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Description automatically generated] ICEBREAKERS AND TEAMBUILDERS

[bookmark: _Int_JCRfaO8d]At the start of the year, use icebreakers to help members get to know each other. Use teambuilders throughout the year to build connections. Along the way, help everyone have fun and feel like a team! A few notes to remember:
· Adjust the instructions if you have a large club (over 15 members) or a small club (fewer than 10 members). For instance, if the activity asks for members to sit in one circle, members of a larger club can create two circles that are a manageable size for you to monitor. 
· Members will share information about themselves, so keep an eye out for anyone who may be uncomfortable with sharing. Offer them a different role. 
· If the club wants to display what members created, make it optional — so members who don’t want to post their work do not feel obligated.

ICEBREAKERS
BLINK, BLINK 
Purpose: To meet each other.
Time: 15 minutes
Supplies: No supplies needed.
Instructions: Ask members to stand and form a large circle. Invite them to secretly choose a number from one to five and remember it, but not to share it. Next, ask them to mingle and approach another person, then blink (closing both eyes) that number of times. If the person blinks back the same number of times, they have found a partner. Continue until groups are formed with all members that have chosen the same number.

BUILD A BRIDGE 
Purpose: This activity is energizing and helps club members get to know one another. 
Time: 15 minutes
Supplies: 6 large packages of straws, 6 large bags of gum drops.
Instructions: Separate club members into groups of 3 to 4. Ask club members to work together to build a sturdy bridge. Separate two desks and show the distance the bridge must span. Let participants work together to build. Conversation will develop naturally. Self-discipline is needed for this activity as some participants will eat the gum drops leaving fewer building resources for the bridge. 
Reflection: How did the group come to an agreement on the best way to build the bridge? What interesting facts did members learn about each other while trying to build the bridge? What would you do differently if trying again?

CANDY TOSS	
Purpose: For members to learn each other’s interests. 
Time: 25-30 minutes 
Supplies: 10 to 15 pieces of wrapped candy per person. 
Instructions: Seat members in a big circle. Give each member 10 to 15 pieces of wrapped candy. Tell members they cannot eat candy until the end of the game. Let them know that one person starts the game by telling everyone something unique they’ve done or experienced in life. Anyone in the circle who has not done the same thing gently tosses a piece of candy into the person’s lap. Continue this way around the circle until everyone has had a chance to share. At the end of the game, members can eat or save the candy they’ve received. 

CLUB RULES 
Purpose: This activity invites everyone to participate in establishing rules about how to treat one another when at club meetings. Club members create a safe and accepting space where all feel welcome, and they take part in identifying what they want their club meeting to look like. 
Time: 25 minutes.
Supplies: Post it notes, easel paper and markers to record discussion points.
Instructions: Separate club members into groups of 3 or 4. Provide each group with a pad of post-it notes and markers. Assign one member per group to record responses on the post it notes. Ask club members to identify ten adjectives that describe how members should behave when attending club meetings. Share examples of what these adjectives might be, such as Friendly, Accepting, Energetic, and Inclusive. Give members 5 minutes to write then ask them to place their post-it notes on the easel at the front of the room. Now work with the group to identify what needs to be added or deleted. When the final list is complete ask each club member to sign the easel. Post the Rules of Engagement in a prominent area at each club meeting. 
Reflection: Ask club members – ‘Who created these rules?” This reminds them that everyone has a role in identifying welcoming behaviors when in this meeting space. 

FLAG FUN
Purpose: For members to get to know one another.
Time: 20-30 minutes.
Supplies: Paper, markers and colored pencils. 
Instructions: Separate members into small groups. Seat each group at a table. Pass out blank paper, markers and colored pencils to each table. Ask members to create a “flag” to symbolize who they are, what they like and what is important to them. Give members 10 minutes to create their flags. Then ask them to share what their flag means with their group. After everyone has shared, ask them to sign their work and create a flag display in the room. 

My N.A.M.E. 
Purpose: To learn about each other.
Time: 15 minutes
Supplies: Paper and pen or pencil for each member.
Instructions: Ask members to take five minutes and think about interesting things about themselves that start with the letters of their name. Example: Lisa chose “Liked, Inspired, Smart, Artsy.” Have each member share their acronym and descriptions with the group. Ask members to share what they liked and what was hardest about the activity. If time allows, provide cardstock and markers so members can create a name tag with their acronym and descriptions.

PICK A SUPERPOWER 
Purpose: For members to get to know one another.
Time: 25-30 minutes 
Supplies: Paper cutout of a child, markers, and colored pencils.
Instructions: Divide members into groups of five and seat the groups at separate tables. Place enough paper cutouts, markers, and colored pencils at each table for use. Ask members to think about what superpowers they would want if they were a superhero. Ask them to decorate the front of the cutout as a superhero and list their special superpowers on the back. After everyone has created their superhero cutout, ask them to share with their group. Each group selects a speaker to share about their group’s superpowers. 

PICTURE THIS
Purpose: To give members a fun way to get to know one another as they enjoy drawing together. 
Time: 25 minutes 
Supplies: Markers or crayons and paper for each participant.
Instructions: Separate participants into groups of 3 to 4. Provide a sheet of paper and markers for each member. Ask members to think about what they would share when being introduced to a stranger. Here’s the fun part – instead of talking and sharing a verbal introduction, ask members to draw their introduction!
Let members know they have 5 minutes to draw things they want others to know about who they are and what they like. Share an example of what to draw: If you love your pet snake, draw a picture of your snake and perhaps add hearts above the snake. If you have a big family, draw smiling faces of each family member. If your favorite activity is reading, include drawings of books, if you love to travel, draw an airplane flying in the sky. Encourage members to continue drawing until their paper is full of meaningful doodles and drawings that tell their story. 
After 5 minutes ask members in the group to share their drawings with each other and find similarities and differences. Have members share the most interesting things they learned about each other.
Reflection: Ask them to discuss how it felt sharing this way. Was it easier or more difficult to share through drawing?  Conclude the activity by having members sign their drawings and display them in the front of the room. 
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SHOW AND TELL
Purpose: For members to get to know one another.
Time: 25 to 30 minutes 
Supplies: One paper shopping bag for each member.
Preparation: Before the next club meeting, give a paper grocery bag to each club member. Ask members to bring an item to the next meeting that stands for them, their culture or their passions. Tell them the item must fit in the shopping bag.
Instructions: During the meeting, explain that each member will have a few minutes to share about the item they brought with the club — what it is, why they chose it and how it’s meaningful to them.

STORY STRETCH 
Purpose: To have fun and use teamwork to create a story.
Time: 15 minutes
Supplies: No supplies needed.
Instructions: Break into groups of 5 to 8 and form circles. One person in each circle begins by telling one or two sentences of a story (and includes a descriptive motion with their part of the story). [An example: The story: “Tim picked up the huge box and placed it on the counter.” The movement: The member reaches down, and with arms opened wide pretends to grab a box and place it on an imaginary counter.] Then, one after another, each member of the group adds a sentence and a movement to the story after repeating the ones before them. The story telling continues this way until each member has an opportunity to add to the story. To wrap up, ask members what the most challenging thing was about the activity. Then, ask what tricks they used to help them remember the motions and story parts of others.

TALLEST TOWER 
Purpose: This activity is energizing and helps club members get to know one another. 
Time: 20 minutes 
Supplies: Index cards (50 per group) and enough markers for each group.  
Instructions: Separate members into groups of 3 to 4. Instruct everyone to talk to one another and find things they have in common. When members discover a commonality the group recorder writes it on an index card. Explain that the goal is to build the tallest tower using index cards. The challenge, only cards with writing can be used to build. The group that builds the tallest tower within the allotted amount of time wins.   
Reflection: What did you learn about others that surprised you? How did the group work together to identify things they have in common? How did the group identify how to build the tower?



TEAMBUILDERS
[bookmark: _Hlk199517592]BOOK OF ME 
Purpose: To learn about each other.
Time: 15 minutes
Supplies: Paper and markers.
Instructions: Allow members to sit where they are comfortable within the room. Give each person a sheet of paper and markers. Ask the members to create a book cover that shares their story, likes, dislikes, goals, dreams and anything else they would like to share. When they are ready, ask members to share with the group. 

COOPERATIVE STAND UP 
Purpose: To promote teamwork, friendliness, and a sense of fun between club members.
Time: 25 minutes 
Supplies: A large room with space for club members to move.
Instructions: Ask club members to find a partner, someone they don’t know well. Ask the pairs to spread evenly throughout the room. Now instruct them to sit on the floor, back-to-back and arms interlocked. 
Challenge 1: The pairs must stand up without using their hands. 
Challenge 2: After the pair stands, they are to find another pair and all 4 sit down in the same fashion (backs together and arms intertwined), now all four try to stand up as a group. 
Challenge 3: The four find another pair and sit in the same way, trying to stand together, this continues until two or three large groups are together and have everyone try to stand up. 
Reflection: Questions to ask the group. How did you communicate with your partner about how to stand? How was standing different when working with more pairs? What was the most challenging part of the exercise?
Note: Be aware that some students may not feel comfortable with having physical contact with other students and will not want to talk about this. Provide an option for students to watch and cheer on teammates. 

GROUP JUMP ROPE
Purpose: For members with different skill sets to learn to work toward a common goal. 
Time: 25-30 minutes. 
Supplies: One very large jump rope or several jump ropes tied together. 
Instructions: Ask for two volunteers to turn the jump rope. Challenge the group to get as many members as possible jumping at once. The group may decide to start the activity by jumping into the rope as it’s turned — or by standing in the middle and beginning to jump as the first rope turn begins. If the group struggles, give them hints of the different solutions. After everyone has jumped, challenge the group to jump as many consecutive times as possible as a group. 
Close the activity with reflection questions:
· If jumping rope is easy for you, did you feel frustrated? Why or why not? 
· If jumping rope is difficult for you, how did you feel? Were others patient? 
· Did everyone have the same skill level? 
· What are the advantages and disadvantages of having people with different skills on a team? 

MAGIC CARPET
Purpose: To learn problem solving and teamwork.
Time:15 minutes
Supplies: Small plastic tarps or tablecloths (one for each group of 6 to 8 members).
Instructions: Divide members into groups of 6 to 8 people. Give each group a magic carpet (a tablecloth or small tarp). Invite groups to stand with both feet on their carpet. Tell them this is a cooperative activity. The goal is for all teams to reach the goal – flipping over their magic carpets without members touching the floor or ground. Encourage the groups to share successes as they solve the problem. When all teams are finished, ask for volunteers to share how they think problems are solved. 

MAKING A MACHINE 
Purpose: This activity will energize club members by activating their creativity and by getting them moving. 
Time: 15 minutes. 
Supplies: A room with space for club members to move. 
Instructions: Divide club members into 2 or 3 large groups. Share that the object of the game is to create a machine out of a group of people. Machine suggestions: A computer, a snowblower, or a ceiling fan. Each person is responsible for one noise or one motion of the machine. The group has 5 minutes to create their human machine. After 5 minutes allow each group to demonstrate what their machine does. 
Reflection: Ask club members how the group decided on a machine to mimic? What was the most challenging part of figuring out what to do? What would you do differently?
 
THE HUMAN KNOT
Purpose: To build members’ trust, communication, teamwork and problem solving.
Time: 25-30 minutes. 
Preparation: Clear furniture and obstructions in the room to create spaces where small groups can move around and work actively together.
Instructions: Ask members to form small circles of six to eight people who face one another. Ask each person to reach out to take the hand of one person across the circle — and then, with their other hand, take the hand of a different person. Now the group is in a large knot. Explain that the goal is to become untangled without anyone letting go of the two hands they are holding onto. If they are successful, the group will end up in a circle with some members facing inside the circle, and others facing outside. If a group is unable to untangle, ask them to start again. 
Close the activity with reflection questions: 
· What challenges did your team face?
· What worked well for your team?
· Did one or several members lead as your team solved the challenge? 
· From this activity what would you say are the characteristics of a successful team?

PASS THE CLAY
Purpose: For members to learn how to work together as a team.
Time: 25-30 minutes 
Supplies: Playdough. A whistle. 
Instructions: Separate members into groups of 5 and seat them in a circle facing one another. Give each group 2-3 containers of Playdough. Instruct members to decide on a thing their group will create. Examples include: an animal, a clown, a plate of spaghetti with meatballs, a truck, a storefront, a lighthouse, and a baseball and bat. 
Let them know that one person will mold playdough for only 20 seconds when the advisor blows the whistle. Then another group member will take over sculpting the item. This will continue with members passing the sculpture every time the whistle blows until one group completes their sculpture. Do other rounds of sculpting with groups choosing a new item to create each round. The groups can share their finished and unfinished sculptures with the club after each round. 
Close the activity with reflection questions: 
· Would this task have been easier or harder if you were by yourself? 
· What was difficult about working with a team to complete the goal?
· What did your team do well that helped you complete the goal? 


RAINSTORM
Purpose: This activity promotes a sense of connectedness among participants. 
Time: 10 minutes 
Supplies: An open space to gather in a circle.
Instructions: Ask club members to sit in a circle. Select one individual as the leader who starts by rubbing their hands together. The person to the right does the same and so on— until everyone gathered in the circle is doing the same action and recreating the same sound.
Now the leader starts a new sound, such as finger snapping and everyone follows along, this pattern continues with additional sounds such as hand clapping, slapping thighs, foot stomping, etc. The buildup of a rainstorm. To end the storm, reverse the actions. At the end, the group one by one stop rubbing hands and sit and wait for the action to be completed by everyone.
Reflection: Ask club members how it feels to be a part of something greater than self, to work as a group creating an interesting progression of sound? What if part of the group didn’t participate? How would this impact outcomes?

ROSE AND THORN
Purpose: This activity invites club members to reflect on a club activity or community service project. 
Time: 15 minutes.
Supplies: Club members.
Instruction: At the end of a club meeting or a service project. Ask club members to sit in a circle. Select someone in the circle to be the first to share. Ask each member to share a ‘Rose’ or positive experience that happened during the activity or service project. Then ask the member to share a ‘Thorn’ or a negative aspect. Give examples to guide club members. Example: My rose is that the project was fun, my thorn is that I arrived at the event late. Everyone in the circle has a turn at sharing a rose (something positive, and one thorn (something negative).
Reflection: Share with club members that everyone has positive and negative feelings about what happens during an event or service project. These are valid feelings and it’s good to share. Sharing this way provides ideas of ways we can help one another and improve our next event or service project. 

TOILET PAPER WRAP
Purpose: For members to learn how to work together as a team.
Time: 25-30 minutes 
Supplies: 5 rolls of toilet paper
Instructions: Separate members into groups of five, with distance between groups. Give each group a roll of toilet paper. Let the groups know they have 10 minutes to decorate one member of their group using toilet paper. Be creative! The person can be decorated as anything the group decides, such as a nurse, statue, tree, firefighter, etc. When they are ready, hold a fashion show and let other groups guess the identity of the model. 
Close the activity with reflection questions: 
· How did your group come up with the fashion design? 
· Did all group members have a role in carrying out the task? If not, how did that make you feel?
· What did your team do well that helped you complete the design? 

TRUST DRIVING 
Purpose: To build trust.
Time: 15 minutes
Supplies: No supplies needed.
Instructions: Ask members to pair up with a friend and stand, in pairs along different sides of the room. Then ask them to decide which person will be the team’s “driver” and which will be the team’s “passenger.” Let them know that the driver will be in the back and keep their eyes open, and the passenger will be in front and keep their eyes closed. The goal is to cross the room and reach the other side, as they avoid all obstacles (furniture and other teams). The driver is responsible for safely navigating the passenger across the room by placing their hands on their partners’ shoulders. Ask them to start. When they reach their destination, ask them to switch roles and return to their starting point. When all teams are finished, ask how they think working as a club to do service will be like this activity.


Adapted from: Jones, Alanna (1999). Team-Building Activities for Every Group. Richmond, WA: Rec Room Company, Cain, Jim (2017). 100 Activities That Build Unity, Community & Connection. Monterey, CA: Healthy Learning.
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