
SECTION ONE: Framework

1. The Project
A case study to highlight some of the problems which can occur in a team and how
they can be improved, it focuses on both teamwork and leadership as well as
communication, especially in a project team where team members are enthusiastic. It
helps team members to think about team problems and how to avoid them. 

2. Characteristics of Effective Teams 
Exercises to identify the key features of a team. 

3. Team Roles
An exploration of the roles individual members take in a team in order to make the best
possible use of each team member.

4. Functions of a Team Leader 
A group exercise on the key roles of a leader in relation to the team.

5. Quorum Services Ltd.
Using a case study to give a clear understanding of what makes a good team leader, this
activity helps participants to recognize the functions of a leader and how effectively
these are carried out. 

SECTION TWO: Working Together

6. The Train 
A lively exercise on planning to build a train by designing it, buying the components
and building it, it gives experience of planning, seeing how plans work when put into
operation, considering potential mishaps, and planning for the task to be carried out in
a number of ways. It introduces basic costing and encourages members to plan before
taking action, all aimed at making a profit! The exercise is also useful if a team is
becoming over-confident.  
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7. The Folly 
This is a more detailed and complex planning and teamwork exercise within budget and
time restraints, where the team ‘tenders’ for building a structure and proves its ability by
building a test model to its forecast budget and time. It also involves planning and
actually working to that plan.  

8. The Sun Temple
An exercise for two or three small teams in competition with each other, it gives
participants an understanding not only of the need to plan but also to convince people,
with an element of negotiating or bartering for scarce resources. It simulates a situation
where a team may be in friendly competition with other teams in their own company or
organization, with whom they have frequent contact and may be competing for the
same or similar resources. 

9. The Station Garden 
A planning exercise requiring communication, consensus and decision-making skills;
this activity draws on the different ideas of team members about how to do a task and
how these ideas can be brought together to arrive at a final solution to which all the
members are committed.

SECTION THREE: Verbal Communication in the Team

10. The Post Office Robbery
This is a short exercise to help participants to recognize the shortcomings in their own
listening. It’s followed by discussion on active listening and a further exercise, Listening
Trios, to improve listening skills. 

11. What Was That Question?
This activity involves a short discussion on different types of questions typically used 
in teams, followed by an exercise to develop and practice questioning skills.  



12. Lego Design
This is a practical exercise in understanding the difficulties of giving clear, precise
verbal instructions and providing clear instructions for team members to carry out. The
instructions can be given by the team leader if concentrating on communication within
the team, or by each of two teams if concentrating on communication between teams. It
applies the learning from either or both of the two previous activities.

13. Pig-in-the-Box
A verbal communication exercise, this activity simulates the problems involved in 
giving information or instructions by telephone, where the speaker and 
listener cannot see each other.

14. The Team Weekend
This is a short consensus exercise to practice discussion, reaching consensus, 
listening and questioning as well as team decision-making.

15. The Meeting
A longer and more involved decision-making and consensus role-play/exercise 
where different members have their own views and opinions and are ‘pushing’ for 
their ideas to be accepted by the rest of the team. It also gives the opportunity to 
practice chairing a meeting and controlling a discussion as well as listening and 
questioning skills.

16. The Road Through the Business Park
Role-play helps participants to practice reaching consensus and decision-making on a
fairly emotive topic where individual interests are (partly) at stake, as well as preparing a
case for discussion. (It’s useful for working on the interaction between members and
where team members are having difficulty deciding on a course of action). It can also
be used away from a training course, perhaps as an extension of a team meeting.
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SECTION FOUR: Problem Solving and Decision Making

17. The Clock 
A short exercise for small teams to identify some of the common difficulties of problem-
solving, such as ‘mind-set’ (“It must be this way”), narrowing one’s thinking and not
using lateral thinking. It encourages participants to use a variety of approaches to
problem-solving and it can also be used as an icebreaker and a way of persuading
members to change the way they are solving problems. 

18. The Mobile
This is a practical exercise combining problem solving, sharing of ideas/communication,
planning and executing a task. It gives participants an opportunity to plan how they will
approach a problem and work out the mechanics of how to do it, as well as giving an
opportunity for creativity and thinking about the team identity.

19. Eggscape 
A lively, fun exercise on solving a practical problem creatively that can be run for all the
participants or two teams. It encourages them to take an initial idea and develop it by
adding further ideas from other team members to arrive at a workable solution. There is
a time-limit, so a sense of urgency is built in as well as seeing the consequences of good
or poor design. 

20. Don’t Spill It! 
This practical exercise asks the participants to use creativity to solve a problem that at
first seems impossible! As well as creativity and problem-solving, the exercise also
emphasizes the need for good planning and has a variation concentrating on even
further planning. It draws on the ideas and skills of members, requires good planning to
complete on time, and encourages effective teamwork as well as good communication
and evaluation of ideas. 
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21. Scrabble Plan 
A ‘thinking’ exercise that uses creativity and lateral thinking more than practical skills, it
also develops skills in teamwork and organizing a team. It works best with two (or more)
small teams and encourages members to think about the task before plunging in. A
workable solution can be achieved in a conventional way, but with the use of creativity
more unusual approaches can produce startling results.

SECTION FIVE: Consolidation Exercises

22. The Team Dinner 
A short and fast-moving exercise where participants complete a number of tasks within a
tight time-limit. 

23. Do It Yourself  
This is an unstructured exercise where participants draw on all of their teamwork skills
to design their own teamwork exercise.
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