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The Riverboat XIHFit A

Team Cooperation /NHAAE
Trust (S
Problem Solving fi# 1)

Requires a group to transport themselves across a large open space. There
is one basic solution to this task, but it usually takes a group the better part
of a class period to successfully complete the challenge.
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Description

The team will fransfer themselves from one area to the other without
touching the ground with their bodies. The group may use two folded
tumbling mats (or pieces of plywood) to create a riverboat. All members of
the team and all equipment must make it fo the other side.
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Equipment

2 standard tumbling mats or pieces of plywood
two small tires
2 long jump ropes or pieces of rope
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Rules #im

1. If a group member touches the ground with any part of their body,
the entire group must go back to the starting position.
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2. All equipment must be brought across the river.
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3. No one may call a feammate by his or her last name.
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4. Everybody in the team must listen to anyone who would like to suggest an idea.
Any team who uses “put downs” or makes any other team member feel

uncomfortable will be disqualified.
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Toxic Waste Transfer BB EHEY

Requires the group to transport objects across an open space without
directly touching the objects or their container. The group will manipulate a
bucket filled with small objects using ropes attached to the buckef.
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Description

After forming a circle around the 5-gallon bucket and holding the ends of
the ropes attached to the bucket, the group will transport the bucket from
one location to another. When they reach the location, they will be required



to transfer some of the contents of the bucket into the other container. If
something is spilled (tfoxic waste) then the feam must choose a member of
the team to dress in protective clothing, remove the contents, come back,
remove the protective clothing, and then the team goes again. Each time
there is a spill, a new new team member is the toxic waste expert.
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Equipment

5-gallon bucket (attach 10-12 ropes, 8 feet or more in length by drilling
holes in the bucket)
5-gallon bucket to transfer material into

protective clothing (for example, a shirt, a pair of trousers, gloves, a hat and a pair of
glasses
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Rules

1. If the toxic waster bucket touches the floor, the entire group must
start over.
2. Students without protective clothing may not touch the toxic waste.

3. No last names or put-downs may be used.

4. Every team member is responsible for helping and supporting every other team
member. It is only by working co-operatively together as a team that this task can
be completed successfully.

5. Every team member is expected to listen to the ideas of every other team member
without any put-downs or ridiculing anyone’s ideas.



AR

1 o R Rl S, RS EH B KIS o

2 o WA R, AT A EEY.

3o ANBEWER N A Bk B S AT N

4 o TN T AT SR A A B RS 5 . A B SR, X
AMEZS A AT UG 5 R o

5 o BEASBAGUARLIZ T BCH AR BN G, AN BEA I AR B S R AR

Team-A-Pod /> 2H 25 A\ i ER i

Members must physically assist and balance one another while traveling
across a designated space. The group will creatively sculpt with their bodies
a large millipede-like creature that moves with only a limited number of body
parts touching the ground.
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Description

The team will move themselves across an area (about 30 feet) with
collectively only five body parts in contact with the ground. This challenge is
set-up for a seven member team. The number of floor contact points can
change depending on the number of team members.
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Equipment

Cones to mark start and finish points
Soft surface to go across (grass will work)
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Rules

1. If more than the number of specified contact points touches the
floor, the entire feam must return to the starting line.
2. No last names or put-downs may be used.

3. Every team member is expected to listen to the ideas of every other team member
without any put-downs or ridiculing anyone’s ideas.
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Ship to Shore L%

A team is stranded on a sinking ship in the ocean. The team members must
devise a way to get back to shore before the ship goes down.
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Description

Group members will begin to travel with equipment on their stranded ship in
the middle of the ocean. All tfeam members must travel from the ship to
island 1 and stay on island 1 before advancing to island 2. Teammates must
stay at island 2 before traveling to shore.
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Equipment



Places designated as shore and islands 1 and 2

Ways for students to get across ocean (for example, 2-3 squares of cardboard big
enough for only two people to stand on at one time)
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Rules

1. All group members must reach and remain on island 1 before anyone
travels to island 2.
2. All group members must reach and remain on island 2 before traveling
to shore.
3. Group members may not tfouch the water with any part of their bodies.
4. If any rule is broken, the person who broke the rule plus a successful
member must return to the ship and start over.
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Arachnophobia %5 B\ i ik

The challenge is for a group to work themselves throuh a horizontal
spiderweb without touching any part of the web. This is a difficult challenge
that requires a great deal of physical help from feammates.
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Description

All group members must travel from one end of the web to the other-
without touching the web or any supports that hold the web. Group



members msut travel over each web strand. They are not to travel under
the web.
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Equipment

2 high balance beams or other sturdy supports

20 to 30 yards of elastic string or yarn threaded backwards and forwards between
the supports to look like a spider web, so that the players can climb over threads or
through gaps between threads

area for the students to fall onto
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Rules

1. All group members must start at one end of the web.
2. Team members must not fouch any part of the web or any part of the
supports.
3. Group members must never travel under the web.
4. If arule is broken, the group must send the one who broke the rule
plus one successful member back to the beginning of the web to start

again. Players need to understand that if they break a rule, the whole team will have
to suffer.
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Name of Activity: 3,2,1, Ups
WA 3,2,1 ,

Grade Level: K-6 with modification
ol %)L B /NN

Equipment Needed: approx. 1 bean bag (balloon, soft throwable) per player.
Prifaves: BEDERAL) 1 AR CRBR, ZEREATE ) .

Highlights: Underhand throwing, Catching, Tracking, Cooperation
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Instructions: Divide students into groups of 5-7. Each group should have
several throwable items, I have found that 1 per player is plenty for my 2-5
grades. To start the game have students gather in a small circle, with one
player having the beanbag. Group will then count down "3,2,1, Ups". On the
word "Ups" the player will toss the beanbag in the air (at least 10 ft). The
object is for any other student in the group catch the item before it hits
the ground. If successful (usually 2 times in a row, but for my grade levels T
feel 1 works better), the group may add a second item. The group will then
count down again, but throwing both items at the same time. As long as the
group is successful, they will continue to add items. Once the group misses,
they must start back with only one item.
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Following are a few rules to keep in mind:
1. Beanbags should be tossed at least 10 f+ in the air.
2. All beanbags must be tossed at the same time.
3. A player may not catch his/her own beanbag.
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Helpful Hints: The game can be adapted by changing the number of misses
before going back to one. Personally, I have found that it works better for
my classes if I have them remove one beanbag at a time instead of going
back to zero. The younger my classes, the more misses in a row they need
before losing a beanbag.
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Players need to understand that the better they work together as a feam to
support each other the more successful they will be. If there is a player
who is not good at catching, the feam needs to support him/her to have a
turn and to be successful, rather than ignoring him/her or leaving him/her
out of a turn. Bonus points can be given to the groups that have all players
having a chance to throw or catch the beanbag. Players should be
encouraged to encourage all team-mates and not to make anyone feel bad for
making a mistake.
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NAME OF ACTIVITY: Amoeba Races
CREIED): )oK B 2R
EQUIPMENT NEEDED: None
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HIGHLIGHTS:  Cooperation, teamwork
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INSTRUCTIONS: Divide the class into two equal teams. Have half of the team form a
circle facing outward, with elbows joined. Instruct the rest of the team to get inside the circle.
Both teams have now formed their amoeba. On the instructors signal, the amoebas will try to
race to a designated area without coming apart. The first team to reach the finish line wins.
Teams that come apart must repair themselves before continuing.
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Note: some instructions suggest placing a leader on the shoulders of the inside players. |
have tried this with some of my lighter students, however, | feel safer with all students on the
ground.
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HELPFUL HINTS: Winning is not stressed during this game, in fact at the end try

one giant amoeba with the entire class as one. Emphasize that students should not
fall on purpose, safety is very important.
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NAME OF ACTIVITY: Crossing the Great Divide
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GRADE LEVEL: Any (with group size modifications)
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EQUIPMENT: None
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HIGHLIGHTS: Cooperation
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INSTRUCTIONS: Divide the class into small groups. The first time you
try this game, I recommend you test it with a small group of 2-5, depending
on grade level. You can then adjust the groups as necessary. This game
looks and sounds simple but it is very challenging. The object of the game is
to get your group across the great divide (an area you select, 40 ft or

s0). To do so the players start lined up beside each other, with their feet
touching the feet of the players next to them. Then the team must cross
the great divide without anyone's feet losing contact with the feet of the
players next o them. When two players lose contact, the group must return
to the starting line before starting their next attempt. So in short, all the
team has to do is cross the designated area without coming apart (anyone
losing foot contact with their neighbor). Sound easy? Give it a try.
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HELPFUL HINTS: The obvious way to adjust the difficulty of this game is
to add or subtract the number of players in a group. At the end of the game,
try having the whole class as a group. The may not make it, but it will be fun
to see.
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NAME OF ACTIVITY: Obstacle Field
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GRADE LEVEL: Any
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EQUIPMENT: Ideally, a large number of tennis balls, however, you can make
a smaller area with a lot less objects. Also, you can use virtually any type of



object; bean bags, cans, small boxes, etc. 1 blind fold for every 2 players
that will be playing at a time.
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HIGHLIGHTS: Following verbal directions and cues, trust, balance,
cooperation

s WrNEEKIR R 56R, (B, P, &1F

INSTRUCTIONS: Scatter the tennis balls or other items about the playing
area. Players will work with a partner for this activity. One partner will be
blindfolded, and the other will be sighted. The blindfolded partner will start
at one end of the obstacle field, and the sighted partner will be on the
sidelines. The object of the game is for the sighted partner to talk his
blindfolded partner through the obstacle field, without touching any
objects - and without touching the blindfolded partner. This game can be
set up to be a station activity for 2-4 players, or it can be set-up for a large
scaled class version. Following are some ideas on variation to this activity.
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Variation #1: Students are timed on how fast they can get through the
obstacle field. Each touch of an object or of the partner who is being
guided results in a 15 second penalty.

Variation #2: Students may race other students in head to head
races. Touches of an object require a timed penalty or a safe exercise,
before continuing.
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HELPFUL HINTS: Stress the importance of safety. Use common sense
if using tennis balls, as you do not want students to step on a ball while



running or jogging. Personally, I recommend keeping feet low and weight
back if you are using balls of any kind.
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Also, if having more than 1 student in the course at a time, please take
time to discuss a "bumpers up" position. For example, have students keep
their hands open and in front of their bodies, in case they bump an object or
another person.
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NAME OF ACTIVITY: Scrabble Scramble
TESIAR: PR Luag

GRADE LEVEL: 2-12
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EQUIPMENT NEEDED: 30-50 tennis balls, or other items you can letter (index cards, scrabble
tiles) 1 hula hoop or carpet square per team. Dome markers or other similar items to hide the
letters
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HIGHLIGHTS: Running, team strategy, spelling integration, and teamwork
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INSTRUCTIONS: There are a couple of variations. | have each team base, set up an equal
distance from the center of the playing area. each team uses a carpet square or hula-hoop as their
base. In the center of the playing area place the letters(tennis balls), under the dome markers. The
object of the game is to be the first team to spell a word with the number of letters designated by
the instructor. For example, be the first team to create a 5 letter word.
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On the signal, each team will send one player to the center hoop to retrieve a tennis ball (letter).



That player will then return the ball to the base and tag the next runner on their team who will go
to the center and retrieve another ball. This will continue until the team has a number of balls
equal to the number of letters designated to create the word. So if a 5 letter word is designated, a
team may have no more than 5 balls at their base. Once a team has the correct number of balls,
they may begin to exchange their letters for letters in the middle. This will continue until a team
has won the game by creating a word with the correct number of letters. Once a team has created
a word, they need to yell “Stop” immediately, and will be declared the winner. Following are
some guidelines:

1. Players may never have more letters at their base than the number of letters designated for the
word.

2.Players may never retrieve more than 1 ball at a time.

3. Players must take the letter that they uncovered - like it or not :)
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NAME OF ACTIVITY: shipwreck
TEEh A FR: DU
GRADE LEVEL.: grades 4-6
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EQUIPMENT NEEDED: two hoops 4 feet in diameter, or two sheets of plywood or cardboard
2ft. x 4ft.
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HIGHLIGHTS:  cooperation, teamwork
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INSTRUCTIONS: Divide the class into teams of 8-10 students. Each team is given a hoop or



cardboard, this represents their ship. The object of the game is to be the team with the most
points at the end of the voyage. On the instructors signal each team begins racing with their ship
(all players must have their hands on the ship as they carry it) towards the finish line. On the
instructors command "SHIPWRECK" all players set their ship down and attempt to get aboard.
The first team to get all their sailors aboard earns one point. (Players must be completely out of
the water, to avoid sharks of course.) The first team to reach the finish line earns two points.
The team with the most points wins that voyage.
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HELPFUL HINTS: Stress that cooperation is the most important part of this
activity. Stress thatall people must work fogether inorder for all to fit on the
ship. No one succeeds unless everyone succeeds.
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