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Crusade Introduction
A. Invite people into a circle.

B. Hand out blind-folds and help people to blind fold another. Alternatively, set atmosphere and ask for eyes closed.

C. Explain that each person will be told a sound that corresponds to the color of their blind-fold.

D. The challenge will be to find all other crusade sounds of one’s own kind. No-one can talk – only  sounds can be made.

Color
Item
Sound
White
seagull
kaw-kaw

Lime
horse
clap on thigh
Pink
calvary
charge
Purple
camel
muah
Gray
sword
swish-ching

Turquoise
bow & arrow
plunk
Gold
bugler
do dodo doooo
Black
pack mule
ee-haw

Navy
navy
ahoy

Burgundy
rifleman
snap fingers


Ship’s bell
ding-ding



Koosh Ball
A. After Crusade groups are identified, arrange groups in a circle.

B. Ask a question; toss the koosh ball to an individual in the group to answer it.

C. That person then answers the question and then tosses the ball to another person.

D. The ball is tossed until each participant has an opportunity to answer the question. 

E. Proceed by asking another question.

Sample Questions
What is your name?
Tell us something about yourself that we would not know by looking at you?

What have you liked about the retreat best so far?

What is your favorite thing to do away from school?

What sport do you like best?

Where would you like to live in the world?

Where would you like to go on vacation?

What kind of music do you like?

What has been you biggest accomplishment?

What countries have you traveled to?

What is your favorite food?

Where is your favorite quite place?

If you could be somebody else, who would it be?

Where were you born?

What is the most exciting thing that has ever happened to you?



Coat of Arms

Coat of Arms defined: A coat of arms is a family seal. It illustrates characteristics of a family.

Historical perspective: coat of arms was used in cities and empires during the medieval times. They were a symbol/identity carried on a pole. By looking at the shield one could tell who the leader was, the size and strength of their army, etc. The coat of arms identified who was coming and was used for friendly passage from one city to another. 

Activity: Create a coat of arms for your group. Describe commonalities, interests and information about you and the members of your group with illustrations. Each coat of arms should be divided into four sections with a group name in a box at the top of the shield.

When finished be prepared to give a brief explanation of your creation.



Name

Illustration of 

group commonalties

Annual 

Annual Balloon Stomp
Get ready to make lots o noise and have lots of fun with this activity because thing are going to be “hopping!”

Needed:

· 1 medium balloon per student

· String or curling ribbon

Directions:

1. Give each student 1 balloon and approximately 24” of string for each balloon. Have students blow up the balloons and tie a string to it.

2. Clear out an open area in the room. Students are to then tie the string to their ankle so that each person has a balloon tied to his/her leg.

3. On the work “Go” everyone is to try to pop other people’s balloons, but they can only do it by stepping on them. They cannot use their hands.

4. After a person has had his/her balloon popped, he/she has to sit down. The students must keep battling it out until there is one person left with a balloon. 

Students will have loads of fun in this activity, which is important to a healthy climate. Don’t worry about any great theoretical value, just have fun.

DECA Competitive Events

Activity: Each group will be given a competitive event. One advanced student (Advanced Students 1) from each group will be given the participant instructions; the remainder of the participants will receive the complete packet. Another advanced student will be the judge (Advanced Student 2). The participant (Advanced Student 1) will then take the allotted 15 minutes to prepare their role play. After the allotted 15 minutes the participant will present their role play to the judge (Advanced Student 2). At the completion of the role play the group will discuss the role play and the process that is gone through to come to an effective presentation. After the role play has been discussed teams will have the opportunity to present their role play in front of the entire group.  

If time permits, hold a discussion on competition based on your experience.


Handshaking into Groups

Objective: Form groups by number without talking. Shake hands to communicate number.

A. Have each participant think of a number between 1 and 3.

B. Shake hands with individuals to communicate number – i.e. if the number is three you would shake the persons hand three times. The other person may only shake your hand one time if their number is one. Continue shaking hands until all participants have found their group.

C. Use these groups to complete the knots exercise.

Knots

A. Participants stand in a circle.

B. Each person places both hands in the center.

C. With each hand every person takes hold of one hand of each of two non-adjacent people. 

D. Unite the know without letting go 0one circle results from the untangling, though on occasion you can end up with two interlocked circles or one tangled mess).

E. Individuals may be facing inside or outside the circle when finished.

Song and Skit
E. Each group will create a song and/or skit which will be performed in of the entire group.

Characteristics of a good skit:


Created in good taste – theme and choice words.


Does not offend anyone.

Participants can be heard and faces seen.

Well rehearsed.

Is not too long.


Show and Tell

Activity: Each member of the team will share with the group the special item they brought with them.

Possible discussion topics:

· Why did you select this item?

· What is the significance of this item to you?

· Where and when did you obtain/receive this item?

** If a student forgot their item they can describe it and give an explanation.



Team Bracelets

Activity: Create a team bracelet for your group. Every team bracelet must represent the whole team and be the same, use the same color beads and placed in the same order. When finished be prepared to give a brief explanation of your creation.


Thorns and Crowns

A.
The purpose of this activity is to examine the effect that each of us has upon the other. In this experience, participants will be given a sticky label to place on a crown. The other team members are to follow the “directions” on the headband. A member should not see his/her own headband “directions.” Members should observe the “impact” they have upon each other as they follow the “directions” on the headbands.

B.
The discussion that follows the activity should focus upon “feelings” and how members felt about their fellow team members. If we want a team to be an effective unit, ask the members which “directions are most likely to help create this situation.

C. 
The “directions” on the headband could include:

· Reject everything I say

· Ignore me

· Accept all my ideas

· Nod your head in approval when I talk

· Nod your head in disapproval when I talk

· Do not look me in the eyes

· Interrupt me when I talk

· Laugh at my ideas

· Ridicule me

· Rub you nose every time I talk

D. 
Distribute the stickers and the “Participant Instruction Sheet.” Observe the teams carefully and you will have considerable feedback for debriefing the activity.

Thorns and Crowns
Participant Instructions

You will be given a sticker to place on your crown. Your sticker will tell the other members of the team how they should respond to you.

The team should react to each member who speaks by following the instructions on the speaker’s headband. You should not tell members what their headbands say – you should react to the team members as directed.

You should act naturally in the team discussion. Do not role play – be yourself!

Part I: Review the fifteen leadership qualities below and rank-order them. Place the number “1” before the quality you feel is more important for a good leader, number “2” before the second best etc. The number “15” will be the quality you believe is least important.

Part II: The team should rank-order the fifteen leadership qualities using group-consensus techniques.

Individual Ranking

______

______

______

______

______

______

______

______

______

______

______

______

______

______

______


Team Ranking
______

______

______

______

______

______

______

______

______

______

______

______

______

______

______


Leadership Qualities
A. Be cooperative

B. Be a good listener
C. Always be on time
D. Be a VIP (very involved person)
E. Be enthusiastic

F. Set realistic goals

G. Always look and act your best

H. Build others

I. Believe in USA 

J. Persist until you succeed

K. Recognize others

L. Care 

M. Share

N. help other reach goals

O. Believe “the best is yet to be!”
Games
Baby if you love me, give me a smile
Form a circle with everyone sitting in a chair. Select one person as “IT.” “IT” goes up to a person, sits on their lap (kneels, or whatever) and says, “Baby if you love me give me a smile.” That person must say back to “IT,” “Baby I love you but I just can’t smile” three times without smiling or laughing. If they smile or laugh, they become “IT.”
Meet you neighbor

Group is seated in a circle, with one person standing in the middle, who says to a seated individual: “Hi my name is ____. What’s your name?” “I’d like to meet you neighbors.” This person introduces their neighbors, and then says: “Who would you like to meet?” The person in the center replies, for example with: “I’d like to meet everyone wearing white socks.” At which point everyone with white socks must leave their seat and find a different one, while the person in the center rushes to find a seat. Whoever is left in the center then repeats the game.

Shuffle your buns
The object of the game is for the person designated as “IT” to sit down on a chair. Form a circle with everyone sitting in a chair. Chairs need to be placed close together and there needs to be one extra chair in the circle. The person who is “IT” stands in the center of the circle and tries to sit down on the empty chair. The participants shift their buns to the next chair to keep “IT” from sitting down. If “IT” succeeds at sitting in a chair, the person who didn’t shuffle (shift chairs) quick enough becomes “IT.” 

Tarp Game

Two group leaders hold up a tarp with an equal number of participants on each side. Groups decide who will be in front of the tarp as it is lowered. Once the tarp is lowered the two participants must say (yell) the name of the person who is standing opposite them on the other side of the tarp. The person who loses goes to the other side. Repeat.

Hoola Hoop
Group members stand in a circle facing each other and holding hands with arms of two people through a hoola-hoop. The object is to get the hoola hoop around the circle without releasing hands. Time the activity to see if how fast it can be done.

Variation: Place hoola hoop on ground. Instruct students that they are to get everyone through the hoola hoop as fast as they can. Time starts when the hoola hoop is touched.

Noodles

Students pair up and link arms. One student has a bat (long noodle), their partner has a stub (5” noodle piece) which is placed on end on the palm of their hand (may not hold the stub). The object is to be the last group with their stub in their palm. The students with the bats try to bat the stubs out of the other student’s palms.
Variation: Students pair up. One student is blindfold and has a bat (long noodle). The partner who is not blindfolded gives oral instructions to the blindfolded partner to bat the other students. (object? The students say it’s just fun).

Variation: Group of 10-30 students form a circle and hold hands. The object is to pass the following around the circle: a hoola hoop (which is linked in their arms), an inflatable ball (which is between their knees), and a noodle (which is held with their chin and shoulder).

Foxy Fox

The object of the game is to have the Foxy Fox (es) eliminate as many players as possible without being caught. From a circle facing in, the facilitator indicates who it is by touching the person when everybody’s eyes are closed. Foxy Fox (IT) can eliminate people by squeezing their hands. If IT squeezes the person on his/her right 3 times that person squeezes their right hand 2 times the next 1. When someone’s hand is squeezed once they are eliminated. The signal can be sent either direction as many times as needed and the number of squeezes can vary. If someone who has not been eliminated thinks that they know the Foxy Fox is they can make an accusation, “I have an accusation.” It needs to be seconded without consulting the second. If they are correct he Foxy Fox is eliminated, if not, they are both out of the game.

Murder

This is a variation on the Criminal Dealings game. Same set up with a deck of cards. Choose the number of cards needed according to the number of players. Be certain that the Queen of Spades is in the deck. All players draw cards. The player who chooses the Queen of Spades is the murderer.
          
Throughout the other activities, the murderer kills victims by winking at them. When someone catches the eye of the killer and is winked at, they are killed and (here is the fun part) can die in any manner they want. Some die quietly by dropping over; others die in a dramatic finale.
          
The object of all other players is to a) not get killed and b) try to identify the murderer.
Name Game

Form a circle with everyone sitting in a chair facing each other. Have one person start by saying “My name is (state their name).” The next person (to the left) says, “My name is (states their name) and this is (states the name of the person to their right).” This continues around the circle until the last person says everyone’s name in the circle. People to the end of the circle may need help.

Birthday Game

Rules: There will be no verbal communication.

Instruct the participants to form a line in order by birthrate. Remind them during the activity that they will be blindfolded and this is to be done without verbal communication. Alumni can participate if they wish. If time permits this can be done by shoe size, height, etc.

Self-Sorting

Leader calls out criteria, and student move to specified place in the room. For example, “Anyone who has a brother, stand over here; anyone without a brother stand over there.” You might want to sort by birthdays, astrological sign, number of siblings, clothing ice cream preferences, hobbies, values, etc.

Evolution

Each participant will start out as an egg. Participants will then roam the room and find someone that they do not know or know very well and introduce themselves to that person. Once the introductions are complete the two participants will compete in a game of rock, paper, and scissors. The winning participant will then evolve to a chicken; the participant who did not win will stay an egg. The chicken will then find another chicken and compete in rock, paper, and scissors again. The egg will have to find an egg and compete again. Once a chicken wins they will evolve to a dinosaur, and then a princess or a prince. When a participant becomes a prince/princess they will sit with the other prince/princess until the conclusion of the activity. At the conclusion of the activity the remaining eggs will stand in one corner, the remaining chickens will go to another corner; the dinosaurs will stand in another corner. Points will be awarded accordingly.
Group Juggle
A Good Icebreaker for Day 2 of a multi-day training session. Good for a group of at least 12 and up to 30 where some people know each other, but the whole group is still getting acquainted:
Materials Needed: 3 Koosh Balls 

Arrange the group in a circle. Facilitator tosses 1 ball to someone in the group whose name they know, saying their name and then the other person's name (e.g. Nancy to Tom). Tom (person who receives the ball) tosses ball to someone whose name he knows (e.g. Tom to Mark). Mark tosses to someone whose name he knows and so on, saying both names all the way around the circle. The ball is tossed to each person one time only until everyone in the circle gets it and all names have been said.

Round 2 – The facilitator tosses the balls to the same person (Nancy to Tom to Mark, etc.) only this time with 2 balls in succession (not at the same time) saying both names, both times. Balls get tossed to the same people they were originally tossed to, first one ball, and then the next, all the way around the circle stopping when they get back to the facilitator.

Round 3 – The facilitator starts again only with all three balls this time. Saying names each time, all three balls get tossed, in succession, in the same order until they get back to the facilitator.

By the time there are three balls going, it gets pretty chaotic and fun. By now all names have been said so many times everyone should have a pretty good idea of who's who and they are pretty warmed up and ready to go. When someone drops a ball, simply give them a chance to just pick up where you left off--no need to start again.

Links

Object is to get marbles from one bowl to another.
1. Every person gets a “tool” (18-24” corner molding).

2.  Place three marbles in a bowl (seeds of knowledge passed from generation to generation).

3. May not touch marbles, may not walk with tool.

4. If marble touches the ground, you start over with that marble.

5. First group to get all the marbles in the bowl win.

Handcuffs

Place a handcuff made of string on each hand. Cross with a partner. Keeping the loop on your wrist, (no removing, cutting, etc.) free yourself from your partner. 

Jiggalo
Lindsay Nelson will facilitate

“Jigg-a-lo, jigg, jigg, alo, alo. Jigg-a-lo, jigg, jigg, alo, alo. . . . 
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