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Ripple Effect
T   H   E     V   O   I   C   E     O   F    T.  E.  A.  M.  

www.neiu.edu/~team

The Ripple is going green Spring 2011!

Please email team@neiu.edu to get on The Ripple Notice list. 
In the subject line please write: Sign me up for the e-Ripple!



2011 T.E.A.M. Conference
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The REAL story about Challenge by Choice 
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(continued on following page)
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From My “New” Desk
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PLAYshop with Karl Rohnke Oct. 9th 2010 at NEIU

T h e  R i p p l e  i s  g o i n g  g r e e n  S p r i n g  2 0 1 1 !
Please email team@neiu.edu to get on the e-Ripple Notice list. 

In the subject line please write: S i g n  m e  u p  f o r  t h e  e - R i p p l e !
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Drop the Sheet (with Mathematics)
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(Drop The Sheet continued on page 9)
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(continued from page 1)
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Achieving Fitness: An 
Adventure Activity 
Guide by Panicucci, Hunt, 
Prouty, & Materson
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In This Issue

T.E.A.M. Conference
February 11 & 12, 2011
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U s e f u l  o n - l i n e  r e s o u r c e s  f o r  e x p e r i e n t i a l  e d u c a t o r s

www.reviewing.co.uk 
(from Roger Greenaway)

www.teamworkandteamplay.com 
(from Jim Cain)

•  Free experiential activities for group development.
•  An informative article that gives us (and those that help us with resources) support what we do through 
   adventure – “In Defense of Adventure-Based Education and Active Learning.”
•  A useful PDF on “Adventure-Based Learning, Research, Literature and Information.”

To love what you do & 
feel that it matters - 
how could anything be 
more fun?
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To Love What You 
Do continued on following page)
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(To Love What You Do & Feel That It Mat-
ters continued from previous page)
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24-Hour Challenge 
Run: Experiential Edu-
cation Through The 
Eyes of a Parent
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(24-Hour Challenge Run continued from 
page 7)
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Chris’ Corner: Chiji Connection

Objective: Players mingle around the room pairing and sharing with other players about what they have in common with the Chiji 
Card they are holding. 

Needs and Numbers: One Chiji Card Deck for 10 to 48 players. 

Timeline: Plays well for about 8 to 10 minutes. 

Directions: Everyone will need one Chiji Card. Say something like this, Please mingle around the area and eventually pair up with 
another person. Introduce yourselves to each other and then tell your partner what you have in common with the Chiji Card you are 

Notes: If the players seem engaged in the activity you can surly let if go longer that 8 minutes. Also, this is one of those activities that 
you can jump in and play. Be sure to monitor the group energy when you are transitioning between partners.

(Chiji Connection continued on page 10)
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Who! Name Game for Dummies

training sessions, including an equal number of name games, that my ability and proclivity for recollecting names would have somewhat 

right. Indicate that you (you are part of the circle) are going to start the action by pointing directly at someone else in the circle (in-
clude eye contact, extended arm and hand, purposeful body positioning, etc.), at the same time announcing in a loud voice, Who! as 
you walk toward that indicated person. They are required, in response to state their name with conviction, i.e., also loudly, and begin 

Pointing and name announcing continues until at least half the people in the circle have been heard from. Then, unannounced, [you] 

who has not yet been Who-ed!) As the name become more recognizable, [you can] step into the circle a few additional times until 

Want more? Ask the pointing person to announce their name also, and to shake hands (or share a High 5) with the designated person as 
they pass one another within the circle. 

The anti-angst delight of this name-game is that a player can relax and not have to worry about recalling a name, although rote-re-
membering happens like it or not. 

(Who! is found in the Second Edition of Silver Bullets. This 25th Anniversary Edition remains filled with most 

Keep up with Karl at: www.karlrohnke.com

Also, join Karl on October 9th at Northeastern for a fun filled four hours of activity sharing.
 (See the inser t  in  this  Ripple  Effect  for  more information.)

(Drop the Sheet continued from page 4)
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PLAYshop with Karl Rohnke Oct. 9th 2010 at NEIU
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compliments of Garden Island

The Ripple Effect

-

-

(Chiji Connection continued from page 8) 

-

The Ripple  i s  going green Spring 2011!
Please email team@neiu.edu to get on the e-Ripple Notice list. 

In the subject line please write: S i g n  m e  u p  f o r  t h e  e - R i p p l e !



www.neiu.edu/~team 

T.E.A.M. Conference
February 11 & 12, 2011
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WISDOM OF THE ELDERS
October 1 - 3, 2010

KARL ROHNKE PLAYshop
October 9, 2010

22nd Annual T.E.A.M. CONFERENCE and Rendezvous
February 11 - 12, 2011


