




 

 

 

 

 
 
 

Secret Leader 
 

Have everyone stand in a circle. Within the group, decide who is going to be the 
“guesser.” Have the person leave the area. Now the group needs to decide who the 
leader is going to be. Once the leader has been decided upon, bring the Guesser back 
to the group. The Guesser will stand in the middle of the circle. 
 
Have everybody in the circle swing their arms by their side. When ready, the Leader 
will begin by making another action; silently, everybody else will start doing the 
action the Leader created. The Leader can change the action anytime, and the rest of 
the group will follow whatever the leader does. 
 
In the mean time, the Guesser tries to determine who is leading the group.  
There are several options: 

 The Guesser gets as many guesses as they want/need 
 The Guesser has only one guess or a limited amount of guesses. If they get it 

incorrect they must continue to be the Guesser until they do get it right. 
 The group can pick a new Guesser and Leader each round, or the Leader of 

the one round becomes the Guesser of the next 
 
Very fun and silly game: Guarantees a good time with many laughs! 
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Group Juggling 
 
 
Purpose: To understand the dynamics of group work and behaving like a team 
 
What you need: About 15 items (balls or other) to juggle within a group and no more than 30 
volunteers 
 
Time Used: About 30 minutes 
 
Instructions:  
 
1) Get everyone in a circle. 

 
2) Share the rules. 

-Cannot pass ball to left or right 
-Must look one person in the eye and call their name before passing them the ball. 
-Don’t drop the ball 
-Remember to who you threw the ball 
-Pass it once to each person 
 

3) Let the group practice passing it to everyone at least once until the ball is back to the person who 
started the game. 
 
4) Start the ball tossing pattern again. The person starting the pattern then adds balls to see how 
many the group can juggle without dropping any.  The balls should always be thrown in the same 
pattern. 
 
5) Ask them to discuss strategies that they can do to improve. Then try again. 
 
Debriefing after the juggling is over:  
-If the group drops a lot of balls, allow them to regroup and strategize to improve their performance. 
-Ask them how this group juggling exercise is like working on a team/coalition. 
-If the balls/items represent tasks, what have they learned about working in a group? 
-What might eye contact and calling the person’s name before throwing the ball represent? 
-If they rushed, ask them why. 
-How did they as a group increase success/failure? 
-Did they think “outside” of the box for strategies or were their strategies simply “do it better”? Did 
they think about rearranging themselves? Why is a “just do it better” strategy not effective? 
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Blindfolded  Rescue 
 
 
Materials: Enough blindfolds for everyone but 3 Youth. Tape 
 
To do:  
 

1. Blindfold everyone except for 3 Youth. 
 

2. Count how many Youth are blindfolded and mark that many spots around 
the room with tape. Those are the “Destination Spots”. So if there are 8 
Youth blindfolded, then there will be 8 Destination Spots. 

 
3. With the 3 Youth that are not blindfolded, you will figure out who wants to 

be which one of the following: 
 

a. The Viewer (A) 
b. The Translator (B) 
c. The Speaker (C) 

 
4. Take all of the blindfolded Youth and spin them around and walk them to a 

new spot in the room so that they do not know where they are.  
 

5. Explain to the 3 Youth who are not blindfolded that all of their friends are 
lost in a dark place and need you to rescue them. The only problem is that 
you 3 cannot simply tell them where to go.  

 
6. The Viewer (A) can see to them, but cannot speak to anyone else. He or 

she can only whisper to The Translator (B). It is important that no one hear 
what The Viewer says. 

 
7. The Translator (B) cannot see the Youth (you will have to make sure that 

the translator has his or her back to the group) AND The Translator cannot 
speak at all. The Translator must use his or her body to gesture the 
message that The Viewer said, to The Speaker (C). 

 
8. The Speaker (C) cannot see the blindfolded Youth that they are trying to 

rescue, but is supposed to speak directly to them. The Speaker is 
supposed to be in a place, such as the corner of the room, where the only 
person he or she can see is the translator. Then, The Speaker, tells the 
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message to the blindfolded people. For example, “Brian take two small 
steps to the right”.  

 
 

 
 
 
The Goal is to get all of the blindfolded Youth to one of the Destination Spots 
safely. It will be important as the adult leader to be in the room making sure no 
one runs into anything or gets hurt. 
 
Throughout the activity, as blindfolded Youth get to a Destination Spot, you can 
have them switch out with one of the 3 non blindfolded Youth. 
 
Lessons Learned – This activity is all about communication. Again, it is important 
to have lots of questions for the Youth.  
 

- For the Viewer, What was it like to hear communicate only to the 
Translator? 

- For the Translator, What was it like to not be able to speak or see the 
blindfolded Youth? 

- For the Speaker, What was it like giving directions and not being able to 
see what is happening? 

- For the Blindfolded Youth, what was it like taking directions from the Youth 
who could not see you? 

 

X     X   X   X 
 
      O    O 
  O – Blindfolded Youth 
 
      
 
X – Destination Spots   O   O   X 
 
 
      O   O 
 
A  can see people    O    O 
   can speak to B 
 
B                C – can speak to people, but not see 
can gesture to C   X   X   X 
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TRU Grid Game 

 
 
Time: 30 - 45 Minutes 
 
Materials: 1 – 32 ft piece of string (or tape could work), 14 – 8 ft pieces of string 
(tape would work again), a roll of tape and a fair amount of space.  
 
Set Up: With the 32 ft piece of string, make an 8 * 8 square on the floor. Use the 
tape to tape down the edges. With 7 – 8ft pieces of string, create 8 rows, one foot 
apart and tape down at the edges. With the other 7 – 8ft pieces of string, lay 
perpendicularly, one foot apart, to create 64 - 1ft *1ft squares and tape down. 
(See Grid Below) 
 
Goal: To get one person from your team to cross the entire grid. 
 
Instructions: For each team, there is only one path that you can take to get to 
the other side. Teams will alternate their turns and only one person on the team 
will go at a time (ex. Team A – First Person, Team B – First Person, Team A – 
Second Person, etc.) Teams will stand opposite of each other, facing each other. 

1. When it is your go, you can start on any of the squares on the first row. 
2. You can only move left, right, or forward (No Diagonal Moves) 
3. You can only move one square at a time. 
4. There is only one path for each team. 
5. If you step in a square that is not on the path/solution, then your turn is 

over and it is the other teams turn. 
 
Facilitator: You are going to want to create a Grid on paper, with the solution for 
each team drawn out (See the Grid Below). Do not mark the path/solution on the 
actual grid. As each person steps into a new square, it is your job to tell them 
whether their move was correct or if their turn is over.  
 
Strategy: The idea is that both teams are on the same path, and that the grid is 
symmetrical if you divide it vertically.  
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Alternative Ideas: There are several things you can do differently or add on to 
make this activity applicable to your program; however, you could simply play it 
as is because the game does require some problem solving.  
 

1. The first thing that you can do, if there is someone in the group that has 
played this before and knows that the grid is symmetrical, then you can 
simply make two different paths for each team and that the goal is just to 
get to the other side. 

2. Some things you can add on to the activity are communication limitations. 
For example, “for the next 5 minutes nobody can speak” or “each person 
whose turn it is to walk the grid must be blindfolded and told where to go 
by their team”. These limitations encourage alternative forms of 
communication, leadership, and team building. 

3. A way to adapt this activity to your specific program is to create ways for 
each team to earn their “turns” on the grid. For example, you could come 
up with a list of questions that apply to what you are doing. There would 
need to be an even number of questions so that each team would have 
the opportunity to earn the same amount of “turns”. As well, the list would 
need to be pretty long as, in my experience, getting through the grid 
completely takes a fair amount of “turns”. I would allow each team at least 
20 turns, which would a list of questions, minimum of 40. This way you 
could make this smaller activity into a piece of a larger activity where they 
earn their “turns” during the first half and then they go through the Grid 
Game during the second half.  

4. You can always make the grid larger or smaller to make it easier/quicker 
or harder/longer. I would encourage you to always keep an even number 
of square feet and an equal number of rows to columns (ex. 6*6, 8*8, 
10*10, 12*12, etc) 

  
 
 
 

 

        

        

        

X X     X X 

 X  X X  X  

 X X X X X X  

        

        

 
 
 
 
 
 
 
 
 

8 ft.

8 ft.

* Team A Starts Here * 
* Team B Starts Here * 
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Team Building Activity 
PB & J Sandwich Activity 

 
Materials: 1 pen/pencil per person, 1 sheet of paper to write on per person 
(You also can include the materials to make the sandwiches themselves for a 
longer version of the activity) 
 
Objective: To explore assumptions that are made when communicating in 
various settings (i.e. trainings, meetings, emails, day-to-day contact). 
 
Short Version:  
 
For the short version, you will only need 1 pen/pencil and 1 piece of paper per 
person.  
 
To get started, you ask the audience if anyone has ever made a PB& J Sandwich 
(this can be asked rhetorically). This is a seemingly easy thing to understand. It is 
a task that most people have done, and if not, know how to do. After this you 
explain to the group that they will be given 5-10 minutes to write down 
instructions on How to Make a PB & J Sandwich. Plain and simple. If someone 
has an alternative request such as “I am allergic to peanuts” or “I like banana on 
my sandwiches, can I include that”, feel free to allow these different 
circumstances as it only explains the point better. 
 
Once completed, ask each person to read their Step 1. As the facilitator, 
compare each others first step. Did everyone have the same step? Does 
everybody Start in the same place, when taking on a project? How does this 
translate to communicating an activity in a training? How does this translate to 
communicating instructions for your Youth Team (for Adult Leader).  
 
As well, within each step, see if you can compare each persons Step and pull out 
any assumptions that were made. If someone had the first step of “Spread on the 
Peanut Butter” and someone had the first step of “Open the bag of bread”, is 
there an assumption being made that the first person knows how to open the bag 
of bread and that it doesn’t need to be said.  
 
Continue on in this manner with each step, pulling out assumptions that are 
being made. 
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At the end, note that this, seemingly easy and well understood task, was very 
different from person to person. Certain assumptions were made throughout, 
when trying to explain how to create a PB & J Sandwich. (just like I am assuming 
that you know what I mean when I type “PB & J Sandwich”).  
 

• What assumptions do we make in our day-to-day conversations? 
• What assumptions do we make when we communicate with youth/adults? 
• What can we proactively do to try to avoid making assumptions when we 

communicate to others? 
 

Going back to the folks who had allergies or personal preferences. Those 
characteristics further make them unique and further create the need to avoid 
making assumptions. Especially with those folks who have allergies. How do you 
think that compares to someone in a Youth Training? (Possibly talking about 
“Tobacco Issues” with someone who has a different cultural perspective of 
“Tobacco Issues” than you) 
 
Long Version: 
 
The Long Version is the same as the short version with an added part. After each 
person has written their instructions on How to make a PB & J Sandwich, pull out 
the materials to actually make the sandwich.  
 
Have each person tell the group their step and then act it out. During the action, 
point out any assumptions that were made. For example, if someone writes down 
the First Step as “Spread the Peanut Butter on one side of the bread” then 
discuss all of the steps that happened before that person actually “Spreads the 
Peanut Butter on one side of the bread”: 

1. Get the Bread 
2. Open the Bread 
3. Pull Two Slices Out 
4. Get a Knife 

 
Continue to do this with each person for each step. It would be good to list out 
the “assumptions” being made on a flip chart so that they can see them written 
out. This Long Version is good because the people involved actually “see” the 
assumptions that they are making.  
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Couch Game 

Summary: A memory-based game in which males and females compete to get all 
members of their team seated on the couch. 

Recommended # of People: 10-30 

Materials Required: Paper, a couch or four chairs, pens.  Recommended Setting: 
Indoors 

The Couch Game 

How to Play  

The Couch Game (also known by the name Kings and Queens) is a memory-based 
game that takes a moment to learn.  Form a circle with the couch (or four chairs) as part 
of the circle. Place two males and two females on the couch, and have the rest of the 
people fill in the circle, in alternating order (guy next to girl — no two guys next to each 
other, and no two girls next to each other). One chair must be left open. Have everyone 
fill out their name on a piece of paper. Place all the pieces of paper in a container. Go 
around the room and have someone pick out a piece of paper with someone’s name on 
it (they cannot have their own name). They must not let anyone know whose name they 
have. The person to the left of the empty chair begins by calling out someone’s name. 
The person who is holding a paper with that name must move from their seat to the 
empty seat. The object of the game is for the guys to get four guys on the couch while 
the girls try to get four girls on the couch. This game is a memory-based game which 
sometimes leads to humorous results due to its gender-based competitive nature. 
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Deserted Island (Also called Magic Carpet) 

 
Materials: Blanket or tarp that is just big enough that the entire group can stand 
on and be slightly crowded. 
 
 

Have each of the participants stand on an old tablecloth or blanket.  Craft a funny 

story about them falling out of a plane and landing, luckily, on this deserted 

island.  The problem is, their feet are starting to burn, so they need to flip the 

island over, being careful not to let any of their body parts touch the acid water 

around the island. If anyone touches the acid (the floor), tell the group that an 

injury has been sustained and that person is now no longer able to use his/her 

leg .  Other injuries can include splashing acid in teammate’s eyes (requiring 

them to use a blindfold) or it could paralyze their arms, legs, heels/toes, hands, 

etc (prohibiting them from using those parts).  The participants must work 

together to flip the cloth over a little at a time.   
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Emotions and Storytelling 

 
 
 
Lots of emotions go into this type of work. Let’s have an opportunity to get some 
of these emotions out. 
 
Goal:  Create an emotional storyline using one of your tobacco prevention efforts.  
 
Task:  Name some of the emotions that this activity may have brought out (e.g., 
happiness, anger, boredom, confusion, frustration, etc)  Each person is assigned 
an emotion—they may ONLY talk about the tobacco prevention effort with that 
particular emotion. A facilitator points to a person to talk, often changing among 
different people and emotions.  
 
For example:  
A Youth summit 
Getting schools to go 100% tobacco-free 
TRU Week event 
World No Tobacco Day event 
Other events? 
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Chocolate River 

 

For this game you need two ropes to represent the banks of a river. The goal is to have 
the group cross the river.  

Give the team six (more or less depending on the distance between ropes) carpet 
squares (or something similar) to use as "gumdrop rafts".  Each gumdrop raft can only 
support one hand and two feet at any one time.  Any more than that and it will sink 
(meaning a leader takes it away and it's no longer available to the group).  If a gumdrop 
raft is left untouched, it floats away (again, have a leader monitor for this and remove 
any rafts).  If anyone in the group touches the chocolate river, the team must start 
again. Every member must get across the river for the team to be successful. 

The game sounds simple, but it's great for team building, as it requires everyone to 
participate and contribute towards the goal.    
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Helium Stick 
 

Instructions 

Line up the group in one line, or two lines facing each other, depending on the number of 
people. 

 Each person sticks out their index finger from one (or both hands), so that they are all pointing 
parallel to the floor, just above waist height. 

A stick (tent poles work well) is placed on all the outstretched fingers.  The objective is to lower 
the stick to the ground, as a group, such that no‐one's finger ever loses contact with the stick. 

The only contact that anyone has with the stick is their finger(s) underneath the stick.  If 
anyone loses contact, even for a fraction of a second, the stick is returned to waist height and 
the group starts again. 

You can also do this one with the group in a small circle, lowering a hula hoop. 

Facilitator Notes 

If the group gets stuck with this one, try asking them: "What do you hear when the stick is going 
up?  What do you hear when it is going down?  Where is your focus?" 

Chances are, the more they focus on each other or on blaming, the more the stick goes up. 

Ask if anyone ever briefly dropped their finger off the stick, just to confirm that they were not 
the ones causing the rise.  "What does that tell you?    http://ceeps.ca/activities/HeliumStick.htm 
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Don’t Touch Me 

Description 
Everyone switches places with their partner across the circle, while going through the 
center. 

Instructions 
Players should be in a circle, standing on place markers. With out moving, ask them to 
select a partner across the circle from them.  Make sure everyone has a partner – you 
may need to play, too.  Place an extra marker in the center of the circle. The challenge is 
for the team to set the best time possible – as a team - for everyone to switch places.  
The rules are: 

+  You must switch positions with your partner, without touching. 

+  You must make contact with the center spot. 

+  You must say "Don't Touch Me". 

A ten second penalty will be imposed for each violation (touching, missing the spot, or 
forgetting to say "Don't Touch Me"). 

Facilitator Notes 

Safety Tip: Make sure the place markers won’t slide on the surface you are using. Once 
the group hears the challenge, they will probably brainstorm for a few minutes;  

Note:  you may need to repeat the rules several times, or ask them to tell you the rules.  
They can go as long the energy is good.  I just ask them each time whether they are 
satisfied with their time or if they think they can do better. 

The spots they are standing on have nothing to do with this activity, (distractions or 
limits we put on ourselves).  Also the center spot may be moved and they can move or 
re-organize – do not tell them this.  Do not put value judgments on their performance; 
rather let them decide when they are satisfied with their time. 

This activity allows the group to explore planning, collaboration, trial and error, 
respectful communication, integrity, and looking at possibilities vs. barriers. 

http://ceeps.ca/activities/DontTouchMe.html 
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Minute Mysteries 

Minute mysteries are great for when you have a few minutes to spare with your 

group! Read the situation to the group. They may only ask Yes or No questions 

and work as a team to figure out the “big picture” of the scenario. These are 

GREAT lateral thinking exercises. 
 

Scenarios: 

 Bob and Carol and Ted and Alice all live in the same house.  Bob and Carol go out to a 

movie, and when they return, Alice is lying dead on the floor in a puddle of water and 

glass.  It is obvious that Ted killed her but Ted is not prosecuted or severely punished 

Answer: Alice is a goldfish; Ted is a cat. 
 

 Joe leaves his house, wearing a mask and carrying an empty sack. An hour later he 

returns.  The sack is now full.  He goes into a room and turns out the lights. Answer: Joe 

is a kid who goes trick-or-treating for Halloween. 
 

 He couldn't find a chair, so he died. Answer: The man was a lion tamer. 
 

 Adults are holding children, waiting their turn.  The children are handed (one at a time, 

usually) to a man, who holds them while a woman shoots them.  If the child is crying, the 

man tries to stop the crying before the child is shot. Answer: Kids getting their pictures 

taken with Santa. 
 

 An ordinary American citizen, with a clean police record but no passport, managed to 

visit over thirty foreign countries.  He was welcomed in each country, and left each one 

of his own accord.  He did this in one day. Answer: He was a mail courier who 

delivered packages to the different foreign embassies in the United States.  The land 

of an embassy belongs to the country of the embassy, not to the United States. 
 

 A man is alone on an island with no food and no water, yet he does not fear for his life. 

Answer: He is on a traffic island 

 A man pushes his car in front of a hotel, and says “I’m broke and I’m out!” What 

happened? 

Answer: He is playing monopoly 
 

 

For more scenarios visit: 

http://www.math.umass.edu/~diehl/mysteries.html 
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Debriefing Strategies 

What is debriefing and why debrief? 

The value of a team building exercise is unveiled during the discussion, or "debriefing" that takes place 

afterwards. 

 

Debriefing is the time where the participants are able to think back and analyze what happened during the 

activity. During the debriefing process, participants share opinions, discuss ideas, create action plans, and begin 

the process of personal growth. 

 

Although debriefing is a common teambuilding term and practice, debriefing is a great way to teach valuable 

lessons about sportsmanship, sharing, compassion, and many other "teachable moments." 

Tips for the facilitator: 

 Make sure you either make mental notes or actual notes during the activity about 

moments that you want to debrief about later.  

 

 Make sure you are set-up that everybody can see each other and interact. Circles, semi-

circles work best, or sitting around a table work well. 

 

 Remember, you’re a facilitator, not a leader or guest speaker.  This means the students 

should be doing most of the talking.  Use phrases like, “What do you think about what 

he/she just said?” 

 

 Establish expectations. It might be hard for the participants to transition from an 

interactive game/activity to a serious conversation. Set the expectation before you begin.  

 

 Address the topic of confidentiality.  What is shared in a small group stays in the small 

group.  Stress how important this is and how we need to be able to trust each other. They 

will share more when they know a safe place has been established. 

 

 If the activity took place in a loud setting, make sure you move the debriefing to a quieter 

setting before you get started. Example: If you did your teambuilding exercise outside 

where there is a lot of traffic noise, go inside to talk to your participants. 

 

 LISTEN! Be sure to listen to what the participants have to say and respond in a manner 

that lets them know you heard and understood them. Validate questions by either 

expanding (can you tell me more?) or challenging them (why do you think that 
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happened). Encourage participants to challenge you. 

 

 Good discussions require time for warming up, reflection, maximum input, and closure. 

Be sure to allow for plenty of time and don’t rush the process. Remember, debriefing is 

where the real learning is taking place 

 

 Pause often. Quiet time is good. It allows people to think and reflect. 

Try not to let the same people dominate the conversation. If you find this to be an issue, 

you can break them into groups of 2-4 and give them a question or set of questions to talk 

about amongst their group. Then have them share ideas from the small group to the larger 

group. 

 

 Try to stay focused.  If the students get way off track, start to argue, or make jokes, gently 

say “We don’t have much time so let’s move on to the next question”.  But if the 

discussion is really valuable or someone really starts to share from their heart, don’t get 

caught up in finishing all the questions. (but don’t let one person monopolize the 

conversation either) 

 

 If someone isn’t participating at all, it’s okay to say “Mary, you’ve been really quiet.  

What do you think about this?” 

 

 If someone says something like “Well I think this is really stupid…”, be careful not to 

shut them out of the rest of the discussion.  You might encourage them by saying 

something like “Its sounds like you have some pretty strong opinions about this.  What do 

the rest of you think?”  Make sure you go back to them later and invite them back into the 

conversation. 

 

 Watch for strong emotional reactions.  If someone seems really touched or upset, make 

sure you pull them aside afterward and ask them if they’d like to talk.   

 

 Before you end, go around and have everybody say what their high and low was of the 

activity. The high should be their favorite part and their low would be their least favorite. 

This lets everyone analyze and reflect about their own experience, as well as ensuring 

that everybody has an opportunity to speak in front of the group. 
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Debriefing Questions 

Below are some sample debriefing questions that can be asked to get the 
ball rolling 

• How well do you think the group worked together? (Can rate 1-10) 
 

• What strategies worked? What strategies didn’t work? What did it take for your team to 
finally achieve success? 
 

• Who were the influential members and how were they influential? 
 

• Were the resources fully utilized? 
 

• What frustrated you with this experience? 
 

• Was there a compromise made? Did the compromise help or hurt the success of the 
activity? 
 

• How did the group reach their decision to_____? 
 

• How could better decisions have been made?  
 

• Did everybody know and understand the plan before it was executed? Was it 
communicated clearly? 
 

• Did everybody have a chance to communicate their plan to group? Did you feel that 
it was heard and validated? Is there someone who felt they had a good idea that they 
didn’t get heard? How did that feel? 
 

• What roles did group members adopt?  
 

• Do you feel the group listened to each other? Why/why not? 
 

• How was conflict managed?  
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• What kinds of behavior helped or hindered the group?  
 

• How would you do the activity differently if you were asked to do it again? 
 

• How can you relate this to work/home/school? 
 

• What was significant about ______? 
 

• What does this new information say about our own actions/lives? 
 

• What are the consequences of doing or not doing _____? 

 

Here is a list of possible follow-up questions. You can use these to follow-up a 
participants comment to one of the lead questions above 

• Can you tell more? 
 

• Can you be more specific? 
 

• Can you say that in another way? 
 

• Can you provide some more details about ______? 
 

• Help me understand why that is an issue? 
 

• So, you're saying . . . 
 

• Can you give me an example? 
 

• Does everybody agree on what ______ just said?  Why or why not? 
 

• Who else had the same reaction? Who had a different reaction? 
 

• Does everybody understand what _____ just said? 

 

 
 

73



 

 

MMIISSCCEELLLLAANNEEOOUUSS  

TTRRUU  
AACCTTIIVVIITTIIEESS  

  

  
 

74



 

  

 

 

MISCELLANEOUS TRU ACTIVITIES  

Table of Contents 

Balance of Power Exercise        76 

Breaking into Groups         77 

Paper-Tearing  Communication Activity      82 

Getting a Group’s Attention         83 

Ideas for Interaction in TRU presentations     85 



 
 
 

Balance of Power 
 

The exercise 

 
Find a partner you didn’t know before arriving, and agree which one will be partner “A” 
and which one partner “B”.  

Stand face-to-face with your partner. A’s, move slowly in whatever way you would like. 
B’s, physically mirror your partners’ activities as closely as you can. (time for 30 
seconds) 

Now switch places: leaders became followers and vice versa. (time for 30 seconds) 

Now continue moving but now neither person is the leader.  (time for 30 seconds) 

The discussion 

Which part of this exercise was the easiest? Why?  Which situation were you the most 
comfortable doing?   

How could this activity relate to adults working with youth? 

(e.g., Most of us are used to situations where one person leads and another person 
follows. When neither person was the leader, you had to pay attention more. You 
couldn’t go off and do your own thing or let others go off and do theirs. No one had the 
power or the control: We had to work together. But we didn’t quite know how to do that. 
When no one was supposed to take control, everyone sort of sighed, like “how do we 
move, then?” It takes a lot more effort, effort from both sides, to share the lead and work 
together.) 

Most of us are unaccustomed to working in the dynamic represented in the second part 
of the mirror exercise — where the lead or power is shared, especially with adults and 
youth.  This power dynamic too often leads to youth being denied power and control over 
their own lives, and to the experience of young people being negated.  

 
CeCELIA NATION with LAUREN STEVENSON  
Nation, C. and Stevenson, L. (2001) Balance of Power: Making Sure Youths are Seen 
and Heard. Reaching Today's Youth. Vol.5 No.3. pp 5-6 
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      Ideas for breaking teens into groups 

 
• Cards: Instead of counting participants off 1, 2, 3, 4, etc; use 

positive adjectives such as: beautiful, smart, funny, kind, etc 
 

• Adjectives: A deck of cards come in handy when trying to 
divide youth into groups – you can use suites or numbers. This 
does take a little more set up work sometimes to “stack” the 
deck, but is normally very successful method. All you have to 
do is hand out a card to each participant as they come in or 
have them at each seat. 
 

• Animal Noises: Give each participant a slip of paper with a 
different animal or animal noise. Have everybody begin making 
the noise at the same time and mingle around the room to try to 
find others who are making the same noise. Animal noise 
ideas: pig, cow, dog, monkey, rooster, cat, duck, lion 
 

• Candy:  Count out ahead of time, so that you have the right 
number of different kinds to form the groups you want.  Hand
out candy, and ask people to join the group with the same kind 
of candy. 

 

 
• Birthday month:  Have participants line themselves  up in 

order of their birthdays (months and date). They must not talk 
while they do this. Once they are lined up and you “test” for 
accuracy – divide them into the number of groups you need. 
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Breaking in to groups: “80’s dance activity” 
 
Materials: The cards with the different dance moves on 
them, music 
Time: 10-15 minutes 
Number of Participants: 20-45 
Dance moves: 
Sprinkler, cabbage patch, shopping cart, stayin’ alive, 
lawnmower, YMCA, running man, thriller 
 
Instructions: 
Explain that each person will get a card with a dance move 
on it. (The facilitators will need to demonstrate each dance 
move before the activity). Explain that when the music starts 
they have to go around the room, without talking, do their 
dance move and try to find the ones that match their own. 
This activity can either be a hilarious icebreaker or a way to 
split up a large group into smaller groups. 
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Breaking into Groups 
 
HUM THAT TUNE: Each person in the group is given a small piece of paper with 
the name of a nursery rhyme or other song written on the paper. (i.e. “Row, row, 
row your boat,” “Rock-a-bye baby,” etc.)  All of the people who are given the song 
must hum that tune and fine everyone else singing the song.  They then form a 
group. 
 
Tunes for Hum that tune.  Cut into small slips of paper and hand them out.  Make 
sure you have the number of each one to give you the size group you need. For 
example if you want groups of 5 have five Happy Birthday to You slips, five Row, 
Row, Row Your Boat slips, five Jingle Bell slips, etc.   
 
 
Happy Birthday to You 
 
 
 
Row, Row, Row Your Boat 
 
 
 
Jingle Bells 
 
 
 
 
Mary had a Little Lamb 
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WHO AM I...OR FAMOUS PAIRS: 
 
In this exercise, group members will be asked to identify the names of famous pairs 
or persons.  The leader tapes the name of a famous person on the back of each 
participant.  (i.e. Fred Flintstone, Mary Lou Retton, Bill Clinton, etc.)  The group 
member is not to see who is taped to their back.  Their task is to find out who they 
are.  The participants mill around the room asking others yes/no questions.  If the 
member receives a “yes” answer, they can continue to ask that individual questions 
until they receive a “no” answer.  Then they must continue on to ask someone else.  
When a group member figures out who they are, they take off the tag, put it on the 
front of their shirt, and write their own name on it.  The member then can help other 
members find out who they are.  The exercise concludes when all members have 
discovered who they are. 
 

 
    Names for Who I am.  These will be cut into slips also but taped onto the back of  
    participants instead of handed out.  You may add or take away names depending  
    on the groups’ sizes.  
 
 
Cliff Huxtable 
 
Clair Huxtable 
 
Theo Huxtable 
 
Rudy Huxtable 
 
Sondra Huxtable 
 
Denise Huxtable 
 
Vanessa Huxtable 
 
 
Tigger 
 
Winnie the Pooh 
 
Piglet 
 
Eeyore 
 
Christopher Robin 
 
Rabbit 
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Toto 
 
Dorothy 
 
Wicked Witch of the West 
 
Tin Man 
 
The Lion 
 
Auntie Em 
 
The Wizard 
 
 
Fred Flintstone 
 
Wilma Flintstone 
 
Barney Rubble 
 
Betty Rubble 
 
Dino 
 
Pebbles 
 
Bam Bam 
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Paper-Tearing Exercise 
 

The goal of this exercise is to highlight the importance of two-way communication.  Takes 
about 5 minutes.  You will need blank 8.5x11in. sheets of paper for each participant. 

 
Instructions: 

 
Tell the participants the following:  “We are going to play a game that will show us some 
important things about communication.  Pick up your sheet of paper and hold it in front of you.  
Now, close your eyes and follow the directions I will give you—and no peeking!  Participants 
cannot ask questions. 

 
Give the following directions, carrying them out yourself with your own sheet of paper and 
pausing after each instruction to give the group time to comply: 
 
 “The first thing I want you to do is to fold your sheet of paper in half.   
 Now tear off the upper right right-hand corner. 
 Fold it in half again and tear off the upper left hand corner of the sheet. 
 Fold it in half again.  Now tear off the lower right-hand corner of the sheet.” 
 
After the tearing is complete, say something like “Now open your eyes, and let’s see what you 
have.  If I did a good job of communicating and you did a good job of listening, all of our sheets 
should look the same!”  Hold your sheet up for them to see.  It is highly unlikely any sheet will 
match yours exactly. 
 
Observe the differences.  There will probably be much laughter. 
 
Ask the group why no one’s paper matched yours.  (You will probably get responses like “You 
didn’t let us ask questions!” or “your directions could be interpreted in different ways.”) 
 
Summarize with discussion of the need for two-way communication. 
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Getting and Keeping a Group’s Attention! 
 
 

The Ball Game 
 

You can regain the attention in a room quickly and easily with the simple use 
of a ball.  At the beginning of a meeting, teach the participants the "Ball 
Game."  Hold the ball in one hand and throw it up in the air.  When the ball is 
in the air, all of the participants can yell loudly (or laugh, whistle, or clap).  
When the ball is caught and in the hand of the facilitator, the participants must 
be quiet.  Throw the ball to different heights to test the participants' abilities.  
Once you've finished, you now have everyone's attention.  Continue using the 
ball throughout the meeting when you need everyone to regroup and quiet 
down.  It's fun and effective!   
 

 
Clap Once, Clap Twice 

 
 To get a group’s attention either at the beginning or during a session, say 
loud enough for everyone to hear, “If you can hear me, Clap once” (then 
Clap), “If you can hear me, clap twice” (then clap twice) if needed, say "If you 
can hear me clap three times" (then clap three times).  Proceed with the 
presentation or activity quickly.   
 
You can also change the verb; if you can hear me raise your hand, if you can 
hear me stand up, if you can hear me do the robot dance, etc 

Rhythms  

 Start clapping in a specific rhythm. Keep it up till you have some followers 
doing it with you. As more join in, try starting complementary rhythms with 
some of the late joiners. See how many rhythms you can add to the group. 
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Lead them into a louder rhythm and then have them graduate down to a bare 
whisper and close it out.  

Crowd Hush – 

 You would preload the day with instructions on this one. You say "and a hush 
fell over the crowd!" and they respond with "hushhhhhhhh” 

Alright/Okay – 

When you say "Alright!" the group responds with "Okay!". Try it a few times at 
the outset of the day to get the group use to the procedure and use as 
needed. You can change the words to fit your event or group or just be 
creative:  

When you say “Reality” the group says “Unfiltered” 
When you say “Kick” the group says “Butts” 
When you say “Peanut Butter” the groups says “Jelly” 
When you say “Get Hype” the groups says “Hype Hype!” 
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Ideas for Interaction and Skill-building  
 

Have an icebreaker at the start of each session that encourages the participants 
to get to know one another (examples: A Big  Wind Blows, Get to Know You 
Bingo, etc) 
 
Present statistics and facts in a game format to encourage learning and retention 
in an entertaining manner 
(examples: Tobacco Jeopardy, Vote with Your Feet, Charades) 
 
Have participants form groups to research information or to answer questions; 
have the groups share their answers/responses with the entire group (instead of 
being told the information or given info handouts) 
 
Create role-playing scenarios whereby participants “act out” situations in a 
spontaneous manner (or role-play scripts can be written beforehand). 
 
Have panels or town meetings or talk shows where participants can actively ask 
questions and receive answers.  
 
Do “mock presentations” whereby participants’ research, rehearse, and act out 
situations. The participants will need to know what roles they will be and basic 
information to prepare their roles.  
(examples: a mock school board panel presentation, a mock city council 
presentation, a mock merchant education session, etc). 
 
Do a Red Light/Green Light Fact Review.  At the end of training, meeting or 
presentation play this game to review accomplishments or knowledge!   
Everyone stands equal to one another on a line.  For each question, if the 
answer is correct, the person gets to take one step forward.  If the answer is 
incorrect, the person may a) stay where they are OR b) take a step backwards.  
The goal is to be the first person across the winning line. Say “It is okay if you 
don’t get an answer correct, but listen to the answer because the question may 
come up again.’  
 
You should come up with your own questions and they do not have to be difficult.  
The point is that everyone will be paying attention to the review!  Here are some 
sample questions you might ask: 
 

 What does a 100% tobacco-free school policy mean? 
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• When is our next meeting?  
• When is TRU week?  
• Why do we encourage a law that would increase the cigarette excise tax? 
• What is the percentage of high school students that spit in North Carolina?  
• Name one chemical in second hand smoke? 
• What is the TRU web site address?  

 
 
Share North Carolina youth projects and examples with the participants 
(for example, a butt pick up, a youth movement to get a restaurant to go smoke-
free, etc) 
 
Have participants brainstorm a description of what they are up against in order to 
learn how to be prepared for it. Write up or draw up their brainstorming.  
(for example, describe concerns of a tobacco farmer to better understand their 
arguments, describe the needs of a tobacco user to better understand how to 
respond to their frustrations, describe a gas station owner who sells tobacco to 
know how to best educate him/her, etc) 
 
Assist the participants in identifying people in their communities that they can 
contact or work with on tobacco use issues. (for example, local sports 
associations, coaches, principals, city council members, physicians, dentists, etc) 
Show them ways to find out the contact information, e.g., yellow pages, internet, 
etc. 
 
Share internet resources that participants can use after the workshop. 
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