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Workshop: “Fun and Bonding” 
 
 
Date, Time:  Thursday, 25.03.2010, 10:30 - 12:30 and 14:15 - 16:15 
 
 
Trainer: Livia Alexandru, SOS Kinderdorf Internatio nal  
 
 
Workshop content/theme 

The workshop offered a collection of icebreaking, getting-to-know-each-other and communication 
games which can be used in classrooms or among peers. They are particularly useful in the initial 
stages of group development but can also be effective in later stages to encourage the growth of trust, 
relieve group stress, reinforce team work or help in dealing with problems.  
 
Aims   

·  helping the participants to get acquainted with methods to create a comfortable atmosphere 
and to stimulate communication and cooperation within a group  

·  fostering the direct involvement of the participants and the interaction among them 
·  encouraging the interest of students and teachers to enhance the wonderful experience of 

playing in classrooms 
 
Method(s)/Approach 

The workshop started with a short introduction of the trainer, program and aims of the workshop. To 
get introduced to each other and to get closer to the topic, the participants were invited to say their 
names and to associate a word with the idea of “games”.  
Their input was followed by a succinct presentation of the main qualities and advantages of   
cooperative games: emphasizing participation; avoiding the frustration of the “losers”; building up focus 
on the game, not on winning; fostering an attitude of self-improvement; breaking down barriers, 
keeping/increasing the group cohesion.  
Then, a series of activities such as icebreakers, getting-to-know-each-other games and 
communication/problem solving activities were tried out within the group. Most of the games and 
activities are suitable for various size/age groups and different settings. After playing, each game was 
briefly reflected. 
 
Further tips, sources, resource material or links   

http://www.youthwork-practice.com 
http://wilderdom.com/games 
http://www.eventurenow.com/eventuresites/39/img/pdf_files/GamesandCheersResourceManual.pdf 
 
On these pages you find the description of the games and activities presented during the workshop.  
 
Impressions, Outcomes of the workshop 

From the beginning (valid for both sessions) the participants were willing to participate and showed 
great openness to challenge. During the workshop they were very enthusiastic about trying out new 
games and, inspite of the group heterogeneity and rather superficial acquaintance with each other, 
they transcended their barriers and communicated and cooperated wonderfully in performing the tasks. 
The students and teachers enjoyed the atmosphere and according to their feedback, they were 
inspired and had a lot of fun. 
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Games collection 

LOGOS 
Each person is given a blank name tag and has 2 minutes to draw his/her personal logo. This logo 
should reflect his/her personality, interests, a major thing or just anything he/she would like other 
people to know about him-/herself. Then the group has some time to mingle and see each other’s 
logos. When it looks like the entire group has mixed, it could be suggested to the participants to find 
persons with a similar logo to form a small group. 
 
COMPASS NAME GAME 
The participants stand in a circle. One volunteer stands in the middle of the circle and starts the game 
as the "caller”.  
The caller points at a person standing in the circle and says one of the following words: You, Me, Left, 
or Right. Based on which word the caller says, the person being pointed at must correctly name that 
person. "You" is the the person being pointed at. "Me" is the caller. "Left" or "Right" are the people on 
the person in the circle's left or right side. Once the caller points and says the word, he/she must count 
to five aloud.  
The person in the circle must say the right name before the caller reaches five. If the person in the 
circle says a wrong name or doesn't speak in time, that person becomes the new caller in the middle of 
the circle. If the person says the name correctly, the caller must move on to a new person of his/her 
choice. 
 
HOW ARE YOU? 
All the players sit on chairs, forming a circle, except for one who stands in the middle of the circle. The 
player in the middle goes to one of the people sitting in the circle and asks: “How are you?” There are 
three possible answers, each of them with a special rule:  
If the player on the chair answers “I’m doing great!”, nothing happens. 
If the answer is “I’m OK.” the two players to the left and right of the one who answered have to try to 
switch places, while the player in the middle tries to occupy one of their chairs. One of these three 
players will inevitably remain without a seat and will continue the game by asking another player in the 
circle the same question.  
If the answer is “I’m not well.” everybody has to switch places. The one remaining without a seat will 
continue the game by asking the question. 
 
FIND THE ATTRIBUTE 
All players stand in a line, except for the one who has a special task. He/she has to look attentively at 
all participants and to secretly choose an attribute (visual or not) that applies to some of the 
participants. Then, he has to go to each of the players and to say aloud if he/she has the respective 
attribute or not, using only YES/NO. The persons who are identified as possessing the attribute have to 
form another line facing the first one, so each participant can see everybody. The player who first 
guesses which was the attribute on which the selection process was based becomes the new leader. 
 
FIND YOUR PAIR 
For this game, some pairs of cards should be prepared in advance. The number of cards has to be 
equal to the number of participants. Each pair of cards will have on it the name or the image of an 
animal. To increase the game’s difficulty, you could choose some animals with similar features (e.g. fly, 
pigeon, mosquito, etc.). Each participant receives a card, without showing it to anyone. Then, the 
players start to mime the animals on their cards, but they are not allowed to produce any noise. At the 
same time, each player has to find his/her partner. The game is over, when everybody has found 
his/her partner. 
 
FIND YOUR FAMILY 
For this game coloured tickets are needed in as many colours or shapes as the number of the families 
you need to form and in as many sizes as members per family. 
The leader of the game lets each participant pick a ticket. Then, the participants are asked to swap the 
tickets as many times as possible. After 10-15 seconds, the game leader says: Find your family! 
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At this moment, everybody stops swapping the tickets and tries to find his/her family (the other 
participants with the same ticket shape or color as one’s own) as quickly as possible. Within each 
family, its members must line up one behind each other according to the size of their tickets. Then a 
new round of the game can start.  
 
HUMAN MACHINE 
The players are split in groups of 5-6 participants each. They are requested to design a human 
machine. There are only a few guidelines: 

·  The machine must be connected. 
·  It must use all members of the small group. 
·  It must make a noise. 
·  It can only use 3 feet, 2 hands that touch the floor (this may vary) 
·  It must move from point A to B. (mark the points) 
·  There are only 5 minutes to fulfil the task. 

Debrief: Where were the challenges in communicating?  Were there differences between how each 
group member communicated or understood the others? How did their preference influence this? 
 
KEEP UP THE BALLOON  
The group is divided into groups of 6-8 participants. Each group gets an inflated balloon and is asked 
to form a circle holding hands, to put the balloon in the air between each other and to keep it up in the 
air using the body part you call (e.g. knees, heads, etc.) without letting go of each other’s hands. They 
are to continue until you call out a different body part. If the groups are performing well, you can add 1-
2 additional balloons to increase the difficulty. 
 
BALLOON JUGGLE & SORTING  
Challenge participants to keep all balloons (1 per person) in the air. This gets the group moving and 
cooperating. Once they've got the hang of it, make it harder by adding more balloons or placing 
restrictions, e.g. no hands to keep balloons up.  Ask participants to keep juggling the balloons, but to 
sort them into colors (works best with large groups). 
 
SCISSORS GAME 
Organize yourself and the players on chairs in a large circle. You hold a pair of scissors. When the 
activity is about to begin, stare at the scissors as if you are studying them hard, to distract and confuse 
the participants. Then pass the scissors to the player seated in the chair next to you. As you pass the 
scissors, simply say the word crossed or uncrossed. As the players saw you intently studying the 
scissors, they will probably assume that the words crossed and uncrossed have something to do with 
the scissors. The word really refers to the position of your legs when you passed the scissors. You said 
crossed if your legs were crossed or uncrossed if your legs were uncrossed. After you passed the 
scissors, tell the participants to study the scissors and say the correct word while passing them safely 
to the next player. Give no other clues about the activity; the participants must work it out! As each 
player passes the scissors, tell him/her whether he or she got it right. See how many rounds it takes 
before each player has figured it out. If most of the players have not figured out the game by the end of 
a few rounds, you can start to make it more obvious by changing the position of your legs just before 
passing the scissors. Instruct participants not to say anything as they figure out what is going on. To 
keep players from revealing the secret of the game, you might let them tell some of their peers whether 
they are correct as the scissors are passed. 
 
SHEET OF PAPER STEP-THROUGH GAME 
For this game you will need scissors and sheets of paper, A4 size or similar. Divide the participants in 
small groups.  

Instruction: You have five minutes to figure out a way of cutting the sheet of paper so that it creates a 
ring - without any breaks or joints - large enough to fit over all people, and then to step through the ring 
(as a group). Depending on your purposes, situation and group, you can change this exercise in 
various ways, for example: 

·  Hand out the cutting diagram to all participants. This should ensure that the activity produces at 
least one successful demonstration of the task. 
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·  Do not hand out the cutting diagram, but instead demonstrate the solution, and instruct the 

participants to remember it. This tests people's concentration and retention. 
·  Change the task so that the group creates a paper ring large enough to fit over the entire group 

- allowing for only one sticky-tape joint per pair of delegates. This allows for many different 
cutting solutions, because each pair actually only has to convert its sheet into a long stripe of 
paper rather than an unbroken ring.  

A possible cutting solution: 
Fold the sheet of paper in half, and cut through both sides of the 
paper, as shown in the diagram: 
1. Cut 8-12 slits (8 are adequate - the diagram shows 12), from the 
folded edge up to about 1-2cm from the open edge, each slit being 
about 1.5-2cm apart. 
2. Cut a slit between each of the slits described above, from the 
open edge to about 1-2cm of the folded edge. 
3. Cut along the folded edge, but not the ends marked with blue 
circles. You should then be able to open the paper into a ring 
which comfortably fits over two people. Cutting more slits 
increases the size of the ring. 
 
THE CODE 
This game can be played by one group or between two or more teams competitively. The activity is 
more dynamic if played in competitive teams, with a minimum three players per team, ideally 5-10 per 
team. The game may be played just once as a quick activity or icebreaker, or in several rounds, 
optionally enabling the group/teams to review and refine their coding systems, at the discretion of the 
facilitator. This is a very flexible game concept and can be adapted in many ways to suit your situation 
and purposes. 

Instructions:  
·  Devise a secret coded (non-verbal, non-written) communication system for your team which 

makes it possible to pass a very simple piece of information - a single digit number between 0 
and 9 - throughout the whole group/team, person to person ideally, so that everyone knows the 
number. 

·  The first team to successfully convey the number to all team members is the winner. (If playing 
as a single group then the task is simply to successfully communicate the number throughout 
the group.) 

·  The number must be conveyed using non-verbal and secret signals - it cannot be spoken, 
mouthed, written, signaled by holding up a number of fingers, or 'tapped' using fingers or feet, 
etc. 

·  As soon as a player has figured out the number, he/she must privately record it on a piece of 
paper, as proof of successful communication. Alternatively, to avoid risk of accidentally 
revealing numbers, instruct people to write down the number after all teams have completed 
the round. 

·  No speaking is allowed while the game is in progress. 
·  Teams can be given between 5-10 minutes to devise and test their codes. Large teams may 

require longer. 
 
The facilitator begins each round of the game by showing the number (a single digit between 0 and 9) 
to the team leaders. The team leaders then take their seats or starting positions and await the 
facilitator's signal to start the game during which the number must be communicated to all team 
members - using the non-verbal secret code - and ideally person to person. The team leaders must 
signal to the facilitator when the group/team members have figured out the correct number. 
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