ATTACHMENT A1

Energizer Exercises

Need to Break a large group into a smaller group or just shake the group up?  Try these ideas:

ANIMAL SCRAMBLE

Create cards, slips of paper with the names of animals on them that make a distinct sound – cow, pig, cat, dog, etc. – and then pass out the cards to the group.  The instructions are that the individuals can not show his/her card to anyone else until they have found their group.  The way in which participants find their team members is by making the sound of the animal on their card and meeting in a central location in the room.
COUNT OFF

Yes, you could count off 1, 2, 3 or A, B, C, but wouldn’t it be much more fun to do:

1. Peanut Butter, Grape Jelly, Whole Wheat Bread (its healthier than white)

2. Roses, Lilacs, Lilies 

3. NY Yankees, NY Giants, NY Knicks (or three teams in your area)

4. American Idol, Final Survivor, Amazing Racer

CAN YOU HEAR ME NOW?

Is your group a victim of coffee talk?  Can’t get the group’s attention back from break?  Try this – 

Say in a normal voice – “CLAP ONCE IF YOU HEAR ME NOW” – and then clap.  “CLAP TWICE IF YOU HEAR ME NOW” – clap twice.  Continue until the whole group has clapped and you have their attention.
POSITIVE REINFORCEMENT CARDS

Use playing cards to reinforce participation behavior (can be as a group or an individual).  At the beginning of the session give everyone a playing card.  

During the course of the training/ workshop distribute the cards when someone has participated at random.  Make sure to not place a judgment on the participation.  Give cards out for participation, not just correct or good answers.

At the end of the session in closing, see who has the best poker hand (see ranking of poker hands on next page).  That person/ group wins a prize.
WINNING POKER HANDS

There are 52 cards in the pack, and the ranking of the individual cards, from high to low, is ace, king, queen, jack, 10, 9, 8, 7, 6, 5, 4, 3, 2. There is no ranking between the suits - so for example the king of hearts and the king of spades are equal. 

1. Royal Flush

This is the highest poker hand. It consists of ace, king, queen, jack, ten all in the same suit. As all suits are equal, all royal flushes are equal. 

2. Straight Flush

Five cards of the same suit in sequence - such as J-10-9-8-7. Between two straight flushes, the one containing the higher top card is higher. An ace can be counted as low, so 5-4-3-2-A is a straight flush, but its top card is the five, not the ace, so it is the lowest type of straight flush. The cards cannot "turn the corner": 4-3-2-A-K is not valid. 

3. Four of a kind

Four cards of the same rank - such as four queens. The fifth card can be anything. This combination is sometimes known as "quads", and in some parts of Europe it is called a "poker", though this term for it is unknown in English. Between two fours of a kind, the one with the higher set of four cards is higher - so 3-3-3-3-A is beaten by 4-4-4-4-2. It can't happen in standard poker, but if in some other game you need to compare two fours of a kind where the sets of four cards are of the same rank, then the one with the higher fifth card is better. 

4. Full House

This consists of three cards of one rank and two cards of another rank - for example three sevens and two tens (colloquially known as "sevens full" or more specifically "sevens on tens"). When comparing full houses, the rank of the three cards determines which is higher. For example 9-9-9-4-4 beats 8-8-8-A-A. If the threes of a kind were equal, the rank of the pairs would decide. 

5. Flush

Five cards of the same suit. When comparing two flushes, the highest card determines which is higher. If the highest cards are equal then the second highest card is compared; if those are equal too, then the third highest card, and so on. For example K-J-9-3-2 beats K-J-7-6-5 because the nine beats the seven. 

6. Straight

Five cards of mixed suits in sequence - for example Q-J-10-9-8. When comparing two sequences, the one with the higher ranking top card is better. Ace can count high or low in a straight, but not both at once, so A-K-Q-J-10 and 5-4-3-2-A are valid straights, but 2-A-K-Q-J is not. 5-4-3-2-A is the lowest kind of straight, the top card being the five. 

7. Three of a Kind

Three cards of the same rank plus two other cards. This combination is also known as Triplets or Trips. When comparing two threes of a kind the hand in which the three equal cards are of higher rank is better. So for example 5-5-5-3-2 beats 4-4-4-K-Q. If you have to compare two threes of a kind where the sets of three are of equal rank, then the higher of the two remaining cards in each hand are compared, and if those are equal, the lower odd card is compared. 

8. Two Pairs

A pair is two cards of equal rank. In a hand with two pairs, the two pairs are of different ranks (otherwise you would have four of a kind), and there is an odd card to make the hand up to five cards. When comparing hands with two pairs, the hand with the highest pair wins, irrespective of the rank of the other cards - so J-J-2-2-4 beats 10-10-9-9-8 because the jacks beat the tens. If the higher pairs are equal, the lower pairs are compared, so that for example 8-8-6-6-3 beats 8-8-5-5-K. Finally, if both pairs are the same, the odd cards are compared, so Q-Q-5-5-8 beats Q-Q-5-5-4. 

9. Pair

A hand with two cards of equal rank and three other cards which do not match these or each other. When comparing two such hands, the hand with the higher pair is better - so for example 6-6-4-3-2 beats 5-5-A-K-Q. If the pairs are equal, compare the highest ranking odd cards from each hand; if these are equal compare the second highest odd card, and if these are equal too compare the lowest odd cards. So J-J-A-9-3 beats J-J-A-8-7 because the 9 beats the 8. 

10. High Card

Five cards which do not form any of the combinations listed above. When comparing two such hands, the one with the better highest card wins. If the highest cards are equal the second cards are compared; if they are equal too the third cards are compared, and so on. So A-J-9-5-3 beats A-10-9-6-4 because the jack beats the ten. 

