
 ILTA   Charlie’s Chocolate Factory – Turkey 

 
 

 

Goals :  
 Get the highest score at the end of the competition 

 To speed up to get more baloons 

 Improve discovering talents 

 

 

Method : 

  

 Break the group into six even teams. Give each team a trash bag. 

 Each team will have to pick the person that will hold the trash bag first. They must 

hold the trash bag and wait for the rest of the team to come back. Then, they will swap 

bag holders. 

 The rest of the team will be exploring the designated area-skipping, no running 

allowed-trying to find one of the eight "candymakers" (adult volunteers) hidden 

throughout. 

o Each candymaker will have a pack of balloons (the candy) with them. When a 

team finds them, they will have to blow up one balloon and give it to the team. 

 Each candymaker has a balloon of a unique color, and therefore, a 

different point value. Don't tell the group the specific point values, 

since they need a surprise. 

 Balloons may not be stolen from other teams. 

 Teams can get up to eight balloons-each a different color-before 

returning to their trash bag 

o The team's goal is to skip back to their trash bag and place it in so they can 

keep it. Then, trash bag holders will be swapped. 

 

Title of the activity : Charlie’s Chocolate Factory 

For who : 10+ 

Duration : 30+ min 

Number of players : 10+ 

Place : Open – Closed spaces 

Characteristic :   

-Improve team collaboration 

- Build-up team soul 

Type of game : Socializing Game 

Educational interest :  

- Team motivation and collaboration 

-Socializing and Persuasion 

Materials :  

- Baloons, Trash Bags 



 ILTA   Charlie’s Chocolate Factory – Turkey 

 Watch out! As said before, balloons cannot be stolen from other teams or from your 

trash bag. However, they can be stolen by "Oompa Loompas" (more adult volunteers). 

These creatures will roam the area, and if they spot a team with a balloon, they will 

stop them and give the team a challenge (i.e., "Make a human pyramid" or "Name 

fifteen candy bars in thirty seconds."). 

o If the team passes the challenge, they may continue on their way and the 

Oompa Loompa will bother a different team. 

o If the team does not pass the challenge, they will have to fork a balloon over to 

the Oompa Loompa, who will give it back to its original candymaker. 

 The team with the most points wins! 

 

Link or picture :  

 

 


