Annex

Icebreakers and Energizers
The first day of a course is essential to its success. It is important to start the course on a positive note by making sure all of the participants feel comfortable and get to know one another quickly. Even when participants already know one another, they must still be introduced to the instructor. Activities known as icebreakers can help the instructor and participants get to know one another at the beginning of a course. 

It is also important to keep participants alert and engaged throughout the course. They may need some breaks to help maintain their interest in the material. Activities known as energizers can encourage high levels of participation and interest among participants. Some of the energizers include activities that can help participants recap material already covered in the course; these are especially helpful when a module or session is split over the course of two days, and participants need to refresh their memories.
The following series of icebreakers and energizers can be used throughout the course. Remember, it is your job as the instructor to keep the participants comfortable and energized, so be sure to use these fun activities! 
Icebreakers
1. Unique Characteristics 

The instructor divides the participants into pairs and gives them a few minutes to interview each other. Then each participant introduces her/his partner by name and shares at least two unique characteristics about her/him with the group.

2. Your Favorite Things

The instructor divides the participants into pairs and asks them to tell each other their favorite food or name the animal they feel best describes themselves and why. Then each participant introduces her/his partner and shares this information with the group. 

3. Ball Toss

Participants and the instructor form a circle and toss a soft ball around the circle. As each person catches the ball, s/he states her/his name. After a few minutes, the game shifts and participants call out the name of the person who tossed the ball to them instead. 
This activity can be used throughout the course for other kinds of quick information exchanges. For example, the instructor may ask, "What are examples of behavior change indicators?" As the ball is tossed around the circle, participants who catch it call out different indicators.
4. Three Questions

Each participant writes down three questions and then finds someone in the room they do not know well. These pairs pose their questions to each other. Then each participant introduces her/his partner to the group by sharing the questions and the answers.

5. Nametags

The instructor prepares a nametag for each participant and places the nametags in a box. Participants pick a nametag from the box, locate the person whose nametag they drew, and introduce themselves. (This is especially useful for larger groups of 20 or more.)

6. Find the Missing Piece

The instructor prepares enough pieces of paper for everybody in the group. Each piece of paper has half of a larger word written on it. For example:


COCOA


BUTTER

MILE



STONE 

ICE



CREAM 

Participants pick a piece of paper and then begin to look for the person who has the matching word. After finding their match, participants get to know the other person. Afterwards participants introduce one another to the rest of the group. 
An alternative is to use words that are opposites. For example:

BLACK


WHITE 

 
UP



DOWN 
LEFT



RIGHT 
HOT



COLD 

7. Fact or Fiction 

Each participant writes down four facts about themselves, one of which is not true. Participants take turns reading their lists aloud, and the rest of the group tries to guess which “fact” is not true. Repeat until each participant has shared their list.
8. Everyone's a Liar

(This is a variation on #7: Fact or Fiction)

Step 1: The instructor writes three statements about her/himself on the board. Two are true, and one is a lie. 
For example:

· I have been training for 10 years.
· I have a pet dog called "Dog."

· I lived in Switzerland for a year.

Step 2: Participants ask "lie detector" questions to get further information in order to determine which statement is false. For example:
· Training: Where have you conducted training? What have you taught? What year did you start?

· Pet: How old is Dog? What does Dog eat? Where do you keep Dog?

· Switzerland: Where did you live in Switzerland? What language was spoken in that part of Switzerland?

Step 3: Participants vote on which statement is a lie. The instructor reveals which statements are true and which is a lie.

Then the instructor divides participants into small groups of three or four. Each group repeats Steps 1–3. Afterwards, the participants introduce each other to the larger group.

9. What's the Question? 

Step 1: The instructor writes some personal facts on the board. For example: 

· Purple

· 16 months

· Kenya

Step 2: Participants try to think of the question that matches each fact. For example: 
· Purple: What's your favorite color? What color is your car? What color is your favorite clothing?

· 16 months: How long have you lived in this city? How old is your child? How long have you been married?

· Kenya: Where were you born? Where have you worked? Where are you going on vacation?

Step 3: After participants have discovered all of the questions, the instructor divides them into small groups of three or four. Each group repeats Steps 1 and 2. Afterwards, the participants introduce each other to the larger group.

10. Nonsense Name Game

The instructor introduces her/himself to the group with a sentence based upon the first letter of her/his name. 
For example:

"I'm kooky Katherine. I like kissing kittens."

"I'm darling Dorothy. I like dancing daily."

 (Pattern: I'm ADJECTIVE NAME. I like ACTION-ing NOUN)

Then the instructor asks each participant to introduce her/himself to the group with a similar sentence; for example, "I'm generous George. I like giving gifts."

You can play Name Chain as a follow-up to the Nonsense Name Game. Participants stand in a circle. The instructor introduces her/himself and the person to the right: "I'm kooky Katherine. This is darling Dorothy." The person standing to the instructor’s right then repeats the previous introductions and introduces the person to her/his right: "She's kooky Katherine. I'm darling Dorothy. He's generous George." The game continues around the circle, moving right, until all of the names have been repeated. The instructor can challenge volunteers to see who can rhyme off all of the names the quickest.
11. The Magic Wand

The instructor asks participants what they would do if they found a magic wand that allowed them to change three work-related activities. Participants can change anything they want—including themselves, their job, their supervisor, the people they work with, an important project, etc. The instructor has the participants discuss why it is important to make the change. 
Another variation on this game is to ask participants what they would change if they became the supervisor for a month. 
This activity helps participants learn about each others' desires and frustrations.

12. Marooned

The instructor divides the participants into teams and asks them to pretend they are marooned on an island. Each team must choose which five items they would have brought with them if they knew they were going to be stranded. (The instructor can substitute a different number of items, such as seven, depending upon the size of each team.) Note that participants are only allowed five items per team, not per person. Each team writes down their list of items on a flipchart and discusses and defends their choices with the whole group.

This activity helps participants learn about others’ values and problem-solving styles and promotes teamwork.

13. The Interview

The instructor asks participants to pick the person they know least about. These pairs interview each other for about 20 minutes. The instructor can prepare interview questions ahead of time or just provide general guidelines for the interview. The goal is for participants to learn about their partner’s current and 
past jobs (including what they like about their job), as well as their family life, hobbies, favorite sports, and the like. Afterwards, each participant introduces her/his partner to the group. 
14. Finish the Sentence

The instructor asks each participant to complete one of the following sentences (or something similar):

· The best job I ever had was... 
· The worst project I ever worked on was... 

· The riskiest thing I ever did was... 

During introductions at the beginning of a course, the instructor can ask participants to complete the sentence "I am in this course because..." 
The instructor can also use this technique to move on to a new subject. If training instructors, for example, the instructor could ask participants to complete the sentence "The one time I felt most stressed because I did not plan was..." 

15. Spider Web

Participants stand in a circle. The instructor gives a ball of yarn to one participant, who tells the group something about her/himself. This introduction might include the participant’s name, home country, type of work, and reason for attending the course. The instructor can decide how much information to include in the introduction, depending on the size of the group and the time allotted for the activity.

The participant with the ball of yarn holds onto the end of the yarn and throws the ball to another person in the circle, who introduces her/himself in turn. Participants continue tossing the ball around the circle and introducing themselves until all of the participants form part of this spider web.

As soon as everyone has introduced themselves, have the ball of yarn reverse course. The participant holding the ball returns it to the person who threw it to her/him and repeats the information (name, country, work, etc.) that the thrower volunteered the first time around. After rewinding the yarn, that person returns the ball to the person who tossed it to them the first time around, repeating the thrower’s information. This continues, with the ball following its previous path in reverse order, until it reaches the participant who first introduced her/himself.

Note: The instructor should warn participants beforehand of the importance of paying attention to each introduction, since they will not know who will be throwing the ball to them.

Energizers


1. National Anthem

This warm-up works best when there are participants from a number of different countries. The activity requires a ball and a source of music, such as a tape player or radio. Participants stand in a circle. The instructor turns on the music, and the participants dance and pass the ball around the circle until the instructor turns the music off. Whenever the music stops, whoever is holding the ball must step into the circle and sing the first verse of his/her national anthem. If, as sometimes happens, a person cannot remember the national anthem, then s/he must sing a love song. The instructor turns the music back on, and the participants begin passing the ball around the circle again. The game continues until most participants have had the opportunity to sing, or until the instructor feels that everyone has been energized.

2. Tell a Story

Participants stand in a circle. A volunteer leads off with the first sentence of a story. One by one, the other participants add a sentence to help build the story. Each sentence must:

· Make sense and at the same time add some fun to the activity, 

· Build on the last sentence, and 

· Be grammatically correct. 

For example:

1. "I was walking to breakfast this morning."

2. "A dog came up to me."

3. "I said good morning to the dog."

4. "The dog asked me what I was going to have for breakfast."

3. The Last Word
Participants stand in a circle. One participant moves to stand in front of another person and makes a statement (for example, "It is such a lovely day"). The person spoken to then moves in front of another participant and makes a statement that starts with the last word of the previous statement (for example, "Day 1 of the course was very tiring"). Each participant takes turns to ensure that everybody gets a chance to participate.

4. The Telephone
Participants sit or stand in a circle. The instructor quickly whispers a message to one participant. This participant passes the message in a whisper to the next person and so on. The last person shouts out the message. Chances are the final message will be different from the original. Here is an example of an initial message (note how two different activities are blended into the initial statement, a sure cause for confusion when whispered quickly): "I had rice for dinner and then dressed in blue to go dancing."

5. Brainstorming
The instructor divides participants into teams of five people and asks the teams to list items in a category the instructor has chosen (for example, things that are square, things associated with a holiday, or things that are red). The teams are not allowed to discuss, just list items on a sheet of paper. The team with the most items on their list wins.

6. Topic Lead-Ins

Sometimes when a group is meeting for a workshop on a specific topic, participants already know each other well. In this situation, it may be better to use an icebreaker that leads into the content of the gathering. Topic lead-in questions are also appropriate throughout a course, at the start of each session. 

A topic lead-in can play a number of functions. It can:

•
Generate interest in the topic, 

•
Activate participants' prior knowledge of the subject, 

•
Help the instructor and participants identify individual learning needs and goals,

•
Encourage the sharing of information and resources, and 

•
Reveal resistance to discussion or learning. 
For example, the instructor could ask participants about a time they used data to make a decision in their personal lives. The instructor should lead with an example, such as “I had to decide where to go on vacation one year. I only had one week off in August, so I checked on the average temperature and rainfall in three locations for that week and discovered that good weather was only likely in one of my three choices! So of course, I chose that location.”
Instructors should use topic lead-ins liberally. They can pose different types of questions in a single session—some for the group to answer collectively and others for participants to answer individually. 
7. Word Tree

The instructor asks participants to generate a list of words related to a topic. In this course, for example, the instructor could ask participants for words related to the phrase “public health indicators.” Participants might suggest: reporting, fertility rate, statistics, mortality, surveys, etc. The instructor writes all of the words on the board, clustering by theme where possible. The instructor can also use this opportunity to introduce essential terms. 
8. Multiple Choice or True/False Quiz

Rather than giving participants a multiple choice or true/false quiz at the end of a session, instructors may try giving a quiz at the beginning of a session. The instructor should walk around and discreetly scan participants' responses to help decide where to focus attention during the session. At the end of the session, the instructor reviews the answers to the quiz with the group. Note that participants should check their own answers. 

9. Ball Toss Brainstorming

This activity begins by having participants stand in a circle. The instructor announces a topic, such as a holiday or a subject covered in the course (for example, HIV/AIDS or surveys). Participants toss around a ball. Whoever catches the ball shouts out something related to the topic and then tosses the ball on to someone else. The exercise continues until everyone has had a chance to speak.

Variation 1: When participants catch the ball, they say an important learning concept. The exercise continues until everyone has caught the ball at least once and explained an important concept related to the material just covered.

Variation 2: When participants catch the ball, they recite steps in a process or concept. To the best of their ability, they should recite the steps in order. The instructor or the participant writes it down on a flipchart. For example, after discussing how to conduct a DHS survey, the instructor could start the ball toss and ask everyone to list one step in the process.

10. Calm Down 

Sometimes after intensive material is presented, participants need to calm down or return to reality. Some introspective time can also help participants get the full benefit of new material. 

Participants lay their heads on the table, lie on the floor, or get in a comfortable position. Then the instructor asks them to reflect on what they have just learned. After about five minutes, the instructor says a key word or short phrase and asks the participants to reflect on it for a couple of minutes. After repeating this one or two more times, the instructor gathers participants into a circle and asks them to share the most important points of a concept and how they can best use it at their place of work.
Note: This may seem like a waste of time to many, but reflection is one of the most powerful learning techniques available. 

11. Boom!

Participants sit in a circle and count out loud as they go around the circle. Each person whose number is a multiple of 3 (3, 6, 9, 12, etc.) or a number that ends with 3 (13, 23, 33, etc.) must say “BOOM!” instead of the number. The next person continues with the normal sequence of numbers. For example: 
· The first person says 1 
· The second person says 2 
· The third  person says “BOOM!” (instead of 3) 
· The fourth person says 4 
Anyone who fails to say “BOOM!” or who makes a mistake with the number that follows “BOOM!” is disqualified.

The numbers must be said rapidly—at no more than five-second intervals. If a participant takes too long to call out her/his number, s/he is disqualified. The last two participants left are the winners. 
Note: Instead of saying BOOM!, the participants can clap their hands once. To make this energizer more interesting, participants can start counting backwards towards zero when a specific number, such as 30, is reached. The game can be made more complex by using multiples of bigger numbers or by combining multiples of three with multiples of five.

12. Unique Sayings

This is a two-part activity. At the beginning of the course, the instructor divides participants into groups of three or four. Each group records some familiar sayings from their countries or regions. (In the US, for example, we say “An apple a day keeps the doctor away” or “It’s raining cats and dogs”). After five to seven minutes, the groups share their sayings, and the instructor checks that the other participants understand each one. The activity continues until all of the participants have contributed or until the instructor feels that the group has been energized.

The instructor keeps the list of sayings for another warm-up later in the week, writing each saying on a separate piece of paper and placing it in an envelope. On the third or fourth day of the course, the instructor divides participants into two groups and sends one group to each end of the room. A representative from each group comes to the center of the room and receives an envelope containing a saying. The two representatives read their sayings silently and return to their groups. Without speaking, each representative draws a picture on a flipchart to communicate the saying; the drawings cannot contain any words or parts of words.

Members of each group try to guess what saying their representative has drawn. The first team to guess correctly receives one point. Each group then sends a new representative to the center to receive another envelope with a saying, and the activity continues as described above. The activity continues for 10 minutes or until all the sayings have been drawn and identified. The group with the higher number of points wins.

13. Hot Pepper
Participants sit in a circle away from the tables and close their eyes. The instructor gives a small ball to one participant who is instructed to pass the ball quickly to the next person saying "Hot!" Participants continue to pass the ball quickly around the group.

As the ball is passed from participant to participant, the instructor turns her/his back, closes her/his eyes and calls out "Pepper!" The person who is holding the ball when "Pepper!" is called leaves the circle. The ball continues to be passed until only one person is left.

14. Words

The instructor divides the participants into three or four small groups and writes the word INTERACTIVE on the flipchart. Each group has five minutes to create as many words as possible from the word INTERACTIVE. All words must contain at least three letters. For example, the words could include:  
· Ate
· Rat
· Treat
· Retain

When the time is up, the group with the most words wins. Note: Depending on the topic, other words can be used in this way. Some possibilities include: DEMONSTRATION, COUNSELING, PREVALENCE, and DEMOGRAPHIC.
15. The Post Office

The instructor asks one participant to volunteer to begin the activity. The rest of the participants sit in a circle that contains one chair less than the total number of participants. The volunteer stands in the center of the circle and says something like:

"I bring a letter for all of my colleagues who have brown hair."

All of the participants with that characteristic (e.g., brown hair) stand up, and they and the person in the center of the circle change places. Whoever ends up without a chair stands in the center of the circle and starts the next turn by announcing that s/he is bringing a letter for colleagues with some different characteristic, for example, those wearing black shoes.

This activity can continue as long as the group is interested and enthusiastic, but no longer than five minutes.

16. Pick a Side

The participants stand in the middle of the room. The instructor yells out two statements, each corresponding to opposite walls of the room. Participants decide which statement they agree with more and run to the corresponding wall. Statements can be purely fun, work-related, or controversial, depending on the group. The goal is to recognize differences and energize the group. 
Examples:
· I like chocolate (one wall) / I like vanilla (the opposite wall)

· I like dogs / I like cats

· I like George Bush / I like Bill Clinton

· I like watching TV / I like reading books

· I like working with data / Working with data scares me!

· I am comfortable speaking in front of others / I get nervous talking in front of groups

· This is my first time working with DHS data / I have worked with DHS data before

17. Make Someone Laugh

Participants stand in a circle. A volunteer starts in the middle of the circle and approaches someone on the outside of the circle. The goal is to make this person laugh, while the person on the outside of the circle is trying his/her hardest NOT to laugh. Once the outside person breaks down, s/he winds up in the middle. 
18. Eyes and Ears 
This activity is a fun way to start each day and provides a brief review of what happened the day before. “Eyes and Ears” begins on the morning of the second day. The instructor explains that everyone’s eyes and ears see and hear things differently and tells participants that this daily activity provides an opportunity to review yesterday’s events from a different perspective. The instructor then models an “Eyes and Ears” activity. 
Ask three or four participants to give a review of the material covered in the previous day. It is important that everyone be an “eye/ear” at least once during the course. Encourage participants to be creative, to involve the audience (i.e., the other participants), to make it active, and to have fun. It is good to start the day with a laugh and a smile. Possibilities include doing an exercise that involves the whole group, a role play, a song, a poem, or some other creative activity. Participants should NOT read a report of what happened the day before. 
19. Moodmeter
At the beginning of the session, the instructor draws a chart called “The Moodmeter.” This is an instrument that subjectively measures the mood and atmosphere of the group. It is not directly related to the content of the session.

The instructor writes each of the days or sessions in the course horizontally across the top of the chart. Down the left-hand side of the chart, the instructor draws at least three different mood symbols. These could be faces showing happiness, indifference, sadness, frustration, or anger. Alternatively, they could be temperature indicators, such as 15 degrees, 25 degrees, and 35 degrees. 
At the end of each day or session, participants mark the chart with an X or a dot in line with the mood they are feeling. The instructor can draw a line through the marks for that session or that day to reflect the “ups” and “downs” of the group. The Moodmeter can be used to discuss the energy level of the group, course successes, or sources of dissatisfaction.

20. Flash
The instructor and participants stand in a circle. The instructor asks the group a direct question, for example, “Tell me how you felt about the day today?” or “What two new things did you learn today?” Each participant very briefly states her/his personal opinion, going around the circle. This exercise is called “flash” because of the speed with which opinions are given. No one should talk for more than 30 seconds, and no discussion is allowed as the flash is going on. 

The instructor’s role is to seek the participants’ opinions and permit a variety of ideas to be stated. However, the instructor should remind the group to be constructive in their criticism and to look for ways to improve the training.







When to use these energizers is not indicated in the Instructor Guide for each module. Use your judgment and take a break from the written curriculum to include some of these activities to keep participants engaged. 
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