Participants will engage in a variety of activities to promote problem-solving, communication, cooperation, and fitness. The focus will be on instant activities that require minimal equipment. The purpose of these activities is to build a positive classroom climate and to energize or refocus your group. 

A.
Climate Building/Warm-up Activities 

I.
Large Group: Scatter formation

FREEZE FRAME

Players:

Minimum of twelve people.

Formation:
Scattered formation.

Group spreads evenly throughout open space. Ask group to wander aimlessly within the boundaries of the space, observing other people as they wander. No talking, touching, just wandering. Explain at any point any one or more people can choose to “freeze” their movement, remaining absolutely still. This will trigger everyone who observes this freeze to freeze his or her movements too. The object is for the group to see how long it takes the entire group to freeze. Hold the “group freeze” for a second or two then start wandering again.

Extension:
Change to a jog.

SECRET ADMIRER

Players:

Minimum of twenty people

Formation:
Scattered formation.

Group spreads evenly throughout open space. Ask each person to slowly mingle and attempt to “fill the empty spaces.” No talking or touching. Next, ask each person to secretly identify someone on the other side of the space. That other person doesn’t know you’ve selected them. Then, keeping that person in mind, follow as closely behind that secret person as possible. Maintain a walking pace at all times. After a few minutes resume mingling, then choose a new secret admirer.

Extensions:
Secretly identify a person close to you, and then keep as far away as possible (within boundaries) from this player.

AURA 

Players:

Minimum of ten people

Formation:
Large open space, no obstacles

Everyone in the group find an open space in large room (gym).  Then puts on blindfold.  On signal, group members must “find” as many people as possible by “touching” bumpers (have players turn three times in place after they put on blind folds). Once a player finds a person, they move as a partnership to find more.  Remember “bumpers up.”  (Rule: NO verbal communication or stomping of feet/hand clapping etc. is permitted)

ELECTRICITY

Players:

Minimum 4 per team. No maximum (well maybe) 

Formation:
Two teams (even numbers) facing each other (about 2 metres apart)

Equipment:
Bob the Sock Monkey, one toonie
Place Bob the Sock Monkey (or similar prize) in between the two teams (about 1 metre behind the last two people in line). Players hold hands of the teammates.  All players (except first player in each line) close their eyes. Teacher stands at front of two lines facing the lead players, and spins a toonie (or flips). If it lands HEADS (the Queen), the lead player must start a pulse down his/her team by squeezing teammate’s hand. Team continues pulse down the line, until it reaches last player who tries to grab Bob before the other team.   If toonie lands tails, NO pulse is sent.  If lead player mistakenly sends a pulse, team loses a point!  Rotate lead player each round (goes to end of line). 
II.
Large Group: Circle Formation 

ZIP ZAP

Players:

Minimum ten, up to thirty

Formation:
Circle, standing side-by-side.

Stand in center of circle with group facing you.  Approach someone in the circle, look then straight in the eye and “Zip!” At the same time, press your two hands together with fingers pointing to person (NOT like a gun). Person you point at must duck down. This action causes his/her neighbour to face toward the ducker. Both must make a duck bill movement (fingers pressed together and quick jab toward ducker) and side players yell, “Zap.”   If ducker and Zappers respond quickly, without delay or error, they each survive to play another round. However, if the ducker doesn’t duck quickly enough, or one of the Zappers doesn’t perform a Zap movement or yell Zap, then Zipper takes their place. And new Zipper continues.

ZIP ZAP POP

Players:

Minimum ten, up to thirty

Formation:
Circle, standing side-by-side

All players learn the following sounds and actions: ZIP (hand on forehead like a salute going away from the head – doesn’t matter which hand) ZAP (hand at stomach level like a salute going away from the stomach) POP (Hands together in praying motion pointing out).  Start by doing ZIP (whichever hand you start with is the direction you are sending the ZIP). The next person ZAPS (in same direction), the third person does POP to anybody in the circle. The player who receives the POP must immediately start with a ZIP (any direction). The ZIP, ZAP, POP sequence continues. The goal is to go as quickly as possible and cause others to make a mistake!! If mistake is made, laugh a superior laugh, and person making the mistake starts the new Zip sequence
GROUP SPEED RABBIT

Players:

Minimum of ten people.

Formation:
Form circle; side-by-side facing inward

First, establish three animal moves that must be created with three people (middle and two neighbours). Sample animals: (1) Rabbit: center person does rabbit teeth and puts both hands by mouth in “hopping action”, neighbours raise inside arms for ears; (2) Fish: center person pushes cheeks together to make fish mouth, neighbours must reach inside hand around centre’s head to form gills, wave in gill movement; (3) Elephant: center person uses both arms to do the trunk movement, neighbours make big arm movements for ears.  Have group practice animals.  Pointer in middle starts the game by pointing at an individual a calling one of the animals, trio must make animal as quickly as possible. If one of them makes an error or is too slow, they take the place of pointer.  Championship round: Pointer starts same way, if first group is successful; they immediately point at an individual and call animal. Identified group must make animal before pointing group counts to three; successful continues, unsuccessful group sits down.

SKIN THE SNAKE

Players:

Teams of 8-12

Formation:
Single file lines
Line up the students one behind the other, all facing the same direction with their legs spread apart shoulder width. Each student puts his/her right hand back through his/her legs. Their left hand goes forward to grab the right hand of the person ahead of them. The students are now ready for the challenge. They must untangle themselves without breaking their hands or lifting their legs over their clasped hands. If they break hands, have them start over again. When they complete the challenge, they should be standing in a line, holding hands.

Some solutions: One solution involves the student in the back of the line beginning a slow crawl through the tunnel of their classmates legs. The entire group will slowly crawl from the back to the front of the line without releasing hands.  Another solution involves the participation in the front of the line straddling and walking backwards over the other participants heads without releasing hands.
MACRO ROCK/PAPER/SCISSORS

Players:

Minimum 2 players. 

Formation:
Stand face to face

Make sure everyone knows the rules of Rock/Paper/Scissors (Rock=closed fist, Paper=open hand palm down, Scissors=fingers in a V, cutting motion). On the “one, two – signal” count, the partners simultaneously do one of the three signals. Rock smashes Scissors, Scissors cuts Paper, and Paper covers Rock.

Macro version: substitute these motions: Rock= crouching down with hands over head; Paper=standing with hand at side; Scissors=standing with arms over head in a V. Have partners stand back to back. Each person must take a step forward to avoid hitting the other. They count to three while jumping up and down, spinning around and going into one of the motions (on three). Same winning combinations apply.

PSYCHIC HANDSHAKE

Players:

Minimum of ten.

Formation:
Scattered.

Decide on number of groups you want (e.g. groups of 4), and then ask each group member to think of a number (1 through 4).  The goal of the task is to get in a group with all the same numbers by shaking hands with other group members.  NO TALKING or otherwise communicating.  Rule when shaking hands with someone…as soon as you have done your number of shakes you must immediately draw your hand away. Must shake simultaneously.  Game is over when everyone thinks they are in the correct group.

Extensions:
Same set-up – blindfolded.

FIVE FINGER FLING

Players:

In groups of 3 or 4

Formation:
Each group standing in small circle

Have members of each group face one another – one hand behind their backs and the other in front, fist closed. At the count of “One, Two, Three!” group members each fling out zero to five fingers.  The challenge is, without any talking, to have the combined fingers add up to a certain number, such as 13 (leader picks the number).  It’s likely to take several “flings” before they reach the exact number.  Reminder: NO talking amongst group members.

MUTE LINE-UP

Players:

Minimum of 10 people

Formation:
Scattered formation in large open space

Instructions to group – “Everybody in the group is mute (no verbal communication whatsoever).”  The task is to form a straight line according to some criteria (e.g. date of birth). Be firm, restate the problem, and continue to remind the group not to talk.  When the group is “finished” all group members must raise their arms and nod their heads.  When finished, go down the line to evaluate the sequencing.

QUICK SHUFFLE

Players:

Minimum groups of ten.

Formation:
Scattered formation in large outdoor or indoor space

In groups of 10, ask seven people from the group to stand in one line, side-by-side, in front of the rest of the group, and then ask the latter to look at the former for about ten seconds. Now, instruct those who are doing the looking to close their eyes for 15 to 20 seconds, during which time the chosen seven will totally shuffle their positions. No one leaves the line, each person simply moves to a new spot in line. When lookers open their eyes they must put the line back in correct order.  The catch: (a) the movers are NOT allowed to communication verbally in any way, and (b) each looker is allowed to make ONE move at a time.  The goal is to get the group back in order as quickly as possible.

Extensions:
Experiment with larger look-at-me lines of ten or more.

ZEN TO 30

Players:

Minimum of twenty.

Formation:
Open space (indoors or outdoors). Standing or sitting in random positions.

The goal of the task is to number off consecutively from 1 to maximum number of the people in the group (e.g. 1 to 32).  If two or more players call the same number at the same time, numbering starts over at 1. Each person must call out one number only. No group member is allowed to speak, other than to say one number. Have group members look down or close their eyes to reduce the opportunity to communication.

Players:

Minimum of ten people

Formation:
Open area, players standing in random scattered positions.

Start with all group members standing. With your stopwatch ready, instruct the group to sit down when they believe exactly 60 seconds has elapsed.  There is not talking permitted during this exercise, and each individual assumes responsibility for when they believe 60 seconds has elapsed. Task is over when all group members have predicted the time by sitting down. Purely, out of interest let the group know who was the closest. 

C.
Fitness Activities

FLING BOB OR LOIS (AKA Chuck the Chicken!)

Players:

Two teams. Ten or more per team

Formation:
Open area, players standing in random scattered positions.

Equipment:
Bob the Sock Monkey

One team is “up to bat.”  The other team is scattered in the open area (fielding team). A player on the up-to-bat team FLINGS BOB into the field. Then the up-to-bat team immediately lines up single file and the batting player runs around his/her team as many times as possible (count runs).  A player on the fielding team must retrieve BOB, and immediately the team must line up single file and pass BOB alternately over head and under legs to the end of line. When BOB reaches end of line, player YELLS, “BOB STOPS.” The batting team stops their runs and tallies score. As soon as player has yelled “BOB STOPS,” he/she immediately FLINGS BOB (then team lines up and starts counting runs!!)….and the former batting team becomes fielding!!  

