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Workshop Mindset Games 
 
 
“Yes And…” Box Game 

• Duration:  2 player teams, 2-4 minutes. 
• “Moral”:  The wild, crazy, and exciting situations would only happen by working with 

your partner. Nobody’s box would have what it currently has if you hadn’t built off of the 
ideas of others. 

• Objective:  To create a story about what is inside a box. 
• Set-up:  Put people into teams of 2-3. 
• Rules:   One player starts. Pick up the ‘box’ and say one sentence about what is in the 

box. Pass the box to your partner. The Partner says “Yes, and…” and then says a sentence 
that builds on what the previous partner put in the box. Pass the box back, repeat until the 
facilitator calls stop. 

• Facilitator Notes: To introduce the game, tell the one rule and then provide a few example 
sentences to make sure people understand the rules. Set the scene, ‘We are walking on a 
deserted island, walking along the beach, and, Oh my gosh! There is a box in the ground. 
{Pick up the box} And there is a small egg inside.” Pass the box to your partner, have them 
say something, repeat 2 or 3 times. 

• Wrap up:  After the game ends, have 3 or 4 different teams share what is in their box, 
then present the ‘’moral’ of the game.  

• Source:  Originally played by DFA staff @ Second City 
 
 
Thumb-war Competition 

• Duration: 2 player teams, 1 minute 
• “Moral”:  Life doesn’t have to be a zero-sum game. You and your partner will have a 

better chance at getting high scores if you cooperate instead of compete. 
• Objective: To win the most thumb wars in a 1-minute period over everybody else who is 

competing in the room. 
• Set-up:  Put people into teams of 2 
• Rules:   For 60 seconds, everyone in the room will be doing thumb wars with their 

partner. The objective is to get the most ‘wins’ you can by pinning your opponents thumb 
to their hand. Once someone in the group wins, start over, repeat as many times as you can 
in 1 minute. 

• Facilitator Notes: Before the game starts, pick a partner. Explain the rules to them and then 
explain that when you are playing the game, you will take turns alternating who wins the 
thumb war. Once the game starts, put your thumb down and let your partner win, then 
restart and your partner will put their thumb down and you will pin it and win. Keep 
switching until the final minute, if done properly you and your partner should each have 
between 30 and 45 wins. 

• Wrap up:  After the game ends, ask people to raise their hands if they won more than 5 
games. Then ask how many won 10, 15, etc.  Keep raising the number by 5 until only one or 
two people keep their hands up (this will most likely be you and your partner) Ask the 
winner to explain to the rest of the group how they scored so high and then explain the 
moral. 

• Source:  Originally played by DFA staff @ Cornell University 
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Workshop Mindset Games contd. 
 
 
Pointing Name Game 

• Duration: Individual, 3-5 minutes 
• “Moral”:  It is very hard to think outside of known patterns, you need to be aware of 

that as you brainstorm. 
• Objective:  To point at things and give them a name. 
• Set-up:  Have everyone stand, make sure there is room to walk around. 
• Rules:   The game is played in 3 parts. First, have everyone walk around the room and 

point at things, when they point, they should name the thing they are pointing at. Second, 
have everyone walk around and point, but when you point at something, say the name of 
the previous thing that was pointed at. Third, repeat the set up, and when you point at 
something you must call it a random and unrelated thing. 

• Facilitator Notes: Before each round, point at 3-4 things to give an example of the rules of 
the round. 

• During:  After each round, ask the room how difficult the activity was. 
• During:  After the final round, ask if anyone noticed anything about how they were 

naming things. Many people will use names that fall into a certain category, for instance, 
they will call things different colors, or they will use sea animal names, or they will use types 
of furniture. Many players will spontaneously start using these patterns without deliberately 
thinking about it. 

• Wrap up:  After asking people to share their patterns, share the moral. 
• Source:  Originally played by DFA staff @ Cornell University 

 
Drawing in Circles Excercise 

• Duration: Individual, 5 minutes 
• “Moral”:  Basic drawings that get the point across are not difficult. 
• Objective:  To get people comfortable with making rough sketches and drawing ideas. 
• Set-up:  Give everyone 1 circle template and a writing utensil. 
• Rules:   Give people ~5 minutes to draw as many things as they can in the circles. The 

things can be inside, outside, or between the circles, they just have to draw. 
• Facilitator Notes: As people are drawing, do the exercise with them. You can draw things 

like baseballs, faces, a sun or moon. You can also draw things in different views, like a top 
view of a 6-pack of soda or the windows of a ship. After time is up share a few of your 
drawings and ask others to share, then remind people to be visual as they use drawings to 
get their ideas across instead of words. 

• Source:  IDEO Chicago 
 
 
Other Resources 
Gamestorming - A toolkit for innovators, rule-breakers and change makers. 

“...successful creative people tend to employ simple strategies and practices to get where 
they want to go. It’s not so much that they employ a consistent, repeatable process that 
leads to consistent creative results. It’s more like a workshop with a set of tools and 
strategies for examining things deeply, for exploring new ideas, for performing experiments 
and testing hypotheses, to generate new and surprising insights and results.” 

 
 


