
Icebreakers 

Favorites: 

Heads-up: Group in circle, one person in middle who calls "heads down".  Everyone 
bows heads.  When middle person says, "heads up", everyone looks up and at 
anyone else in circle.  If any pair makes direct eye contact, they must swap places, 
with middle person trying to get into one of the places.  Leftover person becomes 
new middle person. 

Variation of heads-up is Screamer.  Stand in circle and have facilitator say, “Sneak a 
peak” and if two people make eye contact, they must scream and drop to the floor 
dead – the more dramatic the elimination, the better. 

I LOVE PEOPLE WHO: Players sit in chairs in a circle.  One person is in the middle 
and says, “I love people who…i.e., have been to California, or have brown hair” (they 
say one thing that they have done, or a characteristic of themselves).  Anyone who 
has done that or has that characteristic, etc. gets up and finds a new seat quickly. 
You may not sit in the seat on either side of you. The person left without a chair is 
the new person in the middle and says, “I love people who…”   

Going Camping – Simple name game. I am going camping and I am going to bring 
(the object has to start with the first letter of your first name. I.E. Beth can bring 
bananas but not apples. Matt can bring matches, but not a lighter.) So people begin 
throwing out random items and you can approve or disapprove the items they 
choose to bring, but do not tell them why until they catch on. You can offer ideas to 
them.  

Two Truths and a Lie: Participants will come up with two true facts about 
themselves and one lie. Participants will then say their line and the other players will 
try to guess which statement is a lie. 

BIRTHDAY LINE: Explain to the group that this is a nonverbal exercise.  The group 
is to form a single straight line, according to birthdays.  For example, persons with 
January birthdays will be at the beginning of the line, earliest January dates first 
followed in order by later dates.  The line progresses by months and days with 
December birthdays at the end.  Persons with the same birthday share the same 
place in line.  You must communicate nonverbally (no lip-reading or spelling in the 
dirt allowed).  When the line is completed, each person will shout out his/her 
birthday, beginning in January.  

HUMAN KNOT: The group starts out in one or two tight circles.  Everyone in the 
group reaches across the circle with their right hand to grab another group member’s 
right hand.  The group then reaches in with their left hand to grab a different group 
member’s left hand.  The object is to untangle the group without letting go of hands 
until a circle is formed.  If the group is having extreme difficulty, you can administer 
“knot first-aid” and break one set of tangled hands (with group consensus), otherwise 
group members may not let go at any time.  You may have to decide as a group that 



the know is not solvable, after prolonged attempt.  NOTE: Can have group do 
without talking if they are advanced enough.  

Pingle Mingle: Facilitator begins by yelling “pingle mingle”, and everyone walks 
around with their hands in a talking motion, a.k.a. a duck-quack motion, saying 
“mingle, mingle, mingle, mingle….” The facilitator decides when, and picks a random 
number 1 to 10.  Whatever he/she yells, players must quickly get into a group of that 
many people.  This is an aggressive game, you must hang on to each other and get 
rid of any “cling-ons” This involves a little shoving, because anybody left with out a 
group of the right number is out.  Facilitator then says “pingle mingle” at the 
beginning of each round and picks a random number again. Keep going until there 
are 2 left – they are the winners. 

Blog Tag: This is a great game to play with groups.  First establish the boundaries 
and pick one person who wants to be “it.”  This person is the beginning of the “blob.”  
That person now chases people and everyone that he/she tags grabs onto the 
person that is “it” (grab their hand or shirt).  As more and more people are tagged, 
the blob will get bigger and bigger (you can split it into smaller “blobs” if you wish).  
Obviously, the last person to be tagged is the winner.  

Human Tic Tac Toe: 
1. Create the "board" by setting out three rows of three chairs (a total of nine chairs 
to create a perfect square). 
2. Create two teams with an equal number of players and have them count off 1 thru 
whatever.  (Just make sure each team has the same number of players.  If the teams 
are uneven, you can assign people two numbers.)   Have the teams line up on either 
side of the "board". 
3.  The facilitator should stand in front of the board and call out 3 random numbers.  
The players from each team with those numbers scramble onto the "board" and try 
to get 3-in-a-row.  Each team gets a point for each 3-in-a-row.  Continue calling out 3 
random number combinations until everyone has had at least one chance to 
participate. 
 
NOTES: 
Players on the O-Team must hold hands above their head to create an "O". 
Players on the X-Team must make an "X" in front of them by crossing their forearms 
in front of their face. 
Teams may not get 3-in-a-row in the 3 chairs on the "board" closest to their team's 
side.  That would be too easy.  However, at the discretion of the facilitator: If, after 
scrambling for a while, the team ends up there, that can count as a point. 

Low-Activity: 

Name Juggle: Standing in a circle, one person begins by tossing a beanbag or 
stuffed animal to someone else, saying, "Hi, (name of person".  Catcher says, 
"thanks, (name of tosser)" and repeats by tossing to someone else.  Names must be 
said each time item is tossed or caught.  Can get 3-4 items in play at once. 



Blanket Down: group divides into two teams, each crouching on one side of raised 
blanket (like wall between).  One person from each team moves close to blanket, 
and when blanket is lowered, first person to say name of person opposite "wins" that 
person onto winner's team.  Object is to get everyone on one side. 

Human Bingo: make up bingo sheet of 25 boxes.  You can only get someone to 
sign in one box.  Boxes say things like "find someone who plays tennis", "locate 
someone who has three or more siblings", "find someone who has been to FCA 
before", etc.  Bingo can be five boxes across or whole sheet. 

Comic Strip Chaos: cut four-panel comic strips into individual panels and drop into 
paper bag.  All participants get one panel and must locate other three with adjoining 
panels.  Those four introduce in small group.  (Can be used for dividing large group 
into fours). 

M&M Game: First, prepare a notecard with each color m&m there is, paired up with 
a discussion idea. (Favorite hobby, Favorite sport, Favorite food, etc…) Walk around 
and have each person grab a handful of m&ms, before explaining the game. The 
amount of each colored m&m each person has, is the amount of answers they have 
to give for each question in that color category. Go around the group by color, 
answering questions about themselves. (M&M Substitutes: Starbursts, Jolly 
Ranchers, etc) 

Who Done It?: Participants will be given a note card and a pen and will write down 
one interesting thing that they have done. It should be something that not everyone 
would know or have done before. After they have done so, they will be split up into 
two teams. The leader will then shuffle up each set of note cards and give them to 
the other team. Each player will read off their note card and try to guess who has 
done that on the other team. The player being asked will say yes or no. This will 
continue until all of the cards have been read. At the end, everyone will reveal their 
original card. 

Beach Ball Icebreaker: This game is rather simple. The ball you are playing with 
has questions written on it.  Everyone playing should stand in a spread out circle far 
enough to throw the ball back and forth. The person starting will throw the ball to 
whomever they choose. When someone catches the ball they look at where their 
right thumb landed and answer the question closest to their thumb. After answering 
the question they throw it to someone else and things continue that way. 

What are you doing?: Group in a circle.  First person starts by miming action (ex: 
brushing teeth).  Person to left asks, "what are you doing?" and first person answers 
with another action/activity (ex: climbing a ladder).  Person to left must then act out 
climbing ladder, while person to their left asks, "What are you doing?"  No one stops 
miming activity until everyone in circle is doing some activity/action. 

Pulse Race: in two lines, holding hands.  Everyone has eyes closed except leader of 
each line.  A beach ball or other object is placed at opposite end of lines from 
leaders.  Facilitator stands by leaders and flips a coin.  If tails, do nothing.  If heads, 
leaders start pulse race by squeezing hand of person next to them, which sets off 
chain reaction.  When last person in line feels hand squeezed, he/she may open 



eyes and grab for beach ball.  Whichever team gets ball first each round gets a 
point.  After each round, leader goes to end of line. Here is a diagram of how it 
should look: 

          x-x-x-x-x-x-x-x-x 
beach ball                        Facilitator/coin flipper 
          x-x-x-x-x-x-x-x-x  squeeze hands in that direction 
(teammates holding hands) 

SHOE FACTORY: Have the group stand in a large circle shoulder to shoulder.  Then 
have everyone remove their shoes and put them in the center.  After the group has 
formed a pile with their shoes, the leader has everyone choose two different shoes 
other than their own.  They should put them on their feet (halfway if they are too 
small).  The group then needs to successfully match the shoes and put them in 
proper pairs by standing next to the individual wearing the other shoe.  This will 
probably result in a tangled mess - and lots of giggles! 

IS MRS. MUMBLE HOME?: The group will sit in a circle formation.  One person will 
start by turning to the person next to them and say, “Is Mrs. Mumble home?”  To 
which the person replies, “Who?”  Then the first person says, “Mrs. Mumble.”  To 
which the second person replies, “I don’t know, let me ask my neighbor.”  The 
conversation continues around the circle.  The object of the game is to get the 
conversation moving fast without the two conversationalists showing their teeth.  
NOTE: To make it more difficult, send the message in opposite directions.  

Level: group of 10-15 divide into two lines, facing each other.  Hold index fingers 
straight out across, so intersecting with person across.  Tent pole is laid across 
"ladder" of outstretched fingers.  Participants may not curl fingers over.  With entire 
group keeping both fingers on pole, object is to lower to ground.  At all times, 
everyone must have two fingers on the pole. 

Blind Count Off: group is in circle with backs to one another.  Group must count as 
high as possible out loud, with only person saying a number at a time.  There can be 
no planning, and no one can speak again until everyone has spoken at least once 
(i.e., if 10 people in your group, person who says "1" can't speak again until "11" at 
earliest). 

SLAPS: The group begins by lying on their stomach in a circle with their heads 
facing the middle of the circle.  Every participant’s right arm goes underneath the left 
arm of person to their right.  The left arm should be over the right arm of the person 
on the left.  One person will be designated to start by slapping the ground once with 
one of their hands.  The person who’s hand is to the right will do the same and so on 
counterclockwise.  If someone decides to slap the ground twice, the direction will 
reverse.  If a hand messes up by hesitating longer than two seconds, slaps 
prematurely or out of order, that hand is removed from the game.  Once a player has 
removed both of his/her hands, they are out of the game until the next game.  When 
there are only two people remaining, the game has ended.   

MACHINE GAME: The object of this game is to create a machine out of a group of 
people (i.e. ceiling fan, hot air balloon, watch, etc.).  You might want to split your 



group into two or three smaller groups.  Each person is required to be accountable 
for one noise and one motion of the machine.  The group members should then put 
their motions and sounds together to create the machine.  Give each group about 5 
minutes to work together and prepare, and then have the groups present to 
everyone.  Ask the other groups to guess what machine the group is.  

HEIGHT LINE: Ask participants to close their eyes (if they feel comfortable).  Without 
opening their eyes, the group is asked to arrange themselves by height in a straight 
line.  They may choose to arrange by feeling height or some say their height out 
loud.  The only restriction is that they may not open their eyes 

Extreme Farkle: 
1. Place 4 or 5 chairs in a row next to each other. (Side by side.) 
2. Create two teams with an even number of players and have them line up single 
file on either side of the chairs (see diagram below). 
 
  Team A chair1 chair2 chair3 chair4 chair5 Team B 
 
3.  At the whistle, teams move forward and try to claim as many chairs as possible.  
(They advance on the chairs in a single file.  If the first in line for Team A makes it 
Chair3, fill chairs1&2 with Team A players.  Team B would then claim chairs4&5.)  
Sometimes it's best to have an even number of chairs and have each team start with 
an equal number of players sitting. 
 
4. The "battle point" is where a Team A player is next to a Team B player.  These 
two players play "Rock, Paper, Scissors" until someone wins.  The loser goes to the 
end of their team's line and the winning team advances by one chair.  This continues 
until a team manages to get its entire team to the other side. 
 
If Team A has all the chairs, they battle the first person standing up in line for Team 
B.  If Team A beats this person, they make it "thru" and are out of the game. (This is 
good!).  If Team B's player is first in line and beats the sitting Team A player, Team B 
gets the seat and the Team A player must go to the end of their line. 
 

Note: Rock beats scissors which beats paper which beats rock.This game works 
best with each team having anywhere from 5 to 10 players. 

SHUFFLE YOUR BUNS: Players sit in chairs touching in a circle with on extra chair. 
One person sitting is the designated direction caller.  They yell at random times 
“right!” or “left!” Players being quickly shuffling their buns in that direction while the 
person in the middle tries to squeeze and sit in the empty chair. The player he/she 
sits down in front of is now in the middle and tries to sit in the empty chair. 

ANIMAL SIGNS: Each player comes up with an animal sign, i.e., a shark and puts 
his/her hand on their forehead like a fin. Everyone must have a different sign.  This 
game is played just like zoomie-zoomie with numbers.  The rhythm is SLAP-SLAP-
CLAP, SLAP-SLAP-CLAP; the players involved in doing their sign and then 
someone else’s, the sign must be on beat with the CLAP.  Gradually build up the 
speed as you move along. If you mess up the beat or do someone’s sign that is not 



in the game anymore, you are out. This game gets really funny. An alternate way to 
play is with animal noises  

WHO AM I? Take a pile of 3 x 5 cards ad write down a name of a person or 
character on each card.  These names can be seasonal (Frosty) or follow a theme 
(Superheros: Batman, Superman). Then tape a card to the back of every person in 
the room.  They must now try to guess who they are by going around the room 
asking other people yes or no questions about their name on their back.  Only one 
question can be asked to each person in the room (to get everyone talking to 
everyone else). Go until everyone has their name figured out. After the game has 
gone on a while, you might have to begin asking questions to people you have 
already asked. 

Crossed uncrossed – Everyone sits in a circle. The first person has two pens (or 
any objects really) in their hand and asks the next person if they are crossed or 
uncrossed. It doesn’t matter how the objects are placed, what matters is if the 
persons legs/ankles/feet are crossed or uncrossed. However, people don’t realize 
this and they try to figure out what makes the objects crossed or uncrossed. It is 
especially funny when the person who starts say a pattern number (like pattern 54) 
when really, it means nothing but the people who are trying to figure out the game 
are guessing 5 to every 4 are crossed or uncrossed…etc. You can take the game to 
the next level by saying I am receiving the objects crossed/uncrossed and giving 
them crossed/uncrossed when people start catching on. You can change i.e. receive 
the object with your ankles crossed then uncross them and give the objects 
uncrossed.  

Johnny Whoop – Johnny Whoop is a game where you touch all fingers starting at 
the pinky and moving inward. You say Johnny when you touch the pinky, ring, 
middle, and index finger, then whoop as you slide your finger down from your index 
to the thumb like a slide. Then you say Johnny as you reach your thumb then whoop 
again, then finish out by saying Johnny at each finger and then you cross your arms 
after you touch your pinky. The object is to cross your arms after you finish and you 
would have done it correctly. If everything is done right except the crossing of the 
arms, you tell the person they cannot Johnny Whoop.  

 

High-Activity: 

Clothes Pin Tag: Give each player four clothespins.  Each player tries to get rid of 
their pins by attaching them to the other players’ clothing.  A player’s four pins must 
end up on four separate players.  

Jolly Green Giant: This game is very similar to Sharks and Minnows.  Two lines 
need to be established about forty yards apart.  Everyone starts from behind one of 
the lines.  Two group members are chosen to be giants.  The giants stand between 
the lines.  When the giants say, “Jolly Green Giant,” the rest of the group runs to the 
other line trying to avoid being tagged.  If a group member gets tagged, they become 
sprouts.  Sprouts go down on their knees, and they can tag others with their hands, 



but they cannot move from their permanent position.  The giants continue repeating 
“Jolly Green Giant,” when the remaining are at the appropriate end.  The last two to 
avoid being tagged become the giants in the next game. 

Partner Tag: in twos, partners link arms.  One pair starts as "it" and separates, with 
one of the two chasing the other.  Everyone else in pairs just walks around.  Person 
being chased is "safe" when he/she link arms with anyone, but whoever is on other 
side of newly linked person is now solo and can be tagged by chaser.  New person 
being chased becomes safe by linking with anyone he/she chooses, forcing 
someone else to unlink and become chased. 

Earthquake and Eviction: one person alone to start, rest of group in threesomes, 
with two people making house of hands and one person standing underneath.  Lone 
person calls either "eviction", in which everyone in a house must leave and find new 
one, or "earthquake", in which all houses collapse and everyone must form new 
threesomes of house and resident.  Either way, lone person tries to get into one of 
the threesomes, so person left over becomes new "caller". 

BACK TO BACK: Every group member must find a partner of approximately equal 
height and weight, if possible.  The partners will lock arms with their backs to one 
another.  With arms remaining locked at all times, the partners will sit down on the 
ground, kick their legs out straight, and try to stand back up.  Then groups of four will 
try the same thing.  Then groups of eight, sixteen, and eventually, the entire group 
together. 
 


