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The Coin Year - Family Edition is a dynamic icebreaker designed to build relationships through
non-verbal communication. Each participant receives a coin marked with its creation year.
Without speaking, the group must work together to form a line from the oldest coin to the
newest in under one minute. This exercise not only challenges participants to think and act

quickly but also sets the stage for forming teams for later activities based on their coin order or
related themes.

Family Objects

Boosting Non-Verbal Communication and Quick Thinking:
Family members sharpen their ability to coordinate silently and think on their feet as they work together

to order their coins by year without speaking.
Encouraging Teamwork and Connection:

Working as a group to form a line from the oldest to the newest coin builds trust and strengthens
relationships, laying the groundwork for future team activities.

Getting Creative with Group Formation:
After arranging themselves by coin year, participants can creatively form teams—whether by coin order
or by linking coins to significant events—fostering both fun and strategic grouping.

1::;% Success Milestones

Accurate Coin Ordering:
The group successfully arranges all coins in chronological order (from oldest to newest) within the one-
minute time limit, demonstrating effective non-verbal communication and quick thinking.

Efficient Silent Coordination:
Participants adhere strictly to the no-speaking rule, ensuring that the line is formed purely through body
language and observation, which reflects strong group collaboration.

Creative Team Formation:
Based on their positions in the line, family members form teams (for example, grouping those with coins

from before and after a key event) and contribute to further group activities, highlighting their innovative

approach to collaboration.
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Objective:
The Coin Year — Family Edition is a dynamic icebreaker designed to build relationships

through non-verbal communication. Each participant receives a coin marked with its
creation year. Without speaking, the group must work together to form a line from the
oldest coin to the newest in under one minute. This exercise not only challenges
participants to think and act quickly but also sets the stage for forming teams for later

activities based on their coin order or related themes.

Players:

« Suitable for any group size.
« |deal for family gatherings, classroom sessions, or team-building events.

Materials:
« One coin per participant, each clearly showing the year it was created

« Atimer (or stopwatch) to track the one-minute challenge

Setup:
1.Distribute Coins:
o Ensure every participant receives one coin.

2.Arrange the Playing Area:
o Create an open, clear space where all players can move freely and form a line.

3.Introduction:
o Explain that the task is to silently arrange themselves in a line from the oldest coin

to the newest. Emphasise that no talking is allowed; if anyone speaks, the game

resets.
o Mention that once the coins are in order, the resulting lineup can be used to form

teams for later activities (for example, by grouping together those with coins from
before a particular event).
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Gameplay:

1.Silent Arrangement:
o On the instructor’s signal, all participants must lower their heads and then, without

talking, start moving to form a line based on the coin creation years—from the
oldest at one end to the newest at the other.

2.Time Challenge:
o The group must complete the task in under one minute. If someone speaks during

the process, the game stops and all coins are collected. The activity then restarts

from the beginning.

3.Recording the Time:
o Use atimer to record how quickly the group can successfully form the correct line.

This time can be noted as a high score to beat in future sessions.

4.Team Formation (Optional):
o After a successful round, use the coin order as a basis for forming teams. For

example, participants with coins from the earlier part of the line can form one team,

and those from the later part can form another.
o You can also introduce creative criteria, such as grouping by coins made before or

after a significant local or historical event (like an Olympic Games), to encourage
further discussion and connection.

Winning the Game:
« There is no single “winner” in The Coin Year — Family Edition; the primary goal is to

successfully arrange the coins in the correct order within the time limit.
« However, you can celebrate the fastest time or the team that forms most creatively for

additional fun.
o The real success is in the improved non-verbal communication, teamwork, and the

creative group formation that sets a positive tone for the rest of your session.

Variations for Different Settings:

« Educational Edition:
Adapt the game by incorporating historical or mathematical questions related to the coin

years. For instance, discuss significant events that occurred in certain years.

+ Team Building Edition:
Use the coin order to divide the group into diverse teams for subsequent collaborative

challenges, emphasising strategic grouping and shared goals.

« Family Edition:
Make the game more relaxed by allowing participants to share stories about what their coin

represents to them, fostering deeper personal connections.
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Additional Notes:
The Coin Year — Family Edition is an engaging icebreaker that reveals how different

individuals communicate without words. It not only challenges participants to work together
silently but also sets the stage for further team-based activities and meaningful
conversations. Enjoy watching your family or group come together to sort the coins, and
use this creative exercise as a stepping stone to build stronger relationships and deeper

connections!
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