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The	
  Association	
  of	
  Experiential	
  Education	
  offers	
  the	
  following:	
  	
  

Experiential	
  Education	
  is	
  a	
  philosophy	
  and	
  methodology	
  in	
  which	
  educators	
  
purposefully	
  engage	
  with	
  learners	
  in	
  direct	
  experience	
  and	
  focused	
  reflection	
  
in	
  order	
  to	
  increase	
  knowledge,	
  develop	
  skills	
  and	
  clarify	
  values.	
  	
  

The	
  Adventure	
  Education	
  Approach	
  provides	
  an	
  additional	
  type	
  of	
  learning	
  
community	
  that	
  grows	
  from	
  a	
  base	
  of	
  trust.	
  It	
  compliments	
  and	
  strengthens	
  what	
  is	
  
already	
  in	
  place.	
  After	
  establishing	
  ground	
  rules	
  for	
  physical	
  and	
  emotional	
  safety,	
  
which	
  sets	
  up	
  an	
  error	
  management	
  culture,	
  experiential	
  activities	
  are	
  used	
  to	
  
facilitate	
  the	
  group’s	
  progression	
  along	
  the	
  stages	
  of	
  group	
  development	
  towards	
  
becoming	
  an	
  efficient	
  learning	
  community.	
  Individually,	
  students	
  will	
  become	
  more	
  
aware	
  of	
  their	
  learning	
  and	
  more	
  aware	
  of	
  other’s	
  experiences	
  and	
  viewpoints.	
  	
  

Goal:	
  To	
  help	
  students	
  be	
  more	
  effective	
  as	
  collaborative	
  members	
  of	
  the	
  learning	
  
community	
  by	
  giving	
  more	
  attention	
  to	
  the	
  initial	
  stages	
  of	
  group	
  development.	
  	
  

Objectives:	
  
1.	
  To	
  empower	
  students	
  to	
  have	
  greater	
  ownership	
  of	
  their	
  own	
  learning,	
  creating	
  a	
  
stronger	
  sense	
  of	
  belonging	
  in	
  your	
  program.	
  
	
  
2.	
  To	
  set	
  norms	
  for	
  behavior	
  that	
  all	
  group	
  members	
  can	
  agree	
  to	
  during	
  group	
  time.	
  	
  

A	
  “Full	
  Value	
  Contract”	
  or	
  promise	
  is	
  co-­‐created	
  with	
  each	
  other	
  about	
  behaviors	
  
that	
  ensure	
  that	
  each	
  participant	
  will	
  get	
  the	
  full	
  value	
  out	
  of	
  their	
  experience.	
  For	
  
example,	
  “Play	
  Hard,	
  Play	
  Fair,	
  Play	
  Safe”.	
  This	
  contract	
  works	
  well	
  in	
  tandem	
  with	
  
the	
  principle	
  of	
  “Challenge	
  by	
  Choice”.	
  	
  

We	
  believe	
  that	
  important	
  learning	
  takes	
  place	
  when	
  you	
  stretch	
  the	
  edges	
  of	
  your	
  
comfort	
  zone.	
  “Challenge	
  by	
  Choice”	
  says	
  that	
  while	
  we	
  will	
  encourage	
  you	
  to	
  try	
  
new	
  things	
  and	
  stretch	
  your	
  comfort	
  zone,	
  nobody	
  will	
  be	
  forced	
  to	
  do	
  anything	
  that	
  
makes	
  them	
  feel	
  extremely	
  uncomfortable,	
  or	
  puts	
  them	
  in	
  their	
  panic	
  zone.	
  



Participants	
  must	
  find	
  a	
  new	
  way	
  to	
  best	
  support	
  the	
  group	
  during	
  that	
  activity.	
  It	
  
does	
  not	
  mean	
  that	
  they	
  can	
  opt	
  out	
  of	
  an	
  activity.	
  	
  

	
  

Approaches	
  that	
  have	
  had	
  some	
  success	
  thus	
  far	
  in	
  creating	
  the	
  proper	
  
atmosphere:	
  	
  

Value	
  people	
  and	
  make	
  them	
  feel	
  valued	
  and	
  valuable!	
  	
  

-­‐-­‐Everyone’s	
  experience	
  counts.	
  
-­‐-­‐Don’t	
  put	
  limits	
  on	
  learning	
  outcomes.	
  
-­‐-­‐I’m	
  not	
  an	
  expert	
  in	
  how	
  you	
  learn.	
  I	
  will	
  learn	
  from	
  you	
  as	
  you	
  learn	
  from	
  me.	
  	
  

Activities	
  to	
  help	
  set	
  the	
  stage	
  for	
  progression	
  	
  

-­‐-­‐Tour	
  of	
  Possibilities	
  
-­‐-­‐Address	
  areas	
  of	
  concern	
  and	
  first	
  impressions	
  –	
  Fears	
  in	
  a	
  Hat	
  
-­‐-­‐What	
  concerns	
  would	
  you	
  have	
  about	
  your	
  participation	
  in	
  this	
  class?	
  -­‐-­‐Creation	
  of	
  
ground	
  rules.	
  Full	
  Value	
  Contract,	
  
-­‐-­‐Challenge	
  By	
  Choice	
  –	
  52	
  Card	
  Pick-­‐-­‐up	
  

Click	
  this	
  link	
  to	
  find	
  the	
  version	
  of	
  this	
  game	
  that	
  we	
  played!	
  
http://high5adventure.org/community-­‐blog/2011/03/52-­‐pick-­‐up.html	
  

	
  
-­‐-­‐Learning	
  contract	
  based	
  on	
  Tour	
  of	
  Possibilities	
  
-­‐-­‐What	
  do	
  you	
  want	
  to	
  learn,	
  how	
  will	
  you	
  learn	
  it,	
  how	
  will	
  you	
  show	
  us	
  that	
  you’ve	
  
learned	
  it?	
  	
  

Activity	
  based	
  reflective	
  learning	
  –	
  building	
  a	
  community-­‐-­‐	
  common	
  shared	
  
experience	
  	
  

Respect	
  is	
  earned	
  through	
  skills,	
  knowledge	
  and	
  attitudes	
  shared	
  Caring	
  becomes	
  
authentic,	
  diversity	
  valued	
  and	
  loyalty	
  strengthened	
  Trust	
  is	
  beginning	
  to	
  be	
  
established	
  
-­‐-­‐Activities	
  used	
  include:	
  	
  

Icebreakers	
  
Communication	
  Games	
  
Trust	
  Building	
  Activities	
  



Personal	
  Responsibility	
  and	
  Spotting	
  
Group	
  Problem	
  Solving	
  Initiatives	
  –	
  Leaders,	
  Thinkers,	
  Doers	
  	
  

Stages	
  of	
  group	
  development	
  and	
  team	
  building	
  	
  

-­‐-­‐the	
  continuum	
  they	
  may	
  go	
  through	
  as	
  a	
  group	
  
-­‐-­‐forming,	
  storming,	
  norming,	
  performing,	
  transforming,	
  adjourning	
  
-­‐-­‐five	
  dysfunctions	
  to	
  watch	
  out	
  for	
  as	
  they	
  further	
  develop	
  their	
  experience	
  -­‐-­‐lack	
  of	
  
trust	
  –	
  not	
  vulnerable	
  to	
  admitting	
  mistakes	
  or	
  weaknesses	
  
-­‐-­‐fear	
  of	
  conflict	
  –	
  won’t	
  put	
  issues	
  on	
  the	
  table	
  
-­‐-­‐lack	
  of	
  action	
  plan	
  –	
  not	
  enough	
  clarity	
  or	
  buy-­‐-­‐in	
  to	
  ideas	
  
-­‐-­‐lack	
  of	
  commitment	
  –	
  will	
  settle	
  for	
  less	
  than	
  their	
  best	
  
-­‐-­‐inattention	
  to	
  results	
  –	
  unfocused	
  on	
  group	
  goals.	
  Status	
  or	
  ego	
  interferes.	
  	
  

Reflection	
  of	
  learning	
  -­‐-­‐	
  Patience	
  please.	
  	
  

The	
  type	
  of	
  thinking	
  usually	
  required	
  in	
  school	
  and	
  the	
  type	
  of	
  thinking	
  required	
  to	
  
deal	
  with	
  people	
  often	
  require	
  different	
  approaches.	
  Keep	
  in	
  mind	
  that	
  learners	
  
arrive	
  here	
  with	
  various	
  styles	
  of	
  not	
  only	
  how	
  they	
  acquire	
  knowledge,	
  but	
  also	
  of	
  
how	
  they	
  interact	
  with	
  other	
  learners.	
  Our	
  teaching	
  approach	
  needs	
  to	
  respect	
  to	
  
that	
  by	
  using	
  various	
  styles	
  of	
  communicating.	
  	
  

Facilitating	
  and	
  debriefing:	
  Multiple-­‐-­‐intelligences	
  require	
  varied	
  styles	
  of	
  
communication	
  	
  

-­‐-­‐Logical-­‐-­‐Mathematical	
  –	
  efficiency	
  and	
  effectiveness	
  -­‐-­‐Bodily-­‐-­‐Kinesthetic	
  –	
  
physical	
  continuum	
  -­‐-­‐Visual-­‐-­‐Spatial	
  –	
  Chiji	
  cards,	
  pipe	
  cleaners	
  -­‐-­‐Linguistic	
  –	
  
talking,	
  journaling	
  	
  

-­‐-­‐Musical	
  –	
  sound	
  effects,	
  relating	
  music	
  to	
  actions	
  -­‐-­‐Interpersonal	
  –	
  coaching	
  
-­‐-­‐Intrapersonal	
  –	
  goal	
  setting	
  
-­‐-­‐Natural-­‐-­‐Environmental	
  –	
  using	
  natural	
  objects	
  for	
  reflection	
  	
  

HIGH	
  5	
  FVC,	
  CBC	
   

Quick	
  conversation	
  about	
  Full	
  Value	
  Contracts	
  (Rules	
  and	
  Norms)	
  and	
  Challenge	
  By	
  
Choice	
  and	
  the	
  importance	
  of	
  co-­‐creating	
  norms/standards/rules	
  for	
  the	
  creation	
  of	
  
a	
  physically	
  and	
  emotionally	
  safe	
  learning	
  environment	
  and	
  overall	
  climate,	
  as	
  well	
  
as	
  to	
  give	
  the	
  students	
  buy	
  in.	
   

Some	
  quick	
  activities!	
  	
  



	
  

High	
  5	
  Knee	
  Tag	
   

Everybody’s	
  It!	
  Play	
  begins	
  when	
  you	
  hear	
  a	
  green	
  vegetable.	
  Basic	
  rules:	
  Everyone	
  
is	
  trying	
  to	
  tag	
  everyone	
  else.	
  If	
  you	
  are	
  tagged	
  (a	
  light,	
  open	
  handed	
  tap	
  on	
  the	
  
shoulder,	
  arm,	
  or	
  back)	
  your	
  feet	
  become	
  planted	
  where	
  they	
  are	
  and	
  both	
  hands	
  
extend	
  up	
  into	
  the	
  air.	
  You	
  can	
  get	
  back	
  in	
  the	
  game	
  by	
  getting	
  a	
  High	
  5	
  from	
  two	
  
different	
  people.	
  Now	
  all	
  good	
  tag	
  games	
  have	
  a	
  base...	
  this	
  one,	
  base	
  is	
  when	
  both	
  
your	
  hands	
  are	
  on	
  your	
  knees.	
  While	
  on	
  base,	
  you	
  may	
  not	
  move	
  your	
  feet,	
  nor	
  may	
  
you	
  tag	
  anyone	
  out,	
  and	
  you	
  are	
  safe	
  from	
  being	
  tagged.	
  In	
  order	
  to	
  come	
  off	
  base	
  
and	
  tag	
  again,	
  your	
  hands	
  must	
  come	
  off	
  your	
  knees	
  and	
  you	
  must	
  take	
  at	
  least	
  three	
  
steps.	
  There	
  is	
  no	
  time	
  limit	
  to	
  how	
  long	
  you	
  can	
  stay	
  on	
  base.	
  Play	
  for	
  a	
  few	
  
minutes.	
  After	
  the	
  first	
  round,	
  we	
  discussed	
  the	
  three	
  roles	
  played	
  during	
  that	
  
activity:	
  You	
  were	
  primarily	
  getting	
  people	
  out,	
  helping	
  people	
  get	
  back	
  in,	
  or	
  “safety	
  
person”.	
  Replay	
  the	
  round	
  in	
  your	
  head	
  and	
  decide	
  which	
  role	
  was	
  your	
  dominant	
  
role	
  and	
  pick	
  one	
  of	
  the	
  other	
  two	
  roles	
  to	
  play	
  as	
  your	
  dominant	
  style	
  for	
  the	
  next	
  
round.	
  Debrief	
  stretching	
  our	
  comfort	
  zones	
  by	
  intentionally	
  trying	
  new	
  things,	
  
learning	
  styles,	
  etc...	
   

Ubuntu	
  Cards	
   

Common	
  Bond	
   

Each	
  person	
  takes	
  a	
  card.	
  Find	
  someone	
  and	
  pair	
  up,	
  see	
  if	
  you	
  have	
  a	
  match.	
   

• Find	
  something	
  else	
  in	
  life	
  you	
  have	
  in	
  common	
  with	
  this	
  person	
  that	
  is	
  not	
  
 obvious	
  (i.e.,	
  not	
  we	
  both	
  have	
  red	
  shoes!	
  Rather	
  something	
  that	
  is	
  unseen	
  or	
  
 already	
  known)	
    

• Now	
  find	
  something	
  you	
  have	
  in	
  common	
  between	
  you	
  as	
  it	
  relates	
  to	
  your	
  
 visions	
  or	
  goals	
  of	
  your	
  club/organization	
   There’s	
  a	
  Reason!	
   Everyone	
  has	
  
a	
  card	
  in	
  one	
  her	
  hands.	
  Some	
  people	
  believe	
  that	
  everything	
  happens	
  for	
  a	
  
reason.	
  In	
  a	
  minute,	
  not	
  yet,	
  but	
  when	
  I	
  say	
  go,	
  flip	
  your	
  card	
  over	
  to	
  the	
  
single	
  image	
  side	
  of	
  the	
  card.	
  Take	
  a	
  minute	
  and	
  reflect	
  why	
  you	
  ended	
  up	
  
with	
  this	
  card.	
  What	
  is	
  the	
  symbolic	
  meaning	
  or	
  metaphor	
  that	
  this	
  card	
  
represents	
  to	
  you	
  in	
  your	
  mission,	
  vision,	
  or	
  goal(s)	
  as	
  it	
  relates	
  to	
  you	
  and	
  
your	
  role	
  in	
  your	
  school	
  or	
  institution?	
   Rock	
  Paper	
  Scissors	
  Games	
  
 Everyone,	
  or	
  almost	
  every	
  knows	
  the	
  game	
  Rock	
  Paper	
  Scissors.	
  For	
  those	
  
who	
  don’t,	
  here	
  is	
  a	
  quick	
  recap.	
  Rock	
  beats	
  scissors,	
  scissors	
  beats	
  paper,	
  
paper	
  beats	
  rock.	
  And	
  in	
  the	
  spirit	
  of	
  using	
  mindful,	
  peaceful	
  communication,	
  
lets	
  substitute	
  the	
  age	
  old	
  “SHOOT!”	
  with	
  “SHOW!”	
  The	
  first	
  game	
  we	
  will	
  
play	
  is	
  Giant	
  RPS.	
  You	
  are	
  all	
  playing	
  against	
  me...	
   GIANT	
  RPS	
   How	
  is	
  this	
  
game	
  effective?	
  (Competitive,	
  but	
  not	
  against	
  each	
  other,	
  rather	
  just	
  against	
  
the	
  leader,	
  kind	
  of	
  like	
  playing	
  a	
  game	
  against	
  the	
  computer...)	
    



	
  (Gross	
  motor	
  activity...	
  we	
  jumped,	
  we	
  squatted,	
  we	
  moved	
  our	
  arms	
  about,	
  moving	
  
blood	
  to	
  all	
  the	
  extremities)	
  (Attention	
  skills,	
  listening	
  and	
  acting	
  at	
  the	
  right	
  
moment)	
  Connections	
  to	
  curriculum?	
   

(Probability)	
   

FOOT	
  TO	
  FOOT	
  FACE	
  TO	
  FACE	
   

In	
  a	
  minute,	
  not	
  yet,	
  but	
  when	
  I	
  say	
  “GO!”	
  get	
  into	
  pairs.	
  You	
  will	
  go	
  foot	
  to	
  foot	
  face	
  
to	
  face	
  with	
  your	
  playing	
  partner.	
  Play	
  a	
  round.	
  The	
  winner,	
  moves	
  their	
  front	
  foot	
  
directly	
  behind	
  their	
  back	
  foot,	
  the	
  person	
  who	
  did	
  not	
  win	
  that	
  round,	
  (notice	
  I	
  
didn’t	
  call	
  them	
  a	
  loser?!)	
  slides	
  their	
  front	
  foot	
  up	
  to	
  be	
  foot	
  to	
  foot	
  with	
  their	
  
playing	
  partner.	
  This	
  continues	
  until	
  someone	
  loses	
  their	
  balance	
  or	
  becomes	
  too	
  
stretched	
  out	
  into	
  a	
  split	
  to	
  continue.	
  The	
  interesting	
  thing	
  about	
  this	
  game	
  is	
  how	
  
quickly	
  the	
  tides	
  can	
  turn,	
  which	
  is	
  another	
  metaphor	
  to	
  use	
  during	
  the	
  debrief	
  after	
  
the	
  game.	
  Any	
  questions	
  on	
  the	
  rules?	
  Ok,	
  GO!	
   

Debrief:	
  Ok...	
  ways	
  this	
  game	
  was	
  effective?	
  (Conflict	
  resolution...	
  the	
  story	
  of	
  The	
  
Zax	
  from	
  Dr.	
  Seuss	
  The	
  Sneetches	
  and	
  other	
  Stories)	
  This	
  is	
  a	
  great	
  way	
  to	
  talk	
  about	
  
win-­‐win,	
  win-­‐lose,	
  or	
  lose-­‐lose	
  situations.	
  When	
  we	
  are	
  looking	
  for	
  win-­‐win	
  
solutions,	
  we	
  are	
  demonstrating	
  mutual	
  respect.	
   

A	
  brief	
  lesson	
  in	
  the	
  history	
  of	
  the	
  use	
  of	
  RPS	
  as	
  a	
  way	
  to	
  settle	
  disputes:	
   

A	
  2006	
  federal	
  court	
  judge	
  in	
  Orlando	
  Florida	
  used	
  RPS	
  to	
  decide	
  a	
  dispute	
  between	
  
two	
  lawyer	
  on	
  the	
  location	
  for	
  a	
  deposition.	
  He	
  ordered	
  them	
  out	
  to	
  the	
  steps	
  of	
  the	
  
courthouse	
  and	
  one	
  game	
  decided	
  it.	
  There	
  are	
  predecessor	
  RPS	
  games	
  dating	
  back	
  
to	
  about	
  50,000	
  bc	
  according	
  to	
  Wikipedia,	
  and	
  the	
  version	
  we	
  all	
  know	
  and	
  play	
  
now	
  dates	
  back	
  to	
  about	
  the	
  times	
  of	
  Marco	
  Polo	
  who	
  brought	
  back	
  a	
  similar	
  game	
  
from	
  Japan	
  called	
  Janken	
  which	
  was	
  based	
  on	
  the	
  Guu	
  Choki	
  Paa	
  way	
  of	
  thinking:	
   

	
  “The	
  snake	
  fears	
  the	
  slug,	
  the	
  slug	
  fears	
  the	
  frog,	
  and	
  the	
  frog	
  fears	
  the	
  snake”.	
  Back	
  
in	
  Europe,	
  Venetian	
  traders	
  changed	
  it	
  to	
  rock	
  paper	
  blade	
  to	
  settle	
  trade	
  disputes.	
  
Ok...	
  One	
  more	
  RPS?	
  (if	
  time	
  then	
  Zen,	
  if	
  not,	
  skip	
  and	
  go	
  to	
  Simon	
  Says)	
   

ZEN	
  RPS	
   

Since	
  we’ve	
  introduced	
  win-­‐win	
  and	
  collaborative	
  problem	
  solving,	
  now	
  we	
  can	
  turn	
  
this	
  game	
  into	
  a	
  cohesion	
  building	
  activity.	
  Again,	
  you	
  will	
  start	
  with	
  pairs,	
  silently	
  
playing	
  RPS,	
  except....	
  In	
  this	
  game	
  you	
  are	
  trying	
  to,	
  again	
  silently	
  without	
  talking,	
  
throw	
  the	
  same	
  sign	
  three	
  times	
  in	
  a	
  row.	
  Once	
  this	
  is	
  achieved,	
  the	
  pair	
  raises	
  their	
  
hands	
  and	
  finds	
  another	
  pair	
  to	
  become	
  a	
  quad,	
  and	
  must	
  silently,	
  successfully	
  
throw	
  the	
  same	
  sign	
  three	
  times	
  in	
  a	
  row.	
  This	
  continues	
  on	
  and	
  on	
  from	
  quads	
  to	
  
octets,	
  to	
  groups	
  of	
  16,	
  32,	
  and	
  so	
  on,	
  until	
  at	
  last	
  the	
  whole	
  group	
  comes	
  together	
  
and	
  silently,	
  successfully	
  throws	
  the	
  same	
  sign	
  three	
  times.	
   

SIMON	
  SAYS	
   



If	
  you	
  make	
  a	
  mistake,	
  you	
  are	
  not	
  out,	
  you	
  just	
  simply	
  give	
  yourself	
  a	
  point	
  (this	
  
includes	
  flinching!)	
  for	
  this	
  game	
  we	
  will	
  be	
  using	
  the	
  honor	
  system,	
  so	
  please	
  keep	
  
track	
  of	
  your	
  own	
  points.	
  The	
  game	
  will	
  begin	
  when	
  I	
  say,	
  “This	
  game	
  of	
  Simon	
  Says	
  
has	
  officially	
  begun”	
  and	
  will	
  end	
  when	
  I	
  say,	
  “This	
  game	
  of	
  Simon	
  Says	
  is	
  officially	
  
over”	
  everything	
  between	
  is	
  during	
  the	
  play	
  of	
  the	
  game.	
   

Debrief:	
  Communication	
  issues:	
  Anticipating	
  what	
  is	
  about	
  to	
  be	
  said	
  Thinking	
  
ahead	
  overrides	
  what	
  is	
  heard	
  What	
  is	
  SEEN	
  overrides	
  what	
  is	
  heard	
  What	
  you	
  do	
  
often	
  has	
  more	
  effect	
  than	
  what	
  you	
  say	
   

UBUNTU	
  Cards	
  Find	
  and	
  Flee!	
  Each	
  person	
  gets	
  a	
  card.	
  Get	
  into	
  groups	
  of	
  8-­‐
10	
  Find	
  a	
  match	
  and	
  either	
  snatch	
  the	
  card	
  and	
  give	
  them	
  your	
  card,	
  or	
  simply	
  trade	
  
cards,	
  then	
  flee	
  this	
  group	
  and	
  join	
  another	
  group.	
   

Championship	
  Find	
   

Multi-­‐image	
  side	
  again,	
  pair	
  up	
  and	
  first	
  person	
  to	
  find	
  a	
  match	
  wins.	
  Non-­‐winning	
  
player	
  (notice	
  I	
  didn’t	
  say	
  “LOSER?!?!),	
  gives	
  winner	
  their	
  card,	
  winner	
  now	
  plays	
  
with	
  this	
  card	
  with	
  next	
  competitor,	
  other	
  player	
  joins	
  winner	
  conga	
  line	
  style	
  
chanting	
  the	
  winner’s	
  name	
  as	
  her	
  new	
  biggest	
  cheerleader.	
  This	
  continues	
  until	
  
there	
  is	
  the	
  championship	
  finals	
  with	
  two	
  people	
  with	
  their	
  respective	
  entourages	
  
cheering	
  them	
  on,	
  one	
  shall	
  remain	
  and	
  emerge	
  as	
  the	
  Ubuntu	
  Cards	
  Find	
  a	
  Match	
  
champion	
  of	
  the	
  world.	
  	
  

Rock,	
  Paper,	
  Scissors	
  Games	
  (ROCK,	
  PAPER,	
  SCISSORS-­‐	
  SHOW!)	
  
Zen	
  RPS	
  –	
  Object	
  is	
  to	
  show	
  the	
  same	
  sign	
  three	
  times	
  in	
  a	
  row	
  without	
  
communicating	
  about	
  it	
  verbally.	
  Begin	
  in	
  pairs,	
  then	
  once	
  competed	
  three	
  of	
  the	
  
same	
  sign,	
  raise	
  hands	
  and	
  pair	
  up	
  with	
  another	
  pair	
  to	
  form	
  pairs	
  squared	
  (group	
  
of	
  four),	
  then	
  repeat	
  the	
  game.	
  	
  Continue	
  the	
  same	
  process,	
  doubling	
  the	
  group	
  size	
  
each	
  time	
  (Octets,	
  sixteens,	
  etc…)	
  until	
  the	
  whole	
  group	
  is	
  together	
  and	
  playing.	
  	
  A	
  
great	
  discussion	
  around	
  consensus	
  building,	
  peer	
  pressure	
  (positive	
  or	
  negative)	
  
	
  

Card	
  Games	
  	
  

Group	
  BlackJack	
  

Playing	
  the	
  game:	
  Invite	
  your	
  participants	
  to	
  get	
  into	
  a	
  large	
  circle.	
  Give	
  each	
  
participant	
  a	
  card	
  and	
  ask	
  them	
  not	
  to	
  look	
  at	
  it.	
  (In	
  case	
  someone	
  peeks	
  at	
  their	
  
card,	
  have	
  them	
  trade	
  cards	
  with	
  their	
  neighbor.)	
  Inform	
  the	
  group	
  that	
  this	
  is	
  a	
  
silent	
  activity	
  and	
  they	
  may	
  not	
  use	
  their	
  voices	
  for	
  the	
  du-­‐	
  ration	
  of	
  the	
  activity.	
  Ask	
  
them	
  to	
  place	
  their	
  card	
  to	
  their	
  forehead	
  so	
  it	
  is	
  visible	
  to	
  the	
  rest	
  of	
  their	
  team.	
  
Instruct	
  them	
  to	
  play	
  'Blackjack'	
  as	
  a	
  large	
  group.	
  Using	
  addition	
  only,	
  each	
  



participant	
  must	
  be	
  included	
  in	
  a	
  ’hand’	
  that	
  equals	
  a	
  combined	
  value	
  of	
  19,	
  20,	
  or	
  
21.	
  

Simple	
  blackjack	
  rules	
  in	
  case	
  you	
  are	
  unfamiliar	
  with	
  them:	
  Aces	
  equal	
  a	
  value	
  of	
  1	
  
or	
  11.	
  Royalty	
  cards	
  equal	
  a	
  value	
  of	
  10.	
  All	
  other	
  number	
  cards	
  are	
  face	
  value.	
  When	
  
given	
  a	
  range	
  of	
  19,	
  20,	
  and	
  21	
  group	
  members	
  should	
  be	
  able	
  to	
  include	
  EVERYONE	
  
in	
  the	
  group	
  no	
  matter	
  how	
  many	
  par-­‐	
  ticipants	
  you	
  have.	
  Even	
  groups	
  of	
  15	
  should	
  
be	
  able	
  to	
  complete	
  the	
  task	
  as	
  long	
  as	
  you	
  deal	
  a	
  few	
  aces.	
  

Suggestion:	
  Throw	
  a	
  Joker	
  card	
  in	
  and	
  make	
  it	
  a	
  'wild'	
  card,	
  so	
  it	
  can	
  be	
  whatever	
  
value	
  they	
  want	
  it	
  to	
  be.	
  

Variation:	
  Group	
  Jackblack!	
  The	
  object	
  of	
  Jackblack	
  is	
  to	
  subtract	
  points,	
  rather	
  than	
  
adding	
  them.	
  Instead	
  of	
  trying	
  to	
  get	
  into	
  groups	
  totaling	
  19,	
  20,	
  or	
  21	
  as	
  in	
  Group	
  
Blackjack,	
  participants	
  start	
  with	
  21	
  and	
  subtract	
  card	
  totals	
  to	
  get	
  into	
  groups	
  that	
  
total	
  0,	
  1,	
  or	
  2.	
  

Debriefing	
  topics:	
  ·	
  	
  How	
  did	
  you	
  get	
  into	
  your	
  groups?	
  ·	
  	
  Did	
  anyone	
  feel	
  left	
  out?	
  ·	
  	
  
How	
  did	
  it	
  feel	
  when	
  someone	
  helped	
  you	
  find	
  a	
  partner?	
  

Poker	
  Face	
  

Type	
  of	
  Activity:	
  Problem-­‐Solving	
  Props	
  needed:	
  Jumbo	
  Deck	
  of	
  Cards	
  

Playing	
  the	
  Game:	
  Plays	
  well	
  with	
  10	
  or	
  more.	
  	
  There	
  are	
  many	
  playing	
  card	
  
activities	
  to	
  deal	
  with	
  inclusion	
  and	
  diversity.	
  Pokerface	
  is	
  one	
  of	
  them.	
  Tell	
  the	
  
players	
  you	
  will	
  be	
  handing	
  out	
  a	
  Card	
  to	
  each	
  one	
  of	
  them.	
  Ask	
  them	
  not	
  to	
  look	
  at	
  
the	
  face	
  of	
  the	
  Card—at	
  not	
  time	
  during	
  the	
  game	
  do	
  you	
  want	
  any	
  payer	
  looking	
  at	
  
the	
  face	
  of	
  her	
  or	
  his	
  own	
  Card.	
  As	
  you	
  explain	
  the	
  directions,	
  ask	
  the	
  participants	
  to	
  
hold	
  their	
  Card	
  so	
  the	
  face	
  is	
  down	
  towards	
  the	
  floor.	
  This	
  activity	
  involves	
  the	
  
players	
  mingling	
  around	
  the	
  room,	
  holding	
  their	
  Card	
  on	
  their	
  forehead,	
  and	
  
treating	
  each	
  other	
  based	
  on	
  the	
  face	
  value	
  of	
  the	
  Cards	
  they	
  are	
  seeing.	
  Kings	
  have	
  
the	
  most	
  value	
  in	
  this	
  game	
  and	
  the	
  Ace	
  has	
  the	
  least.	
  The	
  trick	
  here	
  is	
  not	
  to	
  tell	
  
anyone	
  what	
  the	
  face	
  value	
  of	
  his/her	
  Card	
  is.	
  Players	
  really	
  want	
  to	
  hang	
  out	
  with	
  
the	
  high	
  character	
  Cards—10’s	
  and	
  up—and	
  stay	
  away	
  from	
  the	
  low	
  level	
  Cards	
  
without	
  actually	
  telling	
  the	
  other	
  players	
  what	
  their	
  Cards	
  are.	
  You	
  can	
  play	
  this	
  
game	
  silently	
  or	
  you	
  can	
  allow	
  talking,	
  both	
  ways	
  are	
  powerful.	
  

For	
  example,	
  I’m	
  holding	
  a	
  Card	
  on	
  my	
  forehead	
  (I	
  don’t	
  know	
  what	
  my	
  card	
  is	
  but	
  I	
  
can	
  see	
  all	
  the	
  Cards	
  of	
  the	
  other	
  players).	
  Now,	
  I	
  want	
  to	
  go	
  hang	
  out	
  with	
  the	
  high	
  
Cards—go	
  say	
  “Hello,”	
  and,	
  “How’s	
  it	
  going?	
  Want	
  to	
  hang	
  out?	
  How	
  about	
  going	
  to	
  
the	
  mall	
  later?	
  Have	
  you	
  seen	
  any	
  good	
  movies	
  lately?	
  Did	
  you	
  understand	
  that	
  



homework	
  last	
  night?	
  As	
  I	
  am	
  trying	
  to	
  schmooze	
  with	
  the	
  popular	
  crowd,	
  little	
  to	
  
my	
  knowledge,	
  I’m	
  holding	
  a	
  3	
  of	
  clubs	
  on	
  my	
  head.	
  Well	
  needless	
  to	
  say,	
  no	
  one	
  is	
  
really	
  giving	
  me	
  the	
  time	
  of	
  day.	
  They	
  are	
  all	
  just	
  chatting	
  away	
  with	
  the	
  royalty.	
  
Hope	
  you	
  get	
  the	
  idea.	
  

The	
  fun	
  doesn’t	
  end	
  there.	
  After	
  some	
  mingling,	
  ask	
  the	
  players	
  to	
  stop	
  talking	
  and	
  
stand	
  still—	
  DON’T	
  LOOK	
  AT	
  THE	
  CARDS	
  YET!	
  Tell	
  the	
  group	
  to	
  make	
  a	
  round	
  
line—circle	
  (you	
  might	
  want	
  to	
  help	
  them	
  with	
  where	
  “treated	
  well”	
  begins	
  and	
  
“treated	
  poorly”	
  ends)	
  in	
  the	
  order	
  of	
  the	
  Card	
  value	
  they	
  think	
  they	
  are.	
  For	
  this	
  
game	
  the	
  value	
  is	
  based	
  on	
  how	
  they	
  were	
  treated	
  during	
  the	
  mingling.	
  So,	
  players	
  
place	
  themselves	
  within	
  the	
  circle	
  based	
  on	
  how	
  they	
  were	
  treated.	
  When	
  everyone	
  
has	
  a	
  place	
  in	
  the	
  circle,	
  ask	
  the	
  participants	
  to	
  look	
  around	
  the	
  room	
  at	
  the	
  order	
  of	
  
Cards	
  on	
  each	
  players	
  forehead,	
  then	
  look	
  at	
  their	
  own	
  Card.	
  How	
  did	
  they	
  do?	
  

It's	
  amazing	
  to	
  watch	
  the	
  royalty	
  cards	
  get	
  bowed	
  to	
  and	
  the	
  2	
  cards	
  get	
  pushed	
  
away	
  and	
  treated	
  poorly.	
  Sometimes	
  the	
  2	
  cards	
  will	
  form	
  their	
  own	
  'gang'	
  because	
  
they	
  are	
  tired	
  of	
  being	
  treated	
  poorly.	
  Great	
  for	
  discussion	
  on	
  who	
  places	
  value	
  on	
  
you.	
  What	
  happens	
  when	
  people	
  feel	
  left	
  out?	
  Isn't	
  the	
  two	
  card	
  sometimes	
  the	
  most	
  
valuable	
  card	
  when	
  playing	
  blackjack	
  and	
  you	
  have	
  a	
  19?	
  Things	
  like	
  that.	
  Great	
  for	
  
diversity,	
  people	
  of	
  all	
  abilities	
  can	
  play.	
  

NOTE:	
  This	
  game	
  can	
  bring	
  up	
  some	
  interesting	
  emotions	
  that	
  you	
  may	
  have	
  to	
  deal	
  
with.	
  These	
  are	
  the	
  learning	
  moments!	
  Some	
  learning	
  moments	
  are	
  more	
  powerful	
  
than	
  others	
  for	
  different	
  peo-­‐	
  ple.	
  Keep	
  a	
  watchful	
  eye	
  over	
  all	
  your	
  players.	
  Make	
  
sure	
  they	
  leave	
  the	
  activity	
  with	
  their	
  self-­‐	
  esteem	
  intact.	
  See	
  the	
  debriefing	
  
questions	
  on	
  the	
  following	
  page....	
  

Debriefing	
  topics:	
  ·	
  	
  How	
  did	
  it	
  feel	
  to	
  be	
  a	
  Royalty	
  card?	
  ·	
  	
  How	
  did	
  it	
  feel	
  to	
  be	
  a	
  
lower	
  numbered	
  card?	
  ·	
  	
  What	
  behaviors	
  did	
  you	
  notice	
  going	
  on	
  in	
  the	
  activity?	
  ·	
  	
  
How	
  were	
  you	
  treated?	
  ·	
  	
  Did	
  you	
  notice	
  any	
  secluded	
  groups	
  forming?	
  ·	
  	
  How	
  is	
  this	
  
activity	
  like	
  everyday	
  society?	
  

	
  

Equations	
  

Type	
  of	
  Initiative:	
  Problem	
  Solving	
  

Make	
  20	
  

Playing	
  the	
  Game:	
  Invite	
  your	
  participants	
  to	
  get	
  into	
  groups	
  of	
  4	
  or	
  5.	
  Give	
  each	
  
participant	
  one	
  card.	
  Ask	
  them	
  to	
  use	
  any	
  math	
  function	
  (addition,	
  subtraction,	
  



multiplication	
  and	
  division)	
  to	
  get	
  their	
  cards	
  into	
  a	
  sequence	
  that	
  would	
  equal	
  the	
  
number	
  20.	
  For	
  example,	
  if	
  one	
  group	
  had	
  a	
  cluster	
  of	
  cards	
  that	
  are	
  these	
  values:	
  a	
  
King	
  (10),	
  Ace	
  (1	
  or	
  11),	
  5,	
  6	
  and	
  8,	
  the	
  group	
  would	
  get	
  into	
  a	
  line	
  and	
  explain	
  to	
  the	
  
group	
  how	
  they	
  equal	
  20:	
  a	
  King	
  plus	
  an	
  Ace	
  would	
  be	
  11,	
  11	
  plus	
  8	
  equals	
  19,	
  19	
  
plus	
  6	
  equals	
  25.	
  25	
  minus	
  5	
  equals	
  20.	
  

Occasionally	
  you	
  will	
  have	
  groups	
  that	
  will	
  not	
  be	
  able	
  to	
  make	
  their	
  cards	
  work	
  for	
  
a	
  value	
  of	
  20.	
  In	
  this	
  case	
  you	
  can	
  invite	
  other	
  groups	
  to	
  invite	
  a	
  'card'	
  to	
  their	
  group	
  
and	
  make	
  a	
  new	
  sequence.	
  You	
  can	
  also	
  switch	
  up	
  cards	
  to	
  keep	
  the	
  same	
  group	
  
intact	
  but	
  with	
  new	
  cards.	
  

Debriefing	
  topics:	
  	
  	
  

·	
  	
  How	
  did	
  your	
  group	
  work	
  together	
  to	
  come	
  up	
  with	
  20?	
  

·	
  	
  Were	
  you	
  able	
  to	
  come	
  up	
  with	
  more	
  than	
  one	
  solution?	
  	
  

·	
  	
  How	
  did	
  you	
  involve	
  everyone	
  in	
  your	
  group?	
  

·	
  	
  Who	
  was	
  the	
  leader	
  in	
  your	
  group?	
  What	
  leadership	
  qualities	
  did	
  they	
  immolate?	
  

Wordsmiths	
  (we	
  played	
  this	
  as	
  a	
  way	
  to	
  discuss	
  why	
  you	
  do	
  what	
  you	
  do)	
  

Type	
  of	
  Initiative:	
  Problem	
  Solving	
  

Object	
  of	
  the	
  Game:	
  The	
  object	
  of	
  Sentence	
  Shuffle	
  is	
  to	
  line	
  up	
  the	
  cards	
  in	
  
“sentences.”	
  In	
  this	
  game,	
  cards	
  have	
  an	
  alphabetical	
  value,	
  rather	
  than	
  a	
  numerical	
  
one.	
  Each	
  card	
  stands	
  for	
  the	
  first	
  letter	
  of	
  its	
  name.	
  

That	
  means,	
  ace	
  =	
  A,	
  King	
  =	
  K,	
  Queen	
  =	
  Q,	
  Jack	
  =	
  J,	
  Two	
  =	
  T,	
  Three	
  =	
  T,	
  Four	
  =	
  F,	
  etc.	
  

Playing	
  the	
  Game:	
  Divide	
  the	
  team	
  into	
  smaller	
  groups	
  of	
  6-­‐7.	
  Deal	
  each	
  participant	
  
a	
  card.	
  Ask	
  them	
  to	
  keep	
  their	
  card	
  and	
  not	
  trade	
  it	
  with	
  anyone.	
  Each	
  group	
  must	
  
compose	
  a	
  sentence	
  using	
  their	
  cards	
  using	
  alphabetical	
  values.	
  Participants	
  must	
  
stand	
  in	
  the	
  correct	
  order	
  and	
  present	
  their	
  sentence	
  to	
  the	
  larger	
  group.	
  

For	
  example,	
  one	
  group	
  of	
  6	
  participants	
  is	
  dealt	
  an	
  ace,	
  three,	
  two,	
  king,	
  four,	
  and	
  a	
  
seven.	
  Their	
  sentence	
  might	
  be,	
  “A	
  tiny	
  taupe	
  kangaroo	
  falls	
  softly.”	
  

Encourage	
  each	
  group	
  to	
  come	
  up	
  with	
  3	
  or	
  4	
  sentences.	
  Sample	
  sentences:	
  

Four—Queen—Two—Six—Seven:	
  “Father	
  quit	
  the	
  Secret	
  Service.”	
  



Eight—Three—Seven—Five—Six:	
  “Eat	
  the	
  soup	
  for	
  supper.”	
  

Debriefing	
  Topics:	
  	
  

·	
  	
  What	
  made	
  this	
  activity	
  unique?	
  	
  

·	
  	
  How	
  did	
  your	
  group	
  work	
  together	
  to	
  come	
  up	
  with	
  your	
  sentences?	
  	
  

·	
  	
  Who	
  was	
  the	
  leader	
  in	
  your	
  group?	
  

Silent	
  Card	
  Line-­‐-­‐up	
  	
  

Type	
  of	
  Activity:	
  Problem-­‐Solving	
  Props	
  needed:	
  Jumbo	
  Deck	
  of	
  Cards	
  

Playing	
  the	
  Game:	
  	
  

Plays	
  well	
  with	
  10	
  or	
  more. ���	
  Tell	
  the	
  players	
  you	
  will	
  be	
  handing	
  out	
  a	
  Card	
  to	
  each	
  
one	
  of	
  them.	
  Ask	
  them	
  not	
  to	
  look	
  at	
  the	
  face	
  of	
  the	
  Card—at	
  not	
  time	
  during	
  the	
  
game	
  do	
  you	
  want	
  any	
  payer	
  looking	
  at	
  the	
  face	
  of	
  her	
  or	
  his	
  own	
  Card.	
  As	
  you	
  
explain	
  the	
  directions,	
  ask	
  the	
  participants	
  to	
  hold	
  their	
  Card	
  so	
  the	
  face	
  is	
  down	
  
towards	
  the	
  floor.	
  This	
  activity	
  involves	
  the	
  players	
  holding	
  their	
  Cards	
  on	
  their	
  
foreheads,	
  and	
  silently	
  putting	
  the	
  group	
  in	
  order	
  from	
  lowest	
  to	
  highest	
  
(SILENTLY!	
  WITHOUT	
  TALKING!!!)	
  	
  in	
  the	
  least	
  amount	
  of	
  time.	
  	
  First	
  round	
  is	
  
played	
  immediately	
  after	
  instructions	
  are	
  given	
  without	
  giving	
  any	
  planning	
  time.	
  	
  
The	
  group	
  will	
  let	
  you	
  know	
  they	
  are	
  complete	
  and	
  in	
  the	
  correct	
  places	
  once	
  all	
  of	
  
their	
  other	
  hands	
  are	
  raised,	
  letting	
  you	
  know	
  that	
  the	
  clock	
  can	
  be	
  stopped.	
  	
  This	
  is	
  
a	
  baseline	
  time.	
  Debrief	
  the	
  round	
  and	
  let	
  them	
  know	
  that	
  they	
  will	
  have	
  two	
  more	
  
rounds,	
  but	
  this	
  time	
  they	
  have	
  a	
  new	
  goal	
  time	
  (I	
  split	
  your	
  group’s	
  goal	
  in	
  half…	
  
you	
  can	
  make	
  the	
  judgment	
  call	
  on	
  what	
  works	
  best	
  with	
  your	
  group.)	
  	
  The	
  group	
  is	
  
then	
  given	
  1-­‐2	
  minutes	
  of	
  planning	
  time	
  for	
  how	
  to	
  adjust	
  their	
  method	
  to	
  meet	
  
their	
  new	
  goal.	
  	
  When	
  planning	
  time	
  is	
  over,	
  have	
  player	
  hold	
  cards	
  face-­‐down	
  and	
  
make	
  at	
  least	
  three	
  –four	
  exchanges	
  with	
  the	
  other	
  players	
  (shuffling	
  the	
  deck).	
  
Play	
  at	
  least	
  three	
  rounds	
  to	
  give	
  them	
  the	
  opportunity	
  to	
  experience	
  continual	
  
improvement	
  (Kaizen).	
  

Resources	
  /	
  Publications	
  	
  

www.focusyourlocus.com	
  	
  

www.facebook.com/focusyourlocus	
  



http://high5adventure.org/community-­‐blog/2011/03/52-­‐pick-­‐up.html	
  
	
  
www.fundoing.com	
  
www.teamworkandteamplay.com	
  
www.reviewing.co.uk	
  	
  

www.training-­‐-­‐wheels.com	
  

www.wilderdom.com	
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