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About This Book

Energizers are an integral part of human rights education (HRE) training. At first glance, these activities may seem like simple activities that serve little purpose, but there are many important reasons for using them in a training session. Energizers:

· Relax people. These activities help reduce anxieties and tensions, preparing people to engage learning.

· Acquaint people with each other.  These activities allow glimpses into each other’s personal attitudes, values, aspects of personality, and concerns.

· Set the climate, tone, and pace of the training session. These activities are particularly useful if the training session is participatory in nature.

· Energize the group. Having people move, get out of their seats and have fun provides a different context for learning. 

For these reasons, and many more, the Canadian Human Rights Foundation (CHRF) uses energizers in its programs on a regular basis. The energizers contained in this manual have been offered by facilitators from our annual International Human Rights Training Program (IHRTP). During this intermediate-level, three week program, participants focus on international human rights standards, current human rights issues and human rights education strategies. Through the exploration of human rights principles and instruments, critical reflection and inquiry and extensive sharing of experiences, participants will move towards the goal of strengthening their capacity to engage in human rights education.

The participant-centered curriculum model used by the CHRF is based on principles of adult experiential learning, where participants and facilitators commit themselves to engage in a process of mutual teaching and learning. The basic premise was that the curriculum acted as a framework for drawing out content based on participants’ experiences. 

Approximately 100 participants from over 50 countries attend the IHRTP annually. Participants are divided into eight groups of approximately 15 members for most of the program. There are two French and six English language groups. The guiding principle for the formation of groups is to maximize diversity in terms of professional background, type of organization, and country of origin while at the same time ensuring a gender balance. Each group is assigned a facilitator whose role is to provide guidance in achieving the objectives of the IHRTP as the participants work through all activities, case studies and an extensive simulation activity. Facilitators are chosen for their ability to effectively support the learning process, their knowledge of human rights and their experience with adult education techniques. At various points during the IHRTP, the eight working groups are combined or divided into different groupings to further promote exchange of experiences and networking among the participants.

Introduction to Energizers

There are many factors that affect the use and selection of energizers. The following factors have been cited from “The Winning Trainer,” written by Julius E. Eitington and are useful in deciding on which energizers to use in your work. When considering energizers keep in mind the: 

· Composition of the group

· Expectations of the group

· Nature of the program

· Length of the program

· Culture of the sponsoring organization

· Style and personality of the trainer(s)

Composition of Group

The nature or composition of the group will obviously influence your choice of start-up activities. For example, if your participants are mental health professionals, they will probably be comfortable with activities that stress movement, fantasy, sharing of personal information, etc. Conversely, if your learners are blue-collar foremen with strong rural roots and limited communication skills, you would be well advised to avoid novel

and threatening icebreakers, which might have boomerang effects.

Expectations of the Group

Group expectations of their role in the learning process win also influence how active and involving your icebreakers or openers win be.

Nature of the Program

Program content will determine what icebreakers or openers win be used; for example, in a free-wheeling, experiential management development program in a cultural island setting, novel warmer-uppers would be quite appropriate. But a sales program, particularly one conducted in corporate headquarters, would probably put a damper on anything that might be perceived as "too far out."

Length of the Program

Program length should be considered, too. A program that runs a full week could easily absorb 30-60 minutes of icebreaking and/or opening activity. The three-hour program, in contrast, may only be able to spare five or ten minutes for warm-up time.

Culture of the Sponsoring Organization

The culture of the organization is another factor influencing the choice of icebreakers and openers. Attempts at innovation, fun, and excitement have to be tempered with what the culture win bear. As one trainer who experienced a trust walk (see page 4) for the first time in

a workshop I conducted said, "I like this technique, but I'm not sure I could explain it to my boss's satisfaction should he happen to walk into the classroom while the activity was in progress."

Style and Personality of the Trainer(s)

The style and personality of the trainer will (and should) influence the choice of ice breakers and openers. If you are comfortable with start-up activities that

involve the group in novel, experiential ways, though they may take time from the formal program and reduce your control over the group or the subject matter, then you should explore the wide variety of such activities that are available. But if you are concerned about matters of control, getting started, relevance, and so on, the choice of icebreakers and openers had best be limited to conventional, very brief devices.

Evaluating Energizers

While entertaining, energizers also have the capacity to have an opposite result. It is advisable to take different cultures, gender and personalities into consideration when using an energizer. Eitington (1996) provides a checklist for testing the appropriateness of an energizer:

	Question
	Yes
	No

	Is there a possibility the activity could build barriers rather than create rapport?
	(
	(

	Is there a possibility that the participants might experience failure in involving themselves in the task?
	(
	(

	Could it provoke embarrassment, especially for those who are introverted to varying degrees?
	(
	(

	Would it be desirable to build more trust before asking for this type of participation?
	(
	(

	Could the end result be accomplished with less threatening procedures ?
	(
	(

	Is this icebreaker one that I like to do, but one that is not appropriate for other learning styles or personality types?
	(
	(

	Would it make sense to query a more conservative associate to assess the activity, so as to check his/her reaction ?
	(
	(


Another useful checklist to use when evaluating energizers can be found below (Eitington, 1996):

	Elements
	Low
	Moderate
	High

	Time consumption
	(
	(
	(

	Threat potential
	(
	(
	(

	Possible group dissatisfaction (boomerang effect)
	(
	(
	(

	Novelty
	(
	(
	(

	Fun, excitement
	(
	(
	(

	Creative quality
	(
	(
	(

	Data Producing (learn about people)
	(
	(
	(

	Relaxes people
	(
	(
	(


Why Energizers?

Having people go around the room introducing themselves can be a static activity. Using energizers for this purpose, and others, can have many benefits for all concerned. The list below helps outline why energizers are more than just games (Eitington, 1996):

· Icebreakers allow participants to become acquainted with one another in a more meaningful way; that is, glimpses into attitudes, values, aspects of personality, and concerns become possible.

· A start can be made on overcoming possible feelings of loneliness, and icebreakers certainly help to involve shy people.

· They help to relax the group and make people more spontaneous. By engaging in meaningful, often fun-type activities, participants can feel reduced anxieties and tensions.

· They set a climate, tone, and pace for the program, particularly if it is to be a participative one.

· They help to build momentum for the next phase of the program.

· They achieve the instant involvement of everyone.

· They help to build group identity and group cohesiveness.

· They assist in developing trust among participants and with the trainer as well.

· They help participants learn about the resources of the group.

· They help energize the group. To the extent that participants are permitted to engage early on in activities that are marked by movement, standing up, meaningful sharing, fun, novelty, and the like, they are put into an alert, stimulated, and motivated state.

· They help to develop the credibility of the trainer as a facilitator, not a leader or a lecturer.

· They give the trainer a feel for the group-are the members open to new experiences, fun-loving, non-defensive or cautious, super-sober, rigid? These data can provide indicators as to how active and free-wheeling your later exercises and games should be.

· Finally, icebreakers can help to reduce the anxieties of the trainer, who is a human being, too! Since the interaction puts the participants more at ease, in a circular and contagious way it reaches the trainer as well.

How to Use this Book

Each energizer is presented in the same fashion, using the following icons:

	Icon
	Explanation
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	Title: The name of the activity
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	Objective: Objective of the activity
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	No. of Participants: Optimal number of individuals for carrying out activity. Feel free to adapt activities to better suit the number of people you have in your group. 

	[image: image4.wmf]

	Time: Suggestion duration of activity. The activities in this manual range from 2 minutes to 60 minutes in length.
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	Materials: Necessary materials for carrying out activity.
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	Steps: Process for carrying out activity.
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	Notes: Special notes on carrying out activity.


This book is divided into two sections. The first section is a collection of energizers used by facilitators in their work. The second section is a collection of stories used by a facilitator in his work.
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Energizers
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Title
	Universal Declaration
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Objective
	· Energizes the group

· Reinforces knowledge of key provisions of UDHR (or any other instrument, if chosen for the activity)
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No. of Participants
	· 12-15 people
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Time


	· 10 minutes

	[image: image12.wmf]
Materials
	· Flip chart page of hand-out with list of rights, simply stated, contained in the instrument.

· Enough chairs for everyone in the group, minus one.

	[image: image13.wmf]
Steps
	1. Participants sit in a circle of chairs. One person is standing in the center of the circle.

2. Each participant takes one right for her/his “name”. Example: “I am the right to life.” Each person must learn and remember the “right” on either side of her/him.

3. The person who is “It” can point to anyone in the circle and say “right!” or “left!”, in which case the person pointed at must say the right held by the person to his right or left.

4. The person who is it may also say “right, left” or “left, right” and the pointee responds accordingly. If the pointee forgets, or makes a mistake s/he loses the seat to “It,” who also is a right.

5. The person who is “It” can call out “Universal Declaration!” in which case everyone must change places while “It” tries to grab a seat. 

6. The game can continue until it becomes too easy.
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Notes
	This activity can be used with any human rights instrument (CRC, CEDAW, ICCPR, etc.)

Contributed by: Sarah Chandler/Gail Dalgleish
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Title
	Bingo
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Objective
	· Introducing people to one another

· Finding out information about one another
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No. of Participants
	· 10-12 people
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Time


	· 10 minutes
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Materials
	· Participant Bingo Chart (See sample below): In order to create a chart, you will need some background information about the people in your group before your session begins. In each square, write down one piece of information about a person. You will need enough copies of the chart for each person in the group.

Drove to Montreal

Is a lecturer

Prepares proposals

Coordinator of HR training programs

Develops curriculum

Is a gender training officer

Is a lawyer

Screens HR complaints

Plays the violin

Is a professor

Is involved in strategic planning

Provides grants – NGOs

FREE

Produces radio programs

Founded a National Commission on HR

Conducts research on HR issues

Is a graphic designer

Has three children

Is a mediator

Is a translator

Practices yoga

Organizes volunteers

Organizes street theatre activities

Serves as a monitor

Is a grandparent
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Steps
	1. Distribute one bingo chart to each participant and instruct people to find someone who fits the description in the box and sign their name.

2. The first person to collect signatures in a row or column yells “Bingo!”

3. The winner can read out that names of people who contributed to their win. The facilitator can read out other squares and ask participants to identify themselves. 
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Notes
	Contributed by: Mary Ambeault
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Title
	Complete the Saying
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Objective
	· Forming pairs/groups of three
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No. of Participants
	· 9 or more
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Time


	· 5-10 minutes
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Materials
	· Favorite sayings enlarged on letter-sized paper (e.g., “a bird in hand is worth two in the bush”), one per page.

· Cut these sayings into two or three pieces.

	[image: image27.wmf]
Steps
	1. Make sure that you have the same number of sayings as you want pairs or small groups.

2. Each person is to search for the person(s) with pieces of paper that complete the saying.

3. Once all sayings have been successfully completed have each pair or group read them out in unison.
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Notes
	Contributed by: Chris Cavanagh
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Title
	By the Numbers
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Objective
	· Introducing a topic
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No. of Participants
	· 6 or more
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Time


	· 10-20 minutes
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Materials
	· Flip chart

· Markers
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Steps
	1. Find two volunteers and ask them to go out of the room and decide on a conflict situation.
2. When they return to the room, have them act out the situation using gestures and numbers only. For example one may say questioningly "One. ..two three four. ..five six seven!" while the other replies emphatically, "Eight nine ten eleven twelve!!!" etc.
3. Judging from their body language and vocal intonation, the group must guess the subject or the conflict.
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Notes
	Contributed by: Marc Forget
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Title
	Cooperative Musical Chair
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Objective
	· Energizing
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No. of Participants
	· 10-12 people
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Time


	· 5-10 minutes
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Materials
	· Chairs
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Steps
	1. The rule is that the game ends if there is one person that can’t  find a seat.

2. Chairs are arranged in the center of the room, back to back, facing outward.

3. Participants march around the chairs and when the music stops, everyone must find a place to sit. 

4. Remove one chair each time the music is played.

5. People will need to find ways to sit on each others laps, shoulders, etc. 
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Notes
	You may not get down to one chair, but ending up with four chairs is quite an achievement.

Contributed by: Marc Forget
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Title
	Football
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Objective
	· Team-building
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No. of Participants
	· 6 or more
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Time


	· 5-10 minutes
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Materials
	· Two tennis balls for each team
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Steps
	The goal is for each team to move as many balls as possible across the finish line.

1. Divide into teams of four. Each team of four will include three players and one ball placer.

2. Draw a finish line on the floor about 10 or 12 feet from one wall using chalk or masking tape. Divide the area between the wall and the finish line into lanes, one lane for each team.

3. The three players will line up with their backs to the wall and hold each other by the shoulder . The outside players should place their inside feet adjacent to the feet of the middle player.

4. Give two tennis balls to each ball placer. The ball placer puts a tennis ball on the floor between the feet of the middle player and the two outside players.The players must walk from the starting line to the finish line in step keeping the ball between the feet of the outside players and the middle player. Players must move their feet in unison in order to move the ball. (This is sort of like a three-legged race.) If the players lose the ball, they must stop and the ball placer can put the ball between their feet again.

5. After they get across the finish line, the team returns to the starting line and repeats the process.



	[image: image49.wmf]
Notes
	Contributed by: Marc Forget
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Title
	Howdy, Howdy, Howdy
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Objective
	· Energize
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No. of Participants
	6 or more
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Time


	10 -20 minutes

	[image: image54.wmf]
Materials
	· Flip chart

· Markers
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Steps
	1. Ask the participants to stand in a circle shoulder to shoulder, facing the center.

2. One person who is "it" walks slowly around the outside of the circle in a counter-clockwise direction, and then taps one of the people in the circle on the shoulder.

3. The person who is tapped must quickly turn and run around the outside of the circle in a clockwise direction as the person who is "it" runs around in a counter-clockwise direction.

4. As they meet on the opposite side of the circle they must stop, shake hands and say "Howdy, Howdy, Howdy" and then race back to get into the empty space in the circle.

5. The person who is left out of the circle then becomes "it" for the next round.



	[image: image56.wmf]
Notes
	Contributed by: Marc Forget
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Title
	I'm Going on a Safari
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Objective
	· Energize
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No. of Participants
	· 6 or more
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Time


	· 10 -20 minutes
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Materials
	· Nothing

	[image: image62.wmf]
Steps
	1. Instruct participants to imagine that they are going on a safari and can take anything they want from a teddy bear to a dozen purple elephants. 

2. The more outrageous the object, the better .

3. Each participant must repeat the items named by the previous members of the group. Thus, the last person must remember every item named by the entire group. 
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Notes
	This exercise is a sure way to lighten up tensions after a heavy exercise.

Contributed by: Marc Forget
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Title
	It's a What?
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Objective
	· Energize
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No. of Participants
	· 6 or more
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Time


	· 10 -20 minutes
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Materials
	· Nothing
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Steps
	1. Participants sit in a circle.

2. The leader has two small objects, one is named "The Cat" and the other is named "The Rat," (or one is " A Hug" and the other "A Handshake.")

3. The person passes one to the left saying, "This is a cat." The person receiving it says, "It's a what?" and is given the reply, "The Cat." The object labelled "the rat" is passed to the right with the message, "This is a rat." And the person replies, "It's a what?" and the leader answers, "The rat."

4. As objects move around the circle in opposite directions, the questions and answers continue to get asked and passed all the way back to the leader. When the objects cross at the top of the circle, it gets quite confusing and fun.
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Notes
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Title
	Johnny, May We Cross Your River?
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Objective
	· Energize
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No. of Participants
	· 6 or more
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Time


	· 5-10 minutes
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Materials
	· Nothing
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Steps
	1. The room becomes a river with the banks on each side a "safe zone."

2. Johnny stands on one "bank" and all the players line up on the other. The players ask "Johnny, may we cross your river?" Johnny answers, "Not unless you're... (wearing red, have gray hair, wear a watch, etc.) Players who qualify get free passage to safety across the "river"; other players may try to bluff their way across; make a run for it; or sneak across.

3. Amid all the turmoil, Johnny has to catch the player who tries to cross illegally. The person who is caught becomes the new "Johnny" and the old Johnny joins the players on the other side of the "River" who have not crossed over. When all the players are on the same side of the "River" as Johnny, then "Johnny" joins them. Then a new "Johnny" is chosen and the play continues.
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Notes
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Title
	Pattern Ball
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Objective
	· Energize
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No. of Participants
	· 6 or more
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Time


	· 10 -20 minutes
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Materials
	· Six or seven tennis balls
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Steps
	1. The object is to set up a pattern where everyone receives the ball once and tosses it to someone new.

2. To set up the pattern, ask everyone to stand in a circle with their hands to their sides. The leader tosses the ball to another member of the group and then the leader crosses his or her arms. The person who has received the ball tosses it to someone new whose arms are not crossed. Each person who has received the ball crosses his or her arms after they toss the ball. After everyone in the circle has received the ball, the ball is tossed back to the leader and everyone may uncross their arms for the rest of the game.

3. The leader then starts the pattern all over again. Bach participant only needs to remember who he or she receives the ball from and who he or she tosses the ball to. 

	[image: image84.wmf]
Notes
	After the group has learned the pattern, introduce more balls. It is possible to have six or eight balls going at the same time.
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Title
	Sing and Toss

	[image: image86.wmf]
Objective
	· Energize
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No. of Participants
	· 8 or more people
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Time


	· 10 -20 minutes
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Materials
	· One tennis ball 
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Steps
	1. The object of the light and lively is not to be caught with the ball when the music stops.

2. The group stands in a circle and rapidly tosses the ball from one to the other another. The person who is "it" stands outside the circle facing away from the group and sings a song.

3. The person then stops singing (perhaps in the middle of a phrase) and turns around. The person holding the ball is the next person who is "it."
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Notes
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Title
	What Cha Doin'?
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Objective
	· Energize
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No. of Participants
	· 6 or more
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Time


	· 10 -20 minutes
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Materials
	· Nothing

	[image: image97.wmf]
Steps
	1. Participants stand in a circle facing in. The leader makes some action, e.g., pretending to dig a hole.

2. The next person in the circle says, "What cha doin'?" The person pretending to dig a hole responds with some different action such as "I'm playing basketball." The person who asked the question begins to pretend to play basketball.

3. The next person in line asks, "What cha doin'?" and is given an new action to do such as "I'm brushing my teeth." The game continues around the circle.

4. When the circle is completed, you my go around the other direction.
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Notes
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Title
	Big Wind Blows
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Objective
	· Energize
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No. of Participants
	· 6 or more people
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Time


	· 2-5 minutes
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Materials
	· Enough seats in the circle for all except for one person

	[image: image104.wmf]
Steps
	1. You are the big wind, and whoever you blow on, has to move. Instead of blowing, you call out, "The big wind blows on everyone who. .." and then add your own description; for example, "on everyone who wears black socks," or "everyone who has two ears."
2. Everyone who fits the description must get up and change seats; in the general commotion, you try to get a seat also.
3. Whoever is left standing there, gets to be the Big Wind next time.
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Notes
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Title
	Big Mouth
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Objective
	· Energize
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No. of Participants
	· 6-10 people
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Time


	· 5-10 minutes
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Materials
	· None
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Steps
	1. Get three volunteers in middle of a circle. 

2. Ask a question that is semi-serious, e.g.,"What's the best way to raise children?"

3. Each person takes a deep breath and answers the question, seeing which one can keep going the longest without taking another breath.

4. People can come up with important-sounding answers, in an atmosphere in which content is not important and fun is the object.
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Notes
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Title
	Big Sigh 
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Objective
	· Energize
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No. of Participants
	· Any number
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Time


	· 
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Materials
	· None
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Steps
	1. Get into a circle, leader in the middle.

2. Everyone follows what the leader does.

3. Leader crouches on the floor, hands on floor, and slowly rises, giving an increasingly loud sigh as he does so, ending with arms stretched sigh and the sigh becomes a shout. 
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Notes
	Very good for relieving tensions.
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Title
	Bump Tag
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Objective
	· Energize
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No. of Participants
	· 6-10 people
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Time


	· 2-5 minutes
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Materials
	· None
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Steps
	1. Get into pairs standing shoulder to shoulder, scattered around the room.

2. Choose one pair and make one person "It" and one person the runner. "It" chases runner to tag him (if tagged, runner becomes "it"). Runner may escape at any time by lining up with any pair; person on other end becomes new runner.
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Notes
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Title
	Crocodile and Frogs
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Objective
	· Energize
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No. of Participants
	· 6-10 people
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Time


	· 5-10 minutes
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Materials
	· A noisemaker of some kind for the crocodile to use; a tin can and a stick to beat it with will do.
· A dozen or more sheets of newspaper or newsprint
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Steps
	Imagine the room as a pond. All participants are frogs except for one who is designated as the crocodile. A dozen or more sheets of newspaper or newsprint are spread randomly across the floor. These represent lily pads.

Rules of the game:

(1) The goal of the crocodile is to eat the frogs; the goal of the frogs is to escape being eaten.

(2) When the crocodile is making noise with his noisemaker, he is pretending to snore, and the frogs are safe in the pond.

(3) When the noise stops, the frogs are still safe as long as they are standing on the lily pads.

(4) When the noise is being made, the frogs must move around the pond, but not step on the lily pads.

(5) When the noise stops the frogs must jump onto a lily pad before the crocodile gets them. More than one frog can stand on a lily paid if they can manage it, but each frog must either have both feet on the lily pad with a little paper showing around the edge of each shoe, or one foot on the paper with the other foot raised in the air.

(6) As he makes noise, the crocodile goes around the room and removes three or four sheets of paper. When he stops making noise, all frogs not completely on the papers are caught and are out of the game. Then the process is repeated, more sheets of paper are removed, and more frogs are caught, until there is only one piece of paper left, and nearly all the frogs are caught.
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Notes
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Title
	Cooperative Crocodiles and Frogs
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Objective
	· Energize
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No. of Participants
	· 6-10 people
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Time


	· 5-10 minutes
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Materials
	· Dozen or more sheets of newspaper or newsprint
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Steps
	1. Let the participants know that the object of the energizer is for no frogs to get eaten by the crocodile.

2. Of course, players will need to find ways to help each other to get as many people on each sheet as possible.

3. Start out with half a dozen sheets of paper and gradually reduce the pieces to one or two.
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Notes
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Title
	Elephants and Palm Trees
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Objective
	· Energize
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No. of Participants
	· Any number of people
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Time


	· 2-5 minutes
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Materials
	· None
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Steps
	1. The person in the center of the circle points to someone and says "elephant." That person bends over and puts hands down to make a trunk. People on either side of him or her curve their arms up to make his elephant ears.

2. If the person in the center says "Palm Tree," the person pointed to holds hands straight above his/her head. People on either side make branches going out from the tree.

3. If the person in the center says "skunk," the person pointed to turns around with a hand behind for a tail. People on either side turn away and hold their noses.
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Notes
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Title
	Jailbreak
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Objective
	· Energize
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No. of Participants
	· 8-10 people
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Time


	· 2-5 minutes
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Materials
	· None
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Steps
	1. Set up pairs of chairs randomly around the room. It is best if the chairs do not form a circle and there should be at least three feet of space between the pairs of chairs.

2. Place one pair of chairs in the center of the room. These chairs will be designated "Jail."

3. Seat the group in the chairs and remove any empty chairs from the room. Ask each pair of participants to link arms. The pairs of participants are to keep their arms linked throughout, the game. Number each pair of participants including the pair that is seated in "Jail." The pairs are to keep these numbers throughout the game no matter what seats they may end up in.

4. The pair that is in "Jail" is "it." They may call two or more numbers and the pairs with those numbers must find new seats. The pair in “Jail” then tries to take one of their seats. If they want everyone to find new seats, they call "Jailbreak.” The new pair then ends up in "Jail” then repeats the process.
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Notes
	This energizer tends to have a lot of energy. Participants should be warned to be careful so that no one is hurt. Do not use chairs with arms. Team members should stop the game if it is in danger of getting out of hand. They should also be prepared to serve as referees in cases where two pairs try to sit in the same chairs.
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Title
	Machine
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Objective
	· Energize
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No. of Participants
	· Any number of participants
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Time


	· 2-3 minutes
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Materials
	· None
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Steps
	1. One person begins with any mechanical noise and motion, repeated in machine-like fashion.

2. Others connect themselves when they see a place in the machine where they would like to fit in.
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Notes
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Title
	Noah's Ark 
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Objective
	Energize
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No. of Participants
	8-10 people
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Time


	5-10 minutes
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Materials
	None
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Steps
	1. This energizer takes place in Noah's Ark. The animals have gotten loose, in the dark, and the object of the game is for each animal to find his mate by the sound of the mate's voice alone.

2. Divide participants into two groups. In each group, facilitator names each person to be a particular animal, so that there is one each of the animals used in each group.

3. Bring the groups together, standing up.

4. They are to shut their eyes and mill around, calling for mates with the sound the animal itself would use. When they find their mates, they are to stand still and wait for others to find theirs. Confusion will become order as more and more find their mates.
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Notes
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Title
	Owl and Mouse
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Objective
	· Energize
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No. of Participants
	· 6-10 people
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Time


	· 5-10 minutes
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Materials
	· Two blindfolds

· Two empty cans filled with pebbles to use as rattles.

	[image: image174.wmf]
Steps
	1. The object is for the owl to catch the mouse, and for the mouse to elude the owl.

2. Ask for two volunteers: one owl and one mouse.

3. Blindfold both and give each a can to rattle. They are to rattle the cans so they can find (or elude) each other.

4. The other participants are to stand in a protective circle around them so that they don't hurt each other. When the owl catches the mouse, start again with two new volunteers, or make the mouse into the owl and get a new mouse. 
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Notes
	Notice that usually the bystanders will help the mouse, not the owl. Facilitators can, if they wish, point this out to the group and briefly explore the implications for human behavior.
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Title
	Pass the Electrical Pulse

	[image: image177.wmf]
Objective
	· Energize
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No. of Participants
	· 6-10 people
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Time


	· 3-5 minutes
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Materials
	· None
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Steps
	1. Stand in circle holding hands.

2. Leader squeezes hand on one side in a simple pattern.

3. The person receiving the squeeze then squeezes the hand of the next person in the same pattern.

4. The pattern (pulse) gets passed around the circle. Once it is well started on its way, the first person sends a different pattern in the other direction.
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Notes
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Title
	Pass the Face
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Objective
	· Energizer
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No. of Participants
	· 8-10 people
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Time


	· 3-5 minutes
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Materials
	· None
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Steps
	1. Stand in circle.

2. First person turns to second person, makes whatever face (s)he wants.

3. Second person receives that face, copies it, then turns to third person, converts it to a different face and passes that to the third person.

4. Third person receives that face, copies it, changes it, passes it on, and so on.
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Notes
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Title
	Pretzel
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Objective
	· Energize
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No. of Participants
	· 8-10 people
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Time


	· 5-10 minutes
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Materials
	· None

	[image: image195.wmf]
Steps
	1. Two people leave the room.

2. Others hold hands and twist themselves over, under, and through each other without let ting go.

3. The two people come back in and untangle the group.

4. Group cooperates as the untanglers direct.
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Notes
	Pretzel Variation: Everyone in circle puts out right hand, takes right hand of someone else. Then put out left hand and take someone's left hand (if odd number, one person waits until second time and puts out both hands). Group then works to untangle itself. When untangled, some will be facing opposite directions. If group can't disentangle after a few minutes, tell them not to worry; just try again, splitting group into two smaller circles. If everyone in the whole world did it, they could end up in a perfect circle; you just have to break it down to a manageable size.
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Title
	Rainstorm
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Objective
	· Energize
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No. of Participants
	· 8-10 people
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Time


	· 3-5 minutes
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Materials
	· None
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Steps
	1. The person in the center of the circle directs, rubbing hands together and turning slowly toward everyone in the circle. Imitate the director as the director faces you.

2. The director goes around the circle eight times in this order:

3. First time, turn around rubbing hands together; go all around.

4. Second time: Snap fingers when you get to the first person again.

5. Third time: Slap thighs.

6. Fourth time: Slap thighs and stamp feet.

7. Fifth time, back to just slapping.

8. Sixth time, back to snapping fingers.

9. Seventh time, back to rubbing palms together.

10. Eighth time, turn in silence. 

11. Rainstorm is over .
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Notes
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Title
	Rhythm Clap
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Objective
	· Energize
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No. of Participants
	· Any number of people
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Time


	· 3-5 minutes
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Materials
	· None
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Steps
	1. Ask everyone to close their eyes and begin to clap in whatever way they want.

2. This usually starts out very mixed up and then comes together gradually to create a unique sound experience.

3. End whenever people open their eyes or slow down the rhythm.
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Notes
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Title
	Vegetable Cart 
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Objective
	Energize
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No. of Participants
	9 or more people
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Time


	8-10 minutes
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Materials
	Chair enough for all, except for one person
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Steps
	1. There are just enough seats in the circle for everyone except you.

2. Assign names of vegetables on a list you have made (e.g., beans, carrots, potatoes, peas) in such a way that there are at least three people having the name of each vegetable.

3. Call out one vegetable and those having that name swap seats.

4. When you are able to sit down in one of the seats before another participant does, that participant then becomes leader and goes on calling names of vegetables. If he calls "Vegetable Cart," everyone must change seats.
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Notes
	


	[image: image218.wmf]
Title
	Interdependence (a.k.a. Stand Up!)
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Objective
	· Team-building
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No. of Participants
	· 6 or more people

	[image: image221.wmf]
Time


	· 5-10 minutes
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Materials
	· None
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Steps
	1. Divide the group into pairs. Each pair sits on the floor, back to back. The pairs then link arms. Their knees are to be bent with their feet flat on the floor. Then the pairs just stand up!

2. Once you've mastered the game in pairs, then try it in groups or three or four. It becomes more difficult as the size of the group increases. With larger groups, it is important to sit in a circle close together, with shoulders and hips touching.
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Notes
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Title
	Adjective Name Exercise

	[image: image226.wmf]
Objective
	· To learn names
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No. of Participants
	· Any number of people
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Time


	· 8-10 minutes
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Materials
	· None
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Steps
	1. Say your first name and a positive word that describes yourself and begins with the same letter as your name. Example: "Gorgeous George."

2. Repeat the names of all those who went before you, then give your own.

3. Continue around the circle until you get back to the first person, who then has to do the whole group.
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Notes
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Title
	Bumpty-Bump, Bump
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Objective
	· To learn names
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No. of Participants
	· 8-10 people
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Time


	· 3-5 minutes
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Materials
	· None
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Steps
	1. One person in center of circle spins around, stops, points to a person and says "Left [or right] bumpty-bump-bump!"
2. If the leader points to you, say the name of the person on your left (or right) before center person finishes "bumpty-bump-bump" ; if you do not, you become the center person.

	[image: image238.wmf]
Notes
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Title
	Name and Gesture
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Objective
	· To learn names
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No. of Participants
	· Any number of people
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Time


	· 3-5 minutes
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Materials
	· None
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Steps
	1. One person standing in a circle without thinking quickly makes a motion (stamping, raising arm, etc.) and says his/her name at the same time.

2. The whole group then repeats the name and gesture twice. The next person then takes their turn.

3. Continue until everyone in the circle has done this.
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Notes
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Title
	Name Frisbee
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Objective
	· To learn names
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No. of Participants
	· 6-10 participants
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Time


	· 3-5 minutes
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Materials
	· Frisbee, soft ball, or some other substitute
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Steps
	1. Have everyone stand in a circle.

2. Throw object to person across the circle; everyone says that person's name.

3. Continue until many names have been learned.
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Notes
	Use ball of yarn; hold end. A web tying the group together gets formed.
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Title
	Name Meaning
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Objective
	· To learn names
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No. of Participants
	· Any number of people
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Time


	· 8-10 minutes
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Materials
	· None
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Steps
	1. This exercise is particularly useful if some of the group know each other but some are strangers.

2. Each person in turn gives their name and what the name means, answering such questions as "Where did my parents get it, do I like it, what does it mean to me?"
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Notes
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Title
	Busses
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Objective
	· Energize a group

· Examine and share knowledge about the make-up of the group
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No. of Participants
	· 12 or more
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Time
	· 10 -20 minutes
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Materials
	· No materials needed
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Steps
	1. Explain to the group that you are all at a very chaotic bus station where the busses have different destinations than what you are used to. The facilitator will call out the destination (category) of the busses and everyone is to quickly self-organize to "get on the bus that matches their destination".

2. Start with a simple category that everyone is likely to share and be comfortable with such as eye colour or zodiac symbol (assuming most people are familiar enough with the zodiac ). Once the facilitator calls out the category everyone must find those people in the group who match their choice and form a small group. E.g., for eye colour, all brown-eyed people must find each other, all blue-eyed must find each other and so on.

3. Once the chaos has settled, the facilitator can call for attention and do a go-around to ask what exactly the groups are. You can also take a moment and ask participants to introduce themselves to each other in their bus.

4. Other possible bus destinations (categories) include: Number of languages spoken, number of siblings, country (or continent or province/state) of birth, decade of birth, number of children, gender, birth order in your family, number of years with the organization your in, ethnicity, etc.

	[image: image266.wmf]
Notes
	· Keep the game moving fast; if some people have failed to find their fellow bus-riders, use the go-around to unite them.

· Some people will probably ask for a definition of one or more categories. Remember that this game allows people to self-organize, therefore, they can, if they wish, create their own definition. Encourage this if necessary.

· This game is not about judging people 's abilities, therefore, when participants ask if they must be fluent in a second or third language to justify joining a group, the facilitator can respond that if is up to them to determine their ability.

· The choices of categories should be culturally appropriate and relevant to the group and caution should be used if deciding to use categories such as gender, race, ethnicity or skin colour. Don 't be afraid of these categories, but it is wise to check with representatives of a group if it is appropriate to use categories that might create tension or spark controversy.

· This game is usually light enough to end quickly and move on. However, be alert to moments of tension such as differences of opinion about what gender or ethnicity means. Should these tensions surface you should plan adequate time to debrief the

· exercise.

· It can sometimes help to persuade participants to say something like, "This method is a good way to research who's in the group."
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Title
	Busses Plus
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Objective
	· Polling the group about something

· A task group formation technique
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No. of Participants
	· 12 or more
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Time


	· 10 -20 minutes
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Materials
	· Sticky-notes

· Markers

· Flip Chart paper
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Steps
	1. Play Busses using variety of categories (see activity description for "Busses")

2. Identify a last category for Busses that will help identify priorities for your workshop. E.g. If the workshop is focused on municipal policies ask people to form busses according to their "greatest hope for social change" You might see groups form around housing, food, transportation, etc. Once participants have organized into their busses ask them to take a few minutes to figure out some specific wording for their "greatest hope", e.g. "Adequate public and affordable housing for all."

3. You can bring the group back together at this point and have a report back on "greatest hopes" or you can give the small group a specific task that will help achieve the objectives of the workshop such as identifying short term goals towards reaching the goal of their "greatest hope".

4. You can also use the groups identified in this way later in your workshop to form task groups.
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Notes
	For Busses Plus to be effective the focus of the workshop/event must be relatively tight- i.e., there should be general agreement on the purpose of the workshop.
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Title
	Guidelines for Democratic Communication
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Objective
	· Promote an environment of democratic communication

· Promote respect for different communication needs of participants
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No. of Participants
	· 8 or more
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Time


	· 5 -10 minutes
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Materials
	· Copies of guidelines as a handout

· A few guidelines on flip chart
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Steps
	1. Introduce the notion that we need to affirm some guidelines for democratic communication. Everyone has different communication needs and we wan to identify some basics.

Common basics could include:

· Respect a person's right to speak without interruption

· Everyone has the right to pass

· Volunteer yourself only

2. Refer to a more detailed handout which you could choose to share in advance of the workshop, in a kit of workshop materials or at another point in the workshop.

3. Once you have shared a few basic guidelines ask participants if there are any other guidelines that they wish to name or call attention to any other guidelines that are important for their participation.

Some useful guidelines for participation include:

· the individual is asked how they would like to proceed with a situation (for example, how would a person like to have their messages communicated).

· respect that there are different abilities to communicate in the group.

· respect that there are different cultural ways to communicate in the group.

· listen more.

· speak for yourself; don't volunteer other people to speak.

· turn off cell phones and pagers during the meeting.

· Don't interrupt when someone else is speaking.

· if the process is unclear ask the facilitator (or a fellow participant) to clarify.

· respect the process.

· minimize cross talk.

· take your turn to speak.

· listen actively.

· speak from your experience as much as possible.

· take responsibility for your own participation.

· offer assistance to the process, if appropriate.

· look at the person to whom you are speaking.

· be aware of using acronyms and other jargon that may need translation or explanation for other

· group members (i.e. take responsibility for the language you use).

· give space for people who haven't spoken yet; your point may be shared by someone else.

· try to think about what you are going to say before speaking.
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Notes
	Checklist of considerations to support democratic communication:

· What communication needs do participants and potential participants have?

· How are you equipped to meet the needs of people whose disabilities are:

· Perceptual (e.g. visual or hearing impaired)

· Illness-related (e.g. multiple sclerosis)

· Developmental (e.g. Down Syndrome)

· Psychiatric (e.g. bi-polar, chronic depression)

· Mobility (e.g. quadriplegia, paraplegia)

· Environmental (e.g. asthma, sensitivities to allergens, chemicals -including perfumes)

· How do we understand the concept of democratic communication?

· How can we better promote broad democratic communication?

· What type of meeting is to be held? A meeting can be focused on one process or involve a variety. Being clear about which process is being used can help keep a group focused and committed (e.g. is the meeting in decision-making mode or in creative discussion mode?). Meeting types include:

· decision-making

· information

· public dialogue

· negotiation

· coalition building

· project planning

· creative brainstorming

· workshop

· How does the physical meeting space affect communication?

· What budget or other resources are available to support participants= needs for democratic communication?

· Is it necessary to get agreement on the agenda before the meeting happens?

· Who is the best person to facilitate the meeting? Should the meeting be co-facilitated?

· Who is the best person to open the meeting (welcome participants, set the tone, introduce facilitators)?

· What are the necessary pre-meeting materials that participants should receive?

Facilitating democratic communication

· watching the time (keeping to the agreed schedule and pacing things well)

· keeping the group focused on the agreed short & long term objectives

· providing adequate opportunity for all to participate

· encouraging active participation

· affirming and drawing on the full range of experience and knowledge in the group

· making sure that the time and space is being shared (not monopolized by any one person or interest)

· identifying conflict frankly and not being afraid to address it

· offering process suggestions whenever necessary (e.g. be willing to re-negotiate agenda if necessary)

· name issues through problem posing

· keep an eye on people’s energy levels and, regardless of agenda and schedule, be willing to suggest changes

· remind group members of participation guidelines if and when necessary

· share responsibility for sharing information (ask if someone el se in group can answer a question raised)

· share process responsibility when possible (e.g. keeping time, recording notes, filling in late-comers about what has happened 50 far)
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Title
	Person-to-Person
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Objective
	· Energize the group

· Build trust amongst group members
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No. of Participants
	· 9 or more (should be odd number)
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Time


	· 10- 20 minutes
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Materials
	· Nothing
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Steps
	1. Everyone finds a partner. For this first round the facilitator should be partnerless. 

2. The facilitator asks for a volunteer to demonstrate.

3. The caller calls out a body part combination such as "knee to toe" or "head to elbow" or "pinky finger to baby toe" and each pair must complete the combination. The facilitator should model this with the volunteer. Once a combination is called each pair must complete it e.g. if "knee to toe" is called only one knee needs to touch one toe.

4. As each new combination is called all previous combinations must be maintained. Each pair will become increasingly tangled.

5. When most pairs are tangled enough (usually after four or five combinations) the caller calls "Person to person!" and each player finds a new partner. The odd person out is the new caller.

6. The facilitator should encourage the caller not to think too much.

7. Combinations should be called relatively fast.
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Notes
	· This seemingly simple game is filled with opportunities for misunderstanding and so the facilitator should be alert to how the game proceeds. Sometimes a caller will scheme to come up with the most difficult and/or embarrassing combination they can think of. Encouraging callers to “keep the game moving” helps avoid this. But sometimes a friendly “now don't be mean” caution helps.

· This game presumes a certain amount of physical dexterity. It can be important to reiterate that no one should feel compelled to do this game and, if they wish, can give themselves permission to stand aside. However, people who are physically disabled can be included with a couple of cautions. Explain to players that they only need do their best to make a combination, not twist themselves out of shape. Also, the game may need to be slowed down to include some people.

· Not all combinations may be experienced as innocent and light-hearted. The facilitator should be aware of the potential discomfort and volatility of combinations such as "nose to nose " or " head to foot ". The first can quickly challenge individuals ' personal boundaries. While the second can lead to extreme discomfort depending on who makes the combination. For instance, once, in the rush and tumble of the game, a woman put her head on a man 's foot only to then be shocked at the image that this created. In these instances, the facilitator should remain alert to possible upset, stop the game if necessary, and/or state that people only need do what they are comfortable with.

· Once when doing this exercise with a group of women who were reluctant to touch each other, this game was adapted and called " Mirrors " in which all combinations were mirrored pairs, e.g. hand to hand, foot to foot, knee to knee. There was no need to touch to effect the combination.

· Debriefing can sometimes be an important way to end this game giving people a chance to comment on their discomfort or other realizations they may have had.

· If there are an even number of players the facilitator should ask one participant to stand out until the second round at which point the facilitator will step out.
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Title
	Sixteen
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Objective
	· To pick up the energy of the group quickly

· To have some fun
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No. of Participants
	· 4 or more
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Time


	· 5 minutes
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Materials
	· Nothing
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Steps
	1. Have all participants stand (or otherwise position themselves) in a tight circle.

2. Ask all participants to do what the facilitator does simultaneously.

3. Shake right hand sixteen times while counting out loud from 1 to 16. (Make sure everyone counts out loud). Repeat with the left hand and then the right foot and then the left foot.

4. Repeat the sequence starting with the right hand and this time count only to eight. Repeat sequence counting to four. Then two, then one.

5. End with a SHOUT! You will notice that the game speeds up as you count down. Encourage everyone to take a big breath for the last round and to shout out "one" if they feel like it.
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Notes
	· This game does not require great physical ability. Encourage participants only to participate up to their comfort level. If someone is unsteady on their feet, in a wheelchair or otherwise physically disabled; they can count to sixteen with or without shaking their arms and legs.
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Title
	Complete the Image
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Objective
	· Energize a group

· Warm-up to prepare for using sculptures or image theatre

· Share thoughts on an issue using body images

	[image: image297.wmf]
No. of Participants
	· 8 or more
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Time


	· 10 -15 minutes
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Materials
	· None
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Steps
	1. Have all participants stand (or otherwise position themselves) in a tight circle.

2. Explain that this exercise works best without talking.

3. Facilitator should model first image. Enter the circle, stand in the middle and strike a pose. Point out that this pose could have many different interpretations. Ask a participant to join you by striking a complementary pose -i.e. anything that the participant thinks adds something to the image. Point out how the meaning of the image has been altered. It is now a scene in a story. Ask participants what possible meanings this image has. Solicit a few responses. Continue game in silence.

4. Hold the pose for about five to tell seconds (long enough for everyone to have a good look).

5. The facilitator rejoins the circle leaving the other person still in their pose.

6. A new participant now steps into the circle and strikes a pose with the person remaining in the circle. Hold the pose for five seconds to tell seconds. First person leaves.

7. The exercise proceeds with this serial interaction: first person always remaining and new person joining.
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Notes
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Title
	Drawing Dialogue
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Objective
	· To promote communication using visual media

· To get to know other participants

· To debrief an experience without talking
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No. of Participants
	· 4 or more
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Time


	· 10 -20 minutes
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Materials
	· Crayons and/or markers

· Paper
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Steps
	1. Divide into pairs or groups of three.

2. There is no talking during this exercise.

3. Distribute crayons and/or markers and paper to all participants.

4. Tell group that we are going to use a form of drawing to communicate with each other .

5. In groups, and without talking, have a "conversation" by drawing.

6. Participants can do this in many ways, e.g. one at a time, simultaneously, etc.

7. Drawing should be non-symbolic, i.e. not allowed to use obvious symbols like triangles, hearts, happy faces, etc.
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Notes
	While some people find it a challenge not to speak for a while, the most difficult part of this exercise is to understand what non-symbolic drawing is. We rely so heavily on symbols to communicate that it is difficult to give them up. Also many people are convinced that they can't draw and symbols provide an easy way to avoid drawing. An

important aspect of this exercise is the way if challenges our reliance on language and symbols and surprising things can emerge when we gel away from this reliance for a moment. If participants seem especially uncomfortable with the non-symbolic aspect of the drawing, you can let it go and rely on creative misunderstanding.
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Title
	Busses Plus
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Objective
	· Poll the group about something

· A task group formation technique
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No. of Participants
	· 12 or more
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Time


	· 10 -20 minutes
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Materials
	· Sticky-notes

· Markers

· Flip Chart paper
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Steps
	1. Play Busses using variety of categories (see activity description for "Busses")

2. Identify a last category for Busses that will help identify priorities for your workshop. E.g. If the workshop is focused on municipal policies ask people to form busses according to their "greatest hope for social change". You might see groups form around housing, food, transportation, etc.

3. Once participants have organized into their busses ask them to take a few minutes to figure out some specific wording for their "greatest hope". E.g. " Adequate public and affordable housing for all."

4. You can bring the group back together at this point and have a report back on "greatest hopes" or you can give the small group a specific task that will help achieve the objectives of the workshop such as identifying short term goals towards reaching the goal of their "greatest hope".

5. You can also use the groups identified in this way later in your workshop to form task groups.
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Notes
	For Busses Plus to be effective the focus of the workshop/event must be relatively tight- i.e., there should be general agreement on the purpose of the workshop.
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Title
	Brainstorming
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Objective
	· to quickly generate a list of ideas

· to enhance creativity
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No. of Participants
	· 4 or more
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Time


	· 5 -10 minutes
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Materials
	· Flip chart

· Markers
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Steps
	1. Introduce the 4 Guides to Brainstorming:

a) QUANTITY: the more ideas produced, the better. The group records all of the participants' ideas as they come up. This does not mean that every idea will work or prove totally useful, but it is a way to bring as many good ideas or combinations of ideas as possible out into the open. It also means that everyone can participate, no matter what their level of "expertise" in a particular problem.

b) PLAY-GIARIZE or build on each other's ideas. Including even those from fields totally different that the one the group is looking at. "Stealing" ideas is taboo in a culture that puts so much emphasis on private property, yet groups need ways to develop ideas (problems, solutions, plans) together.

c) CRAZY OR WlLD IDEAS help the generation process. These ideas are often just slightly off the norm, and yet they can "threaten" the status quo -that's why they're labeled crazy and wild.

d) NO EVALUATION OR CRITICISM until the brainstorming is finished. This guide, perhaps the most difficult to follow, can make sure you produce as large as pool of ideas as possible. One of its many side effects is that it makes sure participants don't use evaluation as a means of controlling or judging other people's ideas. It also makes the skill of evaluation explicit rather than leaving it as a submerged process.

2. Focus the group on the subject of the brainstorm and invite

contributions. Note these on flip chart.
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Notes
	Brainstorming works best when it is done quickly and lightheartedly. Humour helps keep ideas flowing. It can help to point out that brainstorming is different than decision-making which follows.
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Title
	Footsteps and Fingerprints
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Objective
	· To promote and maintain a collective awareness of process and design

· To reflect on process and design of meetings, workshops, etc.

· To make the process and design of a meeting transparent
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No. of Participants
	· 6 or more
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Time


	· 5 -15 minutes
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Materials
	· Copies of the design (loom) of the event for all participants
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Steps
	1. During an event (especially training events) plan to spend a few minutes (at least five) every two to three hours to look back at the steps (i.e. footsteps) in the process. At a minimum this means naming the steps in the process up to that point (this can include agenda items, start time (including if you started late ), someone showing up late, unexpected events, etc.).

2.  If you have the time you can open the floor to some discussion of process.

3. At the end of the workshop plan distribute the design of the event. This is the "fingerprints" step in which you give participants the tools to examine the work done on design.

4. You can:

· share some of your assumptions behind the design

· point out where the design was not followed

· discuss changes that were made during the event
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Notes
	It is a challenge in any training event to make space for reflection on process. Process discussions are qualitatively different from discussions of the substance of a workshop. This becomes more complicated when the substance of the workshop is process. The

principle of transparency in this exercise is more important than the exercise itself This transparency helps promote an environment in which participants can creatively challenge the power of the facilitators.
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Title
	Great Game of Power
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Objective
	· To share different experiences of and perspectives on power

· To analyse the structures of the use of power to oppress

· To promote a dialogue about resisting oppressive power
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No. of Participants
	· 6 or more
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Time


	· 30 -60 minutes
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Materials
	· Five or seven chairs (it is good to start with an uneven number)

· A table

· A prop (e.g. a bottle, a pen, a coffee mug, a glass)
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Steps
	1. Arrange the chairs and the table so that there is one chair behind the table and an even number of chairs in rows facing the table. Place the prop on the table (this is optional).

2. Tell participants that we will have a dialogue about power without talking. There is no talking once the exercise gets going.

4. Point out that the chairs and table are in a common arrangement. Ask the group if there is one chair that has more power than the others. Most often participants will agree that the chair behind the table has more power.

5. Explain that the exercise is to rearrange the chairs in order to give more power to one chair than all the others.

6. Ask for a volunteer to go first. Remember, no talking. One person at a time can rearrange any of the chairs, the table and the prop as they wish.

7. Make sure to pause between each arrangement and ask participants to notice the details.

8. Allow as many attempts as time permits. Participants can take more

3. then one turn.

4. If you feel that the group has expressed all that they have to "say" about one chair having the most power you can suggest that they attempt arranging the chairs in ways that power is more distributed or shared.

5. If you are satisfied with the number and diversity of arrangements you can move on to a debriefing and discussion about what people saw and felt about the various opinions and experiences of power represented.

6. You can go further with this exercise (if you have the time) by asking participants to choose one image to work with. You can seek consensus by asking participants to "propose" a specific arrangement by making it.

7. Once the arrangement is done check for consensus (you can do this with or without talking.

8. Once you feel the group is agreed, as for volunteers to place themselves in the chairs or to replace the chairs entirely.

9. Still without talking, ask participants to think about their position, who they are, who they are reminded of. Ask them to think of this as a frozen scene in a drama. What would be the next phrase that they would speak in this drama. Ask them all to say their phrase three times on a count of three. Once this is done you can go one by one and ask each "actor" to repeat their phrase three times.

10. Debrief the experience.
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Notes
	This exercise is one of the basic tools of Theatre of the Oppressed. It can be done in many different ways. Urging people not to talk can be very helpful in promoting difference means of  communication. The Great Game of Power can be used to as described above simply to have a "dialogue " about power or it can be used to develop scenes or skits that can part of a presentation to a larger group. For more about how to

do this please refer to the work of Augusto Boal.
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Title
	Sculptures
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Objective
	· To examine an issue by looking at power relations amongst different actors

· To use a physical and most I y non-verbal form of communication
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No. of Participants
	· 10 or more
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Time


	· 30 -60 minutes
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Materials
	· Nothing
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Steps
	1. Explain to participants that sculpturing is a very basic form of popular theatre that requires no skill and is also best prepared without any talking. It's a way to get away from our reliance on words for a moment and to give us new ways oftalking about an issue. We use sculpturing to look at power relationships between different actors ( either individuals or groups) in a situation.

2. Explain the different ways that sculpturing can be done:

a) One person can position other participants by showing them where to stand or sit.

b) Participants can place themselves

c) One person can use a hands-on approach and literally move a person into position ( moving hands or fingers, tilting the head, moving a foot ).

d) One person can model a position or gesture (including facial expressions) in which no touching is required.

2. NOTE: if actually touching another person, make sure that you have permission and make sure that you are gentle (especially when manipulating any joints like wrists or the neck).

3. Explain that props like tables and chairs can also be used (it is good not to use too many props ).

4. Divide group into small groups of three to seven people each.

5. Remind participants to keep talking to a minimum.

6. Ask the groups to think of a situation of conflict between different actors or a situation in which one actor has more power than the other . ( e.g. management over labour; a wealthy community over a poor community; a group of white citizens over a group of immigrants of colour, etc.). Tell participants to be as specific as possible; to think of situations in which they are involved and in which they feel that power over them is being used.

7. Tell the groups to form a sculpture that illustrates this power relationship. Give the groups some time to work.

8. Once it looks like the groups have formed a sculpture suggest that they look at it closely and ask themselves: "Who has the most power and who has the least power in this sculpture?" If the answers to these questions are not obvious, suggest that the groups work on their sculpture a bit more to make things more clear.

9. Have each group present its sculpture to the full group. No talking.

10. Ask the audience to report what it is they are seeing.

11. Once the audience has shared comments you can ask the presenters if they anything they would like to add.

12. If it is not obvious who has the most and least power, the facilitator should draw this out by questioning. Facilitator can also ask audience how the sculpture might be altered to make the power relations more clear .Audience member can replace the person in the sculpture or merely suggest a change.
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Notes
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Title
	Political Weather Report
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Objective
	· To share knowledge of participants about current events and issues related to human

· security and international development.
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No. of Participants
	· 4 or more
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Time


	· 20-40 minutes
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Materials
	· Large sheet of paper or several sheets of flipchart (the heavier the better, new sprint is sometimes too flimsy)

· Markers ( at least one dozen)

· Index-card-size post-it notes or sheets of paper (approx. 5" x 4")

· Masking tape
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Steps
	1. Draw a large circle on large sheet of paper and subdivide into section(see model below).
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2. State that the global economic, political, social/cultural, technological, etc. conditions of the world are constant I y changing. Many things have impacts at every level of our life.

3. Explain "We're going to look at the big picture; a political weather report is a way to share some of what we know and to make some connections between our local communities and the changes occurring around the world. We call it a 'political weather report' because it resembles those weather diagrams we see on the evening news and, like the weather we can use this to see what climate we are in and what is heading our way."

4. Present chart of political weather report with local, Canada and global circles and positive and negative sides.

5. Explain that we're going to post events and trends that affect human security that we know about and are experiencing.

6. In pairs, ask participants to "Think about human security and list events or trends (positive and negative) (one per sticky note)"

7. Model this: For each event make a link to other circle (e.g. if you write a local event, e.g. "lost a job", then ask what is the link in the Canada circle and Global circle). There can be more than one link. It doesn't matter what circle you start in.

8. Have pairs post all their sticky notes and ask each pair to report one thing (showing the links from local/Canada/global links).
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Notes
	If you have the time and resources you can play with the metaphor of “weather report,” in different ways. You can design the concentric circles to reflect time (e.g. past year, this month, next year). You could also prepare cards (on which participants write their contributions) to resemble weather symbols (e.g. storm clouds, sunny day, light showers, snow" etc.)
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Title
	Line-Ups Evaluations
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Objective
	· To conduct a quick and energetic evaluation of a workshop or meeting
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No. of Participants
	· 10 or more
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Time


	· 5 -15 minutes
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Materials
	· Nothing
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Steps
	1. Re-visit the expectations from beginning of previous day.

2. Remind everyone what we have gone through (point to agenda on flip chart).

3. Describe room as continuum- one wall is most positive (e.g. "that wall means I had a GREA T time and that this event exceeded my expectations" and opposite wall means that "I needed more, my expectations weren't met, I'm disappointed.")

4. Have participants distribute themselves along the continuum according to where they feel they belong.

5. Interview 3 or 4 volunteers about why they chose their position.
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Notes
	One advantage to this form of evaluation at the end of a day long event is that it is energizing for many people who might be tired and ready to leave. It helps if the facilitator can bring some humour and liveliness to the process. Especially when interviewing a few volunteers -you can ham it up and be a little theatrical- as though you were the host of a talk show.
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Title
	Expectations Check
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Objective
	· To learn names of participants

· To learn expectations of participants

· To make a checklist of expectations that can be used to evaluate the process at the end
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No. of Participants
	· 6 or more
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Time


	· 10 -20 minutes

	[image: image362.wmf]
Materials
	· Flip chart

· Markers
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Steps
	1. Ask participants to pair off (they can find someone they don't know to get to know the group better )

2. With their partner have them share one or more expectations for the event.

3. For report back choose one expectation that is a priority

4. In plenary have participants introduce their partner and share one of their expectations. Note these on a flip chart page.

5. Once everyone has had an opportunity to share one expectation, ask if there are any others that need to be added.
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Notes
	If participants need assistance /o locus you can suggest that they complete the sentence:

"This workshop will be a success for me if… "

or

"At the end of this event I will feel it was a success if… "
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Title
	Collective Poem
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Objective
	· To talk about the film using different ways of expression and explore issues of human security

· To use writing as a reflection tool
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No. of Participants
	· 6 or more

	[image: image368.wmf]
Time


	· 20-30 minutes
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Materials
	· Pens/pencils

· Paper
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Steps
	1. Explain that we are going to reflect through some writing.

2. Ideally people should be sitting in a circle. 

3. Do a quick brainstorm of thoughts, concepts, images, words about human rights. Recording this brainstorm is optional.

4. Explain that we are going to create a group poem -people can draw on thoughts/feelings to create a group poem. Write the stanzas: 

Some say human rights is 




For me, security means 





Some say human rights is 




For me, security means 





5. Ask everyone to complete the four "blanks" in the poem. The lines can be completed with a single word or a number of words to finish the phrase (10 minutes).

6. When everyone is done explain that we will go around the circle again with everyone reading their first stanza (first two lines) and then around a second time with 2nd stanzas. Ask for reflections on the poem (if time permits).
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Notes
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Title
	Head, Heart, Feet
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Objective
	· To evaluate learning

	[image: image374.wmf]
No. of Participants
	· 6 or more
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Time


	· 10 minutes
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Materials
	· Copies of Heads, Heart, Feet form (next page)

· Pens/pencils
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Steps
	1. Explain that you wish to do a quick evaluation of the workshop. 

2. Hand out copies of the evaluation form and ask everyone to take a few minutes to write at least one thing for each of the three sections. 

3. Once it looks like everyone is mostly done you can solicit a few people to volunteer a comment.

4. Collect the evaluations. 
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Notes
	For a variation on this you'll need a large chart of heads, heart, feet to post on the wall.

1. Ask everyone to choose one comment from each section and write it on a post-it note.

2. Ask everyone to post their comments on the large version of Head, Heart, Feet. 

3. Ask everyone to review the postings and ask for a few people to volunteer to read theirs out.


What Have I Learned?

Head: New ideas, concepts, facts, information, analysis. How do I think differently?


Heart Feelings, discoveries about self, changes in values or beliefs. How do I feel differently?


Feet: New skills, things I will do differently, ways in which my learning makes a difference to my life. What action steps will I take?
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Stories
Stop Eating Sugar

There was once a father who was told by doctors that his son had diabetes. The father was told to tell his son to stop eating sugar or else he would die. The father, obedient of the doctor's instructions told his son to stop eating sugar. But the boy refused saying, "can't and won't!"

The father thought about forcing his son to stop eating sugar but knew, as he thought this, that enforcing this would be an impossibility. His son could eat sugar the first time he was out of sight of his father and thus endanger his life.

The father loved his son very much and was at his wit's end when the boy suggested: "You know, father, there's that wise woman who lives a few valleys over. If she were tell me to stop eating sugar, I would."

The father thought this an odd situation, but, if that's what it would take to save his son's life, he would do it. They packed their few belongings and made the long journey to the home of the wise woman.

Once inside, the father told the wise woman the reason for their visit. The wise woman nodded, then said, "Come back in fourteen days and I will tell you what I must."

The father was irritated. After all, their request was simple enough. But, he had little choice and left.

After fourteen days they returned to the home of the wise woman. Once inside, the wise woman looked at the boy and said, "you must stop eating sugar or else you will die."

"Okay," said the boy and he turned and left the room. The father looked at the wise woman and said, "I mean no disrespect, but you can see we are poor and that the journey was long and costly. I must ask you why you could not have said those words fourteen days ago?"

The wise woman was smiling and she nodded and said, "Ah! you see, I felt that for me to tell your son to stop eating sugar, I had to stop eating sugar first."

God in Everything

Once there was a guru giving a lecture to his disciples about God. His teaching on this day was about the presence of the divine in everything. "God is in the trees, the stones, the river, the animals and in you," he said. One disciple was very moved by this lecture and was pondering the teaching as he walked towards a nearby village. On the edge of the village he looked up and could see a commotion down the street. Soon he saw that it was an elephant that had gotten out of control and was smashing its way down the street. The driver on top had lost the reigns and was madly flailing about on the elephant's back. The disciple could see the damage the elephant was causing, people almost trampled, carts overturned, shopfronts smashed in. But the disciple thought of the new teaching he had just received. And he considered that if God was in everything then God must be in that elephant as well as within himself. He resolved to stand in the elephant's way and to practice his new awareness believing that his awareness of the presence of God would protect him and the elephant. He stood his ground as the elephant galloped towards him. The elephant was then right in front of the disciple. The elephant wrapped his trunk about the disciple, picked him up and smashed him against one wall and then another. It dragged him in the street and left him lying bloodied and bruised in the dust. A short while later the guru came by and was startled to see his disciple lying injured in the street. "What has happened?" he asked. The disciple explained: "Master, I was reflecting on your teaching this morning when I saw the mad elephant. I resolved to deepen my belief in the presence of God in everything, including in the elephant. I believed that God would protect me." "I see," said the guru. "It is indeed true that God was in the elephant. But God was also in the driver of the elephant who was yelling at you to get out of the way."

Arrow

There was once a general of war who was tired of fighting. He had spent his whole life perfecting his skill in all the arts of war, save archery. Now he was weary and wished to end his career as a fighter. So he decided that he would spend the rest of his days studying archery and he began to search far and wide for a master to study with.

After much journeying he found a monastery where they taught archery -he entered the monastery and asked if he could live there and study. He thought that his life was now over and the remainder of his days would be spent in study and meditation behind these monastery walls. He had been studying for ten years, perfecting his skill as an archer, when, one day, the abbot of the monastery came to him and told the former-general of war that he must leave. The former-general protested saying that his fife in the world outside the monastery was over and that all he wished was to spend the rest of his days here. But the abbot insisted, saying that the general must now leave and go into the world and teach what he had learned.

The former-general had to do as he was told. Having nowhere to go when he left the monastery he decided to return to the village of his birth. It was a long journey and as he neared the village he noticed a bulls-eye on a tree with an arrow dead-centre. He was surprised by this only to notice more bulls-eyes on trees and, in the centre of each, an arrow. Then, on the barns and the buildings of the town he saw dozens, hundreds of bulls-eyes with arrows in the centre of each one. The peace he had attained in tens years of monastic life had left him and he approached the eiders of the town, indignant that after ten years of devoted study he should return to his own home and find an archer more skilled than he. He demanded of the eiders that the master archer meet him by the edge of town in one hour. Waiting by the mill the general could see no one coming to meet him though he noticed a young girl playing by the river. The girl noticed him and came over.

"Are you waiting for someone," asked the girl looking up at the former-general.

"Go away," he said.

"No, no," said the girl, "you look like you're waiting for someone and I was told to come and meet someone here."

The former-general looked unbelievingly at the little girl and said, "I'm waiting for the master archer responsible for the hundreds of perfect shots I see around here."

"Then it is you I was sent to meet. I made all the shots," said the girl. The former-general looked even more sceptical, convinced that this girl was trying to humiliate him. He said to the girl, "If you're telling the truth then explain to me how you can get a perfect shot every single time you shoot your arrow."

"That's easy," said the girl. "I take my arrow and I draw it back in the bow and point it very, very straight. Then I let it go and wherever it lands I draw a bulls-eye."

2 Miles to the East 

Two hunters were ready to return home after killing a moose in Northern Ontario. The pilot of the plane insisted that they would not get it airborne with the entire moose on board. The hunters insisted that the pilot the year before let them load the moose and that they were able to get airborne. They argued and persuaded and finally the pilot agreed to give it a try. They loaded the moose, boarded the plane and took off. They had barely achieved any altitude when the plane began to drop. The pilot was forced to crash-land and managed to do so without anyone getting hurt. The two hunters were standing beside the crashed plane when one of them asked, "Do you know we are?" "Sure," said his buddy. "We're about two miles to the east of where we crashed last year."

The New Dog

A hunter went out with a new dog that he had raised. He shot a duck that came down in the water and the hunter sent the dog after it. The dog ran across the water, retrieved the duck and ran back, across the water. The hunter was amazed and shot another duck. Again the dog ran across the water, retrieved the duck and ran back across the water. The hunter did this one more time and the same thing happened. The next day the hunter invited a friend. Again the hunter shot a duck that came down in the water and, like the day before, the dog ran across the water to retrieve the duck. His friend watched without saying a word. The hunter shot a second duck and the dog, once again, ran across the water to retrieve the duck. The friend still stood silent. Finally the hunter asked his friend, "Do you notice anything strange about this new dog?" "Yeah” replied the friend. "Now that you mention it. That dog can't swim."

Planning

400 years ago, masterbuilders fashioned a remarkable dining hall at a renowned university. One of the features of the hall was the ceiling that had been made from beams of enormous oak trees, the kind that were, sadly, now rare. 400 years had taken its toll on this well-loved hall and the modern builders were puzzled as to how to preserve the hall. Until someone pointed out the grove of oak trees that had long stood beside the hall. That's when someone realized that the original masterbuilders had planted that grove of oak when they built the hall knowing that the oaks would be mature and ready to be harvested to repair the hall 400 years later.

Solomon’s Ring

King Solomon once commanded his councillors to fashion him a ring and inscribe on it something that when read would turn his mood of joy to sorrow, and a mood of sorrow to joy. The councillors worried over this conundrum for some time and after much thought and work presented Salomon with a ring. Solomon took the ring and was pleased when he read the inscription: This Too Shall Pass.

Fill it

There once lived a farmer who worked hard to till his land and feed his three children. His wife had died some years before and he realized that he was getting on in years and should think about how he would one day pass on the land to his children. Should he die suddenly he didn't want there to be any fighting over who would get what. So he called his two sons and his daughter together and told them that he had designed a contest. Each would have a turn at filling the shed beside the barn as full as they could. The one to fill it the most would be the winner and would get to have the first choice of land to inherit. The children agreed and the father turned to his oldest child, his son, and nodded.

The boy went all over the land and gathered every stone and boulder and pebble and brought them back to the shed where he piled them all in. He pushed and shoved and carried until he closed the shed door with difficulty .The shed's walls and door bulged with the weight of the stones inside. The boy, knees and elbows scraped and bloodied, turned to his father. The father nodded and smiled and said, "That is a very good effort. I am most impressed." Then he bent down and picked up a handful of dirt which he threw into the shed through a small window. The sand disappeared inside. "A very good effort," repeated the father. "Now let us see how your brother can do."

The shed was cleaned out and the second child, taking a wheelbarrow, gathered as much sand and dirt as he could from all over the farm. Load after load, he piled the sand and dirt into the shed. He pushed it in and stamped it down and packed it tight. With the door shut and bulging he still pushed sand and dirt in under the crack. He packed it into the window. Again the walls of the shed bulged from the weight of the sand inside. The boy turned to his father. "Very impressive. A mighty feat. I congratulate you." The father went over to a bucket of water and dipped a ladle in. He brought this back to the shed and poured the water in through a crack in the roof. The water disappeared inside. "A good and noble effort, my son. Now let us see what your sister can do."

The young girl disappeared into the house. The shed was cleaned out and prepared. After a while the girl emerged from the house with her hands cupped around something small. She walked into the shed and placed something down. She stepped back and her brothers and father saw that it was a candle. And the light from that candle filled that shed to its furthest corner. The girl turned and faced her father and brothers and they smiled at her.

The Star

There was an old man who lived in a village beneath a tall mountain. This man was an ascetic whose daily devotion was to go with out food and water from dawn until dusk. This he did for many years and as long as any of the villagers could remember he had always been amongst them. He was loved and respected for his wisdom and kindness. One morning a villager arose early and was amazed to see that there was a star from the heavens that had come down to sit atop their mountain. That villager knew immediately, as did everyone else who saw it, that it must be a gift from the heavens to the old man who everyone loved so well. When the old man awoke and opened his door he was startled to see the entire village population standing before him. They pointed to the star and insisted that he go up the mountain to receive this gift. He said that it was enough that it was there and that he had no need to climb the mountain. But the villagers insisted and, perhaps only to please them, he agreed. He fetched a small bottle of water from which he intended to drink when the sun had set for it would be a day's journey up and down that mountain. As he set off up the slope a young girl joined him saying she wanted to go to. Together they traveled.

After some time the girl said she was thirsty. The old man passed her his bottle. She said, "I’ll drink only if you drink." Now the old man had a problem. How could he let the girl suffer. But if he drank and broke his devotion, the gift of the star would surely be gone and the villagers would be disappointed. He drank. And gave the girl the bottle. She drank. Slowly the old man raised his head, for he was sure the star would be gone. But when he looked at the top of the mountain there were two stars.

And a Horse Came Back

Once upon a time there lived a poor farmer who lived atone with his one son. They were poor and lived a hard life. One day their only horse ran away. Their fellow villagers lamented saying, "What will you do now? That was your only horse. How will you farm your land. You are so unlucky." To this the poor farmer said, "We'll see."

A few days later the farmer's horse came back bringing with it a wild horse. And the villagers said, "Now you have two horses to work your land. You're so lucky!" And the farmer said, "We'll see."

The next day the farmer's son was taming the wild horse when he was thrown from her back and broke his leg. And the villagers said, "Now who will help you work your land? That is your only son. How unlucky." And the farmer said, "We'll see."

A few days later the army came through town. They were there to draft all the able-bodied young men to fight in a distant war for their emperor. All the young men of the village, except for the poor farmer's injured boy, were taken away. The villagers watched as their children were taken away. They looked at the poor farmer and his boy and said, "You're so lucky." And the farmer said, "We'll see."

They Peeked

A young couple were thinking about having a second child. Their daughter was four and, not wanting to startle her, they thought to let the girl know what they were thinking about. Sensitive to how children could react to change they were curious about their daughter's reaction. Though they didn't know what to expect they were themselves surprised when their daughter nodded thoughtfully at the news and said, "Oh, okay." They were a bit puzzled at this but felt that they had done what was right. A year later they gave birth to a boy. Bringing him home where his sister would meet him for the first time, they recalled her strange reaction a year earlier. They brought their son in the house and laid him in a crib. His sister looked at him and then at her parents and said, "Can I be alone with him for a while?" This was an odd thing for a five-year-old to ask and it worried them a bit. But they loved their daughter and were sure that whatever she wanted could hardly be dangerous. They agreed and, leaving the two children alone, left the room. But they peeked. They saw their daughter drag a chair over beside the crib. She climbed onto the chair and, leaning into the crib and over her brother, they heard her whisper, "Tell me about God. I'm beginning to forget."

Heaven and Hell

There was once a samurai who wanted to learn the difference between heaven and hell. He sought until he found a master from whom he thought he could learn. He stood before the Master and asked him what was the difference between heaven and hell. The Master took the samurai's sword and, turning it to the flat of the blade, struck the samurai on the head. The samurai was surprised at this but chose to ignore it. He thought that the Master had failed to understand his question. He once again asked the Master about the difference between heaven and hell. Again the Master struck the samurai on the head. The samurai staggered back and puzzled over this. He approached with his question for a third time and, before he could utter a word, the Master struck him a third time. The samurai was now so enraged at this behaviour that he grabbed his sword from the Master, raised it over his head and was prepared to bring it down on the Master's head when the Master raised one finger and the samurai paused. "That is hell," said the Master. The samurai was instantly so overcome by the courage of this frail old man -to have risked his life for the sake of a stranger's question -that he fell to his knees and bowed before the Master. "That is heaven," said the Master.
The Cure

Around the turn of the century in Vienna, Austria there was a man who had made a name for himself as a doctor of the mind. People came to see him from around Europe and the world.

One day, a strange looking man entered the doctor's office and stood silently before the receptionist's desk. The receptionist looked up and saw before her perhaps the saddest looking person she'd ever seen. "May I help you?" she asked. "I want to see the doctor who I have heard so much about. He is my last hope," said the stranger. "You will have to make an appointment

and return in a week," said the receptionist. The sad looking man reached into his deep coat pocket, pulled his hand out and dropped a handful of gold coins on the desk. The receptionist was startled, coughed and said, "let me see what I can do." She returned in a moment and said, "The doctor can see you for a few minutes."

The stranger walked slowly into the inner office and sat in a chair opposite the doctor. "What seems to be the problem, my friend with the pocket of gold coins," asked the doctor kindly. The stranger lifted his head and struggled to speak. "Lately I have been beset by an unceasing melancholy. Nothing gives me joy. All seems pointless. I don't know what to do. They say that you are a doctor of the mind and you are my last hope." The doctor smiled widely. "You have nothing to worry about friend. For you have come at exactly the right moment. For, you see, the circus has just arrived in Vienna and they perform this very night. I myself plan to attend. As must you. You see, in this circus is the funniest man in the world. He has the saddest face of any clown that has ever lived -he never smiles. But it is said that when you see him perform you forget all your worries and know only laughter. His name is Grimaldi and he is your cure."

The stranger looked even more sad, if that was possible and he said, "Then there I no cure for me kind sir. For I am Grimaldi." The doctor nodded slowly. "I see. I see. Then there is only one thing you can do." The stranger looked up hopefully. "Tonight," said the doctor, "you must kill yourself." "Then it is true," said Grimaldi. There is no cure and I must end my life. I will not hesitate. I will do it this very night." "No, no; said the doctor smiling. "You must kill yourself this evening, at the circus, for all to see." Grimaldi looked at the doctor and slowly a slight smile crept onto his face. Thank-you," he said to the doctor and left a handful of gold coins on the desk as he left.

That night Grimaldi set about to kill himself before the sold-out audience. He first tried to cut his throat with an over-large knife. But the blade, made of rubber, cut and cut and made no mark. Then he tried to shoot himself but the gun shot out nothing but smoke and paper. He tried to hang himself but the rope broke and he tumbled to the circus floor with the crowd roaring all the while. Finally he climbed a tall ladder to throw himself to his death. He leapt from the ladder and everyone

screamed. But Grimaldi's suspenders were caught and he was pulled back to the ladder. No circus crowd had ever laughed so loud.

And they say that that was the only night in his career that Grimaldi himself could not help but laugh. He laughed and laughed until the tears flowed.

What Keeps us Apart

One day a devoted Talmudic student ran out of the synagogue shouting, 'What is the meaning of life? What is the meaning of life?" He ran through the streets shouting all the while. He found himself before the house of his Rabbi. He went inside and, almost in tears, pleaded, 'What is the meaning of life, master?" The rabbi slapped the student across the face. 'Why did you hit me," asked the startled student. The rabbi answered: "Such a good question. And you want to exchange it for an answer? It is the answers that keep us apart. It is the questions that unite us!"

Faith

Once there was a flood and a faithful man was trapped in his house. He went to the second story where he looked out the window and saw a canoe approach. "Get in, get in," the canoeists said. 'We'll save you." But the man waved them away, stating, "I put my faith in the Lord. He will not let me come to harm." The canoe paddled away. The floodwaters rose and the man had to flee to the third floor. He looked out the window and saw a motorboat approach. "We've come to rescue you," the boaters said. But the man waved them away, saying, "I put my faith in the Lord. He will not let me come to harm." The boaters left and the floodwaters rose faster. The man climbed onto the roof of his house when along cam a helicopter that lowered a ladder. But the man waved them away yelling, "My faith is in the Lord. He will not let me come to harm." The waters rose and the man drowned. In heaven he demanded an audience with the Lord.

Standing before the Lord he asked, 'Why did you let me die. My faith was strong and yet you let me die." "I don't understand it," said the Lord. "I sent you two boats and a helicopter."

Heaven and Hell

A man died and found himself before the gates of heaven. He was relieved. But curious. So he asked the gatekeeper, "Would it be possible to see Hell before entering Heaven?" "Sure," said the gatekeeper and in a flash they stood before the gates of Hell. The gates opened and there before their eyes was an endless table. On it was piled the most amazing and abundant array of food, drink, dessert. Every imaginable delicacy was to be seen. As soon as the man thought of a food he noticed it somewhere on the table. And along both sides of the table were seated people as far as the eye could see. He turned to the gatekeeper asking, "This is Hell?" "Look again," he was told. He did so and saw that each person had four-foot wooden spoons attached to their wrists and elbows. So no matter how hard they tried they could not bring the food to their mouths. "Ah, yes," said the man. "This is Hell. I am ready to enter heaven." In a flash he was once again before the gates of heaven. They opened and he was surprised to see an endless table heaped with the same abundance of wonderful food and drink. On each side of the table for as far as the eye could see were seated people with four-foot wooden spoons attached to their wrists and elbows. "This is Heaven?" asked the man of the gatekeeper. "Look again," said the gatekeeper. And he did. Now he saw that al! the people seated at one side of the table were using their four-foot spoons to feed everyone on the other side of the table. "Ah, now I see," said the man. "This is heaven."

What are you Carrying?

Two monks, one old and one young, were walking through the forest from one monastery to another when they came upon a woman standing beside a river. She was finely dressed in delicate fabrics and was clearly afraid to attempt crossing the river however shallow it might be. The old monk approached the woman and offered to carry her across. The young monk was shocked. Once on the other side the old monk put the woman down and together with his young companion continued through the forest. Many hours later, as the day was drawing to a close the young monk spoke up saying, "Master, I do not understand. It is strictly forbidden in our order to touch women and yet you didn't hesitate to pick up that woman and carry her across the river." "Ah, yes," said the old monk. "I am surprised at you. I put her down many hours ago. You must be very tired from having carried her all day."

Celebration of Mistrust 

Once a professor brought a small bottle of some clear liquid to his class which he placed on a desk at the front of the room. He explained that he wanted to do an experiment. The bottle was filled with a liquid and he wanted to see how fast the odour dispersed across the room once the bottle was uncorked. Each student was to report when they smelled the odour. He uncorked the bottle and after a few minutes a student in the front row said that he could smell something. A moment later students in the second row reported that they could definitely smell the odour. More and more students reported the odour. One said that it was very strong and not that pleasant. Finally all agreed that they could smell the odour and one student in the back coughed and asked to open a window to relieve the air. Afterwards the professor asked to students to come up one by one. He poured a bit of the liquid on each of their fingers and asked them to taste it. The liquid was water. (Adapted from Eduardo Galeano.)

The Test

Once an anthropologist wanted to experiment with the effect of television on a group of people who had never seen TV before. He chose an indigenous group living in Indonesia, set up the TV that could receive the few broadcasts that were available and watched as everyone ignored their storyteller and watched the TV day and night. A few months later the anthropologist returned to the community and could find the TV nowhere. He asked one of his friends in the village who showed him to the house where the TV had been put in a corner to collect dust It still worked but no one had wanted to watch it for months. The anthropologist asked his friend, "But doesn't the television know more stories than your storyteller?" His friend answered, "Yes It is true that your television knows more stories than our storyteller. But our storyteller knows us."

The Pickpocket

Once there was a pickpocket who lived in a small town in the north of England. He picked pockets day and night and became quite good at his chosen trade. Before long he had picked every pocket there was to pick in that small town and decided that it was time he tried his talent in the big city of London to the south. Off he went and London was everything he'd hoped it would be: hundreds of thousands of pockets, everywhere, all the time. He made good use of his talent, if you could call it good. Pretty soon he knew that he was the best pickpocket in London. There was no one to match his skill. Or so he thought. One day, making his way through the market he was perfectly shocked to discover that someone had picked his pocket. He never imagined that such a thing was possible. He looked around and, sure enough, he saw a suspicious-looking head bobbing away through the crowd. He made chase and quickly caught and tackled the thief. The thief, as it turned out, was a beautiful woman and, for a moment, the pickpocket forgot that he had been robbed. Weil, they fell in love and, together picked pockets all over London. They married and soon spoke of having a child. They realized that since they were probably the best thieves in London (if not the world) that the child of their union might very well be the best thief in the world. They conceived a child and were very excited as the happy day approached. But, as fate would have it, they were tragically disappointed. Their child, a boy, was born with a terrible deformity: his right arm was

paralysed, his little fist clenched horribly under his chin. Nothing they could do would move the arm and, of course, they were afraid to hurt the fragile creature. They were, however, rich by now and were able to use their fortune to consult the best doctors in all of London and Europe. They travelled and hoped and prayed. They searched for the wisest physicians in the world.

But nothing that anyone could do made a difference. Until one day an old man showed up at their door. They hoped and said that they would pay him whatever he asked. The old man sat before the child. He took out a gold pocket watch and began to dangle it back and forth before the boy. The boy watched the watch intently. Closer and closer the watch came, back and forth, back and forth. The boy's eyes followed it back and forth, back and forth. Suddenly the boy's paralysed arm shot out and grabbed the watch. And dropped the gold ring that he had stolen from the finger of the midwife.

Tansen’s Teacher

Once the ruler Akbar called Tansen before him to sing. Akbar listened and was, as usual, amazed at the talent of this singer. He praised Tansen. But Tansen said to Akbar, "My singing is little compared to my teacher." Then I must meet your teacher," said Akbar. But Tansen explained that his teacher agreed to meet few people. There was no guarantee that he would meet Akbar. However, if Akbar were to travel on foot wearing only ordinary clothing there was a possibility that Tansen's teacher might agree to meet him. Akbar did as Tansen suggested and they set out on the journey together. They approached the mountain range where Tansen's teacher lived in a cave. He saw that Akbar approached on foot and wearing ordinary clothes. He received them and Akbar and Tansen sat on the floor of the cave before the teacher. Tansen's teacher began to sing. Immediately Akbar and Tansen went into a trance and were transported beyond the world they knew. Akbar did not know how long he was in that trance but when he came out of it Tansen's teacher was nowhere to be seen. Tansen explained that once he teacher sang for someone it was unlikely that they would ever see him again. Akbar was satisfied and returned to his palace. Some weeks later he called Tansen before him and asked him to sing the raga that his teacher had sung for them. Tansen obliged and sang. When the song was over Akbar looked long at Tansen and said, "It is true that that is the raga your teacher sang. But it is different. How is that?" "Ah," sighed Tansen. "You see, while I stand here and sing before you, my teacher sings before God."

The Sermon 

One day Mulla Nasruddin was asked to come and deliver a talk. The day arrived and he went to the assembly, stood before the people and asked, "Do you know what I am going to talk about today?" And the people answered, "No!" Nasruddin was indignant saying, "If you are so ignorant that you don't know what I am going to speak about then I cannot bear to stay." And he left. The next week Nasruddin returned, this time asking, "Do you know what I am going to speak about?" And the people, remembering what had happened the week before all answered, "Yes!" Nasruddin looked surprised and said, "If you know what I am going to say then I have no need to say it."

And he left. He returned again the next week and asked before the assembled, "Do you know what I am going to say?" This time half the people answered "Yes!" and the other half answered "No!" "In that case: said Nasruddin, "those of you that know tell those of you that don't." And he left.

Almost

One day, a talmudic student was meditating in the synagogue when the rabbi came in, went to the front of the synagogue, fell down on his knees, shouting, "I am nobody! I am nobody!" The student, so overcome by this display joined his rabbi and also shouted, "I am nobody! I am nobody!" This went on for a while when the caretaker of the synagogue witnessed this strange scene and, also overcome, joined the rabbi and the student shouting, "I am nobody! I am nobody!" It was then that the student nudged the rabbi, saying, "Look who thinks he's nobody.”

The Search

One day Nasruddin was on his hands and knees when a friend came by who asked, "Nasruddin, what are you looking for?" Nasruddin smiled at his friend and said, "My keys." The friend joined Nasruddin and searched for a while. However there wasn't much to be found. The friend turned to Nasruddin and asked, "Where did you lose your key?" "In my house,” answered Nasruddin. "Then why are you out here on the street if you lost your keys in the house?" Nasruddin answered, "There's more light out here on the street."

To Speak

The Sufis advise us to speak only after our words have managed to pass through three gates. At the first gate, we ask ourselves, "Are these words true?" If so, we let them pass on; if not, back they go. At the second gate we ask, "Are they necessary?" At the last gate, we ask, "Are they kind?"

Dance

Word carne to the Jews of a small Russian town that a much beloved and very wise Rabbi was to pay them a visit. The whole town prepared. The wise men and the talmudic students polished their questions. Foods were prepared for a feast. The Rabbi arrived in the town which was fairly vibrating with anticipation. All the townspeople gathered in the village square. Some of the talmudic students were so eager and worried that their questions might go unasked and unnoticed that they simply blurted them out. Very quickly there was a clamour of voices directed at the Rabbi.

The Rabbi raised a hand and quickly all were silent. He held his hand steady and all listened. The breeze stirred the leaves of trees. Birds chirped in the warm sunlight. The Rabbi began to hum a tune. He closed his eyes and swayed back and forth. First the children followed suit, humming the gentle melody and swaying on their feet. Soon all the villagers were humming and swaying. The Rabbi began to dance, first in slow, measured steps and then quicker and quicker until he was spinning around the square. The villagers all joined in until the square was a mass of dancing and spinning and singing people. The joy of the dance and the song reached out and touched the

trees and the birds, the sunlight and the clouds in the sky. The entire earth seemed to be vibrating in time with the dancers. Hours passed before the dance was done. All sat in the square, tired and at peace. They looked to the Rabbi who said, "I trust that I have answered your questions."

How Sweet

A man was walking across a field when he noticed a tiger stalking him. He ran, the tiger chasing after him. He came to a cliff, caught hold of a wild vine and swung himself over the edge. The tiger sniffed at him from above. Terrified, the man looked down and saw that, far below were jagged rocks that would as surely be his doom as was the tiger above.

Just then, two mice, one white and one black, began to gnaw at the vine. The man noticed a fat and ripe strawberry on the cliff wall near him. He knew if he grabbed it his grip would not last long.

He plucked the strawberry and ate it. How sweet it tasted!

Escape

Once there was a Sufi who was captured by the police and accused of theft. Despite his protests of innocence he was convicted and sentenced to three years in jail. He had a loving wife who visited him every day. One day she was allowed to bring him a carpet on which he could pray. Three times a day he would unroll the carpet and, kneeling and bowing down, would pray. Weeks and months passed in this manner. One day he the intricate pattern of the carpet's weaving caught his notice. There was something unusual about it. Still, day after day, he prayed and gradually the intricate detail of the carpet began to make sense to him. As the days passed and he continued to pray the pattern resolved until one day it was clear to him. The pattern in the weaving was the design of the lock on his prison door. Using his knew knowledge he picked the lock and escaped.

The Old Woman and the Pot

There was once an old woman who, one day, was feeling very sorry for herself. Her husband had recently died and she was also thinking of her many children, of whom two had also died. She thought what a terrible thing it was to outlive your children. Many of her children still lived and she knew that she had lived a good, if hard, life. But her self-pity was strong and she felt doubly bad for this indulgence. She decided to go to the market and, there, perhaps lose herself in the bustle and noise of the crowd. Once in the market her spirits did begin to lift when she noticed a pot-seller's table and remembered that she needed a new pot. On the front of the table was a nice, shiny new pot the exact shape and size that she needed.

She asked the price and the potseller said, "For that pot, four kopeks." Yes, thought the woman. It is a lovely new pot and too expensive. She looked over the table and, to one side, saw another pot, a little smaller but still good for her purposes. It looked old but it would do. "For that pot, five kopeks," said the potseller. The woman was surprised and said, "But I don't understand. How could that pot be more expensive than this nice new one. I don't mean to embarrass you but, that pot looks used." "Ah!" said the potseller and he lifted his hand and struck the old pot hard with his finger. The pot sent a musical note into the market air that stopped all those around who heard it until the sound dissipated into the morning air. "You see, we who make pots know that you do not judge a pot by the way that it looks but by the note that it sings." "Oh, yes," said the old woman, smiling. "I knew that. I just forgot it for a moment."
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