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5 Finger Facts 

Submitted by Northern Illinois University 
  
This is a simple ice-breaker that only requires the five fingers of your hand. 
For the thumb, participants will tell about a trip they have gone on or one they would like to go on. 
For the pointer finger, participants will tell about a direction they are taking or would like to take in 
their life (professional, personal, etc.) 
For the middle finger, participants will tell about something they really do not like. 
For the ring finger, participants will tell about something they really love. 
For the pinky finger, participants will tell about a small fact about themselves. 

 

Agenda Wall 

Submitted by Lake Forest College 
http://www.businessballs.com/teambuildinggames.htm 
 
This exercise illustrates the importance of having a clear collective aim for any group, and how 
poorly a team or organization functions when individuals (or teams within the whole) have different 
aims within it. The parameters of the exercise can easily be changed according to group numbers. 
For large groups create pairs or threes to work together.  
Issue the group a box of toy building blocks, such as Lego, with various different bricks (color, 
length, features, etc). The group task is to build a wall of certain dimensions (you as the facilitator 
state height and width according to time and group numbers). Issue each group member (or pair or 
threesome) a 'hidden agenda', which must be kept secret.  The hidden agendas can be anything that 
conflicts with other hidden agendas, which will create conflict while the main task of building the 
wall is under way. Check that each hidden agenda is possible, albeit at the expense of other agendas. 
Here are some examples of hidden agendas to issue. It's easy to think of others when you have all 
the bricks in front of you.  

 Ensure there are three red bricks on each row 

 Ensure no red brick touches a yellow one 

 Ensure a blue brick touches a yellow brick on each row 

 Ensure every row contains two yellow bricks 

 Ensure there is a vertical line of touching white bricks, one block wide, & from top to 
bottom 

 Ensure no row contains more than three different colored bricks 

 Ensure one row contains only single blocks (no doubles or trebles etc) 

 Ensure every row contains at least one double-block brick 
 

Affirmative Fold-Ups  

Submitted by Northwestern University 
 
What you will need: Sheets of paper and pens 
Directions: 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 a positive 
word or sentence 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 
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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. 
 

All Aboard 

Submitted by Northwestern University 
 
What you’ll need:  16 people, 3 phone books, 20 minutes  
This is a quick warm-up activity designed to stimulate thought about what makes a team /group effective. 
Directions: Place a phone book (cement blocks work best; they are usually hard to find at work) on 
the ground. Explain that this is an exercise that will allow the team to examine how effectively they 
work together as a team. Say, "Your job is to get as many people off the ground as you choose, for 
as long as you choose." 
The Rules: "Off the ground means that no one may touch the ground. You may only use yourself 
and the telephone books. You cannot use anything else in the room to assist you. Say, "You have 10 
Minutes to complete the job." and repeat "Your job is to get as many people off the ground as you 
choose, for as long as you choose." If it is appropriate tell them you have been talking to the 
competition - name your biggest competitor and tell them they told you they could do it in seven 
minutes. Ask for questions, clarify anything then start the clock. 
Discussion: Have group/team rate their effectiveness on a 1-10 scale "What would you have had to 
do to rate your teamwork a 10"? Ask high raters what made them rate the team so high or low. 

 

All My Neighbors 

Submitted by Northwestern University 

 

Everyone begins by sitting on chairs in a circle with the facilitator standing in the middle.  Explain 
that the person in the middle needs to find some "neighbors."  To do so, they'll make a true 
statement about themselves and hope that it will be true for others.  Everyone that "identifies" with 
the statement has to then stand up and find an empty chair.  The person in the center is also looking 
for a chair, so once again someone will be without a chair, and they go to the middle and find some 
"neighbors."  The facilitator then begins with something like:  "All my neighbors wearing blue 
jeans."  At this, everyone who is wearing jeans should jump out of their seats and look for an empty 
seat.  The odd person out goes to the middle. 
 

Alphabet Search 

Submitted by Northwestern University 

 

Divide audience into small groups.  Search your person for objects that you have on you ranging 
from A-Z.  Place items in buckets.  First group or person (if done individually) to get all 26 letters 
represented wins.  Exercise can explore how diverse we are, insight into our individual selves.  If 
done as a small group lends itself well to a small team building exercise as the group works together 
through the alphabet. 
 

Back to Back 

Submitted by Northwestern University 
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Directions: Every group member must find a partner of approximately equal height and weight, if 
possible.  The partners will lock arms with their backs to one another.  With arms remaining locked 
at all times, the partners will sit down on the ground, kick their legs out straight, and try to stand 
back up.  Then groups of four will try the same thing.  Then groups of eight, sixteen, and eventually, 
the entire group together.  This is the perfect activity to begin a trust sequence.  

 

Ball Toss Game 

Submitted by Northwestern University 

 

The group forms a circle and throws a tennis ball back and forth in a random fashion.  Throw the 
ball only to someone who has not caught it yet.  Each time a participant throws the ball, she/he 
must call out the name of the participant to whom s/he is throwing the ball.  
Variation: Finish by tossing the ball back to the person who started the series of tossing.  Insist on 
the established sequence.  Time the group to complete another round of tossing in the established 
sequence. 
Variation: Add more items to toss in the established sequence. 
 

Big Booty 

Submitted by Northwestern University 
 
Goals: an energizer, promotes teamwork and is a good way to get to know others.  
Directions: the players are arranged in a circle and are given a number starting with one. One person 
is designated as “Big Booty” and does not have a number. 
Instructions: The participants start clapping in unison. The person who is “Big Booty” says “Big 
Booty” and then a number of one of the participants. The participant whose number was called by 
big booty then has to (in the rhythm of the clapping) repeat their number and then call the number 
of another participant, or can say Big Booty. If someone stumbles or do does not stay in rhythm, 
this person must move to the end of the circle and is reassigned a lower number. Every person 
above then moves up one number. The goal of the game is to move-up and become the “Big 
Booty” 
Discussion: Was it easy to stay in rhythm? Was it frustrating when people did not stay in rhythm or 
were consistently losing? 
 

Card Sort 

Submitted by Lake Forest College 
http://www.businessballs.com/teambuildinggames.htm 
 
Give 3 packs of cards mixed together to each team with no less than 3 in a team and or many as you 
like. The object is to sort the cards into packs and suits in order and display them face up on a table. 
If the cards have different designs on them make them sort these also. Time the team and then see if 
they can beat the record. This is a great activity for discussing teamwork planning, leadership roles, 
and always striving for the best. 

 

Candy Talk 

Submitted by Northwestern University 
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Pass around a bag of M&M's.  Tell the students to take as many as they want.  Once all the students 
have M&M's, tell them that for each M&M they took they have to say one thing about themselves.  
For instance, if a student took 10 M&M's, they would have to say 10 things about themselves. 
 

Chocolatta Schnitzel 

Submitted by Elmhurst College 
Originally seen facilitated by Kyle Orton, Binghamton University 
 
Materials 
Die 
Clothing items – winter hat, big goggles, gardening gloves, necklace, etc. 
Prize (bag of candy, etc.) 
Masking tape 
Newspaper 
Prep 
Wrap the prize in newspaper and cover in masking tape.  You don’t need to use the entire roll, but 
the prize should be entirely covered and not too easy to unwrap 
How to play 
Everyone sits in a circle on the floor and takes turns rolling the die 
When you get a 6, yell “Chocolatta Schnitzel!” and rush to put all the clothing on 
Once you have all the clothing on, you can start unwrapping the prize 
In the meantime, everyone continues to take turns rolling the die 
When someone else gets a 6, you have to give everything to that person to get dressed and work on 
unwrapping the prize 
The person who finally unwraps the prize wins it, but usually shares 

 

Circle Of Friends 

Submitted by Northwestern University 

 

This is a great greeting and departure for a large group who will be attending a seminar for more 
than one day together and the chances of meeting everyone in the room is almost impossible.  Form 
two large circles (or simply form two lines side by side), one inside the other and have the people in 
the inside circle face the people in the outside circle.  Ask the circles to take one step in the opposite 
directions, allowing them to meet each new person as the circle continues to move very slowly.  If 
lines are formed, they simply keep the line moving very slowly, as they introduce themselves. 
 

Clay Islands 

Submitted by Lake Forest College 
http://www.businessballs.com/teambuildinggames.htm 
 
Issue each team a football-sized lump of clay (the type used for making pottery, available from craft 
and educational suppliers), and a suitable flat board or tray on which to work. Clay modeling 
implements are optional. 
The task for each group is to create an island, which the groups themselves are to imagine they 
inhabit, which they will model with the clay. Instruct the groups that for the first two parts of the 
exercise the members within each group are not allowed to speak to each other (10 minutes):  
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 Ask the groups to create the geographical features of the island (e.g. cliffs, rivers, 
inlets/harbors, mountains etc.) 

 Ask them to create shelter for themselves individually (e.g., a house, a cave, a mansion, a hut) 
After 10 minutes, allow the members to speak within their own group for 15-30 minutes about their 
island community.  Elements that need to be discussed are health care, education, commerce, 
defense, food production, transport, infrastructure, governing structure, and decision-making 
process.  
After another 15-30 minutes tell them there are other islands. They are not obliged or required to do 
anything about the other islands - it's up to each group what they do. Typically the groups will want 
to take action of some sort, whether to trade, attack, make friends - whatever. 
The review can be conducted in various ways - group presentations, individual presentations, group 
discussion, personal experiences 'felt' by people; focus on certain headings: leadership, decision-
making, communications within and outside of the island groups, good planning, bad planning, 
issues of morality and integrity, island cultures; the list obviously is very long, and the extent to 
which groups are focused on these issues before and during the exercise is flexible and up to the 
facilitator. 
As a guide, allow at least an hour for the exercise and 30 minutes for the review – obviously longer if 
it involves presentations. The facilitator should look especially for the development of relationships 
in the island communities, and how these affect the relationships between the islands. Leaders and 
styles emerge, which can all be discussed in the review. 
 

Communication Corridor 

Submitted by Lake Forest College 
http://www.businessballs.com/teambuildinggames.htm 
 
Here's a great one for a conference warm-up. It is great for communication, too. Have two rooms 
with a corridor separating them - the further away the better.  Separate the group into teams of 
three. Each team has a 'builder' with a set of building bricks or a construction kit in each room, and 
a runner between the rooms. In only one room do the builders have the instructions for what they 
are building. As they build, the runners have to run and explain to the other builder in the other 
room what is being built and how. Winning team is first with a correctly assembled construction in 
each room. 
 

Commonalities 

Submitted by Northwestern University 
 
What you’ll need: People! 
Instructions: Arrange students into groups of 2’s, 3’s, or whatever works best for your group size. 
The goal is for the group to come up with things they have in common.  
Examples: 
Only child 
Born in another country 
Hates Chocolate 
The group should keep track of how many things they all have in common, and report back to the 
larger group. 
Variations: 
You may change the groups around, or have the group trade out one member with the group to 
their left if they have three “misses” in a row. 
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Reflection:  Have the whole group discover what the found and what surprised them! 
 

Electric Fence 

Submitted by Lake Forest College & Northwestern University 
http://www.businessballs.com/teambuildinggames.htm 
 
For this set a rope between two poles or trees to the maximum height of 5 feet. This represents an 
electric fence. The object of the task is for a whole team to get over the fence without touching it. 
Rules: A person cannot be thrown over, or run and jump. 
They must work as a team 
If a person touches the rope they must go back and start again. 
If you are feeling mean you can send the whole team back if they touch the rope. 
Please note the rope height needs to be set to a level depending on age and height. 
Around shoulder height of the tallest team member is a good guide. 
To create tension, hang some small bells on the rope so the slightest touch rings them. 

 

Electricity 

Submitted by Northwestern University 

 

Divide the group into two equal groups.  Have each group sit in a line, holding hands, with their 
backs facing the other group.  A leader at one end flips a coin.  If it is heads, the two students at the 
end send a signal down the line by squeezing the person's hand next to him.  When the person at the 
other end gets his hand squeezed he grabs the towel that is sitting between him and the end person 
on the other team.  The team that grabs the towel first wins.  If the coin comes up tails, then 
nothing is supposed to happen.  Sometimes one of the teams will jump the gun and end up grabbing 
the towel even though it came up tails. 

 

Famous People/ Cities 

Submitted by Northwestern University 

 

As each participant arrives, tape a 3 x 5 index card on his or her back with the name of a famous 
person or city.  They must circulate in the room and ask questions that can ONLY be answered with 
a YES or NO to identify clues that will help them find out the name of the person or city on their 
index card.  [EX. Paris, Madonna, Santa Claus, John Wayne, Casablanca] 
 

Fictional Culture Game 

Submitted by Northwestern University 

 

Form two groups and send the groups to opposite sides of the room.  Copy the Fictional Culture 
laws listed here, and give one copy to each member of one of the groups.  Tell the Fictional Culture 
group members to study the laws so they can act them out with the other group.  When the 
Fictional Culture group is ready, have the two groups mingle to establish friendships.  Have the 
members of the "regular" group try to figure out the laws the Fictional Culture group members are 
using just by interacting with them. 
Here are Fictional Culture laws: 

 Never frown at someone you don't know well. 

 Constantly wink at someone if he or she is a close friend. 
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 When someone approaches you, the polite thing to do is to turn your back to him/her. 

 Loud or aggressive people are attractive, and you're drawn to them. 

 It's appropriate to shake hands only when you're angry with someone and want to start a 
fight with him/her. 

 If you want to talk with a stranger, you immediately sit cross-legged on the floor in front of 
him/her. 

 If you want to tell someone that you like him/her stick out your tongue, hold your nose, and 
hop in place. 

 Never speak English. 
 

Helium Stick 

Submitted by Northwestern University 
 
Deceptively simple but powerful exercise for learning how to work together and communicate in small to medium sized 
groups. 
What you need: a Long light Rod 
Directions: Line up in two rows which face each other. Introduce the Helium Stick - a long, thin, 
light rod. Ask participants to point their index fingers and hold their arms out.  Lay the Helium Stick 
down on their fingers.  Get the group to adjust their finger heights until the Helium Stick is 
horizontal and everyone's index fingers are touching the stick. Explain that the challenge is to lower 
the Helium Stick to the ground.  The catch: Each person's fingers must be in contact with the 
Helium Stick at all times. Pinching or grabbing the pole in not allowed - it must rest on top of 
fingers. Reiterate to the group that if anyone's finger is caught not touching the Helium Stick, the 
task will be restarted. Let the task begin.... 
Warning: Particularly in the early stages, the Helium Stick has a habit of mysteriously 'floating' up 
rather than coming down, causing much laughter. A bit of clever humoring can help - e.g., act 
surprised and ask what are they doing raising the Helium Stick instead of lowering it!  For added 
drama, jump up and pull it down! Participants may be confused initially about the paradoxical 
behavior of the Helium Stick. Some groups or individuals (most often larger size groups) after 5 to 
10 minutes of trying may be inclined to give up, believing it not to be possible or that it is too hard. 
The facilitator can offer direct suggestions or suggest the group stops the task, discusses their 
strategy, and then has another go. Less often, a group may appear to be succeeding too fast.  In 
response, be particularly vigilant about fingers not touching the pole. Also make sure participants 
lower the pole all the way onto the ground.   
Processing: What was the initial reaction of the group? How well did the group cope with this 
challenge? What skills did it take to be successful as a group? What creative solutions were suggested 
and how were they received? What would an outside observer have seen as the strengths and 
weaknesses of the group? What did each group member learn about him/her self as an individual? 
What other situations (e.g., at school, home or work) are like the Helium Stick? 
 

How do we differ? 

Submitted by Northwestern University 
 
What you’ll need: Copies of questions if played in smaller groups; nothing if played in large group 
Instructions: Read Categories/Questions aloud.  If a student fits into this category they should raise 
their hand or standup, they then receive one point.  Each category has bonus points as well.  Every 
student should keep track of their points.   
Example: 
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Categories (1 point each) 
Bonus Questions 
For wearing a shoe above size 12 or below size 5 
5pt bonus- wearing flip flops 
For each country you have visited for at least 24 hours 
5pt bonus- living there permanently for at least 6 months 
For anyone wearing colorful underwear (no proof required) 
10pts-comando 
Variations: 
Create your own questions that are appropriate; perhaps something related to Northwestern or the 
local area.  You may also change points, maybe you earn negative points by raising your hand, or the 
person with the least points wins.  You may also do this in groups, and add their points together. 
Reflection: 
Ask the group what they liked more; talking, sharing, listening, or winning.   

 

Honey, I Love You 

Submitted by Northwestern University 

 

In this game everyone is sitting in a circle.  As the facilitator you will normally go first.  The object is 
to identify someone in the circle, go up to them, and say, "Honey, I love you, but I just can't make 
you laugh" with the express purpose of making them laugh.  The person you are saying this to has to 
look at you and work at keeping a straight face.  If after three tries at getting them to laugh you 
haven't succeeded, pick another target.  If they laugh or even smile they move into the middle of the 
circle and select a target.  You can do just about anything to get someone to laugh except touch 
them.  Funny faces, strange voices, props, etc. are all fair game.  Once a person has been made to 
laugh, they can no longer be a target.  The game goes on until the last person either breaks down 
and laughs or withstands the final three attempts at getting them to laugh. 
 

Human Scavenger Hunt 

Submitted by Northwestern University 
 
What you will need: A piece of paper with a series of questions on it (in a bingo format - in squares).  
Directions: Participants are required to find another participant who can answer “yes” to a question.  
They must have that person sign their name within the square.  The object is to meet as many 
people as you can, and fill a “BINGO!”  (A complete line either horizontally, vertically, or 
diagonally) You can only use each participant once.  Note: The center circle should be a freebie.  
Here are some samples:  
*Knows their zodiac sign  
*From a northern state  
*Knows when Martin Luther King’s birthday is  
*Member of a sorority or fraternity  
 

Human Tic-Tac-Toe 

Submitted by Northwestern University 

 

The ancient game of tic-tac-toe can take on new excitement in your group by making it life-size.  Set 
up nine chairs in three rows--just like the sections on a tic-tac-toe diagram.  Then divide your group 
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into two teams.  Each team takes its turn by sending one person to sit in a selected chair.  The first 
team to get three-in-a-row wins.  Since you're not using Xs and Os, everybody really has to 
concentrate on who is on which team.  To make it a bit more exciting, establish a time limit that 
each team member has to select a seat.  Give each person, say five seconds after the last person sat 
down to reach the chosen chair. 

 

Imagination Interpretation 

Submitted by Elmhurst College 
 

1. Each group member writes a common phrase, saying, or idiom on the top of a piece of 

paper without anyone else seeing. 

2. Each group member then passes their paper to person on the right.  The person receiving 

the paper will read the written phrase and then proceed to draw an interpretation of the 

phrase. Once the drawing is complete, the drawer should fold the paper so the writing is 

covered and only the drawing is visible. 

3. Again, each group member then passes their paper to the person on the right.  The person 

receiving the paper will look at the drawing and then proceed to write an interpretation of 

the drawing.  Once the person has finished writing, the writer should fold the paper so the 

drawing is covered and only the writing is visible. 

4. Repeat steps 2 and 3 until the paper has circulated through the group and returns to the 

group member who wrote the original phrase. 

5. Compare the final interpretation with the original phrase. 

Important Item 

Submitted by Northwestern University 
 
Have each person bring something to the meeting that means something special to them or that they 
would not have left home without, and then ask them to take turns sharing.  
 

In-Tray Time Management 

Submitted by Lake Forest College 
http://www.businessballs.com/teambuildinggames.htm 
 
Issue the teams (or have them bring) a typical in-tray of correspondence. Their task is to decide how 
and when to deal with each, and then to present their answers to the group. Get the group to 
observe and critique the answers. 
Things to look out for: 

 First assess all items and prioritize them (most won't do this, they'll just deal with them in 
the order they appear) 

 Treat urgent items differently from important ones (most think they're the same) 

 Only handling each item once (i.e., procrastination or deferring is a no-no) 

 Opportunities to delegate 

 Decision-making 

 Communication method and style in responding to memos, requests, complaints etc (most 
spend too long writing too much - band-written notes often suffice - email is useful - but 
recognize potential major hazards and make/agree time to deal with them properly) 
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 Avoiding making unnecessary work for oneself (most make mountains out of molehills) 

 Using the phone to deal with sensitive communications/relationships issues (most are 
frightened, so write or delay, which costs more time and problems) 

 Saying No when called for, and justifying why it's No. 
Make sure the sample in-tray material is a good mix of issues; otherwise there's no challenge and 
people won't see the need for different responses. If you can't be sure that people will bring suitable 
material provide it yourself. Best of all is to get your hands on copies of the materials in the in tray 
of someone who is forever complaining he/she has not time.  
 

Invisible Maze 

Submitted by Lake Forest College 
http://www.businessballs.com/teambuildinggames.htm 
 
Equipment Required: 

 Masking tape. 

 A bell or horn. 

 A copy of the route. 
Setup: 
Using the masking tape mark out a grid on the floor that is 6 squares wide by 8 squares long. The 
squares must be big enough for a person to stand in. 
The rules: 

 The team must find their way across the invisible maze. 

 Only one person can be on the maze at a time. 

 You can only step on an adjacent square. 

 If you step on a square that is incorrect you go back to the beginning and a different team 
member takes a turn. 

 Once someone is on the maze there can be no talking. 

 No writing down or marking the route. 

 Whenever a bad square is stepped on the horn is blown. 

 If a bad square is stepped onto more than once impose a penalty. 
This can be a timed event if more than one team. (Penalty could be added time). You could issue 
each team some monopoly money (penalty is then in payment, the team with the most money wins) 
Most teams struggle when the course makes you go backwards. 
(Other variations are to have two teams on the maze at once, either starting the same end or from 
alternate ends. This can be quite amusing. 
Or try two grids next to each other, which adds a real competitive edge and can lead to more 
mistakes being made. 

 

Jelly Bean Jam 

Submitted by Northwestern University 

 

To get an unfamiliar group to interact, here's an idea.  In each envelope, insert nine jellybeans of 
different colors.  Give an envelope of jellybeans to each person.  Tell your group that the object of 
this game is to get nine jellybeans of the same color.  Ask others for the color of the jellybean you 
want and then trade one of yours.  You may trade only one jellybean at a time.  This activity takes 
time because several people may be pursuing jellybeans of the same color.  The first person to get 
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nine same-color jellybeans is the winner.  Keep playing until everyone has jellybeans of all the same 
color. 

 

Knots 

Submitted by Northwestern University 
 
Manage, observe, and experience individual preferences toward accomplishing a task. 
To get started with an icebreaker and form a group/team. 
Directions: Have the group stand in a tight circle with shoulders touching. 
Everyone puts one hand in the center and takes one hand from someone across the circle. 
Everyone puts their second hand in the center and takes someone else’s hand across the circle 
No one should be holding the hands of anyone next to them, or both hands of anyone else. 
Explain task; "Untie the knots as far as you can." 
Emphasize rule, "The hands may not break contact, though you may rotate your grip." 
Facilitators Notes: 
Occasionally two circles are formed. Sometimes the circle will break out separately and sometimes 
they will be interlocked. If you wish to avoid this, pass a “squeezie” through the group at the very 
beginning, i.e., one person starts by squeezing the hand in their right hand. The receiver passes the 
squeeze to the next person, and so on. If the squeeze returns to the original person without touching 
everyone, there is more than one circle. Occasionally you will have an overhand knot, which cannot 
be undone without breaking a pair of hands. It’s often fruitful for a team to struggle with trying to 
undo an overhand knot. When there is only 7 or 8 participants remaining, the leader should join the 
knot to provide adequate challenge. If the group is too small it won't work. You need at least 8 
people for this activity to be effective.  

 

Label On Your Forehead 

Submitted by Northwestern University 

 

Cut strips of paper about an inch wide and 6 inches long.  Place a 3-foot-long piece of string or yarn 
on each strip, taping the string to the paper.  On the paper, write the names of various types of 
personalities such as shy, obnoxious, lonely, sad, and funny.  Then, tie the strings around each 
person's neck with the label showing on his or her forehead.  Make sure no one sees his or her own 
label.  Have your group member’s mill around and talk with each other.  Tell them they may not tell 
each other what their label is but that they must treat others according to the labels.  As your group 
members talk, have them try to guess the label on their own foreheads by watching the way people 
treat them. 
 

Line Up 

Submitted by Northwestern University 

 

The object of this exercise is to line up according to a specific without talking - in the dark.  Turn 
out the lights and quickly form a single line, moving people around until you think you have 
everyone line up according to a specific.  Then, turn on the lights and see how you did.  Some 
possible specifics are shoe size, height, or age. 
 

Magic Carpet 

Submitted by Lake Forest College 
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http://www.businessballs.com/teambuildinggames.htm 
 
Divide into teams (2,3,4 ...), have each team stand on a tarp or rug that is big enough to hold the 
whole team and still leave 1/4 to 1/3 exposed. The idea is that they have found a magic carpet and 
went flying around but found that they couldn't land because the carpet was upside down! 
Without anyone getting off, the team must flip the carpet over. The first team to do this wins! 
You can also do this as a time challenge. About the only way to do this is to get the team in one 
corner and flip the opposite corner, bow-tie style. 
 

Marooned 

Submitted by Northwestern University 
 
Goals: To emphasize the importance of team work. Also, to recognize the diversity of values among a group. 
What you need:  Pictures and/or cards indicating various office, household, and other materials (see 
below). Example: radio, pens, pencils.  
Setup: The teams are chosen at random. Set-up of the teams is not important. The team is provided 
with a folder of 20+ pictures of various items. 
Directions: Each team is told that they are going on a trip where it is very likely that they will be 
marooned on a desert island. They are given a folder of the possible items they can bring, but are 
told that they can only choose 5 as a group. The groups must agree on what 5 items they will bring 
as a group. It is assumed that each member has sufficient clothing and toiletries. They are meant to 
choose other items that are shared by the group.  
Processing: What does this activity speak to the importance of compromise? How diverse were the 
values of the group? Was it easy to select only 5 items? Did you personally sacrifice bringing an item 
you really wanted? 

 

Mingle 

Submitted by Northwestern University 

 

Everyone crowds to the center with arms at sides.  They are instructed to keep moving, but crowd 
toward the center.  They must keep their arms at their sides.  The leader blows a whistle or foghorn 
to stop all movement, and immediately yells out a number.  If the number is 4, for example, 
everyone must get into groups of four, lock arms, and sit down.  Leaders then eliminate all those not 
in groups of 4 in 10 seconds.  This process is repeated with different numbers each time, until all 
have been eliminated. 
 

Musical Showdown 

Submitted by Northwestern University 

 

Break the group into several teams and assign each team a number.  Give each team a pencil and 
paper and several minutes to write down some songs that they all know.  When the teams are ready, 
shout out the number of a team and give them five seconds to start singing a song.  At any point in 
the song, blow a whistle and shout out the number of another group.  That group must start singing 
a different song within five seconds.  To add excitement and a little confusion to the game, shout 
out the name of the team that is already singing, causing them to switch songs.  Teams can be 
disqualified for: 

1.  Singing a song that has already been sung. 
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2.  Not starting a new song within five seconds. 
3.  Having less than half the group singing the song. 

Continue until all but one team is eliminated.  Groups may add songs to their list during the 
showdown.  To limit the song options, you might choose a particular theme, such as Christmas 
songs, fun songs, or hymns. 
 

My Problem 

Submitted by Northwestern University 

 

Divide into two teams.  Each team sits in a row facing each other.  Give each person a piece of 
paper and a pencil.  Ask those on one side to write down some great predicament they imagine 
themselves in.  Those on the other side, without communicating with the first team, should write 
down a solution to some predicament.  After everyone has written down a predicament or a 
solution, the first person states in one line his or her predicament.  Then the person opposite him or 
her says the solution he or she had written down.  This continues until everyone has and a turn.  The 
results are pretty amusing. 
 

Name That Person 

Submitted by Chicago State University 
40 Icebreakers for Small Groups: insight.typepad.co.uk/40_icebreakers_for_small_groups.pdf - 
 
Divide into two teams. Give each person a blank piece of card. Ask them to write five little know 
facts about themselves on their card.  For example, I have a pet iguana, I was born in Iceland, my 
favorite food is spinach, my grandmother is called Doris and my favorite color is green.  
Collect the cards into two team piles. Draw one card from the opposing team pile.  Each tries to 
name the person in as few clues as possible.  Five points if they get it one the first clue, then 4, 3, 2, 
1, 0.  The team with the most points wins.   

 

Names & Adjectives 

Submitted by Northwestern University 

 

Ask each participant to take a few moments to think of an adjective that starts with the same first 
letter as his or her first name (e.g. "Merry Marilee").  Start by modeling it yourself.  Then move 
around the group asking each person to state their name/adjective combination.  Additionally, 
participants can be asked to share "where they work," or other pertinent information.  At various 
points during introductions, or at the end, ask for volunteers to remember each of the names, with 
adjectives, that have been volunteered thus far.  Reinforce the efforts and successes of volunteers. 

 

Oh, No 

Submitted by Northwestern University 

 

Here is a fun mixer for your next meeting or social event.  Give everyone the same number of 
tokens - marbles, poker chips, clothespins, or whatever.  Then allow the young people to mingle and 
talk to one another.  Explain that whenever someone says either the word no or know, they must 
give one of their tokens to the person with whom they are talking.  It is difficult to avoid saying 
those two words in a normal conversation, so this game produces lots of good laughs.  Give a prize 
to the one who collects the most tokens. 
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Pile-O-Junk Role Play 

Submitted by Northwestern University 

 
Form teams of three or more at one end of the room.  Have each team pick a runner.  Stand at the 
other end and call out common item s such as a broken shoelace, earring, quarter, Mickey Mouse 
watch, driver's license, gum, nail polish, or anything your group members might have with them.  
Have teams race to locate the item.  Then have each team's runner run to the other end of the room 
and put all the items in a separate pile for his or her team.  When each pile has at least eight items, 
allow 10 minutes for each team to plan a funny role play using all the items.  Have teams act out 
their role plays, using all their props. 

 

Play Dough Teambuilder 

Submitted by Elmhurst College 
Originally seen facilitated by Jenny Rickard, Binghamton University 
 
This exercise focuses on what it is like to collaborate with a team.  It shows that ideas that were once 
yours will change once you share them with a team and the team starts working on them together.  
The end product might be better than you envisioned, not as good as you envisioned, or just plain 
different than you envisioned.   
Set Up 

 Need a surface where 5-7 people can work with a space of their own. 

 Place one ball of clay at each space. 

 Place an index card with the following words below at each space, face down.  Make sure in each 
grouping of people all of the cards are different (CAR, PHONE, PERSON, AIRPLANE, 
DOG, COMPUTER, HOUSE, CLOCK). 

 Separate people into groups of 5-7. 

 Have each person stand behind their space and read directions. 
READ:  In front of you, you will find a ball of clay and a card face-down.  Do not turn over the card 
until I say go.  When I say go, look at the object on the card and begin constructing it with the play 
dough.  When I say stop, you must immediately stop what you are doing and follow my next 
instruction.  This is a silent exercise, so no talking! Go! 
Allow them to construct for about 45 seconds- 1 minute, then say stop.   
READ: Okay, now I want everyone to rotate one space to your right and begin working on the next 
object.  You may do whatever you want to it- add to it, change it, or start over completely.  
Remember- no talking! 
Continue with this until you run out of time or until you have gone through one complete rotation of people.   
READ: Now, I want everyone to look back at the objects on your table.  Think about how you 
envisioned them and how you would have made them if it was just you. 
Facilitation questions: 

 Does anyone’s object look different that you expected?  Does anyone’s object look the same? 

 Does anyone’s object look better than you anticipated?  Does anyone’s look not as good as you 
anticipated? 

 Was it hard for you to see someone else working on something that you had already started?  
Did you want to protect what you were working on from others? 

 How do you think this exercise relates to working in your staff? 
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Poetry Hodgepodge 

Submitted by Northwestern University 

 

Do you have a Shakespeare somewhere in your group? Here's a quick way to find out.  Form small 
groups.  Give each group an envelope containing a non-rhyming poem that has been cut into two-
line pieces.  Each envelope should have the same poem in it.  Ask the groups to reconstruct the 
poem as they think the author wrote it.  Then have a person from each group read the revamped 
poem.  The more variations, the better.  After each group has shared its creative labor, read the true 
version of the poem. 
 

Project Runway 

Submitted by Northern Illinois University 
  
Do you like the hit Bravo show Project Runway? If so, this energizer might be great for your team! 
You will need a stack of newspaper, and several rolls of masking tape. 
Break participants up into groups and hand each group newspaper and tape. This will serve as their 
"needle and thread" 
Give the groups about 15-20 minutes to create a unique look that they can then share with the 
group. One person from each group will serve as the model and will wear the fashion down the 
runway. Using only the tape and newspaper the groups will need to figure out ways to construct a 
wearable fashion statement.  
It is often fun to get 'celebrity' judges to help judge the looks. Have each group explain their looks to 
the big group at the end.  
 

Progressive Story 

Submitted by Northwestern University 
 
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.  
 

Question Web 

Submitted by Chicago State University 
40 Icebreakers for Small Groups: insight.typepad.co.uk/40_icebreakers_for_small_groups.pdf - 
 
You need to have a spool of string or wool for this game. Ask everyone to stand in a circle.  Hold 
on the end of the string and throw the ball/spool to another person to catch.  They then choose a 
question from 1 – 20 to answer.   A list of 20 sample questions is given below. Adapt for your 
group.  
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Holding the string they then throw it to another member of the group.  Eventually this creates a web 
as well as learning some interesting things about each other!  At the end of the game you could 
comment that we all played a part in creating this unique web and if one person was gone it would 
look different.  
In the same way it’s important that we all take part to make the group what it is, unique and special.  

1.  If you had a time machine that would work only once, what point in the future or history 
would you visit? 

2. If you could go anywhere in the world, where would you go?  
3. If your house was burning down, what three objects would you try and save? 
4. If you could talk to any one person now living, who would it be and why? 
5. If you HAD to give up one of your senses (hearing, seeing, feeling, smelling, tasting) which 

would it be and why? 
6. If you were an animal, what would you be and why? 
7. Do you have a pet? If not what sort of pet would you like? 
8. Name a gift you will never forget? 
9. Name one thing you really like about yourself? 
10. What’s your favorite thing to do in the summer?  
11. Who’s your favorite cartoon character, and why? 
12. Does your name have a special meaning and or were you named after someone special? 
13. What is the hardest thing you have ever done? 
14. If you are at a friend’s or relative’s house for dinner and you find a dead insect in your salad, 

what would you do? 
15. What was the best thing that happened to you this past weekend? 
16. If you had this week over again what would you do differently? 
17. What is the first thing that comes to mind when you think about God? 
18. What is the weirdest thing you have ever eaten? 
19. If you could ask God to change one problem in the world today, what would you like him to 

change? 
20. What book movie or video have you seen/read recently you would recommend? Why? 

 

Quick Change Artists 

Submitted by Northwestern University 

 

Pair off into partners facing each other.  Each player is to observe his or her partner's appearance.  
Then the players turn around back-to-back and make two or more changes in their dress, hair 
accessories, etc.  When they face each other again, each partner must identify the changes made by 
his or her partner.  This game can be repeated several times by changing partners and increasing the 
number of changes made. 

 

Resident Adviser Mafia 
Submitted by Elmhurst College 
Based on version originally seen facilitated at Regional Entry Level Institute co-sponsored by 
NEACUHO & MACUHO 
 
Concept: Our building’s community is at risk due to mischievous residents.  The RA works 
undercover to identify Mischievous Residents and influence the public opinion in the right direction.  
For the Community Members, the task is to stop Mischievous Residents before the Community 
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Members are eliminated. Mischievous Residents pose as Community Members to confuse and 
misdirect the outcome of the public voting. It is in each player's best interest to prove his or her 
innocence (or if you are a Mischievous Resident, to hide your guilt) by accusing and interrogating 
their fellow suspects, until all members of the opposing team are eliminated from the game. 
Set up: Players make themselves comfortable in a space such that every player can see every other 
player.  A deck of cards or another way to secretly determine which people will be the RAs, 
mischievous residents, or other community members. From the deck, take as many cards as there 
are players according to the below list:   

 6-7 players = 2 black cards + 1 Ace + other red 

 8-10 players = 3 black cards + 1 Ace + others red  

 11-13 players = 4 black cards + 1Ace + others red  

 14-16 players = 5 black cards + 1 Ace + others red  
The RA gets the Ace, the Mischievous Residents get black cards and the Community Members get 
red cards. 

 Instructions: 
1. The RD shuffles and deals the cards.  Each player gets one card from the prepared and 

shuffled deck, secretly looks at the card's color and conceals it after learning his/her identity.  
2. It is nighttime and all the residents are asleep – everyone lowers heads and closes eyes 
3. Mischievous Residents open eyes and acknowledge mischievous friends.  
4. Mischievous Residents select a Community Member to mess around with 
5. Mischievous Residents close eyes 
6. RAs open eyes and acknowledge fellow staff members 
7. RAs select a player they think is a Mischievous Resident 
8. RD acknowledges whether the RAs are correct with nodding/shaking of the head 
9. RAs close eyes 
10. Everyone opens eyes 
11. Mischievous Residents’ victim is announced 
12. Players deliberate over which suspected Mischievous Resident they wish to nominate for 

removal from housing.  Accusers should provide grounds for the suggestion.  The 
Community Members want to kick out a Mischievous Resident but all players are allowed to 
vote. Everyone (including the accused) has a right to argue.  A majority is required for the 
removal to be carried out.  If there is no majority, the game continues with the same number 
of players. 

13. The removed player flips his/her card up to reveal whether or not they were an actual 
Mischievous Resident.  Once they are no longer playing, they can keep their eyes open 
throughout the game. 

14. It is nighttime… 
This keeps going until there are no more Mischievous Residents left, in which case the community 
has won the game, or until there are no more Community Members left, in which case the 
Mischievous Residents have won the game 
Stories: 

1. Mischievous Residents messed around with the circuit breakers last night.  Everyone’s alarm 
clocks were off, and VICTIM missed her final exam this morning.  As a result, she is now on 
academic probation, and her parents have pulled him/her out of school. 

2. Mischievous Residents glued the lock on VICTIM’s room door.  Now VICTIM is trapped in 
his/her room!  The RD assumes VICTIM has left school, and has given the room to another 
resident.   
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3. Mischievous Resident has been pulling the fire alarms every night at 2am.  VICTIM becomes 
conditioned to the fire alarms and decides not to evacuate.  She is caught by the fire marshal 
and kicked out of school! 

4. Mischievous Residents spiked the mocktails at a floor program.  VICTIM got very drunk 
and had to be transported to the hospital.  VICTIM refuses to come back to the residence 
hall until the Mischievous Residents are caught! 

5. Mischievous Residents decided to create a new ghost story.  They snuck into VICTIM’s 
room, hid under the bed, and shook it violently as she tried to fall asleep.  They made 
moaning noises and whispered “I’m coming for you.”  VICTIM was so terrified she will 
now only sleep at her boyfriend’s in Stanger Hall. 

6. Mischievous Residents hacked into the Judicial Affairs system and gave a record to VICTIM.  
They assigned VICTIM sanctions that were past due.  The next morning, the RD was 
notified that VICTIM had failed to complete his sanction and now needed to be removed 
from housing. 

7. Mischievous Residents posed as OSLs.  During an advising session, Mischievous Resident 
persuaded VICTIM that her real calling was not as a heart surgeon, but as a circus clown.  
VICTIM trusts the OSLs, and has since run off to join the circus. 

 

Ring Around The Broom 

Submitted by Northwestern University 

 

Divide everyone into pairs.  Each pair takes a turn, with one partner holding a broom about 10 feet 
away from the other partner, who throws six jar rings.  The partner holding the broom must keep 
his or her foot on the straws of the broom so that the bottom never moves.  But he or she can 
move the handle as much as possible without moving the bottom to see how many of the jar rings 
thrown by his or her partner can be caught on the broomstick.  After one person throws the rings, 
the two change places.  The six rings are left on the handle, and the other person throws six more.  
The pair with the most rings on the broomstick wins.  The game can be used strictly as a fun 
activity, or you can introduce it, pointing out how difficult it would be to catch any rings at all 
without both partners working toward a common goal. 

 

Snatch 

Submitted by Northwestern University 

 

This is a good game for campus or outdoor events.  The group is divided into two teams each lined 
up behind its goal line 20-30 feet apart.  A towel tied in the middle is placed at a point halfway 
between goal lines.  Each player is given a number.  Two teams are numbered from opposite ends of 
the line.  The leader calls out a number.  The player on each team having that number runs to the 
center and tries to snatch the towel and return to his goal without being tagged by the other person.  
Each successful return gains one point for the team. 
 

Spelling Bee 

Submitted by Northwestern University 

 

Using a group of 26 people put one letter of the alphabet on everyone's back.  Then get one person 
from that group to say their name and organize the group to spell their name.  If they need to use a 
letter more than once then that person should go from one place in line to the next place. 
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Stranded 

Submitted by Lake Forest College 
http://www.businessballs.com/teambuildinggames.htm 
 
You can use this type of exercise with various scenarios for teams/groups of between 3 and 15 
people: desert island, jungle, etc. It's also great to use in group selections for recruiting staff, when 
the interviewing panel observe the efforts, abilities and attitudes of the participants. 
Here's a mountain survival scenario exercise. It is a very flexible theme provided you avoid the 
requirement to establish a definitive correct list of items - there's no definitive 'right answer'; there 
are other reasons for this too. It is best not to have a definitive list of items as recommended by 
experts - what's important is for the group to see the benefit of group discussion and collective 
expertise, experience and input, which produces a generally accepted better list of items than 
anyone's individual list. 
The risk in referring to a supposed definitive 'right answer' list is that: 

 It focuses too much attention on the outcome rather than the process, 

 It causes participants to guess what they think the facilitator thinks, as if it's a trick question, 
and 

 It can undermine the credibility of the exercise and the facilitator when inevitably someone 
in the group, or worse still, the entire group disagrees with the 'right answer', as is likely with 
any hypothetical scenario. 

Position the exercise like this: 
After your small light aircraft crashes, your group, wearing business/leisure clothing, is stranded on a 
forested mountain in appalling winter weather (snow covered, sub-freezing conditions), anything 
between 50 and 200 miles from civilization (you are not sure of your whereabouts, and radio contact 
was lost one hour before you crashed, so the search operation has no precise idea of your location 
either). The plane is about to burst into flames and you have a few moments to gather some items. 
Aside from the clothes you are wearing which does not include coats, you have no other items. It is 
possible that you may be within mobile phone signal range, but unlikely. 
Other than these facts, the session facilitator may clarify particular questions from the group(s) as to 
details of the circumstances and the environment, and these details remain constant for the duration 
of the exercise. Other details may simply not be known - it's at the facilitator's discretion.) 
Your (the group's) aim is to survive as a group until rescued. From the following list choose just ten 
items that you would take from the plane, after which it and everything inside is destroyed by fire. 
First you have five-ten minutes (flexible, this is up to the facilitator) by yourself to consider and draw 
up your own individual list of what the team should have, without consulting with other members of 
the group. Retain this list after presenting it briefly to the group. Then you have 30-45 minutes (up 
to the facilitator) as a group to discuss and agree a list on behalf of the group. Nominate a 
spokesperson and present this new list. 
With the facilitator's help, the group(s) afterwards then reviews the benefits of discussion, teamwork, 
collective expertise, group communication skills, etc., in the team approach to compiling the list, 
compared to each individual working alone to establish a list, and obviously why the team list is 
likely to be better than each of the individual lists. 
Choose ten from the following - splitting or only taking part of items is not permitted (again the list 
and number of permitted items is flexible to suit the facilitators and situation requirements. 
This is a long list and will provoke an enormous amount of debate. To run a quicker exercise, 
I reduce the list or group members will feel rushed.) 

7. Pack of 6 boxes x 50 matches. 
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8. Roll of polythene sheeting 3m x 2m 
9. 1 crate of beer (12 liters in total) 
10. 1 bottle of brandy 
11. 1 crate of bottled spring water (twelve liters in total) 
12. Small toolbox containing hammer, screwdriver set, adjustable wrench, hacksaw and large 

penknife. 
13. Box of distress signal flares. 
14. Small basic first-aid kit containing plasters, bandages, antiseptic ointment, small pair of 

scissors and pain-killer tablets. 
15. Tri-band mobile phone with infrared port and battery half-charged. 
16. Clockwork transistor radio. 
17. Gallon container full of fresh water. 
18. Box of 36 x 50gm chocolate bars. 
19. Shovel. 
20. Short hand-held axe. 
21. Hand-gun with magazine of 20 rounds. 
22. 20m of 200kg nylon rope. 
23. Box of 24 x 20gm bags of peanuts. 
24. Bag of 10 mixed daily newspapers. 
25. Box of tissues. 
26. Bag of 20 fresh apples. 
27. Electronic calculator. 
28. Laptop computer with infrared port, modem, unknown software and data, and unknown 

battery life. 
29. Inflatable 4-person life-raft. 
30. Compass. 
31. Large full Aerosol can of insect killer spray. 
32. Small half-full aerosol can of air freshener spray. 
33. Notebook and pencil. 
34. Box of size 8 women's promotional pink 'Barbie' branded fleece-lined track-suits 

(quantity is half of each team/group size). 
35. Gift hamper containing half-bottle champagne, large tin of luxury biscuits, box of 6 

mince pies, 
36. 50gm tin of caviar without a ring-pull, a 300gm tin of ham without a ring-pull, and a 

500gm 
37. Christmas pudding. 
38. Traveling games compendium containing chess, backgammon and draughts. 
39. Sewing kit. 
40. Whistle. 
41. Torch with a set of spare batteries. 
42. Box of 50 night-light 6hr candles. 
43. Bag of 6 large blankets. 

 

Talking Senses 

Submitted by Northwestern University 

 

Form groups of two or three.  Have each member choose one of the five senses--sight, touch, smell, 
taste, or hearing--and tell about a great memory that's tied to that sense.  He or she might talk about 
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the smell of a cake baking and how that reminds him or her of Grandma's house.  Or maybe the 
mountains remind him or her of a life-changing retreat.  Encourage each member to explain why 
these events are important.  After all group members have talked about one "sense memory," have 
each group report to everyone else in the room.  Have each person talk about one memory of 
someone in his or her small group. 
 

Tangle 

Submitted by Lake Forest College 
http://www.businessballs.com/teambuildinggames.htm 
 
Take a length of rope of a decent thickness; about 3m long and loosely tie 4 or 5 overhand knots 
evenly spaced and lay the rope stretched out on the floor. Then get your group to come forward and 
pick up the rope with both hands anywhere but on the knots. Once their hands are placed they must 
not move them or take them off. The task is as a team in the fastest time to untie all the knots 
without letting go of the rope. Award penalties for anyone found taking their hands off or moving 
them. A 3 meter length of rope is about right for 8-10 people. 

 

TP Surprise 

Submitted by Northwestern University 

 

The leader welcomes members at the door while holding a large roll of toilet paper, and instructs 
them to take as many sheets as they need refusing to explain the purpose.  Once the session begins, 
everyone is instructed to write one interesting thing about him or her on each sheet.  When they are 
finished, they introduce themselves by reading their TP. 
 

Toxic Waste 

Submitted by Northwestern University 
 
This is a popular, engaging small group initiative activity which always "works", providing a rich teamwork challenge 
for about 30-45 minutes.  It involves thinking, imagination, action, fantasy, risk and an attractive solution. The 
challenge is to move the toxic waste contents to the neutralization container using minimal equipment and maintaining 
a safe distance within a time limit. Moderately difficult - avoid using with groups who are still in the early stages of 
group development.  This works best towards the end of a program and/or after the group has come together and dealt 
with basic teamwork issues. Can be done indoors or outdoors; outdoors is more dramatic because water can be used as 
the "toxic waste" instead of balls. 
What You Will Need: Rope 
Directions: The challenge is for the group to work out how to transfer the toxic waste from the 
small bucket into the large bucket where it will be "neutralized", using only the equipment provided 
and within a time frame.  The waste will blow up and destroy the world after 20 minutes if it is not 
neutralized. 
Use the rope to create a circle at least 8 ft in diameter on the ground to represent the toxic waste 
radiation zone. The larger the radiation zone, the more difficult the activity. Place the small bucket in 
the center of the radiation zone and fill it with water or balls to represent the toxic waste. Place the 
neutralization bucket approximately 30 to 50 feet away. The greater the distance, the more difficult 
the activity. Put all other equipment (i.e., bungee, cords, and red herring objects (optional)) in a pile 
near the rope circle. Anyone who ventures into the radiation zone will suffer injury and possibly 
even death, and spillage will create partial death and destruction.  Therefore, the group should aim to 
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save the world and do so without injury to any group members. The rope circle represents the 
radiation zone emanating from the toxic waste in the bucket.  Emphasize that everyone must 
maintain a distance (circle radius) from the toxic waste wherever it goes, otherwise they will suffer 
severe injury, such as loss of a limb or even death. Give the group some planning time with no 
action e.g. 5 mins, then start the clock and indicate its time for action, e.g., 15 or 20 mins. 
Facilitator Notes 
Toxic Waste is not an easy exercise and most groups will benefit from some coaching along the way. 
The solution involves attaching the cords to the bungee loop, then guiding the bungee with the 
strings to sit around and grab the toxic waste bucket. Then with everyone pulling on their cord and 
with good coordination and care, the toxic waste bucket can be lifted, moved and tipped into the 
empty neutralizing bucket. If someone breaches the toxic waste zone, indicated by the circle, enforce 
an appropriate penalty e.g., loss of limbs (hand behind back) or function (e.g., blindfolds if a head 
enters the zone) that lasts for the rest of the game.  If a whole person enters the zone, they die and 
must then sit out for the rest of the activity. If the group struggles to work out what to do, freeze the 
action and help them discuss. If the group spills the waste entirely, make a big deal about 
catastrophic failure (everyone dies), invite them to discuss what went wrong and how they can do 
better, then refill the container and let them have another go. Ideas for varying the level difficulty of 
the activity: Adjust timeframe, Adjust distance between the buckets, Include obstacles between the 
buckets or Include red herring objects in available equipment 
Processing  
There are invariably plenty of key communications and decisions during the exercise that provide for 
fruitful debriefing. The exercise will tend to naturally expose processes and issues related to many 
aspects of teamwork, including cooperation, communication, trust, empowerment, risk-taking, 
support, problem-solving, decision-making, and leadership. How successful was the group? e.g. 
consider; How long did it take? Was there any spillage? Were there any injuries? How well did the 
group cope with this challenge? What was the initial reaction of the group? What skills did it take for 
the group to be successful? What would an outside observer have seen as the strengths and 
weaknesses of the group? How did the group come up with its best ideas? What did each group 
member learn about him/her self as a group member? What lessons did the group learn from this 
exercise which could be applied to future situations? 
 

Traffic Jam 

Submitted by Northwestern University 
 
What you’ll need: Pieces of paper or chalk to create boxes on the ground. 
Instructions: Have the group line up behind squares, and facing each other.  The purpose of the game 
is to have both groups switch sides. 
Illegal moves:  

1. Any Backward moves 
2. any move around someone facing the same way you are, i.e. looking at their back 
3. Any move that involves two persons moving at once 

Legal Moves: 
1. A Person may move into an empty space 
2. a person may move around a person who is facing him 

Stuck?:  The point of this exercise is that the group cannot do it without a leader.  Once a leader 
emerges, and the group discovers it can be done with a director, allow the group to finish or tell 
them to start over with one person giving direction. 
Reflection: 
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Why was this so difficult?  Why was the leader so important?  How is this true in University life? 
 

Trust Walk 

Submitted by Northwestern University 
 
What you will need: Blind folds 
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, they 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. 
 

Two Truths and a Lie 

Submitted by Northwestern University 
 
What you’ll need: People! 
Instructions: 
Each person in the group introduces themselves and mentions three things about themselves, 2 
truths and 1 lie.  Then the group has to guess what is true and what is false.  This can be very funny 
and interesting; usually you will hear great stories! 
  

Values Discussion 

Submitted by Northwestern University 
 
Have participants find two people who are wearing the same color as them.  Have them find a spot 
where they can talk together.  Instruct them they will be talking about some issues and you will give 
them new topics every few minutes.  Here are some samples:  

 Talk about the most important thing you learned this year.  

 What are the easiest and hardest emotions for you to express and why?  

 What is something that few people know about you?  

 What do you value in a friend?  

 What do you want to be doing in five years?  

 What is one goal you have for next year?  

 What is a motto you try to live by?  

 What is the greatest challenge you are facing?  

 What do you like most about yourself?  

 What do you value in a loving relationship?  
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 What do you value most in life?  

 

Worm Race 

Submitted by Northwestern University 

 

Four to eight persons per team (Girls with skirts, not eligible).  The team sits in a straight line.  Each 
person wraps their legs around the person in front of them.  Only the player in the front of the line 
may allow his feet to touch the ground.  Finish line is only ten feet away, but entire worm must cross 
the line. 
 

Would You Rather 

Submitted by Chicago State University 
40 Icebreakers for Small Groups: insight.typepad.co.uk/40_icebreakers_for_small_groups.pdf - 
 
Questions may range from silly trivia to more serious content.  On the way you might find out some 
interesting things about others. Place a line of tape down the center of the room. Ask the group to 
straddle the tape.   
When asked “Would you rather”? they have to jump to the left or right as indicated by the 
announcer.   

1.  Visit the doctor or the dentist? 
2. Eat broccoli or carrots? 
3. Watch TV or listen to music? 
4. Own a lizard or snake? 
5. Have a beach holiday or mountain holiday? 
6. Be an apple or banana? 
7. Be invisible or be able to read minds? 
8. Be hairy all over or completely bald? 
9. Be the most popular or the smartest person you know? 
10. Make headlines for saving somebody’s life or winning a Noble Prize? 
11. Go without television or fast food for the rest of your life? 
12. Have a permanent diarrhea or permanent constipation? 
13. Be handsome/beautiful and dumb or be ugly and really smart? 
14. Always be cold or always be hot? 
15. Not hear or not see? 
16. Eliminate hunger and disease or be able to bring lasting world peace? 
17. Be stranded on a deserted island alone or with someone you do not like? 
18. See the future or change the past? 
19. Be three inches taller or three inches shorter? 
20. Wrestle a lion or fight a shark?   

 

Yurt Rope  

Submitted by Northwestern University 
 
What you’ll need: A long rope, depending on group size.  110 feet is good for a group of 50, 60 feet 
for 25, etc.  Tie the rope tight at the end to make one big circle. 
Instructions: 
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Ask all of the members of the group to stand around the outside of the circle and pick up the rope.  
Tell all participants to spread their legs about shoulder length and begin leaning back, slowly bending 
their legs until everyone sits (not falls) on the grass, at the same time.  After this is completed ask the 
group to stand together.  If the complete this easily, try having them try to move the circle while 
standing and leaning back, also try piston like up down motions with a group count-off of 1-2, 1-2. 
Reflection: 
Was it more difficult than you anticipated?  Was communication important?  How does this relate to 
our community/team? 
 
 
 
 
 
 


