Tools for Teams
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Overall goal– Participants will be able to understand and apply relationship issues related to becoming a team developer.

Objectives – 1. Blue Prints for Success (recognize a” team developer”)


2. Load ‘em Up (define several traits related to becoming a “team developer”.)

	Session Time: 45 Minutes-2hours
	Materials Needed

	Connection: 5 min.

Objective 1: 10 min.

Objective 2: 10 min. (2 minute rotation time) 

Review: 5 min.
	· Paper

· Tear sheets

· Markers

· Colored pencils

· CD Player

· Play-Doh- 6-8 tubs

· White material- 12”X16” (used as flags)

· Yellow pages from a phone book: 6-8 pages

· Powdered sugar

· Straws

· Pie tins (disposable aluminum)

· Jelly beans

· Dress up clothing (socks, pants, shorts, eye shadow, dress, lipstick, hat)

· Pipe cleaners (can also substitute Legos)

· Stopwatch

· Noisemaker to announce rotation (air horn, etc…) 

· Volunteers (2-8)

	Flipcharts to Create
	Special Notes

	Welcome

Session Objectives

Definition of Team Developer

Station Rotation Diagram 


	A/V Needs: n/a 

Other special needs: n/a
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Connection
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Greatness Defined- 5 minutes 

Explain that everyone in the room has the potential to experience greatness in their teams. In a moment, they will divide into groups. You may want to split them up, using colors, numbers, etc…

What does it mean to achieve greatness in your own words? Elicit some responses.

Who are some groups or teams that you believe have achieved greatness?

Jot down a short list of those great individuals or teams on a piece of scrap paper.

· Think of an action that would demonstrate how that team achieved greatness.

· In a moment, you’ll break into your groups and share that action and ask people to guess what you are demonstrating.

· The table has three guesses for each person. 

· After the third guess, share with the correct answer with your group and one sentence about why you believe that was a great team.

· Think of your team and action. 

· Prepare to share in 30 seconds.

Tell the groups to begin. Remind them to keep moving- only 3 questions.

Conclude the experience by explaining that as we build a team, we will be looking at the relationship between achieving greatness and teamwork. Here is how that might sound:


As we begin to construct the traits of a team developer, let’s keep this experience in the front of our minds. We’re going to begin exploring the mechanics of achieving greatness just like those groups and teams you just thought of. Expect to get the framework of what a team developer looks like. Expect for this idea of team to get fleshed out. Expect to be challenged, and to supply nothing less than your very best.
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Preview
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State of Mind: 2 minutes

Explain that this workshop will focus on developing the skills necessary for each member to maximize the team and truly become a “team developer.”  It is necessary for each member to have a grasp of each of these today, so they can put them into practice in the future. Let’s put a level on how that might sound:

A carpenter’s apprentice must practice for many years developing the skills of the trade. Ironically, the tools they use are the same when they are designated a master, as when they first begin. Today, we will load up our tool belts with a few skills necessary to become a team developer. This is only the first step. It’s up to each of us to hone those skills to a fine edge from this point on.

Workshop Objectives:  2 minutes

1. Blue Prints for Success (recognize a” team developer”)

2. Load ‘em Up (define several traits related to becoming a “team developer”.)

Objective #1: Recognize a “team developer” 
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Wheaties Designer Contest: 10 minutes

Encourage students to design a “dream team” they would operate on (chapter/state officer team, CDE team, etc…) . Examine the qualities of the team members. We will discover those members choose to be “team developers”, or a person who adds value to any team they are on. To begin with, have them design a cover of a Wheaties box.  It might be constructed like this:

 Wheaties has long been known for highlighting outstanding athletes on the cover of its cereal box. Today, we have been commissioned to construct the cover with the dream team. It might be a team for your chapter or state office; maybe it’s a CDE team. Think of what traits the players would possess. It might be fortified with “Extra Teamwork” or “Nine traits of a team player”. The cover should showcase what traits we are looking for in a dream team. We well have 8 minutes to design, draw, and complete the box, and two minutes to share with your group. Questions? Begin!


Point

Students should recognize a team has individuals who add value to the team through their actions. A “team developer” is one who recognizes the characteristics of a quality team and works to hammer all of them down. 

Questions:

1. What were some reoccurring themes in the cover designs?  (look for examples of characteristics of a team player)

2. What might be a definition for a “team developer”? – solicit several answers then reveal the definition: value added team player
3. What value is there in having a team of “team developers?”

4. What characteristics might a team developer possess?

5. How might we develop ourselves into team developers?



Application

Please turn to your neighbor and describe the outcome of operating on a  team filled with team developers. 
Once we recognize the need to become a team developer, we can unravel the most important traits a team developer possesses. 

Objective #2: Recognize several traits of “team developers” 



Support

The following is designed as a rotating series of experiential stations. Each trait is a separate station. Students will rotate to each station as a group. Rotations should be every 8-10 minutes with 2 minutes for rotation time. As they complete the activity, have the person managing the station write the trait at the top of the box, and put their (the person managing the station)  signature inside. 

Encourage students to listen closely, as several directions will be given. Tell them they are to arrive, complete, and sign on at each station. Arrive at the station, complete the activity and questions, and sign the trait for the station. They can only rotate after they have received the signature of the person manning the station, and time has been called. It might sound like this.

· The next section will require all of us to put our best feet forward as we will be moving in groups, working, and thinking rather quickly. True team developers begin to shine at a challenge such as this.

· Travel clockwise arrive, complete, and sign on at each station. 

· Arrive at the station, 

· Complete the activity and questions 

· Sign the trait for the station. 

· You may only rotate after they have received the signature of the person manning the station, and time has been called. 

· Rotations will run every 8 minutes with 2 minutes to rotate. 

· You will know to rotate to the next station when you hear this horn ( or the music ends/begins, or I whistle, or a particular sound plays, etc…)

· Questions?

Note:

* You may remove stations as time allows. They can be independent of each other. 

* Be certain to keep on time. If you allow any extra time at every station, the entire workshop runs QUITE LONG!  Challenge them to arrive promptly, and be ready to truck to the next stop.

* It may work easiest to make copies of each station for the volunteers manning them.

* “Relational” must have the accompanying worksheet “dyadic encounters” copied for each person before workshop begins.

* You may want to stop half way and have them discuss briefly what they have learned so far.

Creativity

Directions-

When students arrive, give this scenario:

Lately it seems many mergers have been taking place, forcing companies to combine their skills. You have been hired to be part of a highly creative advertising team. The key to success here is creativity.

1. When I say “create it”, take a page from the yellow pages.

2. Combine two different companies into one. 

3. Develop a name, slogan, and products or services this new company may offer to be advertised on the local television station. For example, you may combine a tire center and skin treatments- get a facial and a free tire rotation.

4. Use the paper and crayons to develop a banner for your company.

5. We will have 6 minutes to prepare a 30 second television commercial for your new product.  

6. Work in groups of 3-4.

7. What questions are there? “Create it”.

After 6 minutes have passed, call for time. Allow 30 seconds for each group to present their product’s sales pitch to the entire group. Make sure each team is rewarded with applause, and the entire group is paying close attention to the ones in the front as they present.

Ask these Questions:

1. So what was created? (look for- strange commercials)

2. What were the challenges to this creation? (look for- it had never been done, we weren’t creative, it might have been wrong)

3. How were you able to create the commercials you did? (look for- willingness to be creative)

4. How important is creativity in your chapter?  

5. How can creativity be used more back in your chapter? (look for- when they have to work on a project, when they want more fun, when they want a something different than what has been done).

Point: Creativity is often overlooked in a team. However, a team developer seeks ways to use their own, and the team’s creativity as often as possible. The next time you are handed a task, unleash some creative genius. 

When satisfactory, give them their stamp

Communication

Directions:

1. Background: The drought in Wyoming has caused a shortage not just in water, but also in words. In fact, there are only three words left. 

2. As a group, decide what those three words should be.

3. Find three volunteers.

4. One volunteer is asking for directions to Lander. One is giving an inspirational speech. The last is excited trying to warn others about the animal approaching.

5. Allow 2-3 minutes to communicate. 

6. If time allows, let another volunteer group do the same exercise.

Ask these Questions:

1. What were the problems with communication?

2. What would happen if you could only communicate using one word?

3. How important is specific language in communication?

4. What does your specific language say about you?  

5. What can we watch for to ensure we always put forward the best words to communicate?

Point

As team developers, we must communicate. Our body language often speaks louder than any words. If we are putting up the wrong flag, people may make the wrong impression, and view us unapproachable. Make sure your body language is communicating the message you want it to!

When satisfactory, give them their stamp.

Delegation vs. Do it Yourself

Directions:

Often we run into spider webs in the houses during construction. We must get through without disturbing anything.

1. As a group, make it through this web.

2. Each person may only use each opening once.

3. If anyone touches the web, the entire group must start over.

4. The goal is to make it through this web as quickly as possible.

5. What questions are there? Go! 

Ask these Questions

1. What formed the greatest obstacle?

2. How did you work through it?

3. How did you decide who went through each hole?

4. Who gave directions? Who took directions?

5. In your chapters or teams, when is it necessary to delegate?  When is it necessary to do the work yourself? 

Point

Team builders recognize when they must delegate responsibility and when they must get it done themselves. They allow individuals to use their strengths when delegating. Their teams are highly effective because everyone is willing to give and receive instructions. 

When satisfactory, give them their stamp.

Solution Oriented

Directions

The Tools for Teams Training School is well known for sending its graduates on to incredible jobs. The school believes in hard work, honesty, and creativity. If you successfully construct the right item, you will receive top honors, and the dream job everyone is envious of. 

1. Use the Play-Doh supplied to create an item that will get you the job.

2. You may work in groups of 2-3. 

3. You will have 5 minutes to create a 30 second presentation. (presenter will be the judge).

4. What questions are there? (presenter cannot really answer any questions, only re-read the description above)

Once they have all presented, take a few moments to tabulate your scores (you can pretend this part). Come back to the group and say unfortunately, no one was selected, as they just didn’t make the right item. They failed to make the item the judges were looking for. Encourage them to apply again next year.

Ask these Questions:

1. What was your reaction when you were not selected?

2. What information would have been helpful to create the proper item?

3. Describe a time when you were asked to come up with a solution and it was wrong. What would have made you successful?

4. How much information is needed before a solution can be found?

5. Whose responsibility is it to develop solutions to problems the team faces? 

Point

Team builders are solution oriented. They get all of the facts possible, and then devise a solution. Right or wrong, the team must move forward. Everyone can see the problems in their path. Highly effective team members always look for the solution.

When satisfactory, give them their stamp.

Relational

Directions- 

Give these before you lead them around.

1. Hand students the sheet marked “Dyadic Encounter”.

2. Explain they will be pairing up and blind folded. You (the leader) will be taking them on a trip to encounter their co-workers. 

3. Hand out blindfolds and tell students to put them on.

4. Place the hands of everyone on the shoulders of the person in front of them, forming a chain.

5. Carefully lead them through a short path, making sure arrive at a place they can sit.

Give these after you lead them around.

1. Pair students up (there may be one group of three- presenter may choose to sit in with one)

2. Tell them to stand back to back with their partner.

3. Without looking at their partner, remove their blind-fold.

4. Sit back to back with their partner.

5. Take turns asking each other the questions on the “Dyadic Encounter” sheet. 

6. Sit silently, or visit with partner until everyone is finished.

7. When entire group is finished, have them form a circle around you (presenter) to ask follow-up questions and get to the point.

Ask these Questions:

1. Describe what happened.

2. What was challenging about this?  What was easy?

3. When is it possible to be this open with someone?

4. What value is there in relating to those you work with?

5. How can we become more relational in any team?

Point:

It is impossible to separate relationships from leadership. As a team developer, you must relate with your group, even if you do not always see eye-to-eye. Get to know them on a deeper level, than just at work. When we do, wonderful things can be created.

When satisfactory, give them their stamp.

Dyadic Encounter

 (Relational Worksheet)

I am…

I feel…

I am most happy when…

I most desire…

I fear…

I am…

My greatest dream is to…

Sometimes I enjoy…

I really hate it when…

What people do not see about me is…

I am most concerned about…

I am…

I see others as…

I believe in…

I respect…

I hope to…

I love…

I am…

Collaborative

Directions:

1. Divide into two teams.

2. Both teams must wait behind the starting line.

3. One person at a time runs to the pile of clothing and put on one item of clothing. 

4. When that item is completely on, run back to the team, remove the item, and let the next person in the line put it on.

5. The next person then runs to the pile, adds something, and returns to the team. – Lipstick and eye shadow is also considered an item- but remember it must be applied to every member of the team from that point on!

6. Each trip will add another item to put on, and take off.

7. Each item is worth a different amount of points, depending on its importance. (do not tell them which items are worth more).

8. You will have 2 minutes to gain as many points as possible. What questions are there?  (break them up into teams, then Ready, Set, Go!)

After two minutes, stop them, and assess points. Assign one person per team to keep track of scores.

Points:

Socks- 
12 points


Pants- 
1 point

Shorts- 
2 points 


Eye shadow- 18 points

Dress- 
1 point


Lipstick- 
1 point

Hat- 

9 points

Hand out candy to winning team.

Ask these Questions:

1. What was the most difficult thing about this relay?

2. How did you decide on which items were worth more?

3. What surprises were there when you discovered the actual value of the items.

4. Who decides what is of value in your teams/chapter?

5. What part do you play making sure the things of value are done before your own?

Point:

Often we have our own ideas on what is of value. We have our own agenda, and it gets put in front of the good of the team. However, a team developer always strives to build community and consensus on the decisions that are made. They put aside their own agenda and selfish desires for the good of the team.

When satisfactory, give them their stamp.

Dependable

Directions-

1. You have been selected to serve with a group of highly skilled engineers. Your duty is to develop a prototype for a vehicle that will be used in the northern part of Alaska. This vehicle will be used in the most of extreme environments, so it must be extremely dependable.

2. Work in groups of 2-3 to develop this prototype. 

3. Use only materials given (pipe cleaners)

4. Be prepared to demonstrate/explain the features of this vehicle to the group.

5. The judge (facilitator) will make the final decision.

6. We will have 5 minutes to develop and 2 minutes to explain the features.

Ask these Questions

1. How did you decide how to develop the vehicle?
2. What features were you looking for to make it dependable?
3. What similarities are there to a dependable team?
4. What features would you look for in a dependable teammate?
5. What would be the effect if one, or several teammates were undependable?
6. How can we individually develop a reputation for being dependable?
Point

Dependability is a vital trait of any team. The individuals are those you can count on every single time to pull through. The entire team depends on each individual to succeed. If any one member falls through, the team fails. Team developers get it done, every time, on time.  

When satisfactory, give them their stamp.

Tenacious

Directions:

Sort jelly-beans into different pans 

1. Divide into four teams.

2. Your goal is to locate only the green (yellow, red, orange) jellybeans, depending on the team.

3. You may use any part of your body except your hands. You may also use the straws and toothpicks available. 

4. Every person on your team must hunt for the jellybeans.

5. The first team done wins.

6. Oh, before you begin, make sure everyone on your team has protective gear on their lips (allow them to smear Vaseline on their partners lips)

7. Questions?  Begin!

Ask these Questions:

1. What was the trickiest part of sorting things out?

2. What were some of things you saw? Heard? Felt?

3. What was your reaction when you found your duty was so silly?

4. In what ways did your attitude change as the competition began?

5. How did the team assist in creating the end result?

6. What importance does attitude play in the team you are on?

Point:

Teams are given a variety of tasks, some silly, some monumental. Teams that rise above the rest face, and conquer, these challenges with sheer tenacity. Tenacious teams are those who create a sense of urgency to accomplish. The feed off of the strengths of each other. The synergy that is created helps accomplish much more than a group of individuals simply working together could. 

When satisfactory, give them their stamp.

Team developers recognize the strengths of the group. They work to develop these traits in themselves, and maximize the value they can give to the team.

Review and Close

Interview the Expert Moment

One student will assume the role of the expert on being a team developer. The other will be the eager interviewer, asking questions related to becoming a team developer. When time is called, roles will switch.

Many individuals choose to live shallow, self-centered lives. Choose today to become a team developer. Add value to any group by developing these traits in yourself. It takes practice, but some day, you will work on that dream team you helped design. 
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