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Overview

e [cebreakers, Energizers & Warmups

e Group work

e Gamification

* Individual work in creative way

* Assessment

e Reflection




Icebreakers, .
Ecneerrg?fefsr; 114 Icebreakers, Energizers &
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* |cebreakers and energizers, usually known as the
activities when | have to wake up and actually do
b something or in the worst case, known as embarrassing

g 3 games. But is it truly that so? Are all icebreakers and

energizers or warmups uncomfortable and awkward?

 In fact, the aim of these activities is rather the
opposite. They are used for their ability to ease the
atmosphere in the room, to connect participants on
person-to-person level and they are supposed to wake
the group up and refresh their attention.




Icebreakers,

Energizers & What is an icebreaker?
Warmups

* |cebreakers, as well as energizers and warmups, are
activities or games welcoming participants, helping
them to get know each other or warm up the
conversation. lcebreakers are used when any event
requires people to comfortably interact with each
other. A facilitator may use an ice breaker to fill the
awkward silence or discomfort in the room.




Icebreakers,
Energizers &

Warmups Y Why do we use icebreakers?

w * To break the awkwardness or silence
3
L  Start the energy flow
e Get to know each other

* Get people to interact with the group

* To have fun!




Icebreakers,

Energizers & Some examples...
Warmups

* Name + adjective(s): Each participant will introduce him/herself with one
or two positive adjectives beginning with the same letter as their first
name. For example: Nice Nina, Generous George, ...

» Stand up. Sit down: The moderator/facilitator says a sentence. Those for
whom the statement is true stand up and those for whom it is false sit
down. For example: “l had coffee this morning.” “My favourite colour is
red.” After each sentence people who stood up will sit down and the
game continues. It is advised to start with general topic questions and
then slightly move to more personal when people feel more comfortable.

* Introduce in 7 words: The facilitator asks the participants to introduce
themselves in 7 words. Their task is to write down 7 words that describes
them the most. There are no rules to what topic should the words be
about (personal life, hobbies, work). It is up to them to characterise
themselves as they wish.




Icebreakers,

Energizers & Some examples...
Warmups

* Two truths and one lie: every participant will prepare two truths and one
lie about him/herself. The rest of the group will have to find out which of
the three statements is a lie. Every participant gets a turn.

* Who's story is it?: each participant will write down on a piece of paper
some funny story from their lives. The facilitator collects papers and read
one by one and the group has to find out who’s story is it.

* Building challenge: this activity has many variations, but the point is to
get people to communicate, cooperate and make compromises. The task
is to weather build the most highest tower, or creating a protection for an
egg during a long drop or anything else. The catch is in the tools
participants are allowed to use. Tools consists of pasta, string, or you can
customize them with wooden sticks, glue, tape, etc.




Icebreakers,

Energizers & Some examples for online..
Warmups

Most of the previous icebreakers can be used also in online space, but here are
some additional tips for virtual meetings.

Mood barometer: The facilitator ask the participants a simple question: How
do you feel today? And there are various options how to collect the answers.
First, facilitator maK let people to vote with emojis (in Teams/comments), or
prepare a poll with scale, or make it with Mentimeter word cloud where
participants can use words or emojis (ask them to react with emoji). The
options are open. This activity will set up a friendly atmosphere where a
facilitator can react to the mood in the meeting.

Would you rather...: This game is based on choosing from two options in a
poll. The facilitator creates a poll where are dichotomic questions, for
example: “Would you rather have a strawberry or chocolate ice cream?”,
“Would you like to visit Mexico or Thailand?”. This activity helps to set up a
positive atmosphere in the meeting because it makes participants to think
about things they like.

In one word: This activity asks question: “How would you describe in one
word your past week/your job/dyour personality/...?”. The facilitator creates a
word cloud with a question and let participants to write one word about the
topic. There can be also a discussion about the words and more of explanation
why a person wrote what he/she wrote, but it is not necessary.



Icebreakers,

Energizers & Some examples for online..
Warmups

* “5 words”: The facilitator asks participants to make a joint story. The group
first agrees on some random topic (git can be anything) and then the
participants goes one by one and ad 5 words to the story. Encourage
participants to say the first 5 words that comes to their mind, it does not have
to make sense and then move quickly to the next person. It is wise to set a
time first, so it won’t take ages. You can write down the story to a whiteboard
do everyone can see it.

 Same: The facilitator splits the group into breakout rooms of 3 or more
members. Their task is to write down min. 3 things they have in common. Tell
them to think ar)’d”seek beneath and not write down obvious things, such as

“We are women”, "we have two parents” ... Then in the whole meeting each
group will share the common things they wrote down.

e Storytelling: Here is another game with story. The facilitator prepares a
document with 4 pictures before the meeting. On the meeting he/she splits
participants into breakout rooms and ask them to create a story connecting 4
pictures in the prepared document. Each group has different pictures. Then
ask them to share their story in front of the whole group. You may add a little
of competitiveness and ask participants to vote for the best story (e.g. in
Mentimeter).




Group work MM Group work

Group work on online meetings is now possible thanks to
breakout rooms.

We wrote about them in Unite 2 and here are tutorials on how
to create and manage breakout rooms.

Video guidelines:
* Google Meet

e /Joom

* Microsoft Teams

Written guidelines:
* Google Meet

* /Joom

* Microsoft Teams



https://www.youtube.com/watch?v=wb39NdN1yxc
https://www.youtube.com/watch?v=GDKJM6JhyUY
https://www.youtube.com/watch?v=Nq2pbPtMZGk
https://support.google.com/meet/answer/10099500?hl=en
https://support.zoom.us/hc/en-us/articles/206476093-Enabling-breakout-rooms
https://support.microsoft.com/en-us/office/use-breakout-rooms-in-teams-meetings-7de1f48a-da07-466c-a5ab-4ebace28e461

Group work Tips on how to manage breakout
room activities

Breakout Room
Achivities




Gamification

Gamification




Quick introduction to gamification

, gamification should
‘J" make learning fun

Note: Please, do not mind the parts with technologies. We now know that

gamification can be used in e-learning and it is more than wanted.
PS: Video is from 2017, before COVID times.




Gamification examples in education

CAMIFICATION EXAMPLES




TEDx Talk




4 Task #1

Try to make a plan of one lesson, where you will
use gamification methods.




Individual work G@ o . .
in creative way ~ Individual work in creative way

Why is creativity important in education?

* building confidence

* expressing emotions, thoughts and ideas in verbal and non-verbal
ways

 learning about the world from someone else’s point of view
* practising decision-making, problem-solving and critical thinking
e practising and improving social skills

» developing physical and motor skills




Individual work
In creative way

Individual work in creative way

Our view of creativity has experienced some changes under the
influence of a rapidly changing world. Creativity is not just a quality
of artists with paintbrush and sculptures. Creativity is now called:
the skill of the future.

That is because creativity is the heart of inovation. Today‘s complex
global issues do not have one simple solution and we need to
unleash our imagination and creativity to solve them.

But how can we untie the creativity we do not have? Because it has
not been considered important to develope, cultivate or want?

Creativity is “the ability to produce or use original and unusual
ideas” (Cambridge Dictionary) and an ability needs to be developed.
So why don‘t we start to develope the ability to be creative in
schools?



Individual work Creativity in classrooms
INn creative Way




Assessment *xk  Assessment

At the end of the meeting, probably class in your case, didactic
advises to make a sum-up and reflection. This helps you to gain a
feedback how students paid the attention, what they learnt or if the
content was understandable and also how they felt and what
attitudes they had.

Knowledge and attention

Feelings and attitudes




Knowledge assessment

Knowledge summary, where you sum up the teaching can be presented
on one slide with animation, where each topic comes one by one. This
help students to organize information they received in class.

If you want to find out what students learnt, create a Kahoot quiz and let
students play a game about the educational content that has just been
lectured.

Students are usually happy, when they can play games in class.

Non-traditional summary can be done through Slido, when students are
the ones who asks questions. They can be the ones who answers them,
too, or you can answer the questions for them.

Whiteboards creates a space for another type of educational content
summary and you can let students to put phrases, dates, names etc. on
to stick notes and you can organize them into continuing overview of a
lecture. At the end you will have a whiteboard that represents the
teaching of your class.

Making an online assessment is not easy, but on the next slide are some
video tips on how to use online apps to do it.



Assessment
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Reflection

() Reflection

Than we aim at students feelings and attitudes.

You as a teacher take care for both, for students knowledge and
education and students development as a whole human being
(including emotions, attitudes, values etc.). Reflection of feelings and
attitudes is therefore very important.

Emotional and attitude reflection can be realized by emojis in Teams,
or emojis in comments. If you would like to make it anonymous, you
can use a poll (witch words or emojis) in Mentimeter, Slido,
Surveymonkey, ... or a word cloud in Mentimeter or you can ask
students directly.

Afterwards a discussion about emotions and attitudes is appropriate
in order to find causes behind emojis/words and also for mutual
understanding and positive teacher-student relationship.



4 Task #2

Create a plan of your lesson that will follow this
structure and than use it in one of your lessons.

* |[cebreaker

e Teacher’s lecture

* Group work

* Individual work in creative way
* Assessment

e Reflection
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