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Running a training session? Giving a speech? Heading a workshop? Making a Presentation? Ice breakers come in handy in all these
situations & this is the largest & most imaginative collection you'll find anywhere!
A. L. Graziadei's Icebreaker is an irresistible YA debut about two hockey players fighting to be the best—and the romance that catches them
by surprise along the way. Seventeen-year-old Mickey James III is a college freshman, a brother to five sisters, and a hockey legacy. With a
father and a grandfather who have gone down in NHL history, Mickey is almost guaranteed the league's top draft spot. The only person
standing in his way is Jaysen Caulfield, a contender for the #1 spot and Mickey's infuriating (and infuriatingly attractive) teammate. When
rivalry turns to something more, Mickey will have to decide what he really wants, and what he's willing to risk for it. This is a story about falling
in love, finding your team (on and off the ice), and choosing your own path.
This book presents key insights about the challenges and the approaches they applied. All companies are featured in 15 teachable case
studies – ready to use in entrepreneurship and strategy courses – that represent a broad level of diversity with regard to countries, industries,
topics, growth phases, challenges and internationalization strategies.
For this book, the authors have selected the best games from the "Games Trainers Play" series and adapted them for any business
professional. There are 75 games and activities to choose from, each designed to be fast and fun and to stimulate discussion.
An effective and engaging way employees can learn Six Sigma and put its concepts into play Part of the popular Big Book of Games series,
which capitalizes on the proven effective method for workplace training, this first book of training games for Six Sigma ensures that
employees will better retain Six Sigma's complex topics. This invaluable tool offers 50 experiential activities that teach the core improvement
approach of Six Sigma, called DMAIC (Define, Measure, Analyze, Improve, Control), as well as many of the popular statistical improvement
tools, including Pareto charts and Failure Mode Effects Analysis (FMEA). These games: Teach Six Sigma roles and organization Gear the
team up for success Identify problems and generate solutions Teach project management Help teams understand the need for Six Sigma
Moving Beyond Icebreakers contains 440 pages packed with insight and ideas about building community, engaging students in learning, and
making meetings work. It describes an innovative meeting format and documents over 300 interactive exercises (not just "icebreakers") that
enable readers to: * Achieve group goals * Build relationships * Resolve group problems * Teach, lead, motivate, and inspire The first 130
pages describe how to use "icebreakers" and other interactive methods to help group members make decisions, create new ideas, solve
problems, resolve conflicts, and understand new concepts. In these pages you will find a five-part meeting structure that you can use to
become an expert facilitator, following an approach that engages both youth and adults in meeting the group's goals. You will also find
detailed agendas, lesson plans, and scenarios that show how this approach works in the real world. Table of contents: * Why use interactive
methods? * Working into interaction * Coping with resistance and fear of failure * The interactive meeting format * Interactive exercises (name
exercises, warm-up questions, five-minute springboard exercises, fifteen-minute springboard exercises, in-your-chair springboard exercises,
tag-style springboard exercises, springboard exercises for groups both large and small, the rest of the springboard exercises, work-station
exercises, evaluation exercises).
Action, adventure, and mystery surround the Sunkers, a band of children who live in a submarine, as they try to survive a war in Book Two of
the Icebreaker Trilogy. Sharkey is a Sunker--he was born on a fortunate tide, and everyone in the giant submersible Rampart knows it. The
trouble is his life is based on a lie. He's been a fake hero for years, but when tragedy strikes, he must become a real one. And he has no idea
how to go about it. Meanwhile, on land, Petrel, Fin, and the crew of the Oyster are on a mission to bring lost knowledge back into the world, a
mission they have no idea how to carry out.
Make workplace conflict resolution a game that EVERYBODY wins! Recent studies show that typical managers devote more than a quarter of
their time to resolving coworker disputes. The Big Book of Conflict-Resolution Games offers a wealth of activities and exercises for groups of
any size that let you manage your business (instead of managing personalities). Part of the acclaimed, bestselling Big Books series, this
guide offers step-by-step directions and customizable tools that empower you to heal rifts arising from ineffective communication,
cultural/personality clashes, and other specific problem areas—before they affect your organization's bottom line. Let The Big Book of ConflictResolution Games help you to: Build trust Foster morale Improve processes Overcome diversity issues And more Dozens of physical and
verbal activities help create a safe environment for teams to explore several common forms of conflict—and their resolution. Inexpensive, easyto-implement, and proved effective at Fortune 500 corporations and mom-and-pop businesses alike, the exercises in The Big Book of ConflictResolution Games delivers everything you need to make your workplace more efficient, effective, and engaged.

Get remote team members to interact as if they’re in the same room! Whether you’re videoconferencing with team
members across the world or e-mailing a colleague sitting ten feet away, the truth is evident: technology has permanently
altered the way we communicate. The virtual workplace can facilitate quicker decision making and reduced overhead.
But the lack of face-to-face interaction can also impede trust, innovation, and creativity among team members. The Big
Book of Virtual Team-Building Games is packed with games and activities for developing productive virtual teams across
all digital platforms, including e-mail, mobile devices, web-based conferencing tools, and social media sites such as
Facebook, Twitter, and Skype. The Big Book of Virtual Team-Building Games helps you: Build a greater sense of
community and reduce conflict Increase levels of engagement Get the most out of more-introverted team members Boost
team members’ productivity Make sure that the only thing separating your people is distance. The Big Book of Virtual
Team-Building Games is just the tool you need to develop trusting relationships, foster clear communication, and use
technology to enhance the team’s connections.
The phenomenon returns! Originally published in 1987, The Book of Questions, a New York Times bestseller, has been
completely revised and updated to incorporate the myriad cultural shifts and hot-button issues of the past twenty-five
years, making it current and even more appealing. This is a book for personal growth, a tool for deepening relationships,
a lively conversation starter for the family dinner table, a fun way to pass the time in the car. It poses over 300 questions
that invite people to explore the most fascinating of subjects: themselves and how they really feel about the world. The
revised edition includes more than 100 all-new questions that delve into such topics as the disappearing border between
man and machine—How would you react if you learned that a sad and beautiful poem that touched you deeply had been
written by a computer? The challenges of being a parent—Would you completely rewrite your child’s college-application
essays if it would help him get into a better school? The never-endingly interesting topic of sex—Would you be willing to
give up sex for a year if you knew it would give you a much deeper sense of peace than you now have? And of course
the meaning of it all—If you were handed an envelope with the date of your death inside, and you knew you could do
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nothing to alter your fate, would you look? The Book of Questions may be the only publication that challenges—and even
changes—the way you view the world, without offering a single opinion of its own.
From the author of the wonderful Keepers series comes a vividly exciting fantasy-adventure, the first in the 'Hidden'
series.
The New York Times bestseller author of Dangerous Minds has a new way to engage students LouAnne Johnson's
newest book is a collection of fun and simple educational icebreaker activities that get students excited and engaged
from the very first minute of class. These activities are great to use with students at all levels, and many of the activities
include variations and modifications for different groups. Research has shown that the use of icebreakers increases
student motivation by creating an emotional connection between the student and school. In as little as five minutes, a
creative icebreaker can engage students' brains, encourage critical thinking, and much more. Includes a fun-filled
collection of icebreakers that get students thinking and keeps them engaged Written by LouAnne Johnson, a teacher and
acclaimed author of eight books Contains ideas for promoting creativity, unifying the classroom community, preventing
disruptive behavior, and creating positive attitudes towards school and learning No matter what your students' age group
this book will give you the tools you need to create a classroom environment that promotes learning.
Want to get your MLM and network marketing prospects to beg you for a presentation by using Ice Breakers? You can
turn any warm or cold prospect into a hot prospect, wanting to know all about your business. How? By learning how to
effectively introduce your business into a social conversation with an easy, rejection-free sequence of just a few words.
Prospects want what you have to offer, but they are afraid of someone selling them. However, prospects love to buy and
join. So why not use socially acceptable word sequences that compel any prospect to literally beg you for a presentation?
This book contains several effective formulas with many examples of each formula that you can use or modify. Once we
know how the formulas work, we can create unlimited Ice Breakers on-demand to use and pass on to our downline. Your
distributors will no longer be afraid of prospecting; instead, they will love prospecting. It is much more fun when we are in
control. Distributors want to work hard, but just don't know what to say. Their opening random remarks ruin their chances
and they suffer bad experiences. That experience trains them to avoid prospecting. But with trained words and phrases,
everything changes. Quick and positive results. Prospecting is fun again. Enjoy learning how to prospect negative
people, positive people, relatives, co-workers, strangers, leads, cold prospects ... anyone, by using fun Ice Breakers that
even the prospects enjoy. Spend the entire week giving presentations, instead of spending the entire week looking for
someone to talk to. And never again will you have to hear one of your distributors complain, "I just don't have anyone to
talk to." Ice Breakers are the best way to energize your MLM and network marketing business. Order your copy now!
Games for better brains! Use the secrets of brain science to improve communication, interpersonal relations, and
productivity in any team or group Jump-start any training session, workshop, or retreat with dozens of interactive games
that build brain function in fun and engaging ways. The Big Book of Brain-Building Games offers all kinds of stimulating
games to help your team improve information retention, camaraderie, and productivity--and requires few or no props.
You'll learn what triggers to pull to help your group think and work better with these play-anywhere, crowd-pleasing
interactive games. Can your brain handle the fun? Speakers and facilitators know that if you don't engage participants
every five to seven minutes, you'll lose them! The Big Book of Brain-Building Games adds the spark you need for a
successful meeting and keeps your team alert and connected, whatever the task. With just a handful of materials
required, these brain-boosting games will help participants: develop leadership skills and build self-confidence enhance
problem-solving strategies and boost creativity learn cooperation and effective teamwork dramatically improve
communications skills--from public speaking to active listening Plus the icebreakers are guaranteed to grab--and
hold--any group's attention! You'll find it all in this latest collection from the trusted Big Books series.
These fabulous books are a must for any young reader with an interest in vehicles and machines. Each book is filled with
amazing machines, fun facts, jokes, and age-appropriate text in colorful boxes. This book takes a close look at machines
you can drive including monster trucks, tractors, and giant motorbikes. Find out which driving machine is the mightiest of
them all!
Reid & Williams are "funny as hell."--Amy Morrison, founder of Pregnant Chicken Feeling anxious? Who isn't! Your most
irrational (and sometimes rational) fears are hilarious fodder for this sharp and relatable activity book. These days,
anxiety is simply part of the human experience. Part journal, part coloring book, part weird coping mechanisms, and part
compendium of soothing facts, The Big Activity Book for Anxious People will be an outlet for anyone who wants to take a
break from reality, laugh through her fears, and realize with every page that she is not alone--and to help her figure out
what to do when it's 3AM and she's wide awake worrying about whether she cc'ed the right "Bob" on that email.
(Probably.) Activities include: • Fun Facts about Aging! • Public Speaking: A Diagram • Your Hotel Room Carpet: A Petri
Dish of Horrors • Obscure Diseases You Probably Don't Have • Zen Mantras For The Anxiously Inclined • Soothing
Facts about Hand Sanitizer On a bad day, try coloring in the soothing grandma. On a really bad day, find step-by-step
instructions on how to build an underground bunker. Reid and Williams want everyone to remember that they're in good
company: anxious people are some of the funniest and most interesting and creative humans on the planet. (They know,
because they are two of them.)
Leading a meeting? giving a presentation? Heading a workshop? Icebreakers are great for lightening up the atmosphere at the beginning of a
meeting or event, and encouraging everyone to participate fully. This collection of 50 icebreakers is organized around common business
situations and is designed to help leaders start every session, meeting, presentation, or workshop with a burst of energy and fun. Includes
icebreakers for sales meetings, team building, complete strangers, introducing a topic, staff meetings, groups over 20, outdoor settings, and
more. this latest book in the popular Big Book of Business Games series is the most fun yet!
How often have you tried to get a training program underway only to be met by silent stares from your audience? Or started a session with a
bang and watched it fizzle out as the course progressed? Here's the book that can help you break the ice and get participants to really
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participate. It's packed with over 100 different exercises, activities, and training aids that have been proven effective in a variety of group
situations. Each of these games has three common characteristics: all can be administered in less than 30 minutes; they involve very little
advance preparation; you can adapt them for a variety of purposes. Each exercise is printed on a perforated, 3-hole punched sheet so you
can remove them from the book and add them to your own workshop materials. In addition, several of the exercises include transparency
masters.
Suggests games presenters can use to keep a group's attention, including participant introductions, discussion groups, reviews, and
meaningful stories
This collection of 50 icebreakers is organized around common business situations. 50 illustrations.
In Simple Machines: Wheel and Axle, young learners in grades 1–3 will explore why the wheel and axle might just be the MVP of simple
machines. This 24-page title uses real-world examples of simple machine mechanisms and explains how these feats of engineering can
make daily work less difficult to complete. The Simple Machines series for grades 1–3 explains how basic mechanical devices, that are used
for applying a force, can help make daily tasks much easier. Featuring before- and after-reading activities, a glossary, an index, and
comprehension questions, this series helps young learners strengthen their reading comprehension skills while also introducing them to some
of the most commonly used simple machines
For difficult or challenging children and teenagers in therapeutic or school settings, creative activities can be an excellent way of increasing
enjoyment and boosting motivation, making the sessions more rewarding and successful for everyone involved. This resource provides over
one hundred tried-and-tested fun and imaginative therapeutic activities and ideas to unleash the creativity of children and teenagers aged 5+.
Employing a variety of expressive arts including art, music, stories, poetry and film, the activities are designed to teach social skills
development, anger control strategies, conflict resolution and thinking skills. Also included are character education activities and ideas for
conducting therapeutic day camps, including sample schedules and handouts. The activities can be used in many different settings with all
ages, are flexible, and can be adapted for use with individuals or groups. Brimming with imaginative ideas, this resource will be invaluable to
anyone working with children and teenagers, including school counselors, social workers, therapists, psychologists and teachers.
Learn great ways to warm up large groups; encourage shy individuals to participate more fully; add color to boring staff meetings; and bring
together people who are complete strangers with this enthusiastic book. -With literally 100's of icebreaker questions, dozens of activities and team-building games, this book will help you to use icebreakers with
ease, build effective teams and be a team leader who makes things happen. Icebreaker topics include: Getting To Know One Another, Hates
'n' Loves, Hopes & Dreams, Fun Ice Breakers, Icebreakers for Men, Icebreakers for Women and Ideas & Creative Thinking. You'll learn what
makes a good icebreaker and how to avoid icebreaker blunders. In "Over 600 Icebreakers & Games" you'll discover stimulating ways to: - set
the right climate use icebreakers the right way introduce groups quickly and easily open conversations with strangers start meetings
creatively use icebreakers to get to know your team create a problem solving atmosphere discover your teams strengths and weaknesses
break down barriers & boost teamwork skills build trust stimulate communication skills share personal highs and lows think outside the box
get results in minutes use fun activities to energize your team Whatever your team or small group is like, this book will give you the tools to
build a great team!
Help your employees to excel in dealing with the public with this stimulating, fun-filled collection of customer service training games. Designed
not only to teach important skills but also to spark enthusiasm and a high level of involvement in the participants, these games utilize
entertaining and instructive techniques such as role-playing, charades, brainstorming, and debate. As a result of these exercises, employees
will learn how to create a rapport with the customer, how to focus on the unique needs of individual customers, how to maintain a positive
attitude, and more.
A wordless picture book presents a series of scenes, each one from farther away, showing, for example, a boat which becomes the image on
a magazine, which is held in a hand, which belongs to a boy, and so on.
How effective a meeting will be depends on the tone set in the first few minutes...and it’s up to the person running it to set that tone. Quick
Meeting Openers for Busy Managers gives readers the tools, activities, and advice they need to create the kind of open, energetic, and
relaxed atmosphere that lead to effective meetings and serious results. Designed to take the anxiety out of meetings and encourage creative
and practical discussion, the book contains meeting starters that will help managers, team leaders, and facilitators: ease introductions for
people who don’t know each other • warm up the group before moving them into more difficult territory • generate lively dialogue and sharing
of ideas • effectively split attendees up into work groups • expedite brainstorming and promote problem-solving • and more For anyone
charged with the task of running meetings, this book is the answer.
To produce changes that last beyond the classroom, training games must engage restless audiences, keep them interestedand make
learning fun! The Big Book of Humorous Training Games uses witty, engaging games to create memorable lessons in numerous basic
training topics, including customer service, teambuilding, creative problem solving, time management, and more. Step-by-step instructions
work with dozens of reproducible handouts and worksheets help trainers and speakers minimize preparation timeand maximized training
success.
Now a major motion picture starring Drew Barrymore, Ted Danson, Kristen Bell, Tim Blake Nelson, John Krasinski, and Vinessa Shaw—an
account of the dramatic rescue of three gray whales trapped under the ice in Alaska in 1988. Set in Cold War–era 1988, Big Miracle tells the
real story behind the remarkable, bizarre, and oftentimes uproarious event that mesmerized the world for weeks. On October 7, an Inuit
hunter near Barrow, Alaska, found three California Gray whales imprisoned in the Arctic ice. In the past, as was nature's way, trapped whales
always died. Not this time. Tom Rose, who was covering the event for a Japanese TV station, compellingly describes how oil company
executives, environmental activists, Inupiat people, small business people, and the U.S. military boldly worked together to rescue the whales.
He also tells the stories of some of the more than 150 international journalists who brought the story to the world's attention. The rescue was
followed by millions of people around the world as Ronald Reagan and Mikhail Gorbachev joined the forces of their two nations to help free
the whales.
Did you know that games can be a terrifically effective way to build team spirit, communication, and trust among people who work together
day in and day out? Now you can spark morale in any work group by choosing from 70 stimulating games and activities specifically designed
for the manager who's looking to raise sagging morale in a department, liven up boring staff meetings, enable team members to collaborate
smoothly and effectively, and much more!
These quick games, exercises, and activities provide fast, fun stress relief wherever and whenever it strikes, during the morning commute, in
front of the computer, or when dealing with difficult people. To make dealing with stress less stressfuland more funPsychology Today Editorin-Chief Robert Epstein has created dozens of games that teach every major stress-management and relaxation technique validated by
scientific research.
With age-appropriate text and large engaging photos young readers are shown how people go places on a train. "Good to Know" facts give
higher-level details.
What is revealed when you authentically connect with the people around you? In Ask Powerful Questions, Will Wise explains how the
questions we traditionally ask are virtually meaningless when it comes to establishing connection. Introducing a set of practical tools for
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accessing and understanding others by changing the way we ask questions, Will shows how to transform "How are you?-I'm fine, thanks" into
a conversation that changes not only how you lead, but who you are as a person. It took years of research, university teaching, and hundreds
of client projects for Will to formulate his concept behind the art of asking powerful questions. In his book, Will breaks it down into six simple
steps for all of us to be able to understand. The Asking Powerful Questions Pyramid(TM) shows you how to build: Intention Rapport
Openness Listening Empathy Business professionals, personal coaches, teachers and anyone in a position of leadership will relate to the
personal successes and failures Will shares as he unpacks the art of asking questions that elicit unconventional answers. Powerful questions
can be used everywhere: from the board room to the city park, the dinner table to the grocery store. If you want to connect with employees at
a team building retreat, hone your leadership skills as a new boss, improve the company culture where you work...this book is for you. If you
want to navigate difficult conversations with your spouse or a friend, or practice presence-based listening with your kids...this book is for you.
If you want to become a better educator and facilitate an ice breaker conversation with colleagues...this book is for you. Ask Powerful
Questions invites the reader on a journey that explores: the clarity of intent, connecting through rapport, creating openness, reflective
listening, and empathy. How can we explore the space between ourselves and others, and exchange meaningful perspectives? Just askpowerfully.
There are 107 games and activities in the four chapters of this book that help every group "Mix It Up", "Stir It Up", "Team Up", and "Open Up".
Each game is fun, easy to use, unique, and requires minimal resources. Discussion questions can be found at the end of each "Team Up"
and "Open Up" game to help leaders and participants to engage in discussion that creates and enhanced team-building experience for all
those involved.
"A handsome, beautifully produced compilation of meditations and exercises to inspire us to find joy and expand the ways we engage with
the people and places, the objects and tasks we encounter in our everyday lives"-Featuring activities and exercises designed for groups of any size, this book proves that training can still deliver outstanding results, even
when you're watching the bottom line.
Teamwork can be fun! Games that improve team cooperation, communication, and spirit Did you know that games can: Raise sagging
morale Liven up boring staff meetings Increase interaction among staff members Promote a culture of harmony and cooperation Create an
atmosphere of fun for your team Keeping your team motivated and challenged, especially during tough economic times, can be difficult. But
this collection of high-energy, play-anywhere games, from bestselling authors and trainers Ed and Mary Scannell, provides you with all the
fun, inspiring material you need to build team spirit, communication, and trust among coworkers-day in and day out. Games Can Be Played In
or Out of the Office Requiring few or no props, The Big Book of Team-Motivating Games is the latest installment in the successful Big Book
series, which has been changing the way teams think for decades-providing hours of fun that fight boredom and burnout, boost performance,
soothe tensions, and create a sense of community and trust.
Spark the next great business idea by igniting your team’s passion and creativity Innovating breakthrough products, services, solutions, and
marketing ideas are some of the most important challenges you face as a manager. Don’t wrack your brain trying to catch that “eureka”
moment alone; unleash your team’s creative power with The Big Book of Brainstorming Games. This book is packed with physical and verbal
exercises to help you organize and run a brainstorming session that engages all personality types. Get those creative juices flowing with
expert guidance and dozens of enjoyable group activities to help you: Frame challenges to give team members structure and context Master
the proven “Four Rules of Brainstorming” for amazing results Create an environment of trust that encourages and inspires valuable
contributions from people from all backgrounds and at all levels The best ideas can come from anywhere! The Big Book of Brainstorming
Games gives you the tools and knowledge to build a solid, structured foundation for free-form interaction and fearless conceptualizing. Now
you can get everyone in on the game and make great things happen!
Build team spirit, communication and trust among people who work together with these best selling games and activities. You can choose
from 70 varied and imaginative games and activities that have been specifically designed for the manager who’s looking to: Improve
Communication Raise morale Liven up boring staff meetings Promote a culture of harmony and cooperation Have fun with their work team
Each of these games is fast, creative, easy-to-lead, and will help you accomplish your team building goals. Learn valuable tips on how to
present games and how to select activities for particular situations. Get essential advice on what not to do when leading games, and much
more!
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