-

ries and each category runs a certain meters. The shorter half-my-cock and the longest five 

miles. 
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Adult real played games 



 

SHOT A FROG: The association of seniors playing popularly shot the frog. It's the classic 

game of scoring a tab at the mouth of the frog. 
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Adult real played games 



 

 LAUNCH OF BRANCHES SHEAF: The sheaf of branches is done with sar-ments that are 

pruned vines. Involves throwing the sheaf (there are also categories for eda-des) as far as pos-

sible. 
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Adult real played games 

SHOT A BOWLING: This is similar to the current bowling game, but here the maximum 

score (IS CALLED GOOD DO), is obtained by allowing a bolus feet and the other strip-dos 



 

This is a fun activity which can be used with all groups, just select a follow-up activity that is 

appropriate for the age and level of the group but the basic procedure is the same. 

 

Procedure 

Give each participant a piece of paper and some coloured pencils. 

Tell them that you are going to play some music and you want them to draw whatever comes 

into their heads. 

As music is playing, all participants should be drawing. 

After 20 or 30 seconds, stop the music. 

They stop drawing and pass their picture to the person to the left of them in the circle. 

Play the music again and they continue with the drawing the person next to them had started. 

Stop the music again, pass pictures on and this continues until the end of the song. 

When you have finished each participant will have a picture that several people contributed 

to. Then it's up to you what to do with the pictures.  

Here are some ideas: 

 Label everything on the picture. 

 Describe the picture to the group or a partner.  

 Imagine that the picture represents the dream you had last night. Explain your dream to 

the group. (You could ask another student to analyse the dream.) 

The picture is actually a postcard. Write the postcard to a friend telling them all about the 

place where you’re o holiday. 

If there are people in the picture, use them to create a dialogue. 

Imagine the picture was a photo taken at 5pm yesterday. Describe what was happening. 

Put the pictures up around the room and create your own art gallery. 

 

Note:  

Different types of music tend to produce very different pictures. Reggae or Latin American 

music tends to get tropical island or beach scenes, dance music tends to get cityscapes and 

classical or chill out tends to get more abstract pictures. Experiment and see what your stu-

dents produce and adapt follow-up activities accordingly. 
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Chain drawings  

Ice breaking games 



 

Time: 15 min 

 

Objectives:  

To follow the indications 

To pay attention to all the others are doing 

 

Materials: small papers where a task is wr itten  

 

Indications: Each pupil gets a task, which is written on a small paper. It is explain to all the 

participants that they have to see very attentive what the other do, as they have to follow an 

action after the previous one. Each action has to follow another one already done. For a better 

understanding, the game is explained practically.   

 

Tasks: 

 

When the teacher says START, clap your hands. 

When somebody claps his hands, turn around. 

When somebody turns around, jump three times. 

When somebody jumps three times, say: „I am hungry!” 

When somebody says „I’m hungry”, change the place with your teacher. 

When somebody changes the place with your teacher, put down a book. 

When somebody puts down a book, pick it up. 

When somebody picks up a book, sit down on the ground/floor. 

When somebody sits down on the floor/ground, run away. 

When somebody runs away, call his name. 

When somebody calls a name, say: „Game’s over!” 

 

And the game can go on according to the number of the participants, the place where the 

games takes place or the participants’ interest. 
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Attention Game 

Ice breaking games 



 

Time: 15 min 

 

Objectives:  

To practice communication 

To have fun 

 

Materials: rubber  bands, mini-flashcards and a timer (or a sand clock). 

 

Preparation 

For the mini-flashcards you will need blank cut outs the size of a business card (or slightly 

bigger) and markers. As a whole group, get the players to think of... an animal, a fruit, an ob-

ject, a famous person, a colour, a place/country, etc and ask them to write down each word on 

a different card. They can draw a picture next to the word for the most difficult ones. Collect 

the cards and shuffle. 

 

Procedure 

Divide the whole group into groups of 4's or more and get each player to wear a band around 

their head. Give a bunch of cards to each group, making sure all cards are facing down. 

In turns, each player grabs a card and, without looking at it, places it on his/her forehead, so 

that the rest of the group can see it. 

Each member of the group takes turns to ask questions until he/she guesses what is on the 

card. The other members of the group should only say yes and no, or give short answers. Set 

a time limit per person (1-2 mins). The players should come up with questions like 

 Am I a person? - No 

 Am I a place/country? - No 

 Am I an animal? - Yes 

 Where would you find me? - In the forest  

 Which country? - India 

 Do I live in the water? - No  

 Am I a big or small animal? - Big  

 Do I have black stripes? - Yes  

 Am I a tiger? - Yes 
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What's on my head?  

Ice breaking games 



 

Time: 15 min 

 

Summary: Which sentence is a lie? A fun guessing game, great way for people to get to 

know one another. 

 

Goal:  

Correctly guess other people’s truths and fool other people into guessing your lie. 

 

Preparation: 

You will need to pass out a pen/pencil and paper to each person participating. 

 

How to play: 

Have everyone write two true sentences and one false sentence on their papers. The sentences 

can be in any order that they want. Make sure that all the sentences are believable, and aren’t 

obvious. (Example Statements: I have three cats at home; I am related to a celebrity; I had 

lost two teeth in a biking accident). 

Each person will need to read their sentences aloud to the group. After reading each sentence, 

everyone will need to think about which statements are truths are which sentence is a lie. 

Take a vote on which statement is a lie (“Who thinks the first sentence is a lie? Who thinks 

the second sentence is a lie?”). 

The players who chose the lie correctly will win one point. The person who wrote the sen-

tences will win two points for every person that they fool (for every person who voted the 

truth statement was a lie). 

Go around and follow steps 2 - 4 for the remaining players. Whoever gets the most points 

wins the game. 
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Two Truths and a Lie 

Ice breaking games 



 

 

Time: 15 min 

 

Summary: Great icebreaker group game- find out what people have never done before. 

 

Goal: Avoid being the last person standing. 

 

Preparation: 

- One person needs to start the game by standing in the middle of the circle 

- You will need everyone to sit in chairs arranged in a circle. 

How to play: 

The person in the middle needs to say a sentence of something they have never done before. 

For example, “I’ve never been in an airplane”, “I never been to a buffet”, “I’ve never been 

the Hawaii”, “I’ve never had a pet”. 

If the person’s statement applies to someone sitting in the circle, that person has to move 

from his or her seat and sit in a different chair. 

The person in the middle will need to try to sit down. One person will remain standing. The 

standing person starts a new round by saying a different statement. 

Note: People cannot move to seats on their immediate left or right. For example, they can sit 

two seats away, but they cannot move to the left or right of their current chairs. 
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Where the Wind Blows 

Ice-breaking games 

Win, lose or draw  

Time: 15 min to 30 min. 

 

Materials: paper , pen, and a flipchar t/whiteboard.  

 

How to play:  

Think of items that fit into certain categories. These can be generic or specific to the team. 

For example, generic categories include food items, places of interest, idioms. Team-specific 

categories include computer technologies for computer scientists, business ideas for startups, 

school and students for teachers. Split the group into 2 teams. Each team takes turns to play. 

The team that is playing will nominate an artist, who will draw a “list” of items to draw. The 

only hint to his teammates will be the category name. They then have 1-3 minutes to draw the 

items on that list, without writing nor speaking. Switch around to another team after the time 

limit. Swap artists with each round, and repeat for 4-5 rounds. Collate the final results to find 

the winning team. 



 

Time: 15 min 

 

Objectives:  

To get to know each other 

To pay attention to all the others are doing 

 

Materials: no mater ial 

 

Indications: The leader gets in front of the others, open his/her left hand and says something 

about himself/herself (for example “I have got two children”) and then, the right hand and 

says something else about himself/herself (for example “I like ice cream”). A player who has 

one of the two characteristics goes and takes that hand that suits to that characteristic and says 

another one (for example: “I have two children and I like knitting”). Then, another player 

goes to one of the two free hands of the chain formed (“like ice cream” or “likes knitting”). 

By the end, all the players are in the chain. This way, they get to know each other. 
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Domino 

Ice breaking games 

Throwing paper balls 

Time: 10 min 

 

Objectives:  

To get to know each other 

To pay attention to all the others are doing 

 

Materials: a sheet of A5 paper , a pen/pencil 

 

Indications: The leader splits the players into two groups. Each group write down some per-

sonal characteristics about himself/herself, as indicated by the leader, according to the pur-

pose of the game. Example: profession, a hobby, a physical feature - colour of eyes, or hair, 

or trousers, and a future plan. Then, each player makes the paper as a paper ball. The two 

groups are standing on two lines. One of the group throws the “ball” to the other. Each player  

picks-up a “ball”, read its content and tries to guess who is its owner. Then, the game is done 

with the other group, who throws the “ball” and is recognized accordingly. 



 

Time: 15 min 

 

Objectives:  

To practice communication 

To have fun 

 

Materials: cards containing either  images of words written on them  

 

Procedure 

First, split your group of players into different teams (two is best, but if you have a large 

group, any number could be used). 

Sit the players facing the front room 

Then take an empty chair - one for each team - and put it at the front of the room, facing the 

team members. These chairs are the 'hot seats'. 

Then get one member from each team to come up and sit in that chair, so they are facing their 

team-mates and have their back to the front room. 

As the leader, you have a list of vocabulary items that you want to use in this game, or, a 

number of cards, with different images. 

Take the first word/card and show it to the group. 

The aim of the game is for the players in the teams to describe that word, using synonyms, 

antonyms, definitions etc. to their team mate who is in the hot seat - that person can't see the 

word/card! 

The player in the hot seat listens to their team mates and tries to guess the word. 

The first hot seat player to say the word wins a point for his/her team. 

Then change the players over, with a new member of each team taking their place in their 

team's hot seat. 

Then show the next word… 

This is a very lively activity and can be adapted to different group sizes. If you have too 

many teams, perhaps some teams will have to wait to play. Or if the team sizes are large, you 

can restrict how many team members do the describing.  

Have fun!  
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Hot seat  

Team building games 



 

Time: 15 min 

 

Objectives:  

To practice communication 

To listen to what the others say  

 

Materials: no mater ial 

 

Procedure 

This activity is extremely simple. Each player adds a word to create a group story. Despite 

the simplicity it can be really challenging. 

The players should be in a circle (if this isn’t possible make it clear they know who they are 

going to follow on from) The leader can begin by saying the first word and each player adds 

the next word, without repeating what has come beforehand. 

Good starting words are “Suddenly” or “Yesterday” to force the story into the past tense. It is 

great for highlighting word collocations and practicing word order.  

The stories can develop in any number of ways. Some groups may need the leader to provide 

punctuation and decide that the sentence should end and a new one should begin. The great 

thing about this activity is that all players have to concentrate and listen carefully to their col-

leagues to be able to continue the story coherently. 

Example: 

Leader – “Yesterday” 

Player 1 – “I” 

Player 2 – “saw” 

Player 3 – “a” 

Player4 – “strange” 

Player 5 – “man” 

Player 6 – “who” 

Player 7 – “was” 

Player 8 – “wearing” 

Player 9 – “a” 

Player 10 – “yellow” 

Player 11 – “hat” 

Leader– “Full stop, new sentence” 
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One word stories  

Team building games 



 

Time: one hour  

 

Objective:  

Discover how emotions effect the success of our negotiations  

 

Materials: List of 15 people in a yacht  

 

Instructions: 

Give the team or teams a list of 15 people who are on a yacht. Tell them that the yacht 

developed a leak and is sinking fast. 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. 

The group must then come to an agreement as to which of 15 people gets to go in the 

lifeboat and be saved. 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. 

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, etc — the more emotionally 

charged the list the better. 

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. I usually allow six to ten 

minutes. 

 

The discussion afterward should be in depth and include everyone on the team. 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? 
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Lifeboat Game 

Team building games 



 

Objectives: the team with the most points wins the game.  

 

Materials: pens, paper  (3 pieces of paper  for  each person playing), a container  to hold 

the pieces of paper, timer   

 

How to play: 

Separate everyone into two equal teams (Team A and Team B). Have each person take three 

pieces of paper and write any word or familiar short phrase on each piece of paper. Have each 

person fold their pieces of paper in half and put them into the container. There are three 

rounds in Fishbowl: 1) Taboo 2) Password 3) Charades.  

Round 1: Taboo  

Team A needs to select someone to go first, while Team B needs a volunteer to watch the 

timer (set at one minute). The person from Team A will grab a piece of paper from the con-

tainer and try to have his/her teammates guess the word on the paper using only use words 

and sentences as hints, without using any motions, "sounds like...", or spelling hints. (For ex-

ample, if the word is "ribs", the person can say "baby back ___"). The person tries to have 

their team guess as many words as they can within one minute. The teams will need to re-

member the guessed words/phrases for subsequent rounds. 

If the team is unable to guess the word/phrase, the person has the option to "pass", puts the 

word/phrase back into the container and continues with a new word/phrase. The person can 

only pass once during his/her one minute. 

After one minute, Team A counts the number of successfully guessed words/phrases. Each 

guessed word/phrase counts as one point. Team B is next, and selects a volunteer from their 

team to start. A person from Team A will watch the timer, to be set at one minute. This alter-

nating process continues until all of the words from the container run out. When the words 

run out, place all the words/phrases back into the container for the second round. 

Round 2: Password 

With the same style as the 1st round, the next team will select someone to go first, with the 

other team sets the timer for one minute. However, in this round, the person can use only one 

word as a hint for their team to guess. (Example, if the word is "ribs", the person can say the 

word "bone"). The team needs to recall the words/phrases in the previous round. Once all the 

words in the container runs out, place all the words back into the container for the 3rd round. 

Round 3: Charades 

In this final round, the person needs to act and use motions as hints for their team to guess the 

word/phrase. (For example, if the word is "ribs", the person can point to their rib cage). When 

all the words run out, tally all the points. The team with the most points wins the game.  
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Fishbowl 

Team building games 



 

Time: 15 min 

 

Materials: no mater ial 

 

Summary: Squeeze your teammate's hand as quickly as possible- only if the coin comes up 

as heads! 

 

Goal: Be the first team to grab the object, if the quarter comes up as heads. 

 

Materials: 

- a quarter 

- an object for teams to grab (ball, stuffed animal, water bottle, etc.)  

 

How to play: 

Arrange everyone into two equally numbered teams. Have both teams line up in parallel 

lines. At the end of the line, place the object about five feet away (in equal distance from both 

ends of the line). You’ll be at the head of the line.  

 

Explain the rules: Everyone in line will need to hold hands and close their  eyes. Only the 

first person of both lines can open their eyes. Flip the coin in the air, catch it, and reveal the 

quarter to the first person of both teams. 

If the quarter comes up as “heads”, the first person squeezes the next person’s hand. The sec-

ond person squeezes the next person’s hand, and so forth. At the end of the line, the last per-

son runs to grab the object. The team that grabs the object first wins a point for the round. If 

the quarter comes up as “tails”, then no one squeezes anyone’s hand. If there’s an 

“accidental” hand squeeze and the quarter comes up as “tails”, the team that grabbed the ob-

ject loses a point for the round. 

For the second round, the first person goes to the back of the line and the game continues. 

The first team that reaches 10 points wins the game. 
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Electricity 

Team building games 



 

Time: 15 min 

 

Objective: build the highest newspaper  tower  as possible.  

 

Materials: at least 4 - 5 stacks of newspapers 

 

How to play: 

Split everyone into teams of five. Hand each group a stack of newspapers and a roll of mask-

ing tape. The object of the game is to build the highest newspaper tower, using only the 

newspaper and masking tape. The teams will be given a couple of minutes to strategize. 

The team with the highest tower wins the game. 

 

Variation: 

Instead of building the highest tower, ask teams to build the strongest bridge using masking 

tape and newspapers. For this, you’ll need to have about a dozen pop cans. At the end, place 

pop cans one by one on top of the bridge. The team whose bridge can hold the most pop cans 

wins the game. 
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The Build Tower Game 

Team building games 

Time: 15 min 

 

Objective:  avoid being left in the middle of the circle. 

 

Materials: chairs (one chair  per  person) 

 

How to play: 

Have everyone sit in a chair, arranged in a circle facing inwards. Select one person to be in 

the middle and remove his or her chair from the circle. The person in the middle needs to say 

something that applies to at least 2 people in the circle. For example, “Anyone who has a 

pet”, “Anyone who is wearing jeans”, “Anyone who has a brother or sister”. If the person’s 

statement applies to someone sitting in the circle, that person has to move from his or her seat 

and sit in a different chair. If the person says "Fruit Salad", then everyone needs to move to a 

different chair. The person in the middle tries to sit down. There'll be one person left without 

a chair - who will be the next person in the middle of the circle. The standing person starts a 

new round by saying a different statement. 

Note: People cannot move to seats on their  immediate left or  r ight.  

Fruit Salad 



 

Time: 15 min 

 

Summary: Your mission is to steal the bacon. But watch out or else your enemy might steal 

it instead! 

 

Goal: When your number is called, be the first person to grab the object in the middle and 

run back to your line untagged. 

 

Materials: 

- An object that can be grabbed (ball, shoe, etc.) 

 

How to play: 

Split everyone into two equal teams. Arrange the teams into two parallel lines about 15 - 20 

feet from each other, facing each other. Place the object in the middle, between the two 

teams. 

Ask everyone to remember their numbers- Go down one line and assign each person a num-

ber (in sequence, starting from one), then go down the opposing team and assign each person 

a number (in sequence, starting from one). Each person should have the same number with a 

person on the opposing team. 

The object of the game is to be the first person to grab the object if your number is called and 

bring it back to your team’s line untagged. As soon as you touch the object, the other person 

has the opportunity to tag you. If the other person tags you, then no one gets the point. 

Begin the game by calling a random number. If the person brings the object back to their side 

untouched, the person gets a point for their team. If the person grabs the object and is tagged, 

neither team gets a point. The team that reaches 15 points wins the game. 

 

Variation: 

- Along with calling random numbers, you can say “all even numbers” or “all odd numbers”. 

- If you want to have an educational twist, you can call numbers that can be divided by the 

players’ numbers (for example: if you call “12”, the numbers 1, 2, 3, 4, 6, and 12 can try 

grabbing the object) 

- You can change the rule of having a “tagger” earning a point for their team of he/she tags an 

opponent with an object, instead of neither team winning the point. 
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Steal the Bacon 

Team building games 



 

Time: 15 min 

 

Summary: Fun strategic memory game for medium to large groups. Great for teenagers to 

adults! 

 

Goal: Try to get four of your teammates on the couch! 

 

Materials: 

- Four marked chairs or a "couch" that can fit four people. Four people must sit on the couch 

at the beginning of the game. Everyone else can sit on the ground in a circle or in unmarked 

chairs, with the outer circle boundary including the four special chairs/"couch". 

- One piece of paper for every participant and pens 

- A bag to collect the pieces of paper 

 

How to play: 

Split everyone into two equal teams and ask them to sit in a circle. Add one empty seat in the 

circle. When starting, each participant needs to sit next to his/her opponent on both sides 

(alternating team members), including the four people on the "couch". Hand out the pieces of 

paper and pens (one per person). Ask everyone to write their names on their piece of paper 

and to put their pieces of paper in the bag. 

After this, pass around the bag and ask everyone to draw one piece of paper with someone 

else's name on it. Each person should read their own piece of paper without letting anyone 

else know what his or her paper says.  

Explain that the goal of the game is to get four of their 

teammates on the couch. The person on the right of empty 

chair/spot calls the name of a game participant. The person 

whose piece of paper has the called name sits in the empty 

chair. Whoever sits on the right of the new empty chair 

calls out another name. 

Start by asking the person to the right of the empty chair to 

call a name. The person with the piece of paper with the 

written name sits in the empty chair. Continue this pattern. 

The first team to have four of their members on the couch 

wins the game. 
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Four On A Couch 

Team building games 



 

Time: 15 min 

 

Summary: Great active game for kids. Try to tag as many people on the other team- or be 

tagged. 

 

Goal: Try to tag as many players of the opposing team if their "bird" is called. 

 

Preparation: 

- Determine the ending lines/end of the room for the two teams. 

 

How to play: 

Split everyone into two teams. Assign one team to be the "crows" and the other team as 

"seagulls". Have each team line up parallel with each other (facing each other), with about 

three feet between them. 

Explain the rules. In the game, you will be telling a story. If you say the word "crow" in the 

story, the crows have to run back to their ending line/end of the room. The seagulls will try to 

tag the crows before they reach the end of their line/room- If the seagulls tag a crow, the crow 

becomes part of the seagulls' team. Same goes vice versa- if you say the word "seagull" in 

your story, then the crows try to tag the seagulls before they run back to their side of the 

room. 

Start with a practice round- tell a story and somehow add the word "seagull" or "crow". 

(Example: "Yesterday, I went over to my grandma's house. She has 100 cats and 20 sea-

gulls!" or "At the zoo, I see lots of different animals. Crabs, kangeroos, cats...and especially 

crows." 

Start the game- Whoever has the most players on one side at the end of 15 minutes wins the 

game (or, if one team tags everyone of their opposing team, they win the game). 
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Seagulls and Crows 

Team building games 

Source of some of the games: http://www.greatgroupgames.com/  



 

Time: 15 min 

 

Summary:  

Over, under, over, under... try to pass the ball through the line as quickly as possible! 

 

Aim: Be the fastest team to weave the ball over and under each person. 

 

Preparation: two orange squishy sponge balls, two buckets of water  

 

How to play: 

Split everyone into two equal teams. Have both teams line up in parallel lines. Drop a sponge 

ball into a bucket of water, and hand the bucket to the first person in line. 

Everyone in line needs to be facing the front. When you say “go”, the first person of both 

lines needs to take out the sponge ball from the bucket and pass the ball over the head to the 

person behind them. The second person in line must pass the sponge ball between their legs 

to the third person behind them. The third person passes the ball over their head to the next 

person, and so forth in the same “over-under” pattern. At the very end of the line, the last per-

son has to pass it forward in the same pattern as before. The first team that passes the ball 

back to the first person wins the game. 
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Over Under Game 

Ice breaking games 

Salt and Pepper  

This activity is fun, excellent for energizing your team, and also great as a quick ice-breaker 

exercise. It is simple to set up and suitable for a wide team size of 10-40 people (ideally even 

numbered).  

Aim: Communication among the players 

 

How to play: 

Think of pairs of things such as, salt and pepper, yin and yang, shadow and light, peanut but-

ter and jelly, Mickey and Minnie mouse, male and female, and so forth. Write each item on a 

piece of paper (i.e. salt on one piece and pepper on another), and tape one paper on the back 

of each person, making sure they can’t see it. When the game starts, everyone must walk 

around asking yes or no questions in order to find out what word they have taped to their 

backs. Once they figure that out, they need to find their other pair. Learning how to ask the 

right questions is the key. (Optional: The two will then sit down and learn three to five inter-

esting facts about one another). 



 

Outdoor Education Philosophy... 

Believe in yourself! 

Always try to help a friend in need. 
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But remember... it is OK to be afraid sometimes. 

Be brave! 
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Accept the differences. 

Meet new people, even if they look different to you. 
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… even if it seems rather hopeless. 

 

Keep calm!... 
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Take an occasionally risk. 

Don’t waste food! 
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Relax… even in a stressful day... 

Always be up for  

surprises! 
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AND...it's important, no matter what... 

… to work together as a team, 
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Express your creativity! 

Share with a friend! 
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Remember 

the saying, 

Good things 

happen to 

good people! 

There is always 

someone who 

loves you more 

than you know. 
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Exercise a little each day! 

Hold on to good friends; they 

are few and far between! 
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