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Game 1 - Who's elder? 
 

Story/Context: 

Ice breaker- This activity is used for ice breaking before a team building event. 

 

Number of participants: Anywhere from 5 to 500 

 

Time: 15 to 20 minutes 

 

Players/groups - Teams have to be divided and they need to make a WhatsApp group 

 

Challenge/ mechanics:  

The real challenge is that without telling the date of birth how would the members know the 

sequence of the list? Another challenge is the time factor. The captain has to strategise to find out 

whose birth day comes in which month and then sequence it by asking people to start typing their 

names in the group 

 

Objective/Goal/Steps: 

Teams have to come up with a list of their names based on their date of birth. The captain of the 

team has to show the list to the facilitator/leader. The list has to be made by each person typing 

in their name without disclosing the actual date Team members cannot disclose their date of birth. 

Team member can only use texting to communicate. 

 

Scoring: 

The team which does it first wins 

 

Suggestions and variations: 

1) Ideally, the teams have to be constructed randomly at the nick of the time in order to reduce 

the possibility of groupism. 

2) After some passage of time, there is a high probability that all the members of a particular group 

will become aware of each other's D.o.B., the game may then lose its novelty. In that scenario, 

'shuffling' of the members can be practised. Then, how about bringing variation in the underlying 

process i.e. for one month it's D.o.B and for the other it could be the first letter of their hometown, 

favourite cuisine etc 
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3) Cooperative learning research highlights that feedback on individual performance is crucial for 

maintaining each member’s accountability to the group. There has to be some brownie points for 

every such member that leads the group in the right direction.   
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Game 2 - Guess Who? 
 

Story/Context: 

Ice breaker- This activity is used for ice breaking before a team building event. 

 

Number of participants: Small group up to 20 

 

Time: 20 to 30 mins 

 

Players/groups - Team to create a WhatsApp group 

 

Challenge/ mechanics/Steps –  

Each team member has to write his/her name and a fact about themselves and send a WhatsApp 

message to the facilitator, and facilitator creates another group for asking the questions 

 

Objective/Goal/Steps: 

The objective is to network with others and to break the ice 

 

Scoring: 

Fastest finger first 

 

Suggestions and variations: 

How about giving it a riddle like appearance? Every member has to frame a single line statement 

about themselves ending with "who am I then?". Social play should also enable each player to feel 

that she has the reigns of the game in her hands and has a major role to play. But we have to posit 

a proper code of conduct to avoid obscenity. 
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Game 3 - Our Story 
 

Story/Context 

A Communication Skills game 

 

Number of participants: any number 

 

Time - 5 - 30 minutes 

 

Players/groups - Everybody plays 

Challenge/ mechanics/Steps - To write an interesting story together as a team. Each participant 

to write 10 words starting with the first person and the first statement: Once upon a time…. 

 

Objective/Goal/Steps: 

To improve thinking on the feet 

 

Scoring: 

Everybody wins 

 

Suggestions and variations: 

1) Game flow theory posits that “the more concentration a task requires in terms of attention 

and workload, the more absorbing it will be”. Hence, it's brilliant idea that will facilitate 

brain storming. But there has to be time limit for individual responses. Social play should 

also enable each player to feel that she can influence the pace of the game, rather than 

forcing some players to wait until others have finished an activity. It may become mundane 

and people may frame there statements beforehand which may defeat the purpose. So, I 

suggest we need to have variation in the starting statement such as we may introduce some 

quotes or just a statement like "If I were a bird/flower/train/plane" etc. 

 

2) Studies suggest that rewarding is directly proportional to interest levels. So how about 

introducing rewarding on the basis of the appearances made and rapidity. But back to back 

responses have to be prohibited so as to ensure everyone gets a fair chance. 
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Game 4 - The Accidental Millionaire 
 

Story/Context  

You have amassed a million dollars from a long lost relative, what would you do with it? 

 

Number of participants: any number 

 

Time: N/A 

 

Players/groups: Everybody plays 

 

Challenge/ mechanics/Steps 

Everybody to share their ideas of how they will spend the million dollars in maximum 20 words 

 

Objective/Goal/Steps: 

Facilitator to monitor and give everybody a chance, everybody to share their plan in not more than 

20 words 

 

Scoring: Voting 

 

Suggestions and variations: 

How about the word limit to be reduced to just 15 and then sparing five minutes in the end to ask 

each member to name their favourite version? The one whose answer earns more votes emerges 

as the victor. And the name of the group is changed to his/her name along with the caption the 

avant-garde. 

 

 

 

 

 

 



8 | P a g e    

 

My Learning Friend  www.MyLearningFriend.com 

Game 5 - Who is a Leader? 
 

Story/Context 

Tell us what have you learnt about leadership from your: Parents, teachers, politicians, business 

tycoons, boss, or any other person 

 

Number of participants: 10 to 20 

 

Time: 30 to 50 min. 

 

Players/groups: Everybody plays 

 

Challenge/ mechanics/Steps 

Facilitator to start the discussion by asking the group about what have they learnt about leadership 

from their parents, the participants have to answer in one word answers. Then the facilitator has 

to keep asking the other questions like teachers, business tycoons etc 

 

Objective/Goal/Steps 

The objective is to come up with a comprehensive definition of leadership 

 

Scoring: N/A 

 

Suggestions and variations: 

I suggest rewarding should be included in this game as well. Voting will be the best option to figure 

out the most liked version. And the opinion that has earned the maximum votes shall be uploaded 

as the groups picture status which invariably be removed after 24 hours (as per WhatsApp’s current 

policy). It will boost their morale. 
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Game 6 - What’s your image like? 
 

Story/Context 

Find out what’s your public image like 

 

Number of participants: any 

 

Time: 20 to 30 minutes 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Participants to imagine a person in the team and write four or five adjectives that describe the 

person best. Now everybody needs to guess these people and have to type the names of the person 

with the adjectives. The initial person has to tell if they are right or wrong 

 

Objective/Goal/Steps:  

To become more aware of our public image, also ice breaking 

 

Scoring: N/A 

 

Suggestions and variations: 

Rules have to be very clear to ensure that everyone is aware of the fact that no derogatory remark 

will be entertained. How about the adjective they suggest have a correlation with a fictional 

character from popular genres such as harry porter series or Bollywood/Hollywood classics?  The 

one who is able to correctly guess the maximum number of personas shall be declared as the 

winner and he/she receives a virtual trophy (WhatsApp smiley version) and given the name "The 

new age Sherlock Holmes".   
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Game 7- My feedback 
 

Story/Context: 

In our lives we don’t get enough time to give and receive feedback. Feedback is one of the most 

important developmental tools 

 

Number of participants: Any 

 

Time: N/A 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps:  

Give one positive feedback to each member of the group, also complete it by completing this 

sentence. "I wish you would" as an area of improvement for the individual. 

 

Objective/Goal/Steps: 

Create a culture of giving and receiving feedback 

 

Scoring: N/A 

 

Suggestions and variations: 

 

1) And the next time the game is played, the member appreciates the improvement he/she 

has observed in the person whom he/she has advised the previous month. Or if he has 

not encountered any change in that very person he may repeat the statement and add 

"#Mission2". And if the other person improves upon his shortcomings and has received 

positive feedback from his peers then he will have to write "Mission Possible" before 

making any other statement. The idea is to foster overall improvement at a deeper level 

which is also cyclic in nature. 

2) Since the game works on feedback mechanism, I think it is essential to ensure that it leads 

to personality up gradation without bringing harm to individual’s self-esteem. However, 

the question is how can we ensure that the employees will take the criticism in a positive 

stride? 
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Game 8- A day/month/year in your life 
 

Story/Context 

We have all had incidents in our lives which we don’t forget easily, more we share more closer we 

come to each other. 

 

Number of participants: N/A 

 

Time: N/A 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps:  

Ask each person in the group to share what they remember from a day, month or year in the past 

for example. What did you do, see or accomplish on the New Year night last year? 

 

Objective/Goal/Steps:  

Ice breaker 

 

Scoring: N/A 

 

Suggestions and variations: 

What if they have to upload a picture with a brief description in the group instead of a paragraph? 

The picture should vividly convey their emotions. It may be an abstract picture but it should have 

a correlation with the incident they shall narrate. In order to avoid monotony, I suggest we should 

add A B C D options on the card itself and against every option, there will be different question 

written. For example, A- "The catalyst of change for the previous year", B-" The silver lining of 

my life" etc. 
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Game 9- Would I lie to you? 
 

Story/Context: 

This is a game between teams 

 

Number of participants: 4 to 40 

 

Time: as much as you need 

 

Players/groups:  

There will be two teams in the group identified by the facilitator or by themselves 

 

Challenge/ mechanics/Steps: 

The challenge is that one person for the first team will tell us three facts about his/her life two of 

them will be true and one of them will be a lie, the other team has to guess which one is the lie. 

The game goes on till all of the members are covered or equal number of members are covered 

 

Objective/Goal/Steps: 

Objective is to never assume and always check our perceptions about people 

 

Scoring: 

Every right answer gives the team 1 point 

 

Suggestions and variations: 

1) All team members need to send their entries to the facilitator before the game starts.  

2) Team can go one by one 

3) Scores can also be shared as the game progresses 

 

 

 

 



13 | P a g e    

 

My Learning Friend  www.MyLearningFriend.com 

Game 10- Marooned 
 

Story/Context 

You are marooned on an island. What five (you can use a different number depending on the size 

of each team) items would you have brought with you if you knew there was a chance that you 

might be stranded. Note that they are only allowed five items per team, not per person. You can 

have them write their items on a flip chart and discuss and defend their choices with the whole 

group. 

 

Number of participants:  3 to 10 

 

Time: N/A 

 

Players/groups: N/A   

 

Challenge/ mechanics/Steps: 

Facilitator to ask the Question: You are marooned on an island. What five (you can use a different 

number depending on the size of each team) items would you have brought with you if you knew 

there was a chance that you might be stranded. (Only five) Let everybody share their responses 

and then reflect 

Objective/Goal/Steps: 

This activity helps them to learn about other's values and problem solving styles and promotes 

teamwork. 

Scoring: N/A 

 

Suggestions and variations: 

And yes we can introduce different scenarios as well such as suppose you are on a plane that ran 

out of fuel and you have only 7 parachutes and there are 15 members. What will you do?? You can 

make assumptions about the profile of the passengers. And the team which comes up a solution 

that can save all wins. 
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Game 11- My Mentor 
 

Story/Context 

We have all had an individual or incident in our lives that has left a very strong impression on our 

minds and have been instrumental in carving out who we are today. 

 

Number of participants: any 

 

Time: 15 - 30 minutes  

 

Players/groups: All  

 

Challenge/ mechanics/Steps:  

Facilitator to ask this question to the group and let them answer it in not more than 30 words. 

 

Objective/Goal/Steps:  

To understand the morals and value system that an individual has, what motivates her/him. 

 

Scoring: N/A 

 

Suggestions and variations: 

Make sure they say the name of the person who has impacted their life for the better also if they 

are narrating an incident ask them why was this incident so important in their lives? Tell them to 

be specific and generalise 
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Game 12- Academy Awards 
 

Story/Context 

This activity is an interesting way to conclude a training/meeting/event, it involves everyone and 

summarises all the topics covered 

 

Number of participants:  

Any 

 

Time: N/A 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps:  

1) At the beginning of the training inform everybody that there will be an awards ceremony 

at the end. 

2) Topics could be - best overall performance in a role play, best presentation, overall 

interaction and responses, best value-adds etc. 

3) Have all the class members drop in their nominations in the WhatsApp group and the 

facilitator announces the winner for the categories. 

 

Objective/Goal/Steps: 

1) To promote transformative learning. 

2) Encouragement. Boost their morale. 

 

Scoring:  

Ballet system. The facilitator shall receive a personal text from each employee. The responses 

should not be available in public domain to avoid animosity. 

 

Suggestions and variations: 

Social Gameplay theories emphasize on the importance of rewarding and feedback mechanism to 

foster transformative learning. Certainly, it will encourage the employees to perform better even 

outside the control environment. In social play aimed at cooperative learning, immersion probably 

needs to be punctuated by critical reflection on the group process and individual contributions to 

it, in order to improve members' learning and the group’s performance. 
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Game 13- The ignorant client 
 

Story/Context:  

This activity is designed to help participants to use analogies while selling their product or services. 

 

Number of participants:  

Each team strength should not exceed 5 because the larger the group, the greater is the probability 

that some may sit idle. 

 

Time: 30-50 min 

 

Players/groups: Any teams 

 

Challenge/ mechanics/Steps:  

1) The group needs to be divided into smaller teams, each team to have a WhatsApp group 

and the bigger group to have all smaller group captains as well as the facilitator. 

2) Teams are told that your client is illiterate hence can’t read 

3) You need to explain the benefits of your product through a collage or series of pictures 

4) Team captains will send it to the facilitator and then as a team put together a set of pictures 

to demonstrate the benefits of your product/service to the clients 

5) The final picture is to be sent to the facilitator in the team captain group 

6) Facilitator to choose the winner 

Objective/Goal/Steps:  

Brain storming. To stimulate out of box thinking. 

Scoring: 

1) The more the idea is unique, coherent, innovative and easily implementable, the higher it 

stands the chance to in the competition. 

2) We have to grade the ideas in 6 to 7 categories namely innovation, uniqueness, coherency, 

implementation, aesthetics and the like. 

Suggestions and variations:  

I think the product should remain the same to make sure that the ideas are instantaneous responses 

and not cooked up stories. Because the employees may come prepared, you never know. 
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Game 14- Above and Beyond 

 

Story/Context 

In order to create customer delight as well as retain customers we need to constantly under promise 

and over deliver. 

 

Number of participants: any 

 

Time: 30 min 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

1) The group needs to be divided into smaller teams, each team to have a WhatsApp group 

and another WhatsApp group to have all smaller group captains as well as the facilitator. 

2) The facilitator needs to write the following in captain group: “What have you done for 

your client in the last three months that was above and beyond your call of duty? 

3) Team captains to forward this in their team groups and invite responses 

4) Team captains to share on best response in the captain’s group 

5) All captains choose the best one and the person gets a reward. 

 

Objective/Goal/Steps:  

Feedback Mechanism ensures up gradation of the present day strategies. 

 

Scoring:  

1) The winner has to be decided on the basis of the various parameters like client satisfaction.   

2) The attempts which lead to the improvement in company's rapport and better relationship 

with clients should be given brownie points. 

3) And their endeavours should be popularised to encourage other teams to work harder. 

 

Suggestion and variations: 

There should be no compromise on the moral aspects. We should never encourage them to adopt 

unfair means to accomplish the goals. 
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Game 15- My Challenges 
 

Story/Context: 

1) The activity is based on the concept of best practice sharing. 

2) In sales as well as other areas of work life we face a lot of challenges everyday and 

sometimes there is nobody to help us out, this activity will help provide a group of 

supporters and mentors to guide us while facing difficult situations, who else can help us 

better that our own colleagues and seniors who know what we do? 

 

Number of participants:  Any 

 

Time: N/A 

 

Players/groups: Any 

 

Challenge/ mechanics/Steps: 

1) Each team to have a WhatsApp group and a moderator. Team members to type their 

challenges, for example dealing with a particular client, finding a particular information or 

process to deliver etc. 

2) each moderator to keep a track of the challenge and make sure that guidance is provided 

and the individual is able to overcome the challenge 

 

Objective/Goal/Steps: 

“Cooperative learning is inherently more complex than competitive or individualistic learning 

because students have to simultaneously engage in task work and teamwork,” 

And in heterogeneous groups advanced students learn in part by teaching their less advanced 

partners, who benefit from cognitive apprenticeship to more expert learners. 

 

Scoring:  N/A 

 

Suggestions: 

The research indicates that positive interdependence tends to promote three results: 

“substitutability (i.e., the degree to which the actions of one person substitute for the actions of 

another person), induce-ability (i.e., the openness to being influenced and to influencing others), 

and positive cathexis (i.e., the investment of positive psychological energy in objects outside of 

oneself)” 



19 | P a g e    

 

My Learning Friend  www.MyLearningFriend.com 

Game 16- What has changed? 
 

Story/Context 

There has been a constant change in the business world, the we sell, the way we have been engaging 

our clients. This activity helps us compare and contrast the ways of doing business and helping 

our people overcome the challenges. 

 

Number of participants: 10-15 members 

 

Time: 15- 30 min 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Individuals to send pictures as well as their thoughts on what has changed. Also give suggestions 

on how to deal with the new ways of doing business. The team captain, manager or facilitator to 

choose the best responses and reward the senders through either point system or chocolates. 

 

Objective/Goal/Steps: N/A 

 

Scoring: 

The most inspiring story which has received the maximum votes wins. 

 

Suggestions and variations: 

The stories have to be concise and interesting. The stories can even be of personal experiences 

with companies as customer, as well as work stories. There should be word limit of around 10 to 

15 min. 

 

 

 

 

 

 



20 | P a g e    

 

My Learning Friend  www.MyLearningFriend.com 

Game 17- Mr/Ms Client? 
 

Story/Context: 

It is very important to identify what kind of client we are interacting with; this activity helps us 

identify the client and also realise the implication of false assumptions while dealing with clients. 

 

Number of participants: N/A 

 

Time: 15 - 30 min 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

1. Each team captain to share a name and short introduction of a client for example: Name: 

Shalini, 35 years old, married, working as a manager in an IT company. Drives an SUV, is 

looking for a home. 

2. Other teams have to deliberate within their teams and create a strategy to not only connect 

with her but also persuade her to buy their product or service. 

3. The team who gave the information about Shalini to give feedback - What did they do 

right and what did they do wrong. The team which gets closest to Shalini's expectations 

wins. 

 

Objective/Goal/Steps: 

Games that provoke the flow state through social play are likely to foster positive interdependence. 

In other educational contexts, research indicates that this interdependence may include evidence 

of “mutual help and assistance, exchange of needed resources, effective communication, mutual 

influence, trust, and constructive management of conflict”. 

 

Scoring: Facilitator to maintain score and reward the winner. 

 

Suggestions and variations:  

Teams can play this game with real client information and create an empathy map of the client. 

The leader needs to facilitate and give feedback on how close the team was and how they can do 

better. 
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Game 18- Building Trust 
 

Story/Context 

Business is a product of relationships and relationships are built on Trust. This activity can be used 

to identify what builds trust and what breaks trust in business relationships. 

 

Number of participants: Any 

 

Time: 15-30 min 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Team members to share an incident from their life which made them trust their manager, colleague 

or even a vendor. Once we have a list of things to do to build trust we can also ask people what 

others did that broke their trust in them. 

 

Objective/Goal/Steps: N/A 

 

Scoring: N/A 

 

Suggestions and variations:  

There has to be some other concept that has be discussed to let the game bring a breath of fresh 

air always. I suggest the topics such as loyalty, humanity, honesty etc. 
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Game 19- Brain WhatsApp-ing 
 

Story/Context: 

Brain storming has always been an amazing techniques for problem solving. Brain WhatsApp-ing 

is brainstorming done one WhatsApp. It could any problem that the organisation or team is facing 

we can Brain WhatsApp it! 

 

Number of participants: 

15- 25 (every team strength should never exceed 5 each) 

 

Time: 20 min. 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Teams to have a Brain WhatsApp-ing group. The team captain puts the situation in and every team 

member has to respond. The answers are reviewed and the most feasible solution is chosen and 

shared. 

 

Objective/Goal/Steps: 

To enhance brain activity.  

 

Scoring: 

The unique most idea with maximum votes wins. 

 

Suggestions and variations: 

We can give them the classical ethical riddles with modern twists by changing their setting from 

Victorian age to the 21st century. The character can be presented as young entrepreneurs, 

professionals etc. 
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Game 20- Know the need 
 

Story/Context 

It is very important to identify the needs of the client, be it internal or external. One of the best 

tools for effectiveness in business is probing. We need to get used to asking relevant questions. 

These questions need to cover explicit as well as implicit needs of the client. 

 

Number of participants: 15-30 

 

Time: 20-30 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Individuals to contribute all the possible questions we can ask the client in order to understand the 

client’s challenges and needs. The moderator to prepare a final list without duplications and the 

ones which are most relevant. 

 

Objective/Goal/Steps: 

Games that provoke the flow state through social play are likely to foster positive interdependence 

which may lead to mutual help and assistance, exchange of needed resources, effective 

communication, mutual influence, trust, and constructive management of conflict” 

 

Scoring: N/A 

 

Suggestions and variations: 

Advanced employees experience that generative learning theory suggests the importance of 

learners explaining knowledge to others to solidify their grasp of it, which helps to explain why 

more advanced students gain as much or more than less- in cooperative learning groups.  

These theories have motivated greater attention to designing opportunities for group reflection on 

learning through exposure to mentors and membership in learning guilds in innovative networked 

educational WhatsApp groups.  
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Game 21- Welcome objections 
 

Story/Context 

One of the biggest challenge while selling our ideas, product or service is objections that the clients 

have. The best way to deal with them is to pre-empt these challenges and be prepared for them 

with a convincing answer. 

 

Number of participants: 15-30 

 

Time: 20-25 min. 

 

Players/groups: Individual responses. 

 

Challenge/ mechanics/Steps: 

Team to focus on the product or service that they are selling and now think like a client and ask 

as many questions as possible about the product or service. When the entire team has shared the 

possible questions that the client may ask. The facilitator then can start asking for rebuttals or 

answers to these questions one by one. 

 

Objective/Goal/Steps: 

To equip the employees against the unforeseen challenges before hand by stimulation. 

 

Scoring: 

Each question and solution carries 1 point. The member that raises the most valid questions and 

has the best solutions to that very questions scores 1 additional points making it 3. The employee 

with max scores wins.   

 

Suggestions and variations: 

This exercise can also be done for internal issues and suggestions for leadership. Before suggesting 

a change in the department or the organisation if this game is played within the team then the 

possibility of success of acceptance of the change will be more. It will also teach participants to 

check for feasibility of the idea. 
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Game 22- The worst client 
 

Story/Context 

While working we have all come across an individual who made it really tough and challenged our 

patience at every step. This is a client who has given you nightmares. It is important to share with 

others how you succeeded in handling this client. 

 

Number of participants: 15-20 

 

Time: 20-25 min. 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Team members need to share a picture and 20 words to describe their worst client and how they 

overcame that challenge. The best answer will get rewarded. 

 

Objective/Goal/Steps: 

To provide better solutions for responding in such unfavourable circumstances, spread positive 

vibes and promote a sense of belongingness among the employees. 

 

Scoring: N/A 

 

Suggestions and variations: 

1. We can also share our experiences with really tough bosses and how we were able to work 

with them effectively.  

2. Instead of a picture message how about if they have to make use of a 60 sec long video 

message? 
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Game 23- Team Strength 
 

Story/Context 

In order to harness the real strength of a team each team member has to disclose their abilities as 

well as receive feedback on areas of improvement. This activity helps teams achieve optimal 

performance and also helps managers delegate better. 

 

Number of participants: Any 

 

Time: 20 min. 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Team to create a group called My Strengths and Weaknesses, each individual needs to disclose 

talents and skillsets they possess for example someone who knows Advanced MS Excel or MS 

PowerPoint etc. Team members can also share development aspirations with  the group stating 

which areas they need development in, which can be mapped with someone who has that ability 

within the team. 

 

Objective/Goal/Steps: 

To promote three results: “substitutability (i.e., the degree to which the actions of one person 

substitute for the actions of another person), induce-ability (i.e., the openness to being influenced 

and to influencing others), and positive cathexis (i.e., the investment of positive psychological 

energy in objects outside of oneself)” 

 

Scoring: N/A 

 

Suggestions and variations:  

Leaders to make sure the team member, collaborate and help each other learn. Reward and 

recognition can be a part of the game, which will positively reinforce, team members supporting 

each other. Individual development plans need to be created and monitored moving forward. 
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Game 24- My Learning 
 

Story/Context: 

This activity can be used in training sessions, seminars and even team huddles to improve 

effectiveness. Most of the times when we attend training sessions there are so many points that 

we learn that make sense, however by the end of the session they are lost and get buried in 

notepads, which then are lost. 

 

Number of participants: Any 

 

Time: last 15 min 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Make a WhatsApp group with the training, seminar name or huddle day and date. And ask all team 

members to put important points in it for example the key take-aways. Or areas of improvement 

or “what have I learned today”. This will be a good activity for retention and also reinforcement 

of learning. 

 

Objective/Goal/Steps: 

To promote transformative learning that gets registered in their consciences. 

 

Scoring: N/A 

 

Suggestions and variations: 

How about if all the teams members are provided with a sheet at the end of the session which has 

4-5 columns with headings such as 'unforgettable',' I didn't know earlier', ' I will work upon" etc . 

The employees have to scribble their answers under the respective headings and share the picture 

on the WhatsApp group when the facilitator instructs.  

The one with the most impressive response as decided by the team leader wins whose sheet is 

made the WhatsApp status picture. 
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Game 25- Positivity 
 

Story/Context: 

Positive and passionate people are more productive and more actively engaged. 

 

Number of participants: 15-30 

 

Time: 25 Minute 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

1. You have been busy working and have not heard anything from your boss for the last two 

weeks 

2. On Monday morning, when you reach office, there is a sticky note on your desk, it says 

“Boss wants to see you in his office, as soon as you reach”  

3. Write the first thought, that came to your mind, don’t think too much. 

 

Objective/Goal/Steps: 

Why do we always think negative? How do you think thinking negative affect the outcome? 

 

Scoring: N/A 

 

Suggestion: 

Provide them with negative looking situations, like “the product or deliverable you sent to the 

client has some errors and now the client is on the phone and wants to talk to you” that seems to 

be heading towards a catastrophic consequence. However, the employee who diverts the flow in 

the positive direction should win.  

But this should not be disclosed. Everyone will have to s\think for five minutes and the will have 

to input their stories simultaneously. Late entry leads to negative marking. The idea is that the story 

should force people to think negatively. But the individuals should take the courage to adopt an 

optimistic approach under all circumstances. In order to attract positive results we need to first 

think positively. 
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Game 26- Gotcha 
 

Story/Context: 

This is a great activity to run a quiz, it’s like fastest finger first. 

 

Number of participants: 20-30 

 

Time: 15-20 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

This can be played with one or more teams. If there is only one team then any individual can 

answer the question, if it is played with other teams then the team captain needs to type the answer. 

The team or individual who answers first wins the point. 

 

Objective/Goal/Steps: 

To spread awareness and to enhance knowledge about the industry, client, corporate dynamics, 

recent technological advancement etc. 

 

Scoring: N/A 

 

Suggestions and variations:  

Play this game every week or if possible, every day in the morning or evening. This will keep people 

informed and also create a culture of constant learning and sharing. You can choose one topic per 

week or per month 
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Game 27- Thank you God 
 

Story/Context: 

We all sometimes feel that what we do is not good or what we produce or sell is inferior to the 

competition. This activity makes us realise that we are far better than a lot of others in this world. 

This way we will appreciate the work we do or the product we sell. 

 

Number of participants: 30 

 

Time: 15 Minutes  

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

This is a chain messaging activity where the moderator or facilitator starts the discussion by saying.: 

Thank God, selling or making (your product or service is better than and clicks a picture of another 

more challenging object to sell or a picture of another more challenging profession that someone 

else is in. 

 

Objective/Goal/Steps: 

To foster a feeling of satisfaction and thankfulness. 

 

Scoring: N/A 

 

Suggestions and variations: 

We can also look at our offices and the facilities that our organisation has provided us for example: 

“Thank god for the coffee machine” or “Thank God for the Airconditioning”. It can be smallest 

of the things that comfort us at work. It doesn’t have to be big. 
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Game 28- My War Story 
 

Story/Context: 

In our everyday lives we go through a lot of challenges and have war stories of how we overcame 

our disabilities and lack of resources. This activity is a dose of inspiration through communicating 

our real life stories. 

 

Number of participants: Any 

 

Time: 15-25 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

This is department specific activity, team members share their war stories with the group. Only 

one war story per day also it should have a positive ending and needs to be short and specific to 

the business. 

 

Objective/Goal/Steps: 

To promote teamwork, cooperation and a healthy working environment. 

 

Scoring: N/A 

 

Suggestions and variations: 

And they should make use of audio and visuals to make it more interesting. If an activity is too 

easy for the player she grows bored, while if it is too hard she grows frustrated. We have to induce 

immersion to prevent boredom. 
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Game 29- De-jargonization 
 

Story/Context: 

Our work is getting more and more technical in nature and with increasing technicalities the 

verbiage is also getting technical and there are so many words which we use in our industry but 

they are jargons for others. In our busy lives we are sometimes not able to identify the jargons that 

we have picked up. This activity helps us de-jargonise our language. 

 

Number of participants: 20-30 

 

Time: 20 Minutes  

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Team members to share all the jargons they are aware of with the group with simpler alternatives 

this activity should go on for a week and we can call it a De-jargonization week. At the end of the 

week the individual with maximum contributions will win an award. 

 

Objective/Goal/Steps 

Familiarisation with the contemporary lingo. 

 

Scoring: N/A 

 

Suggestions and variations: 

1. Team members can also use analogies to de-jargonize, for example “Cloud” itself is an 

analogy of a connected offsite server. We can just say “Deliverable” is like a document or 

a report that you are supposed to deliver to the client. 

2. You can also practice with new words client’s industry so that everybody is aware of them. 
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Game 30- Get Lean 
 

Story/Context: 

In order to improve profitability in any organisation we need to reduce the wastage of resources, 

it could be time, or any other resource that the company has. This activity helps us reduce wastage. 

 

Number of participants: 20-30 

 

Time: 15-20 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

This can be a group specially created to reduce wastage. The group members are requested to start 

observing the wastages that are happening around them and click a photograph and send it to the 

group. This activity should be carried on from a week to a month and the top three entrees should 

be rewarded. 

 

Objective/Goal/Steps: 

Optimization of recourses. 

 

Scoring: N/A 

 

Suggestion: 

If an employee can suggest a way to avoid the wastage of the resources he/she has cited, he/she 

should earn a bonus point. 
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Game 31- The safety pin 
 

Story/Context: 

Due to mundane daily routine jobs most of us have lost our creative thinking ability. This is an 

interesting activity to recharge the creative cells of our brain. 

 

Number of participants: 15-30 

 

Time: 20-25 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

The moderator or leader puts a picture of a safety pin and asks the group what all can we use it 

for? And let the people know there will be no negative marking in this activity and the person who 

shares the most uses, will win. Once done there can be a picture of another object, this will surely 

stimulate the creativity which will help in problem solving. 

 

Objective/Goal/Steps 

To promote out of box thinking. 

 

Scoring: N/A 

 

Suggestion: 

What if they have to upload a picture that can be linked with one the facilitator has uploaded with 

a small caption? 
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Game 32- My Brand 
 

Story/Context: 

Branding is very important in today's world. You company as well as yourself have to be branded 

in order to stand out of the crowd. This activity is about personal branding and answers the 

question how would you like people to know and remember you? 

 

Number of participants: 20-30 

 

Time: 

20-30 (+ 5 minutes to think and draw. After which everyone has to upload the picture 

simultaneously. Late entries will fetch negative marks) 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Each individual needs to either choose a picture from net or draw a logo and then click a picture 

of that logo. Share this picture with an adjective that best describes you and your strengths. The 

picture or logo should also represent the adjective in some way. It is important to provide an 

evidence to prove that you are what you say you are. 

 

Objective/Goal/Steps: 

To facilitate critical and innovative thinking. 

 

Scoring: 

The most diverse idea that earns the best feedback by the team leaders wins. 

 

Suggestions and variations: 

You can also ask people, what kind of image they aspire to have this could be a fit and healthy 

body, vacationing on the Himalayas or becoming the CEO, CPO or COO of the company. 
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Game 33 - Force Field 
 

Story/Context: 

Force Field Analysis is a useful decision-making technique. It helps you make a decision by 

analyzing the forces for and against a proposed change, and it helps you communicate the 

reasoning behind your decision. 

 

Number of participants: 20-30 

 

Time: 20-30 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Team leader to share the proposed decision with the team, the entire team has to first share the 

points in favour of the decision and then against. The team leader to finally conclude by weighing, 

for and against arguments. 

 

Objective/Goal/Steps: 

To inculcate confidence in the employees so that they may put a better front against the rival 

companies. 

 

Scoring: N/A 

 

Suggestions and variations: 

How about if the team splits into 2 equal groups supporting either of the two sides (for or against 

teams). They have to cite the reasons favouring their claim. The one with the maximum logical 

points should win. 
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Game 34- Elevator Pitch 
 

Story/Context: 

Before a client buys anything, he has to buy you. How can we create a long-lasting impression in 

first sixty seconds of our interaction? What would be a strong introduction? 

 

Number of participants: 20-30 

 

Time: 20-25 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

Teams have to work on an elevator pitch together in subgroups and then share it with the facilitator 

or leader. In smaller groups it can be done by individuals and then everybody votes for the best 

three. 

 

Objective/Goal/Steps: 

Strong Introductions 

 

Scoring: 

Best opening statement wins 

 

Suggestions and variations: 

What if they are asked to imagine themselves as a product?  They have to frame a catchy statement 

introducing themselves similar to that of an advertisement. We can always associate a product with 

a particular line that remains in our mind for long. 
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Game 35- What makes me better at work 
 

Story/Context: 

The employees have to share the facilities that the office environment offers that makes it 

interesting to work inside the premises and also why? And also, what bothers them and needs to 

change? 

 

Number of participants: 20-30 

 

Time: 20-30 Min. 

 

Players/groups: N/A 

 

Challenge/ mechanics/Steps: 

A WhatsApp group has to be created wherein the employees will have to list 5 facilities that the 

office environment offers that makes it fun and interesting to work along with a picture of the 

most important office feature. They also have to write few things that they wish to change which 

may help them concentrate more on work. 

 

Objective/Goal/Steps: 

They employees will become more motivated to work knowing that their satisfaction is also 

important and that they have a say. They will get an opportunity to appreciate the present office 

features that they admire and also to express their expectations and disappointments. It will lead 

to better leader subordinate relationship. 

 

Scoring: 

Everyone wins. The leaders will get a better insight into the employees thought processes which 

will help him to take more informed decisions. And the employees will get to work in a better 

environment that improves regularly based on their feedback. 

 

Suggestions and variations: 

You can keep exploring new topics like: culture, policies and even talk about the things practiced 

in other companies.  
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