NCAHPERD Presentation – Adventure on a Shoestring

Presenter: Dr. Matthew Cummiskey, West Chester University, mcummiskey@wcupa.edu, (610) 430-4199.

Materials Available at: http://thenewPE.com
About the Presentation

· Objective 1 – Expand repertoire of adventure activities with low cost options

· Objective 2 – Identify aligned debriefing topics/questions for presented activities 
Common but Good Activities Not Presented:  keypunch, nitro crossing, spider web, all board, trust falls, lily pads, minefield, human knot, hog call, should I go, nuclear waste transfer
Warm-up

· Shakes – Walk, skip or jog around depending on facilitator’s command.  When facilitator says a type of handshake, find a partner and follow the action described below.  For each handshake, you must find a different partner.  Different partner for each – handshake partner, homee shake (clasp hands in front and bump chest), lumberjack shake (one thumb up, grab thumb of partner and repeat over and over), I’m late (reach past hand and shake ankle of partner), fisherman partner (reach past hand and slap forearm with open hand in fast motion), butterfly shake (interlock thumbs and make sound while going up), Wisconsin shake (both thumbs down, alternate pulling down)

· Did you feel a bit silly and how did that change throughout the activity?  

· Why is it that adults sometimes lose  their sense of play?  

· Telescope Tag – everybody’s it tag but while looking through your telescope (aka your two hands forming a tunnel over one eye; the other is closed).  If tagged, do five jumping jacks and you’re back in.  
Name Games

· Naming circle – form a circle and introduce yourself to the person to the right and left.  First part - One person starts the activity by saying the name of one person to their left or right.  That person now says the name of the person to their left or right; they may say the name of the person who said their name.  Second part - Same as part one except if you get stuck or simply want to, say “wazoo” and point (all fingers, not just one) across the circle, and say someone else’s name.  They may say the name to the person to their left/right or wazoo again.  Third part -  use the word “shabam” where everyone changes place.  The person who said shabam continues.  
· What’s in a name?  Why are they important (knowing it breaks down a barrier)

Fun Stuff to Randomly Interject
· Entourage - Start with rocks, paper, scissor between two people (best of 1 or 3).  The loser becomes part of the other person’s entourage and forms a group of 2.  The leader and his/her entourage of 1 competes against another group of 2.  The losing group joins the other to form a group of 4, one leader and 3 in the entourage.  Continue until one person has the entire group as his/her entourage.  Encourage festivity and support for your entourage leader (like the celebs)

a. Variation – Ta Da – Use storm about little island and weird customs. 1) curtsey or bow, 2) do dance (ta da, ta da, ta da, ta da, ta da,  ), wind hands and flash symbol
· Look Up, Look Down - Form one circle. Instruct everyone to look down at the ground, then count to three or tell everyone to look up. When they look up, they should make/ attempt to make eye contact with someone else in the circle. If two people link eyes, they must scream and leave the circle and form another one. This continues, with people swapping circles every time they make eye contact. If one looks up and that person has made contact with someone else they simply remain in the same circle.
Cognitive Dissonance (conflict, storm) – what does that mean?  When the brain is mulling over a problem, it lights up on a CAT scan with reds and yellows.  It’s working a problem and in doing so, helping improve those skills.  If I were to tell you the answer, what colors would your brain be? (blues, greens)  These colors symbolize low activity.  The brain is like the body, it grows stronger when challenged.  Laziness, whether mental or physical, has the opposite effect and serves to weaken us.     
· Numbers Game – Hold up one finger, say “this is zero.”  Hold up two fingers, say “this is one.”  Hold up three fingers, say “this is two.”  Hold up four fingers, say “this is three.”  Hold up five fingers, say “this is four.”  Hold up zero fingers (fist), say “this is five.”  Next hold up any number of fingers (zero to five), and ask “what number is this.”  They key is for participants to respond with the number of fingers shown in the previous attempt.  For example, if I just finished the introduction listed above and I hold up two fingers, the answer would be five since five fingers were shown in the previous attempt.  Next I show four fingers, the correct number would be two since two fingers were shown in the previous attempt.  Continue.  
· Thumbs Down (or Mayan Numbers) – Say the name of the game and a fictitious story that the Maya Indians had a unique numbering system.  Next, arrange a series of pens/pencils on the floor in all kinds of crazy configurations.  Have students guess what number the structure represents.  The number is equal to the number of fingers and thumbs placed on the floor after arranging the structure.  The answer has nothing to do with the pens and pencils.  See how many cue to into the name of the activity.  
· Goonie – What does goonie (fictitious bird) like?  He likes walls but not ceilings.  He likes cheesecake but not pie.  He likes green but not red.  Essentially he likes anything that has a double letter.   Ask participants to propose something that goonie might like.  
· Picnic – Participants ask if they can bring certain items to a picnic.  First, say your name and what you’d like to bring.  If it conforms to the pattern, they may bring the item.  Different patters: 1) item must begin with the same letter as the first letter in your name, 2) item must begin with the same letter as ended the previous item, 3) item must contain the same number of letters as there are in your name. 
· Keys - move your car keys back and forth between hands.  Ask students if these are keys.  If I say OK after the first trial, the next time they will be keys.  If OK is not said before the next trial, they are not keys.  Mix up how you pass back and forth, sometimes toss it, sometimes drop it, stand on a different foot to throw them off the “scent.” 

Challenge by Choice – basically what it meams is that everyone has the opportunity to say no.  However, that also represents a missed opportunity, one that may never come back.  I like to discuss how I met my wife; an opportunity that would happen only once.  

· I get on the bus and often it’s people plugged into their earbuds.  Does anyone say “hi, I’m matthew Cummiskey” or “how are you?”  Why is that?  (A: rejection).  Discuss NY Times article about how the number of deep friends affects length of life - bring in facebook.  

Adventure Initiatives
· Group Juggle – Stand in a circle, say someone’s name, toss to that person, remember who you tossed to.  Continue until all circle members are included.  For the activity, there are 3 rules, same order, same person starts, pass to someone not next to you.  Drop = start over.  Time the event.  Ask for what their goal is first.  Use all the same objects except for a rubber chicken.  Challenge is to get as many objects going as you can.  Always say the person’s name before tossing.  

· What happened when the rubber chicken was introduced?  Gets into changes in our lives and how they can “upset the apple cart.”  
· As objects were added, how did you respond?  What happened when there simply too many.  Sometimes you have to drop other things you’re dealing with so you can meet that challenge.  You have a couple choices 1) try and do everything (exhaustion), 2) prioritize and drop some things (Jenny working less while pregnant), & 3) ask for help.  

· There are 3 things you can do in college: get good grades, get to know the opposite sex or work a lot.  Only two of those things you can do well.
· Warp Speed – Arrange team into a circle, give one person a bean bag or throwable item.  Two rules: must pass the object from person, order must remain the same.  Time each attempt.  Set a goal with the earlier attempts.  Say person’s name before tossing.  

· Automatic thinking – did you start with what was obvious or did you think outside the box?  

· Rules – imposed and implied.  Who said you had to stay in a circle, who said you had to throw it in the air.  Be careful of self-imposed limitations in your thinking.  

· Goal setting – how reasonable were your goals.  Why was this difficult?  You had no basis for comparison b/c you’d never done it before.  
· How do you define success/when is good, good enough?  How was that evident today? 

· What is quitting?  Is it relative

· Silent Drawing – Arrange participants in an X pattern with the person nearest the center of the X holding a pad of paper and a pencil.  The facilitator goes t the person in the back, shows them a picture.  They must “draw” the picture on the back of the person in front of them and so until it reaches the center of the X where that person draws it on the paper.  Gradually make the symbol more challenging; possible symbols include: smiley face, heart, house, female, crown, musical note, scissors, airplane, random arrangement of lines.    

· What techniques made communicate more effective?

· How we learn – scaffold.  Try and fit new material into existing schema.  

· What may be simple and easy to one person may not be simple and easy to another.

· How can one minor detail affect the outcome of everything we do?

· Story of why the pork roast is cut off on one end – that’s the way it was always done.  
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Maze - Students must navigate through a maze or pattern on a sheet.  The facilitator has a map of the maze where certain squares are colored.  However, participants only see a blank maze.  After a student steps on a square, the facilitator gives the thumbs up or thumbs down.  If the participant doesn’t look up to check, the thumbs down symbol is given.  Following the thumbs up, the participant may try a new square.  If not successful, a new participant must attempt the maze.  The objective is to follow the pattern and get to the other side.  Do not show the group the maze ahead of time.  
· What was the challenge in not seeing the maze beforehand?  Some of you are visual learners and this task was difficult b/c the maze was hidden.  Do we need to develop our non-preferred learning/operating styles?
· Some individuals made a mistake even though they’d seen others do it successfully.  Why  might this happen?  (Focus, staying in the game even when you’re not on the court.)

· Why was it that some of you repeated looked at the same individual or group of individual?  Why?  What made them trustworthy?  

· Trust – when someone would say “go here” or “squat down” they did.  Why?  

· Longest Line - Divide into groups of 7-8 and choose a starting line.  When you say go, the group is trying to make the longest line without detaching from each other.  They may use anything they have ON them to help connect the line.  The longest line wins but review each line to determine if there are any breaks.  
· One group got ahead of the other, how did you respond?  For those in the lead, they may relax and push the envelope event further.  For those trailing, it can serve as a motivator or cause for quitting.
· Talk to me about the manner in which ideas were communicated. “Mean what you say, say what you mean, don’t say it mean”

· Blind Shape – Students form partners - one sighted, the other sightless.  Partners stand next to one another.  Teacher ties a rope in a circle and discretely places it somewhere in the activity area.   On go, non sighted individuals attempt to find the rope; the sighted person keeps them safe.  Once someone signals the rope has been found, everyone closes their eyes (bumpers up) and moves to that location.  They must have one hand on the rope at all times.  Next, without looking, they must arrange the rope into a shape: 1st time = square, 2nd time = triangle, 3rd = figure 8.   For the final part of this activity, participants transform the rope from a circle into a star – everyone is sighted for this.

· There were several little things that made you successful, what were they?  

· What else was communicated besides what was said?  

· Learning style – don’t see the maze so hard for some, particularly visual learners.  Everyone has their strengths but must be able to operate in each.  

· Chinese Checkers – play Chinese checkers but with individuals in hula hoops.  Objective is to have one person remaining on the board.  
· There were several “competing suggestions,” how did you determine which one to follow?

· When you moved off the playing board, what did you do?  How might you be more valuable in this position than on the board?  Perspective – what was the differences when you were outside v. inside (sometimes you need to step outside a problem to find the solution.  Being too close can be an impediment)

· What strategy did the group formulate and how did it work?  The chances for success are best when the initial open space is located where?  Does anyone know?
· Team Knot – Tie knots about every three feet into a rope, the length necessary depends on the number of participants.  Everyone grabs one segment of rope between two knots with one hand.  They may not remove their hand from that location but  they may slide it between knots.  The group’s job is to untie every knot in the rope.  Once they have finished, ask them to tie two knots back into the rope, one on each end.  rope and afterwards, tie back in two knots.

· Did the group split up into two competitive groups?  Why did this happen?  Was it helpful/harmful and why?  What is an appropriate amount of competition?

· Working as a team.  Proximity influences how the team works together.  Will it split up and act as two competitive teams or keep working together?  Did they invite the middle to become involved? 

· How was there a big picture and a little picture in this activity?  

· Integrity – following the rules as laid out
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Animal house - Participants stand on one of five 2X4 wood boards laying on the ground.  Participants silently select an animal.  After selecting an animal, they are told to arrange themselves in size order of the animals with the smallest animal at the peak of the house.  Nothing may touch the ground and no outside props are allowed.  If anyone touches the ground, everyone must go back. Depending on the challenge you want to create, they may only pass along a straight board, only at the peak, they may cross at any corner or don’t give them any parameters.  Variations: birthday order, height order, no talking
· What was the challenge with this activity?  It’s not particularly hard to figure out a strategy, the difficulty is in executing it.  Why?  

· Requires concentration and focus for an extended period of time.  Why is this counter-cultural?

· In what ways did this activity related to communication?
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Board Room - Move from one board to another while stepping on the square platform in the middle.  Can’t step on the ground, can’t pass anyone, and may only have one person in the center at a time.  Variations: 1) move to a different board with the same people as the original board, any order 2) different board, different people than you started with, any order 3) different board, different people, same order, 4) complete in ascending height order, 5) complete in alphabetical order according to last name.  
· What did you think about getting sent back for touching the ground?

· If we didn’t see it, what would you have done?

· Convenient morals

· You see your roommate out at a bar kissing someone else, what would you do?  You see your roommate’s beau out at a bar kissing someone else, what would you do?  Why?

· It’s not cheat if your significant other doesn’t find out?

· Why do we need referee’s in life?  Kids have lost some of that ability to police themselves due to structured activities

· Cube - Participants are given several short pieces of PVC pipe, several straight connectors, and several bent (or elbow) connectors (see picture).  The objective is to start from a desired location, run to the pieces, assemble them into a cube, balance the cube in a receptacle (often a short cut really wide piece of PVC), and then return to the start.  One group races another.  In the second phase of the activity, participants build one large cube from all the pieces (see picture) and while holding hands, move through the cube in the shortest amount of time possible.  If the cube is upset, the group starts again.  

· Playing fair – what were some influences in the activity?  (some honest if seen, others always honest).  How does that influence the sense of accomplishment. 

· Cheated but only a little bit – kind of like only being a little bit pregnant

· Variation – Participants moving through the large cube must have at least one person go through each of the six sides of the cube.  Can make easier by saying four sides.  
· Traffic Jam – Divide the group into two teams. The teams face each other in single file lines or horseshoe pattern with each person standing on a carpet square (or poly spot or hoop). Place one carpet square between the two teams. The object is to have the teams pass each other and trade places. The rules: you cannot go backwards, only one person on a square at a time, you can only pass onto an open square, you cannot pass anyone from your own team or more than one person at a time.  You can: move into the empty space right in front of you and move around a person facing you into an empty space. Variation: TP Shuffle - The TP stands for telephone poll.  Students must switch places without falling off of a telephone pole in the woods.  Otherwise the group goes back.  Variation: Begin the activity with two groups performing separate traffic jams.  After one group completes the challenge, have them help the other.  Afterwards, have both groups combine to do one traffic jam.  
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· Conflict of leadership styles – the visualize/plan and the get in there.  Discuss the advantages and the disadvantages of each.

· What was the temptation when there was an opening in front of you?  Answer – to leap w/o considering the consequences.  Resist the urge to be impulsive and think things through.

· Insanity – doing the same thing over and over and expecting different results.  How does that quote relate to this activity?
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What process did you use to solve this challenge (examine process and product)

· Trolleys (Buddy Walkers) –Steps: 1) team goes to other end once, if anyone falls off they over start over, 2) down once, if someone falls off, a person on that team must turn backwards, 3) combine two trollies, same rules, 4) combine all trollies into one, same rules.  Debrief after the number 2 and number 4 (end).  Depending on your philosophy, you may have trolley races although this is typically not in the philosophy of team building. 
· What did you do when someone turned backwards?  Usually the backwards person is just told to reverse it in their head the left/right command.  Play the interlocked/reversed finger game where someone else points to a finger and you must move it.  It was OK for that person but they were facing forward!  It’s a matter of perspective.  Talk about Steven Cubby’s 7 characteristics of highly effective people.  One is that they look for a win-win situation.  In this case, it would be to say “trees, lot” for the leg nearest the trees and lot for the leg nearest the parking lot. 

· I noticed that none of the guys (or fewer) reversed and faced towards another guy, why’s that?  Or “Guys, how did you feel when you reversed face to face with another guy.”  What is implied when two guys are in each other’s face?  Was it uncomfortable and why, what does society say about that?    

· Team building – try substituting different people onto a trolley.  How did that affect your performance?  Were they paying attention.  Kindof like a basketball team that substitutes in a few players.

· What did you find challenging about the having the whole group on one trolley?  Managing a large group of people is challenging.  Communication became that much more important and everyone following the rules.  Now if there was a mistake, it could affect 20+ people instead of 5.  
· Zoom - Book by Istvan Banyai (1998) featuring pictures of a scene that gradually step back.  Randomly distribute the pages of the book on the ground (must be torn out).  Participants pick one up and place it against their chest.  The facilitator states, “Your objective is to put the pictures into the correct sequence.”  On go, participants are allowed to study their picture for 60 seconds.  Next, participants put the picture back against their chest and are allowed to talk for 3 minutes.  Alternate studying picture and talking two or three times more.  At the end, students lay their pictures down in a line.  Afterwards, see how close they got.  
· Attention to Detail – are there times when not attending to has hurt you?  

· Talk about example where gave a quiz  where they didn’t have to answer any questions, just to fill out their name. 

· Persistence – what did you do if you couldn’t seem to make a connection?

· What piece of key information was communicated once? (sequence)

· Several of you broke into related groups (ship, girl, rooster, etc), how did you connect with the others.

· How did you approach the information on your picture?  Some will try and remember every detail, some will remember the context or big picture.  How did it work?

· Who had the top of the rooster?  What did you do?  

· Magic Rope - Similar to turnstile where everyone must go through without getting caught.  However, the group must decipher the code, otherwise the rope will stop twirling and everyone must start over.  Examples of codes include alternating gender, all girls then all boys, tallest to shortest, partners only, etc.   
· Buzz Ring – A buzz ring is a metal circle with five colored “bearings”  going through the ring.  It’s called a buzz ring b/c when you strike the bearings, they begin to oscillate.  To keep them oscillating, you must turn the ring in a circle.  For the activity, participants form a circle and the facilitator starts the bearings oscillating and passes them off to one side.  The buzz rings continues in a circle, if the bearings stop oscillating, that person must restart it.   
· What were you thinking as the ring came near you?

· What did you think about something you’ve never tried before?  From what did you base  your opinion?  You might love it or you might hate it.

· Fear, the great limiter.  “You miss 100% of the shots you don’t take.”  Wayne Gretsky With knowledge of you preferred team role and your original partners preferred team role describe the communication.

· Has fear of trying or of the unknown prevented you from trying at all?

· Pipeline – Each groupof three  is given two or three rails (see picture).  Rails can be any tube cut lengthwise to form a half-pipe about 3 or 4 feet long.  Rails can also be full tubes as well; a great source is home depot.  Participants must roll a ping pong ball down one rail and onto the next rail to “move” around the square.  The individual holding the rail containing the ball cannot move.  If the ping pong ball goes backwards, stops, or falls on the ground, the entire group must go back to the start.  There are several variations to this game: 1) allow students to experiment and just have fun with the rails, 2) give them a goal or location they must get the ball to (typically the facilitators hand held up high, the hands doesn’t move), 3) move the ball from point A to B in the least amount of time, 4) create a race where different groups compete against one another, 5) set up a square made of cones, start teams on different sections of the square.  Each group attempts to move forward and tag the other team thus eliminating them or sending them to a secondary square.  
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Goal commitment – was everyone involved and contributing to the group plan (sometimes, people will undermine it if they don’t agree.  The only way you’ll know if the plan will succeed or fail is if everyone gives it an earnest effort)

· Risk/reward – everyone has a different threshold, it’s one thing when you’re doing it individually, but what about being part of a group?  It’s about compromise and communication.  Can’t stay in two camps and refuse to compromise (aka congress), otherwise things will self destruct and lead to resentment.  

· Talk to me about what you did when individuals in your team made a mistake?  What are some other responses you might see.  (related to Jenny and her nursing preceptor who was never pleased and always made her feel like a failure)

· You get more with sugar than vinegar

· Praise in public, criticize in private

· When you started to encounter difficulty, what did you do?  Did you form a circle to discuss?  Was everyone given an opportunity to contribute?

· Wild woozy – Typically this takes place outside on two cables forming a  “V” or “X” but it can also be done with two sets of tape on the floor.  For the activity, two participants start at one of an X (see picture).  They link hands in a wrestler’s grip (don’t interlock fingers).  One participant must move down the same line (or cable) while the others does likewise on their line.  Gradually the distance between the lines increases.  The objective is to get to the end of the line without coming off either line.  If fall off, another group goes, keep rotating.  For spotters, have two to the outside and one in the middle. 
· What was the key to the wild woozy?  How is that like other aspects of your life?  Relationships – each person must give equally.  If one person begins to back out, no matter how hard the other pushes, it’s doomed to failure.

· Trust is a gift, a fragile gift built by many acts and lost by one.  Trust can be rebuilt or glued together but the structure is forever changed

· What builds trust:

· Consistent behavior over time

· 3 things others must give you: love, respect, and trust
· What new element did we incorporate?  Begins with an R (risk) or F (fear).  Do these elements need to be present to have adventure?  No, risk can come from fear of failure, fear of isolation, 

· Paper Towers – objective is to build the tallest structure using only ten sheets of paper paper.  You cannot use any additional props besides the paper.  
· Resources – some weren’t reusable.  Unlike resources in the past, once you tear it, you can’t fix it.  Human resources have weaknesses also, motivation can flag.  

· Law of diminishing returns – Each attempt yields less progress and less ability to tackle the problem as a whole

· Were you comparing your tower to others?   What is good enough, is it winning or your personal best.  

· One group got ahead of the other, how did you respond?  For those in the lead, they may relax and push the envelope event further.  For those trailing, it can serve as a motivator or cause for quitting.

· Lizards – can on say, “yes,” “no” and “take your hands off my lizard!”

· Johari Window – some people have information and do/don’t share it, others don’t have information.  How can this affect the success of the group?

· How does this relate to successful communication?
· Infinite Loops – In advance, tie a loop at each end of pieces of string approximately 3 feet wide, one per participant.  Get a partner, have your partner put one hand through the loop on each end of the string.  Next, put your hand through one loop of  your string.  Take the open end of your string and cross it over, then under your partner’s string and then put your hand through the loop.  Essentially, you’ve created an “X” with the string.  The objective is to without cutting the string or slipping it off your wrist, to separate the two strings so that the partners are not bound together.  
· Picking partners – talk to me about picking partners, what were you looking for, did that align with who you knew.  

· Frustration level – how do teams respond (some become silent, some lead, some provide comic relief).

· Persistence

· Out of box thinking

· Care to Share
· Add your own activities
DEBRIEFING IDEAS - I typically debrief with the questions listed after the activities above.  However, I occasionally use some of the other methods listed below to switch things up.  
1. Web of Compliments – One person starts with a ball of yarn and thinks of a compliment for another group member.  They say what they are proud of in that person and why they appreciated their accomplishment and then pass the ball of yarn to them while holding onto the end.  This continues throughout the circle so that each person holds onto their piece of the yarn when they pass the ball.  This can continue as long as you’d like or have time for, however as a facilitator you should make sure that each person has received it at least one before ending the activity.  There are a lot of discussions that you can then have about what the web represents to your group, etc.      

2. Concentric Circles - Form two circles, an inner and outer one.  Participants greet each other and answer a debriefing question provided by the instructor.  After a satisfactory period of time, the inner circle rotates X number of spaces to the left or right and the process begins again.  
3. Chiji Cards – Spread the cards out before the group and have them pick a card that best represents an experience or feeling they had.  Go around and ask each participant to share why they picked that card.  Can also ask how one card might represent the group’s performance or the whole group could choose 3 cards of their experience that tell a story, or determine only one card that represents the entire activity.  A great avenue to create chiji cards (unless you buy them online) is to print and laminate clip art which is available free online or with Microsoft Word.  

4. Index Card – Write processing question on different index cards and pass them out.  Afterwards, have the participants reflect and answer the question as part of whole group, in partners, in small groups (place #’s or symbols on the cards to form groups), or silently.  You may have participants exchange cards and at the conclusion, have them share part of their conversation on what they learned. 

5. Quick Toss – Toss an object around the circle and when caught, participants answer a predetermined question or can share a thought, compliment, or experience.

6. Circle Shuffle – All participants stand in a tight shoulder with arms behind each others’ back.  The circle rotates to the left until someone yells “stop.”  That person makes a compliment directed towards someone or the group.  That same person yells “right” and this continues until another person yells “stop” and the process continues.   

7. Rose, Thorn, & Bud – At the end of the activity, have each person share their rose, bud, & thorn – something they enjoyed about the activity (rose), an area that needed improvement (thorn), and something they hope to take away that they learned (bud).  

8. Nature Object – Have group members find an object in nature that they can bring back to the group (as long as it doesn’t disrupt nature) and share how it represents them or something they felt or experienced.  
9. Quick Celebration – Slap own knees twice, clap hands twice, snap fingers twice, then say “ya” all together 

Discuss but don’t do

A frame

Should I Go

Tower of Babble/Pie in the Sky (milk crates)































