Lesson Plan for 
Problem Solving and Team Building
Objectives:

· To develop a “team spirit” amongst the members of your Ram Prep.

· To develop problem solving skills.

· To develop communication skills.

Materials Needed:

· Handouts with problems to solve for the teacher.

· Various items for each activity to be chosen by the teacher.

Step One: Read and familiarize yourself with the activities contained in the attached packet.

Step Two: Choose activities that you feel comfortable facilitating as well as ones that will meet the goals you have set for your group.

Step Three: Implement those activities on specified days, as well as when you feel you have time or the need to do so without sacrificing the integrity of the Ram Prep curriculum(
TEAM  BUILDING  ACTIVITIES

Choose your activities from this list.  They are listed from low to high social risk.

Silent Line-Ups  (Low Risk) 


Without talking do the following...



-line up by first name, alphabetically.



-line up by height.



-line up by birth date.



-line up by longest number of years in West Valley Schools.

Time: Teacher's discretion

Adjective Game  (Low Risk)


All students sit in a circle.


One teacher begins by giving their name with an adjective that describes his/herself.


The next student repeats the first adjective and name given and then gives 


his/her own the same way.


The game continues around the circle with each student having to remember 


everyone before them.


The last person must name everyone.  (Suggestion:  The last person should be 


the other teacher.

Time:  5-10 minutes

Imaginary Volleyball  (Low Risk)


Divide your group into two teams and have the teams face each other as they 


would on a volleyball court.


Tell the players that they are to play just as they would on a court with a ball and 


a net, but pantomiming the motions of hitting the ball.


The rules...



1.  The "ball" must be "hit" 3 times on each side.



2.  Each time a player "hits" the "ball" he/she must call out the name of the 


person the "ball" is "hit" to.



3.  The third person on a side to "hit" the "ball" must "hit" it over the "net" 



calling the name of a player on the opposing team.



4.  A team scores a point when a player on the opposing side "hits" the 



"ball" and doesn't call the name of another eligible player.

Time: Teacher's discretion

Favorites  (Low Risk)


Have the students get into groups by their favorite:



desert



sport



color



movie, etc.

Time:  Teacher's discretion






           

Alike/Unique  (Low-Mid Risk)


Split your group into smaller groups of 3-5 students.


Have each group come up with four or five things that they have in common.  


(Note:  Direct your students to avoid the easy ones like they all love pizza 


or ice cream, etc.)


Then each individual must try to name something that is unique about him/her 


within the small group.  No one should assume that it is a uniqueness 


until it has been discussed with the rest of the small group.


Have each small group report back to the whole group two of their 




commonalities and then have each individual report their uniqueness.  


Time:  5-10 minutes

Whopper Game  (Mid Risk)


Each group is supplied with a "whopper," not the burger, but a rolled up paper 


bag with tape forming a handle at one end.


The entire group forms a circle in chairs or on the desks around a group 



member.  (It is important that the legs of each participant can be reached, 


therefore sitting in the desks won't work.)


There is one person in the middle with the "whopper."  They do not have a seat 


available to them.


One person calls out a name of someone sitting in the circle and the person 


with the "whopper" must hit that person, with the "whopper," before that 


person calls out another participant's name.  This continues until the 


"whopper" holder gets to someone before they say a name.  If the 



participant calls the name of the "whopper" holder they are automatically 


in the middle.


Once the "whopper" hits someone before they call out a name that person must 


get up and take the "whopper," but if the previous "whopper" holder sits 


down before calling out a name the new "whopper" holder can hit them 


and they return to the middle.


This may sound a bit boring, but it is incredible how slowly the mind works when 


you have someone coming at you with what looks like a club.  The sound of the 

"whopper" is huge, but the sting is non-existent.

Time:  Teacher's discretion

2 Facts, 1 Lie  (Mid Risk)


Each group member is given a 4x6 notecard.


With their name on the top, they record two facts and one lie about themselves, 


in any order.  


A designated person, preferably the teacher, reads these to the entire group 


and each vote as to which one is the lie.  (Caution:  Some lies and even 


some of the facts may not be appropriate enough to be shared.  Use your 


own discretion and feel free to skip any card that is not suitable.)


Once the group votes the person reveals the lie.


Record the number of correct guesses for each participant.

Time:  10-20 minutes







           

Forced Choices  (Mid Risk)


All students stand in the middle of the room.


The teacher says:  "Which of the following two words best describes you?"


They must decide which word best describes them.  


No one may remain neutral.


If they identify with the first word given they go to the left side of the room; with 


the second word given to the right side of the room.


After discussing the commitment they have made they move back to the middle 


of the room for the next words.


Here are some examples of words to use...



lion-lamb

winter-summer
competitive-cooperative



thinking-asking
day-night

entertainer-challenger



pillow-rock

agony-ecstasy
costly-free



group-individual
intense-mild

adventurous-safe



work-play

argue-agree

steak-hamburger



wisdom-luck

journey-stay at home

Time: Teacher's discretion

Silent Ball  (Mid Risk)


Each group needs one ball.  (you need to supply this.)


Everyone stands.


Toss the ball quickly to one another.


No one is allowed to talk or make any sounds.


If a person misses, makes an unacceptable toss or makes a sound, they sit 


down.


Last person standing - wins.

Time: Teacher's discretion

Lap Circle  (Mid Risk)


People stand one behind the other, in a snug circle.


Have each person put their hands on the waist of the person in front of them.


On the count of three, the person behind says "Sit on my knees please," and the 


person in front slowly sits down for a few seconds.


On the count of three everyone slowly stands.


Note:  Before starting this activity, ask if anyone has a hurt back or ankle, etc.  


They will want to pass on this activity.  Have the person assist in the set-


up and conducting of the activity.

Time: 3-5 minutes

Mine Field  (Mid Risk)


Using pieces of paper as mines, spread them out as if they formed a "mine 


field."


Have one student stand in front of the "mine field."  


They close their eyes or are blind-folded and you shuffle the "mine field."


The entire group then directs the person through the "mine field."

Time:  Teacher's discretion






           

Human Knot  (High Risk)


Students stand in a circle of no more than 9.


Each person joins their right hand with someone across the circle.


Then each person joins their left hand with a different person.


Without breaking grips, the group tries to untangle itself.


Note:  It might be fun to race small group against small group.

Time:  5-10 minutes

Do You Know Your Neighbor?  (High Risk)


Have each person bring their chair and sit in one large circle.


Have one person standing in the middle of the circle.


Explain that the person in the middle will go up to a person and ask them - "Do 


you know your neighbor?"  They need to say yes and introduce the 



people sitting on each side of them.


The person sitting will then say, "And I'd like to know everyone who... (they ask 


a question of their choice.)"  If others can say yes to that question they 


have to get up and run for another chair at least two chairs away from 


where they were sitting.


The person in the middle also runs for a seat.


This leaves one new person standing in the middle.


Repeat the game until everyone has been asked a question.  Comment on the 


importance of meeting new people, etc.


Note:  You can have people introduce their neighbors and give any other 



information you designate at the beginning of the activity.  (ie:  their 



favorite flavor of ice cream, etc.)

Time: 10-15 minutes

Psychiatrist  (High Risk)


First, ask if anyone has played this game before.


Then, pick three people that have not played before and send them out of the 


room.


Inform the rest of the group that they need to get into a circle.  Once they are in a 

circle tell them that they are all suffering from the same disorder.  This 


disorder makes them believe that they are the person to their right.  They 


can only answer yes and no questions.  They can not answer to their own 


name - remember they are the person to their right.


They have long enough for you to go and explain the game to the psychiatrists 


to get know one another.  


You go and inform the others that they are psychiatrists trying to find the 



common disorder of the people in the next room.  To achieve this they 


may only ask yes or no questions.


The psychiatrists are successful when they describe the disorder in a yes or no 


question to one of the patients.

Time: 10-20 minutes

Problem Solving Through Synergism

(Five-Square Configuration)

Objective: To demonstrate that together there is greater total effect than the sum of the individual efforts.

Procedure: Form teams of 5-8 participants. Each team is given a set of figures as shown on the next page. Their task is to arrange the figures into 5 squares so that at least one side of each square touches and is in line with one side of another square. Use 5 squares each time.

Material Needed: One game sheet for each team participant.

Approximate Time Required: 10-15 minutes.

Five-Square Configuration

1. Arrange five squares so that at least one side of each square touches and is in line with one side of another square.

2. There are 12 possible configurations.

3. Utilize all five squares each time.

4. Mirror images are not acceptable.

Example:

	
	
	
	
	


There are eleven more… Good Luck!

BALLOON TEAMBUILDING/ICEBREAKING ACTIVITIES WITH DESCRIPTION

Balloon History
Ask participants to guess when the balloon was invented.  How long have balloons like these been around for?  Balloons - in one form or another - have fascinated human beings for centuries.  The modern blow-up-buy-yourself balloon was invented in the mid-1800s by Michael Faraday but didn't became widely available in 1931.

Balloon Juggle & Sort
Each person blows up a balloon.  All balloons must then be kept in the air by the group.  This gets the group moving around and cooperating.  Once they've got the hang of it, ask them to keep juggling the balloons, but sort them into colors.  To make it harder, place restrictions e.g., no hands to keep balloons up.  

Balloon Frantic
Two to three inflated balloons per person are needed and a stopwatch.  Each person has a balloon, the rest are in a pile.  When everyone begins bouncing their balloons in the air time is started. The balloons must be bounced; they cannot be held. Every five seconds, another balloon is added.  The object is to see how long the group can keep the balloons bouncing before receiving six penalties. A penalty is announced loudly by the leader whenever a balloon hits the floor, or once on the floor, if is not got back into play within five seconds.  The leader keeps a cumulative score, shouting out "one", "two", etc.  When the leader gets to "Six" the time is stopped. After some discussion time, the group tries to better its record with another attempt. 

Balloon Help


The objective is for everyone to be in the center keeping all balloons afloat!  Start off with everyone in a circle, facing inwards, hands behind back.  Put between zero and three balloons in people's hands behind their backs.  Participants should not let on to others how many they have.  The leader starts by trying to keep three balloons afloat in the center.  When it becomes difficult, the leader calls somebody's name and says "X, I need your help!".  That person comes in with all their balloons and helps until it becomes difficult and then they call "Y, I need your help!".   If a balloon falls on the ground, it must be picked up by the center and tried to be kept afloat.  Game is over when everyone is in the center trying to keep all the balloons up.

Balloon Pass
Best suited to large groups (e.g., 15 to 100).  Everyone has a balloon, standing or sitting is a circle.  All balloons are passed in one direction.  The group should continue doing this is fast as possible, until each person's original is returned.  If a balloon touches the ground or bursts, restart.  It can be helpful to draw on some of the balloons to know when they return.

Balloons on the Wall
Balloons are very excitable.  By rubbing them for several seconds on your hair, clothes, etc. you can generate substantial static electricity.  The balloon can then stick on walls or ceilings for several minutes.  Do this: Put a large pile of balloons in the centre of the room.  Each player or team is allocated an area of wall.  Players then grab balloons, rubs on him/herself, then attempts to stick to wall.  If balloon sticks, players add another.  After approx. 5 minutes the winner is the team/player with the most suspended balloons.

Balloon Balance
In small groups (e.g., 3 or 4) challenge participants to "float" a person on a bed of balloons.  The challenge is for the person to be fully supported by the balloons without touching the ground and without anyone else supporting the balloons.

Balloon Scramble
This can be done with large or small groups, although any one group over 20 might be unmanageable. Line the group up, one behind the other. Place a balloon between each set of two people, sandwiched between stomach and back. Continue along the rest of the line. Each person should have a balloon pressed against their stomach and their back, except for the front and trail person. Participants cannot use their hands to keep the balloon in place. Have them move through a course that you have set up. This is a good icebreaker, and a good communications exercise. Some variations are to blindfold various members of the line or to fill the balloons with water.

Balloon Pairs Lower
Have people pair up with someone else of equal size.  One balloon per pair.  Announce a competition to see which pair can lower their balloon to the ground.  The rules are: one finger each is to be placed on the underside of the balloon.  Each person's finger must be constantly touching the balloon.  The balloon cannot be forcefully sandwiched between two fingers - it must be lowered ultimately by balance, patience and concentration.  Not easy with small balloons - easier with larger balloons.  Leader usually needs to reinforce the "both fingers touching all the time" rule.  Try the same exercise with groups of 4.

Balloon Portraits
Hand out permanent markers.  Invite participants to get into pairs and draw a portrait of their partner on a balloon.  Excellent for creativity.  There are fun spin--off possibilities here e.g., put all the portrait balloons in the middle and see whether anyone can match each person correctly to a balloon.  A balloon portrait can be a fun take-away from a game session.

Balloon Globe Drawing
Hand out permanent markers.  Invite participants in pairs to draw a globe of the world on a balloon, as accurately representing the continents as possible.  This should be done using memory.  How many times have we seen a map of the world, yet seeing is not necessarily knowing.  An excellent geographical/cultural awareness exercise (e.g., ideal for an international conference).

Balloon Questions
Have each individual write an appropriate question on a slip of paper, put the question into the balloon and blow it up.  Then group tosses the balloons in the air (and/or does other activities) and then after 10sec of balloon tossing have the person who drops the first balloon to pop it and answer the question.

Balloon Pop Relay
Form into equal teams.  Put a pile of inflated balloons in the middle, about 20 feet away from each of the teams. At the starting signal, race to the balloons, take one, pop it as quickly as possible by sitting on it, stepping on it, or any other means, then race back and tag the next team member in their line. The first team to have every player pop a balloon is the winner.

Balloon Messages
Prepare balloons for each student with action messages inside (e.g., sing the school fight song, bark like a dog, tell their most embarrassing moment, etc).  The players sit in a circle.  A balloon is passed around the circle until the instructor says “stop”. The player with the balloon must pop the balloon and do what it says on the message.  
All Aboard (Beam Me Up Scotty for you old timers)
*
This activity requires working together in close physical proximity in order to solve a practical, physical problem.  It tends to emphasize group communication, cooperation, patience and problem solving strategy, as well as issues related to physical self and physical proximity.  Theactivity can be run in many different ways.

*
Basic method: Ask the whole group to try to fit inside a small area which can be marked by a square or rectangular piece of butcher paper or a tarp

*
When the group succeeds, decrease the area (e.g., fold the paper) and challenge the group again.  How far can the group go?

*
Cautions: Obviously people are going to need to feel physically comfortable in order to get physically close and be supportive of one another.  So make sure people are warmed up and preferably have removed excessive jewelry, watches, etc.

Variations
*
Paper/Tarp Flip Over: With a group standing on a tarp, challenge them to turn the tarp over without anyone touching the ground in the process (or ripping the paper).  Can add a time limit e.g., 5-10 mins for this activity.

Group Juggle (Icebreaker Name Game)

How to Run a Group Juggle Session

Equipment: Several soft balls or throwable objects.  The more, the merrier!
Time: ~15 minutes
Variation: Warp Speed
Brief Description: Fun way to start working together.  It can be used to learn names and develop a sense of group interconnectedness.  Standing in a circle, toss a ball - it keeps going with people saying each other's names; more balls are introduced & it gets crazy.

Set up & instructions for 1st round of group juggling
Arrange participants in a circle, not too close, not too far from one another

Include yourself in the circle

Explain that you are going to throw a ball to someone - pick someone out & ask their name, then say 

"Hi Freddy, my name is James...here you go!" [underarm throw a ball to Freddy]

Freddy then says "Thankyou James", picks someone and says 

"Hi X, my name is Freddy...here you go!" [throw]....they say

"Thankyou, Freddy] and on we go.

If you're not trying to learn names, skip the naming part & just throw!

The challenge from here is simply to get the ball thrown around to everyone in the circle, and finally back to the trainer.

2nd round of group juggling
I then say, "Right, well done, now let's see if we can that again - making sure we use the same order, and using each other's names.  Remember to say the name of the person you are throwing to, and thank the person, by name, for throwing it to you, OK?"

On the second round, most people will be challenged to remember who to throw it to, and the two names!  Take it slow, help the group out, so that each person has a successful second round.

3rd round of group juggling
I then say, "Good, so how about we do it again, but this time, let's let's see how fast we can do it, OK?  Here we go...Hi Freddy, my name is James...." [throw]

It will go pretty fast this time, and the group will probably feel quite pleased with themselves.

4th round of group juggling - introducing more balls
I then say, "That's great, but I think you can do faster than that.  Come on, let's see how we can really go..." [I then throw and say the name with superfast enthusiasm to set the tone!

After the first ball has passed through a few hands, I take a 2nd ball out of my pocket (surprise!), and casually, but earnestly say "Hi Freddy...." [throw].  

By now everyone is so well trained, the 2nd ball will automatically keep going, and there will be a detectable sense of challenge/excitement.

After a bit, I introduce a 3rd and 4th ball, up to about 6 balls.

Usually I let 4 to 6 balls be juggled for a while (note the balls will be coming back again to the trainer - just keep them going).  A group of 12 adults can usually handle 4 to 6 quite well.  

If I'm feeling conservative, I just let the group have the success of doing this number of balls, and collect them in when that seems to have been achieved.  

But usually, once the group seems competent at 4 to 6 balls I gradually then introduce an unmanageable number of balls into the juggle & maybe also weird objects (e.g., kids soft toys) which all gets crazy, fun, out of control, etc. and ends in a hilarious shambles.

 

ILLUSIONS: Experiential Exercises

James Neill, 2002

“Whilst part of what we perceive comes through our senses from the object before us, another part (and it may be the larger part) always comes out of our own mind”

· William James

“Man is a credulous animal and must believe something.  In the absence of good grounds for belief, he will be satisfied with bad ones.”

- Bertrand Russell

Introduction

Optical illusions and cognitive deceptions can be used as experiential exercises to:

· provide convenient windows into how the brain works;

· help people become aware of the hidden constraints of the visual system in a way that normal perception fails to do

· show how psychology can be a fun tool to help people learn about themselves

(For more information on the psychology of perception see Chapter 2 “What gets in our minds? Perception” of Butler and McManus’ “Psychology: A Very Short Introduction”

(For more information on the psychology of optical illusions see: http://www.illusionworks.com/html/introduction_to_perception.html
Discussion

Why are human beings so often irrational (see Hugh Mackay’s (2000) READING on irrationality)?

One reason, as we have seen from the optical illusions exercises, is that in order to achieve its incredible efficiency, the human brain has been designed to take lots of short-cuts.  Most of the time these short-cuts work pretty well – the world fits the automated perceptions – and we don’t notice anything.  However, there are also many times, most of which we are completely unaware, when we misperceive reality and think and act irrationally.

Stuart Sutherland, in his book “Irrationality: The Enemy Within” defines irrationality as “coming to a conclusion or decision that is not the best that could have been achieved in the light of the evidence” and he suggests five key reasons that irrationality occurs:

1. LACK OF TIME: Irrationality sometimes arises from not taking enough time to think things through

2. COMPLEXITY: Sometimes we make poor decisions because we can only hold a small number of ideas in our minds at any one time.  Often when making complex decisions we do not consider all relevant factors.

3. ELEMENTARY STATISTICS: decisions are often made because we do not involve the use of concepts from elementary statistics (e.g., hopeful gambling, credit card debt, etc.).

4. ORGANIZATIONAL STRUCTURE: Organizations which do not achieve their goals are often structured in ways that encourage selfish behaviors in members.

5. REALITY DISTORTION FOR PLEASURE: People often distort their thoughts about reality in order to make themselves more comfortable or happy.  

One of the interesting features of outdoor education settings is the immediate, reality-testing nature of the environment and the activities.  Participants’ misperceptions and misunderstandings are reflected back to them in several ways which are more immediate and clear than is often the case in everyday life.  Thus, there is much potential for helping participants develop more reality conceptions and understandings about themselves.  However, it is debatable as to whether this is an automatic, natural aspect of traditional outdoor education methodologies, or whether it requires special training and awareness on the part of the facilitator to guide such a process.  This issue leads us into deeper psychological issues about the nature of groups and leaders, and two readings for next week pursue these issues.  One is a series of three in progress papers on “Instructor Effectiveness” and the second is a chapter from a new book by Martin Ringer called “A Psychodynamic View of Experiential Learning in Groups”.  Important background to these papers, however, is an understanding of the psychodynamic theory developed by Sigmund Freud.  Thus, you are strongly advised to undertake the psychological background reading, “Freud for Beginners” and “The First Psychoanalyst”. 
References
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Experiential Exercise

WRITE YOUR ANSWERS TO THE EXERCISES BELOW 
(you will have approx. 45 to 60 seconds for each exercise)

1. Reversible Image

A.

B.

C. 

D. 

2. Camouflage

A.

B.

3. Identical Twins

A.

4. After-Image

A.

5. Crater or Mountain?

A.

B.

6. Imagination

A.

B.

7. Circles

A. 

8. What Do You See?

A.

B.

9. Old Man and Young Man

A.

B.

C.

10. Sailors

A.

11. Squares

A.

12. Word Frequency

A.

B.

C.

13. Self-Evaluation

A.

B.

C.

14. Tin Can

A.
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1. Reversible Image
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A. Can you see a cube?

B. Can you see a cube from another perspective? 

C. Imagine that the circular areas are actually holes in the page.  Can you see a cube suspended behind the surface of the page? 

D. Can you see a cube from another perspective behind the page?

2. Camouflage
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A. What do you see in this picture?  If you see ‘nothing’, keep looking.

B. If you see ‘something’, then try to see ‘nothing’.  Can you do this?

3. Identical Twins

[image: image3.jpg]



A. Why do the identical twins in this room appear to be drastically different in size?

4. After-Image

[image: image4.jpg]



A. Steadily fixate on the black lightbulb for 30 seconds.  Try not to avert your gaze.  Then turn your gaze to the white area on the right of the bulb.  You should see a glowing light bulb!  Why?

5. Crater or Mountain?

[image: image5.png]



A. What do you see here – crater or mountain?

B. Can you see both?

6. Imagination

Task: 

A. Close your eyes for 30 seconds and try not to imagine a Pink Elephant.  Could you do it?

B. Why or why not?

7. Circles
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A. Compare the central circles.  Which one is larger?

8. What Do You See?

[image: image7.jpg]
A. What do you see?

B. Can see anything else?  If not, there’s a clue over the page!

Clue:

The picture contains a word.

9. Old Man and Young Man
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Task

A. Can you the old man?

B. Can you see young man?

C. Can you see them both at the same time?

10. Sailors

The sailors of the first fleet were brave and fearless as they fought all of the forces of nature when facing the fierce storm off the coast.
A. Read the passage up and count how many times the letter f is used?

11. Squares

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


A. How many squares are there above?

12. Word Frequency

A. Are there more words with “r” as the first letter than with “r” in the third position?

B. Are there more words with “k” as the first letter than with “k” in the third position?

C. How did you decide your answers to these questions?

13. Self-Evaluation

A. How do you rate your ability as a graduate student?

Well above average

Above average

Average

Below average

Well below average

B. Compared to other students in this class, 
how would you rate your ability to get along with others?

Well above average

Above average

Average

Below average

Well below average

C. How confident are you in the accuracy of your ratings?

100%

80%

60%

40%

20%

0%

"A survey of university professors found that 94% thought they were better at their jobs than their average colleague"

"A survey of one million high school seniors found that all students thought they were above average" in their "ability to get along with others . . . and 25% thought they were in the top 1%".

http://pup.princeton.edu/chapters/s6983.html
14. Tin Can

A. Drawn the inside contents of the tin can as accurately as you can (without opening the lid).

15. Sign
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A. What does this sign say?

B. Are you sure?  Read it carefully.

C. Why did you misread the sign initially?

16. Smudge Illusion
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A. Look at the figure on the right.

Stare at the black dot without moving your eyes. 

The smudge will miraculously disappear!

Try the same experiment again with the smudge on the left. 

This time the smudge does not disappear.
What is going on here?  Why does the smudge disappear in one instance and not the other?

17. Parallel Lines?

[image: image12.png]



A. The vertical lines above are parallel.  So why do they appear to bow?

ILLUSIONS: Experiential Exercises

James Neill, 2004
ANSWER GUIDE

1. Reversible Image

This is a derivative of the Necker cube.  Its just a matter of trying, practicing, getting someone else to show you, etc.  The key point is that once our mind chooses to adopt a particular perspective, it can be difficult to remove its cognitive trace and “refresh” the slate so we can try interpreting in a different way.  .  It can help to rotate the image.

2. Camouflage

Dalmation.  As above, but in addition, once we construct ‘order’ from ‘chaos’, we find it incredibly difficult, if not impossible to unsee order.  (‘unseeing’ the Dalmation is nigh impossible).  As is not thinking about a pink elephant (Task 6).

3. Identical Twins

Known as Ames Room, this is difficult to explain in text.

The short answer here is that the room is constructed at very odd angles.  Yet we make the assumption that this is a room with 90% angles, equidistant walls, etc.  Since we make a false assumption about the room, it creates a perspective trick that leads to us assuming that one person is falsely bigger than another.  A more elaborate explanation with diagrams can be found at http://psylux.psych.tu-dresden.de/i1/kaw/diverses%20Material/www.illusionworks.com/html/ames_room.html
4. After-Image

After images work for colour or black and white.  (e.g., try staring at the dead center of a country’s flag for 60 seconds, then look at a white wall – you’ll get a colour reverse).  This may seem paradoxical, but has physiological logic.  When the receptors on the retina are continually bombarded with a particular colour or light/darkness, it adjusts (e.g., as your eyes do in the dark).  When you suddenly expose them to new conditions, each receptor takes a while to adjust again.  By holding your head and eyes very still during the exposure you temporarily burn a very sharp image which will take some seconds to melt away.  For more, see http://www.gis.net/~tbirch/mi2a.htm
5. Crater or Mountain?

As with #1, its just a matter of trying, practicing, getting someone else to show you, etc.  The key point is that once our mind chooses to adopt a particular perspective, it can be difficult to remove its cognitive trace and “refresh” the slate so we can try interpreting in a different way.  It can help to rotate the image.  Note another point is here is that even for people who can learn to see a crate and a mountain, this is never simultaneous.  We have great difficulty perceiving multiple realities simultaneous.  In this sense, the mind is quite unitary and its only in rare and extreme cases that the mind becomes structured otherwise.  It is probably one of the reasons we are so stricken with black-white views despite the world being a myriad of shades.

6. Imagination

The mind only works in the positive – it can’t operate in the negative.  Imagining a pink elephant is a positive, real mental action.  However, the pink elephant can’t be directly unthought.  Ironically, of course, once the effort to not think about the pink elephant stops, one’s attention moves on to something else, and the pink elephant is forgotten.  This relates to psychological self-management skills, meditation, etc. which often include developing skills related to where to direct one’s thoughts and attention.

7. Circles

Our perception is highly scalable and relative.  Its interesting to note that when people have undergone extreme sensory deprivation, one of the most common systems is short-term loss of hand-eye-motor coordination, because we need constant updating about where we are in relation to our environment.  We are not accurate perceivers of the environment, however, we rely on heuristics, algorithims, etc. to make guesses from available perceptiual data.  One of the important algorithmic principles is relativity.  One circle appears bigger than the other only because of the relative difference between the surrounding circles.  This exercise can frustrate people because despite measuring and comparing, etc., we cannot help but seen the circles as different in size.  Political campaigners use similar principles of relativity to strategically juxtapose candidates with information which will create a desired spin on perceptions of the candidate. 

8. What Do You See?

A face.

The word ‘Liar’.

As above, you can’t see both at once.

9. Old Man and Young Man

Most people are used to seeing the old woman and young woman.  This is a variation.  As with several other exercises, once we see one, its difficult to see the other, we can only see one, and once we’ve seen one pattern, we can’t ‘unsee’ back to chaos, we can only replace with a new pattern.

10. Sailors

There are 12 Fs.

Reading is another example of human’s automatic processing which relies on heuristics and algorithms to quickly process complex data.  We don’t actually read every letter and every word.  Thus, people find it relatively easy to count the Fs at the start of sentences and words, but tend to miss the fs which are embedded or in common words such as ‘of’.

11. Squares

People tend to make the assumption initially that there are 25 squares (i.e., 5x5).  These are only the 1x1 squares.  There are also 16 (4x4) 2x2 squares, 9 (3x3) 3x3 squares, 4 (2x2) 4x4 squares, and 1 (1x1) 5x5 square.  There’s often one or two people with great maths brains who do this in their head,  but most of us have to rely on counting the squares by hand.

The total is 25 + 16 + 9 + 4 + 1 = 55 squares

12. Word Frequency

There are more words with “r” and “k” in the third position than in the first position.

However, people will usually say the opposite.  Why?  Because words are stored in the human mind more strongly by their first letter than their third letter.  Therefore, it is easier to think of words starting with r or k than with those letters in the third position.  Because of the psychological availability of the first letter words, we falsely assume we’ve done good research in our brains for the answer, and we get it wrong.

For more information, see http://abcnews.go.com/sections/scitech/WhosCounting/paulos990501.html
13. Self-Evaluation

Among the illusions and biases, we save up the most extensive and elaborate ones for thinking about ourselves.  Ask people whether they are above or below average at something desirable – and the average answer will be above average!  How?  Why?  On average, people have a self-serving bias and an overly positive view of themselves.

For example, 

· "A survey of university professors found that 94% thought they were better at their jobs than their average colleague”

· A survey of one million high school seniors found that all students thought they were above average" in their "ability to get along with others . . . and 25% thought they were in the top 1%".

http://pup.princeton.edu/chapters/s6983.html
People have also been found to rate their ideas and answers more confidently than objectively should be the case.

14. Tin Can

For this exercise, put several objects inside a large tin can and seal it closed.  Each person can hold and manipulate the can and draw what he/she thinks is inside.

When the can is eventually opened and people compare their drawings, many assumptions will become evident.  People will have interpreted sound/weight, etc. data and made assumptions and used psychologically available objects/material to explain the data.

15. Sign

So simple, so deceptive.  People can stare and stare at this sign and see nothing wrong.  Why?  Because we skip over the most common word in the English language – “the”.  Once we recognize a “the”, we automatically skip to the beginning of the next different word, missing the second “the”.

16. Smudge Illusion

This is a bit tricky to explain.  When you stare at the dot, you saturate your retinal receptors and the contrast increases, causing the relatively light areas to be perceived as white.  For the smudge with the broken circle, however, the smoothness of the smudge is disrupted. The picture becomes more complex and it is more difficult for the adjacent receptors to increase contrast and simply get rid of the smudge.  (Eventually, I find, if I stare at the smudge with the circle, I can make the smudge disappear, but it takes longer).  For more, see http://psylux.psych.tu-dresden.de/i1/kaw/diverses%20Material/www.illusionworks.com/html/filling-in_illusion.html
17. Parallel Lines

A classic illusion, that is related to the Ames Room.  It is do with the perception of perspective.  We assume that the lines heading towards the central area represent perceptive (or distance, therefore we adjust our perception of the straightness of the vertical lines accordingly.  Remember, for the vast majority of human evolution, we’ve been staring at real physical landscapes, not bits of paper.  So, it was adaptative for us to uses lines in the environment as a guide to distance/perspective and then to fit in other elements to our 3-D assumptions.

 

 

 


