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CB Electricity Snake 2-3
min

Age Group: All age groups

Group Stage: Floor

Group Size: Whole group

Props: None required

Purpose: To break down some social barr iers which may exist in
the group. To get the group to move and be in
physical contact with each other.

Activity: All group members in to be in a circle. Explain that they are to link arms
with a break between 2 people. One is to be the head and the other the tail. The line
can be a dragon, snake, electricity grid or whatever you can come up which fits your
group and location. On start the head is to try and connect with the tail, whilst the tail is
trying to evade being linked. Works better in a large space. On being linked that game
is over, but can be repeated as many times as required. This game can go as long as
you want, but remember to finish on a high.

The Talk
Often in life, we form groups; social, physical, emotional or spiritual, but inevitably

friction will occur. This could break the “circle” which has formed and it will depend on
where or who breaks the circle to how the group then functions. The “head”, the “the
reconciler” wants to mend the break but the “tail” the “rebellious one” wants to cause
more problems and to stay apart. But what about those in the middle? Did you find
yourself siding with one side or the other and how did that affect the group?

The group is important as a whole and as a whole is most effective. Things will
occur which will try to break the group up, but it is how the “whole” group deals with
the problem, to what will be the outcome.

Key points for facilitators to keep in mind:

 Do your risk management with the group and space.
 Check for injuries.


