 ICE BREAKER: GROUP JUGGLE

GOAL

· To juggle multiple objects for as long as the group can without dropping it while getting to know names. 

SET-UP

· Multiple safe objects to throw.

STORY & RULES


The team begins in a large circle.  One person in the team starts out with the ball and you must instruct them to toss the ball to someone else in the circle.  They must first call the person’s name they are going to throw the object to and may not throw the object to someone that has already received it.  If they don’t know the persons name, instruct them to ask that person.  The person who catches the object must thank the thrower.  The object will continue around until everyone has received the ball and it ends up back with the person who started.  Instruct the participants that the pattern they have just established will remain throughout the remainder of the game.  


The facilitator will ask the group to set a time goal on how fast the group thinks they can successfully pass the ball around the circle in the correct order.

1. They cannot change the pattern.
2. They cannot change the configuration or size of the circle.
3. They must always say the receivers name when throwing the object and “thank you” when they receive the object.  
SAFETY

· Encourage team members to make sure the person is looking at them before they throw anything.

· Caution the participants about throwing objects too hard.  “Toss” is the key word.

VARIATIONS

· Once the group has accomplished a goal that they feel good about, change the game.  Add two more objects into the game.  At this point the pattern no longer remains, but they must still call the catchers name.  They no longer need to say thank you, and the challenge is now timed to see how long the group can go without dropping an object.  Begin adding more and more objects throughout the game and see how many objects the group can juggle.

· After the goal has been reached, you can tell the group that they can now move around and don’t have to call to one another, but must stay in the pattern.  See how fast they can move the object around the circle. In this exercise, the ball MUST move (roll, be tossed, etc.) and it cannot be held by anyone in the team.  After a few attempts let them know it can be done in less than 1 second.  See what they come up with.

