ACT ALLIANCE

GENDER-INCLUSIVE RIGHTS-BASED DEVELOPMENT TRAINING MANUAL


Icebreakers, warmers, focusers
Introductions and Icebreakers

1. Interview a partner. 

Participants sit in a circle. Put them into pairs of As and Bs. Give them two or three minutes to interview their partners. They should find out three interesting things about their partner as well as their name. Then they introduce their partner to the group. They should tell the group their partner’s name and three interesting things about him/her. They should also include one big lie. Can the group guess which statement the lie is?

E.g.: This is Fatmata. She comes from Kenema. She likes singing. Every morning she goes swimming with crocodiles. She likes eating mangos. 

2. Catch the Ball.

This game should only be played after the introductions. Participants stand in a large circle. They throw a ball to each other at random. When you catch the ball, you must say the name of the person who threw it to you. If you cannot remember, you must ask them. Then you throw the ball to someone else. When that person catches it, he has to remember your name.

3. Maria, Maria, Maria.

This is another game to help people learn each others’ names. It also helps people to wake up and to concentrate. The participants make a wide circle. Place one person in the middle of the circle. That person is the caller. Explain that the object of the game is for the caller to get back into the outer circle. To do this she must say the name of someone in the outer circle three times in a row, before that person can say the caller’s name once. She will need to speak very quickly. If she fails, she stays in the middle and tries again with someone else’s name. 

Tip. The person in the middle should not point at the person she is naming. Nor should she look at them. This will make it easier for her to succeed.

4. Write your name with body parts.

Explain that participants are going to stand up in front of the group and write their names with body parts. Tell them to use their left arm to draw the first letter of their name. Right arm for the second letter. Left foot for the third letter. Right foot for the fourth letter. Nose for the fifth letter. Belly button for the sixth letter. Participants with names longer than six letters should go back to the left arm for the seventh letter, right arm for the eighth letter etc.

Tip. This game should never be done on the first day of a workshop. It should only be played after you have done some trust and team-building work. This is a good exercise for helping participants remember each other’s names on Day Two of a workshop. Be careful not to embarrass illiterate participants.

5. Stage Whispers.

Divide into two groups: ‘audience’ and ‘actors’.

The audience group sits; actor group stands up in a line in front of them, and numbers off, 1, 2, 3, 4, 5, …left to right.

Starting from the left, 1 tells 2 who he is, in a ‘’Stage Whisper’’ – a loud whisper in the ear of Number 2, which the audience must hear, but which is a ‘’secret’’ from the other actors (of course everyone hears!).  Number 1 tells Number 2 not to tell the others who she is. He can also make up one special thing about himself which is not true! When he (Number 1) has finished, he faces the audience and stares at them.

Number 2 creeps up to Number 3 and tells him who Number 1 is, in a ‘’Stage Whisper’’, including the untrue bit. Number 2 also tells Number 3 about herself, and swears Number 3 to secrecy; ‘’Don’t tell anyone else!’’ Number 2 now faces the audience and stares at them.

This continues along the line till we get to the last person in the line. He must then go and ‘’Stage Whisper’’ to Number 1 as much as he can remember of all the names and all their ‘secrets’. He tells him – Number 1 – ‘’Don’t tell anyone!’’

It doesn’t matter if people make mistakes or get things wrong. The main point is that;

· they must practice Stage Whispering;

· and tell their name;

· and make up one lie about themselves;

· and look the audience in the eye when their go is over.

The audience and the actors then change places. Those who had been the audience now become the actors, and the former actors become the audience.

6. Comedy handshake. 

This is a good way to wake people up and to break the ice. It works best at the beginning of the day. By modifying the rules, it can be used at the beginning of each day without becoming boring.

First you must decide on an unusual new way of greeting people. Here are some examples: 

· Hopping around the room on one leg, bumping shoulders and saying ‘Good Morning!’

· Hopping around the room, ‘shaking hands’ with the crook of your knee, and saying ‘Good Morning!’

· Rubbing shoulder blades, noses or buttocks and saying ‘Good Morning!’

Each day you can ask a different student to make up new rules. Be careful not to use actions which might embarrass girls. 

7. First letter of name introductions.

The group should stand in a circle, clapping out a rhythm or even clapping and singing. One person goes into the middle of the circle and dances. He thinks of an adjective to describe himself and introduces himself, giving a few pieces of personal information. E.g.

‘’I’m happy Mohammed. I like football and I want to be a doctor.’’ Or; ‘I’m busy Hadjibul.’’ ‘’I’m serious Sullay.’’ ‘’I’m playful Ishmael.’’ ‘’I’m lazy John.’’

Tips. This exercise works best if you have some drummers. Always make sure the circle isn’t making too much noise for the person in the middle to be heard. This exercise can help the facilitator judge the level of a participant’s self-esteem. You can also ask the participants to use an adjective that has the same letter as their name – helpful Hanna; just Jonathan; active Ahmed; busy Beesan.
8. Animal Wedding.

Tell the group that in a few minutes they are all going to become animals. You might ask them to get on all fours and imitate cats and dogs, just to get them into the spirit of the game. Next, go around the room whispering the name of an animal in each participant’s ear. This must be kept a secret. Nobody should know what animal another student is. You must organize things so that there are two of each animal in the group. When you say ‘Go!’ participants should move around the class in the manner of their animal. Birds should run around flapping their wings and twittering. Lions should walk on all fours roaring. Crocodiles should wriggle around on their bellies snapping and thrashing.

The object of the game is for each animal to find its partner. 

Tip. You will need to plan this exercise carefully before the session. If there are 20 participants, you will need 10 pairs of animals. Make sure that pairs are not standing beside each other. With an odd number of students, one animal will always be left on its own. 

9. Pass the clap.

Participants sit in a big circle. One person is designated to start. He turns to his left and claps. As he does so, the person beside him turns to her right and ‘accepts’ the clap by pointing her hands towards his and clapping at the same time. She is now in possession of ‘the clap’. She turns to the person on her left and passes on the clap. Once people have got the hang of it, try and speed the game up to see how quickly the clap can pass around the circle.

Trust and Team-Building

1. The Rules.

These should be negotiated with the whole group. Begin by asking the participants to suggest rules. They will usually begin by thinking of rules to govern their own behaviour. If the participants do not offer them, you might suggest rules prohibiting violence.
Next, ask the participants to suggest rules governing the behaviour of the facilitators or managers if they are in the room. Examples include not shouting, and turning off mobile phones. Once the rules are agreed it is essential that you adhere to them.

If the group is literate, you can write the rules on a sheet of paper and hang them on the wall. If the group is illiterate, you might ask participants to draw pictures portraying/representing the rules. This should be done as homework. The pictures can then be hung on the walls.

Some people think it helps to create a better atmosphere if the rules are positive rather than negative. For example, ‘’We must always speak politely’’ instead of ‘’No swearing’’.

2. Guided Walks.

A good way of building trust among participants is to put them in pairs of A and B, blindfold the As and have the Bs guide them around the room. Then switch roles.

Here is an enjoyable blindfold game. Using shoes, chalk or string, draw the outlines of a narrow, twisting path across the workshop floor. There should be lots of right angle corners in the path. Blindfold A and place her at one end of the path. Her partner, B, stands at the other end of the path. He stays there. He cannot move. He must guide her along the path and across the room using five spoken commands: go forward, go backward, go left, go right and stop. Every time A steps on the boundary she picks up a penalty point. The winners are the couple who can cross the room with the least number of points. After a few pairs have tried this exercise, you may need to change the outline of the path as it will have become too familiar.

Tip. One disadvantage of this game is that the other participants are left doing nothing while one pair is playing. There will probably only be time for a few couples to have a go.

3. Falling and Catching.

One student stands with her eyes closed. Behind her are two or three students who are ready to catch her. At a given signal she falls backwards into the arms of her friends. 

This exercise is a little frightening. It is very difficult to let yourself actually fall, rather than merely bend, backwards. The faller should be encouraged to keep her eyes closed, rock back on her heels and let herself fall. She should keep her back straight. This requires courage. Participants doing it properly should be loudly praised.

Tip. If the catchers stand too close to the faller, she will only fall a few inches. If they stand too far away she will be difficult to catch and they might drop her. Ideally, the catchers should position themselves about a metre behind the faller. They should have their hands up, arms extended, and be slightly crouched in readiness.

4. Falling and Catching in a Circle.

One person stands in the middle of a circle of friends. The circle should be a metre away from the person in the middle. The person in the middle closes his eyes and falls backwards or sideways. He keeps his body straight and his feet on the same spot. Two or three people catch him and pass him slowly and gently around the circle. There should always be at least two people holding him. He should be like a second hand moving around a clock face.

5. Blind walking.

People spread out around the hall. Ask everyone to find a secret spot. Close eyes. Back and head straight. Arms folded over pointy elbows. Must walk with eyes closed to secret spot. At a signal they open eyes. If they aren’t near they try again. If they are near they chose a new spot.

6. Blind handshake.

Put people in pairs. They shake hands, close eyes and then take six steps backward, then six steps forward, extend hand and at signal from facilitator open eyes and see how far out they are. Second go for those who didn’t manage it. Those who did manage it try ten steps backwards with eyes closed.

7. Counting to ten.

Put people into groups of between 8 and 15. The group forms a tight circle with each person putting his arms around the shoulders of the people next to him. Everyone closes their eyes. The object of the game is to count to ten. Only one person may speak at a time. The counting must not be done around the circle. If two people speak at the same time, the counting goes back to ‘one’.

Tip. Tell the group that they will be more likely to succeed if they count slowly. They should not be afraid of long pauses.

8. Balls in the Air.

You will need three balls for every group of 8 – 14 people. Stand in a circle. Throw a ball around the circle at random. Encourage people to look a person in the eyes before throwing the ball. This lets the other person know that the ball is coming their way. The ball should be thrown gently. The idea is to build up a slow, steady rhythm whereby the ball is always moving. Once this has been done, throw in the second ball. If anybody drops a ball, the group starts again with one ball. The object of the game is to have three balls moving across and around the circle at the same time.

9. Apple-pickers.

This game is played with teams of four. Take four balls. Put one ball in each corner of the room. The first group stands in the middle of the room. They form a tight, outward facing circle by linking arms with the people on either side of them. Tell the team that each person in it must pick up one ‘apple’. They must not break the circle. Tell them you are going to time them.

Once the first team has picked up all the apples, let the second team try, then the third team etc. The fastest team is the winner.

Tip. What usually happens with the first team is that they all pull frantically in different directions and that the circle breaks. If this happens, bring them back to the middle of the room, reform the circle and start again. Hopefully they will soon realize that the game is only possible if they work with each other and not against each other.

After the game, make sure everyone understands that the only way to complete this exercise is by working as a team. Tell them the same is true of acting.

10. Find your Spot.

This game works on the same principle as ‘Apple-pickers’. It can be played with groups of up to twelve people. Form a wide circle by holding hands. Tell everyone they must silently pick out a spot on one of the four walls of the room, and to keep it a secret. When you say ‘Go!’ everybody must try and touch their spot with their back.

Tip. Again, it is likely that people will pull violently in different directions and that the circle will break. If this happens, reform the circle and remind everyone about the teamwork that was necessary in ‘Apple-pickers’. Hopefully they will realize that the task can only be completed if everyone cooperates.

On subsequent playings of this game, you might make it more difficult by establishing a rule that nobody is allowed to talk. Negotiations can be made by eye-contact alone.

11. The Knot.

The group holds hands to form a circle. Without breaking the circle they walk under each others’ arms until they have formed a knot. The object of the game is to unravel the knot.

Variation. One student is excluded from the circle and made the ‘manager’. The rest of the students then form a circle and make a knot as above. The manager then tries to direct the unravelling of the knot. He gives instructions on who should move where. Once the knot is unraveled, another circle is formed with all the students. This time there is no manager. Again they make a knot and again they try and unravel it. 

Which way worked the quickest? Ideally, it will be much quicker and simpler to unravel the knot without an outside manager trying to direct operations. Use this to demonstrate that the team is capable of solving its own problems.

12. The Machine.

Ask the group to think of a huge machine with many different parts. Each part makes a different movement and sound. Tell the group they are going to make such a machine. 

Form a wide circle. One person steps into the circle and begins making a repeated movement and sound. After five seconds, the next person in the circle steps in and adds his new sound and action. Keep working around the circle at five-second intervals until everybody is part of the machine.

Tip. It is very important that people wait five seconds before joining in. This gives them time to think of a sound and action that contrasts with, or complements, the previous ‘component’. It is also very important to work around the circle in one direction. If you don’t do this, everybody will rush into the middle at the same time. The game is most fun when we build The Machine carefully, one piece at a time. It is also important that nobody is louder than anybody else. Everybody should be able to see and hear everybody else.

Variations on the Machine.

Once the group has successfully built a machine, you may wish to try again. Before you begin, tell the group that when the machine is completed, you will give a signal. The machine will then gradually start to speed up. At another signal, the machine will gradually slow down until it grinds to a halt.

‘The Machine’ can also be used to recap the day’s activities. The first person steps into the middle of the circle and repeats a phrase and action describing one feature of the day. For example, he might repeatedly form a circle with his arms while saying, ‘’We sat in a circle, sat in a circle.’’ The next person mimes drawing and chants, ‘’Painted a problem, painted a problem.’’

‘The Machine’ can be used to create impressionistic moving tableaux of the town, or even of more abstract concepts such as ‘participation’ or ‘teaching’ or the participants’ organisation.

Finally, ‘The Machine’ can be used to generate music. The first person steps into the middle of the circle and starts off a rhythm, riff or refrain.  After five seconds, the next person contributes a sound and action that contrasts or compliments the person who went before them. Songs generated in this fashion can be used later on when we come to devise plays.

13. To whom to…

This game involves chanting ‘in rounds’ and has a percussive effect which children and adults love. 

Divide the participants into four groups. Have the groups stand apart from each other. Ask the first group to start chanting ‘’To, to, to, to’’. You should start them off mid-tempo and ensure they keep to that time. Quickly move to the second group and have them start chanting ‘’To whom to, to whom to, to whom to…’’ The third group are then instructed to start the following chant; ‘’To whom does it belong to, to whom does it belong to…’’ Finally instruct the fourth group to join in with ‘’To me! To me! To me!’’

Tip. Make sure the four groups are chanting at the same speed. Once everyone is underway, it is good fun to have them speed up.

Energisers/energy releasers 

These are games which we use to wake people up and to raise the energy level in the room. We also use them to release energy, when people have been sitting still and working hard for example. You might need to use an energizer first thing in the morning, or after lunch, or after a difficult session. They are also a great way to finish the day so that everybody goes home happy.

1.  Fruit Salad
Divide the participants into an even number of mangos, bananas and pineapples. Sit everyone in a circle on chairs. There should be one less chair than there are people. Put one student standing in the middle of the circle. That person is the caller. The object of the game is always to find a seat.

The caller calls out one of the three fruits. If she calls, ‘’Bananas’’, then all the bananas have to stand up and swap seats. In the confusion, the caller tries to sit down. Whoever is left without a seat becomes the caller.

The caller can also call out two fruits at once, e.g., ‘’Bananas and mangos’’. All bananas and mangos must then get up and swap seats. As always, the caller tries to sit down. If the caller cries ‘’Kenema Market’’, everyone must get up and change seats.

2. Bomb and Shield.

Tell everyone to find a space on the floor. Now tell them to look around and secretly choose one other student. They must not tell anybody who they have chosen. Tell them to run around the room trying always to stay as far away as possible from the person they have chosen.

After a minute, ask everyone to stand again and to secretly choose a second student. Again they must not tell anybody who they have chosen. Tell the group to run around the room trying always to keep their first person between them and their second person.

Tip. It is a good idea to model this exercise first.

3. Tag Game. 

This is done at a brisk walking pace; running if prohibited. The tagged person becomes a shield, trying to block and obstruct the person who is “it”. This requires you to overcome deeply internalised rules. When you catch someone you do not instantly run away from them, rather you stay by them and try and get in your way. A subsequent variation is to do it in pairs linked at the elbow, then fours similarly joined. 

4. Cats and Dogs.

Get all the students on their hands and knees. Designate two students as dogs. Everyone else begins the game as a cat. The dogs must chase the cats, barking angrily. To catch a cat, a dog must hit someone on the sole of their foot. If you are caught you became another dog. The game continues until there are no cats left.

5. One, two, three.

1. Put students in pairs, facing each other. Students count to three alternately, like this;

A. ‘One.’  
B. ‘Two’.
 A. ‘Three.’ 
B. ‘One.’ 
A. ‘Two.’
 B. ‘Three.’ A. ‘One.’ 
B. ‘Two.’   
A. ‘Three.’

They practice this for a few minutes. Some people will find it very difficult at first.

2. Now tell them they can no longer say ‘One’. ‘A’ must chose silly action and sound to replace ‘one’. That action and sound now replace ‘one’ in the sequence. The sequence now runs like this;

A. Action. 
B. ‘Two’. 
A. ‘Three.’ 
B. Action. 
A. ‘Two.’ 
B. ‘Three.’ 

A. Action. 
B. ‘Two.’ 
A. ‘Three.’

3. After a few minutes stop them again. B must now think of a different action and sound to replace the number two. The sequence now runs like this;

A. Action.
B. Action two. 
A. ‘Three’. 
B. Action. 
A. Action two.

B. ‘Three.’

4. Finally, stop them again. ‘A’ invents a third action and sound to replace the number three. They now run the final sequence.

Tip. You will need to model this. Make sure the students invent their own sounds and actions. They should not simply copy the sound and action that you modeled. This is a game about spontaneity and improvising, not about mimicking.

The Busby Berkley variation. This involves the whole group working in blocks. We arranged the group into six blocks, each with four or five people. I think this was an arbitrary blocking. The shape of the block was as if sitting around a huge table, two blocks at either end and two separated blocks at one side looking across at two separated blocks on the other side as below.
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The one, two, three pattern is still the order. A’s start with a noise and expansive gesture, Bs shout two, Cs shout threes, Ds make the original noise and gesture. Build it up from there and try and include some musical noises. The final result can be a big, absurd, Busby Berkley routine.

6. Here come the lions!
Designate two students to be the lions and send them out of the room. Tell the rest of the group that they are poor farmers out working in the fields. They know there are dangerous lions in the area. When they hear the warning cry of ‘’Here come the lions!’’ they must freeze in the shape of a tree, flower or rock to disguise themselves from the lions. As long as they don’t move they will be safe. If however, they move, the lions will know they are human and eat them. Tell them to start acting as farmers in the field.

Leave the room and talk to the two lions. Tell them they are very hungry and want to eat some farmers. Explain that these farmers are very clever, and like to disguise themselves as trees, flowers and rocks. If the lions see any trees, flowers or rocks they should try and make them move to see if they are really farmers. However, the lions cannot touch them. A good way to make them move is to make them laugh.

Shout out ‘’The lions are coming!’’, wait ten seconds and then let the lions into the room. If the lions succeed in making anybody laugh they can ‘eat’ that person. 

Focusers
These games are used when you want to raise concentration levels within the group. Perhaps you are about to begin a serious discussion, and you want the group to be focused and alert before you begin. The games listed below serve that purpose. 

1.  Zip, Zap, Boi-ing.
Everyone stands in a circle. One person starts with her hands together and passes it on to the right by saying ‘Zip’. That person passes it on to the next person on the right and so on.

If the person receiving a ‘Zip’ does a circle in the air saying ‘Boi-ing’ to the person sending it, the ‘Zip’ bounces back and changes direction. So the person who sent it needs to send it to the next person on the left. Then it moves to the left and so on.

You can also ‘Zap’ it to a person across the circle from you. You cannot ‘Zap’ it to a person next to you. That person can either ‘Zap’ it back across the circle to someone else or ‘Zip’ it back to the person on the right, but NOT ‘Boi-ing’. ‘Boi-ing’ is always to the person next to you who is trying to send you a ’Zip’. 

Anybody making a mistake is out of the game. The game will end when there are only three people left in the circle.

Tip: Make sure none of the words zip zap boi-ing mean something rude in the local languages.

2. Grandma’s Footsteps.

One student sits blindfolded on a chair at the far end of the room. She has her back to the room. Under her chair is a set of keys. The students must take it in turns to try and lift the keys without ‘Grandma’ hearing them. They do this by walking forward slowly and quietly. If Grandma thinks she hears something, she turns around and points to where she thinks the student is. If she points at the student, she has caught him, and it is time for another student to try. Grandma is only allowed to turn and point three times.

Other exercisers which can be used as focusers are xiv. Counting to Ten and xv. Balls in the Air, both of which appear in the section on Key Stage Two: Trust and Team-Building.

Coolers

These are games we use to calm people down. You may need to use them if you are working with a group of children who have become over-excited.

1. The Moving Ball.

Ask the participants to close their eyes and relax. They can sit down or lie down if they want to. Tell them to imagine that there is a small, cool ball inside their body. Tell them to feel the size, texture and colour of the ball. Tell them that the ball is slowly moving through various parts of the body. The ball sometimes stops and moves again. The ball stars getting warmer and wants to get out of the body. It is hot and it comes out with a sound from the mouth after a while.

Tip. Give the children time to calm down, stop giggling and focus. Give the instructions slowly but clearly. You will need to use a very calming voice. As the ball moves within the body, keep describing where it is traveling to, within the organs or the general body parts – this will help them to ‘see’ it as well. E.g. ‘’Imagine the cold ball is in your stomach. It slowly travels towards the left hand and moves quickly to escape through the fingers but can’t so it tries to move through the other hand. Then it travels down the hips, to the knees and up again to the head. The ball is getting warmer, hot, very hot, it’s in your mouth and you can’t keep it in any longer so you throw it out.’’

2. Moonwalk.

Get the participants to sit or lie down so they are comfortable and relaxed. Let them imagine that they have landed on the moon. Let them feel the weightlessness and lightheadedness. Describe to them how serene and quiet it is in the middle of the surrounding dunes and craters and dust.

Tell them to ‘see’ and explore the place in their imagination. Slowly close the exercise by telling them to open their eyes and come back to reality.

Recapping
You should begin each day by recapping on the work done the day before. Visualising that work will help fix it in peoples’ memories. The following three exercises are useful.

1. Mime of yesterday.

Ask the students to recall the exercises done the previous day. Anybody who remembers should mime the exercise for you. They should not talk. Try and elicit the exercises in the same sequence that they were done.

2. The Landrover.

This exercise requires four facilitators. You should spend 15 minutes preparing it before the start of the day. Arrange four seats at the front of the room, a row of two behind a row of two. This is the NGO landrover. One person acts as a local driver. He is coming to pick up three of the workshop participants. They get in.

As they drive along, the driver asks them what they did that day. The participants try to explain the strange activities they did. The driver’s role is to express surprise and disbelief. Here is an example of the possible dialogue.

Driver: ‘’So, what did you do today at your workshop?’’

Participants: ‘’We made a machine!’’

Driver: ‘’Oh, engineering, eh?’’

Participants: ‘’No, no, not a real machine.’’

Driver: ‘’Well what sort of machine then? What was it made of?’’

Participants: ‘’It was made of people’’.

Driver: ‘’Are you pulling my leg? Do you expect me to believe that? So what did it do the, this machine?’’

Participants: ‘’It made music.’’

Driver: ‘’You’re laughing at me. What else did you do?’’

Participants: ‘’We counted to three.’’

Driver: ‘’Stop it! You’re mocking me again.’’

Participants: ‘’No. Really.’’

Driver: ‘’And the poomui gets paid to teach you to count to three and make musical machines out of people?’’ 

And so on.

Tip. You will need to improvise your own dialogue based on the day’s events.

You can also adapt The Machine from the section on Trust and Team-Building.

Handout: Icebreakers, Warmers, Focusers 
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