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Ice breakers and brain warmers.

The purpose of these tools is to help people get acquainted with each other and to warm up their thinking. They are best used at the beginning of a meeting or the brain warmers to break up a lenghty session or get people in the mood after lunch. With introductory tools and ice breakers the idea is that people not only get to know everyones name but also gain some personal knowledge of other group members. This builds up a level of trust that is necessary for working together efficiently. These types of exercises work best when they are simple and are not too personal.
Personal introductions: Each person gives their name, where they are from and one other fact about themselves. This third fact could be freely chosen by each individual or the facilitator could suggest a theme (eg. What kind of food they like, why they are at the meeting, something good that happened in the last week).

Pair introductions:  Ask people to pair up with people they don't know or know less well. One person interviews the other for 3 minutes, then roles are swapped. Questions can include the reasons why the person is there and what they are hoping to learn/achieve during the meeting/workshop/training. When both people have had a turn to talk the whole group re-forms. Then pairs introduce each other, giving as much detail as they can remember. The facilitator could also suggest specific themes to be included in the interview.

Excitement sharing: People share something good or exciting that has happened to them recently/since the last meeting. Examples are: 'I've harvested the first peas of the year', 'My friend from New Zealand came to visit', 'I've got a new job'. This creates a lot of positive energy for the meeting and puts people more in touch with each other's lives. You can use this instead of introductions when people already know each other. Make sure people keep it brief. Discourage comments or questions. Don't confuse excitement sharing with announcements.

Feeling sharing: Ask people to listen inwards and to consider how they feel. Then have a round with people describing in a couple of sentences how they feel, for example curious, nervous, tired, and excited. This gives everyone in the group the chance to tune into each other. It also helps the facilitator - if everyone is tired it might be a good idea to have an energiser and to open the windows. You could also ask people to visualise a plant that relates to how they feel and to share this with the group. An alternative quicker version of this introduction is to ask everyone in turn to use one adjective which starts with the same letter as their name to describe how they feel e.g. Joyous Jim.

Getting present: Sit in a circle so that everyone can see and hear each other. Share in turn, uninterrupted, any bothers, concerns, distractions, events and incidents that are on their mind or in the background. For example: I'm giving a presentation at work this afternoon and I feel nervous. My daughter had a baby last night. Its my first grandchild. I had an argument with my partner this morning and I'm still angry. Ask everyone to give full attention to the speaker. As facilitator you can help people if they appear stuck. Interventions could include: Is there any action you want to take. Is there anything else you want to say about that? Time needed for this exercise will vary depending on the group. For this tool there needs to be a high level of trust in the group. It is a valuable tool in groups that work together closely and intimately. It is a good tool to use with project groups. The exercise can work as a good clearing tool before you start a session formally.  

Picture yourself: Again hand out coloured paper and coloured pens. Ask people to draw/paint a picture that expresses who they are. When everyone has finished ask people to pair up and explain their picture to their partner. The partners then introduce each other to the group using the picture.

A journey of discovery: Go outside into a garden or woodland. Form into pairs. One person closes their eyes, the other guides that person by the hand and takes them to discover natural objects with all their senses apart from sight. Swap roles after a set time. Participants need to be very careful not to abuse the trust placed in them by their partners. It is very pleasant to touch and smell a flower, but not a thistle! This can be quite a lot of fun especially after or in the middle of a long tiring session.

Waking up in the Jungle:  Ask people to think of their favourite animal and its noise, and to pretend that they are that animal waking up. As they wake up, the noises should get louder and louder. A good quick game for sleepy groups.

Green Trousers Game: Form a circle and take one seat away. One person stands in the middle and calls out something like "Everyone with green trousers". Everyone with green trousers then jumps up and moves to a place vacated by someone else who has moved. The last person who is left without a seat remains in middle to call out something else.

Clapping game: This game mixes the logical and creative sides of the brain. It is a good preparation for tackling complex issues that require both logical analysis and creative solutions. Sit in a circle on the floor or around a table. Everybody then places their hands flat on the surface, the arms crossing over with those of the neighbours. Start the game by clapping ne hand on the surface. Let the clap run around the circle, so that always the hand claps that is next to the one that clapped last. After practicing this for a couple of rounds, introduce a complication. If a hand claps twice, the direction of the clap changes direction. Again, practice. When everyone has understood the rules, start the game proper. Any hand that claps out of turn or doesn't clap should be put behind the person's back. When somebody has both hands out of the game, then they have to drop out of the game. Increase the speed of the game as you go along. The more people there are in the group, the less exciting it is for the individual player. It is a good idea to form two or more groups for the game if there are more than twelve people.

Knot game: Stand in a circle, close your eyes. Walk towards the centre of the circle with outstretched hands. Find another hand for each of yours. Once all hands are linked up, open your eyes. Try to unravel the knot without opening hands so that you end up in a circle again. Don't get frustrated if you can't unravel it completely, sometimes it's just not possible. The knot game works best in groups of 10-20 people. Form two knots if there are many of you.

In threes:  This exercise works best with larger groups and people that don’t know each other. It is a good exercise if you have people that are culturally, socially or environmentally diverse. Get people into groups of threes and ask them to find three things that they have in common and three things that they all differ on. When they have the six things ask groups to share with others or write them up on flipcharts for others to see.

Name whip: Ask participants to introduce themselves using an adjective which starts with the same letter as their name – you can ask them to use an adjective which describes how they feel.   

2 true one false: Particularly good when people do know each other. Ask everyone to come up with 2 things about themselves which are true and 2 which are false. Ask them to try and come up with things that others will not know. Them get people in turn to say their 3 things and everyone else guesses which things are true and which are false.

Comic strip or storybook chaos: Have a ready prepared box of comic strips (4-5 different stories or more if more people) that have been cut up into frames. Ask everyone to take one piece and then as quickly as they can find the other people that have frames that make up their story. Get them to group together and then work out the order that the strips come in. This can be used just for fun or to split a large group into smaller groups.  

Objects: Prior to the workshop ask people to bring an object to help them introduce themselves. Get them in turn to show the object and explain why they have choosen it and who they are.

Non verbal introduction: Ask people to introduce themselves without using words.

The Magic Wand: You have just found a magic wand that allows you to change three work related activities or three things in your community. You can change anything you want. How would you change yourself, your job, your boss, coworkers, an important project, your high street, park, current social scene ...? Have them discuss why it is important to make the change. Another variation is to have them discuss what they would change if they become the boss or leader of the community for a month. This activity helps them to learn about others' desires and frustrations. 

Marooned: Split a large group into smaller groups. You are marooned on a island. What five (you can use a different number, such as seven, depending upon the size of each team) items would you have brought with you if you knew there was a chance that you might be stranded. Note that they are only allowed five items per team, not per person. You can have them write their items on a flip chart and discuss and defend their choices with the whole group. This activity helps them to learn about other's values and problem solving styles and promotes teamwork. 

The Interview: Break the group into two-person teams (have them pick a partner that they know the least about). Have them interview each other for about twenty minutes (You can also prepare questions ahead of time or provide general guidelines for the interview). They need to learn about what each other likes about their job, past jobs, family life, hobbies, favorite sport, etc. After the interviews, reassemble the group and have each team introduce their team member to the group. This exercise helps them to learn about each other. 

Who Done That?: Prior to the meeting, make a list of about 15 items relating to work and home life. For example:

· Find someone that has the same star sign.

· Someone who is a mother. 

· Someone who enjoys hiking 

· Someone who has an unusual hobby.

· Someone who has served in the Armed Forces 

· Someone who is a member of a club or association.

· Someone who has recently been on holiday

· Someone who has had an holiday in the last year on an island.

· Someone who has walked here today 

Ensure there is plenty of space below each item (3 or 4 lines) and then make enough copies for each person. Give each person a copy of the list and have them find someone who can sign one of the lines. Allow about 20 minutes for the activity. Give prizes for the first one completed, most names (you can have more that one name next to an item).
Finish the Sentence: Go around the room and have each person complete one of these sentences (or something similar): 

· The best job I ever had was... 

· The worst project I ever worked on was... 

· The riskiest thing I ever did was... 

Ball-Toss: This is a semi-review and wake-up exercise when covering material that requires heavy concentration. Have everyone stand up and form a resemblance of a circle. It does not have to be perfect, but they should all be facing in, looking at each other. Toss a soft ball or bean bag to a person and have tell what they thought was the most important learning concept  or the most interesting thing they had discussed. They then toss the ball to someone and that person explains what they though was the most important concept etc. Continue the exercise until everyone has caught the ball at least once and explained an important concept of the material just covered. 

Character descriptions: Ask everyone to write down one or two adjectives describing themselves. Put these on a stick-on badge. Have the group find someone with similar or opposite adjectives and talk for five minutes with the other person.

I’ve done something you haven’t done: Have each person introduce themselves and then state something they have done that they think no one else in the group has done. If someone else has also done it, the person must state something else until he/she finds something that no one else has done.

Find someone: Each person writes on a blank index card one to three statements, such as favourite colour, interest, hobby, or holiday. Pass out cards so everyone gets someone else's card. Have that person find the person with their card and introduce themselves.

Famous person:  People write a famous name on a piece of paper and pin it on someone else's back. Person tries to guess what name is pinned on his/her by asking others around the room yes or no questions. Variation: Use famous place instead of famous person. Variation: have names of famous people that are couples and give cards out then each person has to find the other part of their couple by asking yes and no only questions. 

My name: People introduce themselves and tell what they know about why they have their name (e.g. their mother wanted to name me after her great aunt Helen who once climbed Pike's Peak in high heels, etc.). It could be the first, middle or nickname. 

Where I was born: Ask people to talk about where they were born and any influence this has had on their lives
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