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Facilitating Fun:  A New Icebreaker and Energizer Toolbox

Cherri Prince     unleashyourmind@mindspring.com

INTRODUCTIONS

· Alliteration Circle

· Intent:  Name memory, introduces fun at the start, auditory cues

· Set up: Group gathers in a circle and the first player says their name along with an adjective that sounds like their first name and a gesture to go with it (e.g. Joking Jacquie with a belly rub)

ENERGIZERS/WARM-UPS

· Honey Walk

· Intent:  Use imagination; introduces kinesthetic/experiential creativity

· Set up:  Gather group in a circle and upon the leaders cue everyone crosses the circle as if the floor is covered with honey.  Follow it by other imaginary walks like walking over hot coals, the room is filled with feathers etc.  Let players call out there own ideas too. 

· Exaggeration Circle

· Intent:  Use imagination; energize; build on each others ideas

· Set up:  Group gathers in a circle and the first player starts with a small sound and gesture (emphasize small) and then you go around the circle with each following person slightly exaggerating the sound and gesture until it is totally huge by the time you get to the last person.  

· 3 Noses

· Intent:  Breaks down physical barriers and social norms

· Set Up:  Have the group begin to wander around the room.  When the leader calls out a command like three left elbows then as quick as you can, players should gather in groups of three with left elbows touching.  Next do four butt cheeks, two right feet etc. etc.  End with three noses and/or four belly buttons.  

· Bump a Quacks

· Intent:  Breaks down egos and good for lots of laughs

· Set up:  All the players form two circles—an outer circle and an inner circle.  The players on the outer circle should lock hands/arms and they are now a pen like on a farm.  The players on the inside are now ducks in the pen.  The object of the game is for the ducks to escape. Tell the players that at some point you will open a gate for them to escape.  Then mention the “catch”—the ducks have to close their eyes, touch their hands to their ankles, walk backwards and quack like a duck.  Repeat with the pen players becoming the ducks

GROUP CREATING

· Storytelling

· Intent:  Building on each others ideas; listening well

· Set up:  Gather the players in a circle.  Ask one of the players to volunteer a genre of books (mystery, romance etc.) and then ask another player for a title for the book you are going to create.  Have one player start telling the story and they will need to continue to tell the story until you (the leader) points to another player.  That player will need to pick up exactly where the other player left off (even if it’s mid sentence or mid word).  Continue until all but one player has contributed and then say “and the moral of the story is” and point to the final player to finish it off

· Human Machine

· Intent:  Imagination, movement; energizer

· Set up:  Gather half of the players to the front (the stage) and the other half sits and forms an audience.  Have one of the players on stage become the first part in the machine you are about to create.  The first player steps up and does a unique and repetitive motion.  The second player connects themselves to the first and does a unique repetitive motion.  And so on until all players are “machine parts”.  Ask for a volunteer from the audience to turn the sound on to the machine (and all the machine parts know to begin making the sound that goes with their part).  Ask the same volunteer to turn the machine to full blast and call “lights out”.  Repeat with the audience becoming the machine parts and the first machine becoming the audience

IN THE MOMENT

· Clap Snap Association

· Intent:  Great listening; like experiential mind mapping; can use this to work on a specific challenge

· Set up:  Gather group in a circle sitting on the floor.  Start by teaching them the clap, clap, snap, snap left, snap, snap right and repeat several times till they have the hang of it.  Then explain that we are going to free associate.  At the end of the second snap to the right the first player says the first word that comes to their mind.  Keep going around the circle in a clockwise fashion until you get to the end.  (Note:  food or sex always comes up!)  Tell the players to shout out their words loudly so all can hear over the clapping and snapping.  

THINK ON YOUR FEET

· What are you doing?

· Intent:  Disassociation game; learning to be “kind”

· Set up:  Gather players in a circle.  The first player runs to the middle of the circle and begins miming an activity (e.g. reading a newspaper) a second player soon jumps in the middle and asks the first player “what are you doing?” they are to anwer with something that is anything but what they are doing (e.g. riding a bike).  The second player has to then mime the response they were given.  Repeat until all players have gone

· Gibberish Expert

· Intent:  Deferral of judgment; having fun

· Set up:  One player volunteers to be an expert on a subject (often provided by the audience).  Further, he/she is from a foreign country (also provided by the audience).  The expert gives a short lecture or short story based on his expertise in this foreign language (really in gibberish) while a second player acts as English translator.  

ENDING ENERGIZERS

· The Blob

· Intent:  Play like kids; fun to “win” or “lose”

· Set up:  Have players begin to mill about the room.  Pick a player to be the blob.  This player has to tag people to become part of the blob.  Once you are tagged you have to stay connected to the blob until you’ve “gobbled up” all the players.  

· Energy 1-10

· Intent:  End the session on peak level 10

· Set up:  Have all the players crouch down to the floor and say we’re going to count from 1-10 with 1 being low and quiet building to 10 which is loud and tall.  

For hundreds of more icebreakers, energizers and improve games check out:

http://www.humanpingpongball.com/cat.html
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