
Name Games
Color, Car, Character: Have each person identify their favorite color, a type of vehicle that is representative of them, and a fictional character with whom they identify. 
Moving Name Game: Form one big circle. Have everyone think of a series of motions that coordinate with the number of syllables or beats in their name. It doesn't have to be anything elaborate, just distinct and easily repeatable. Then go around the circle with each person saying their name and showing their movement. The group will repeat the person's name and movement. You go to the next person and they share their name and movement, but then you go back to the first person and the group repeats their name and movement as well as the second person's. Then the third person goes, and the group repeats the first and second person along with the third's, etc. 
My Name: People introduce themselves and tell what they know about why they have their name (their mother wanted to name me after her great aunt Helen who once climbed Pike's Peak in high heels, etc.). It could be the first, middle or nick name.
Names and Actions: Name and something you enjoy doing. Come up with an action to represent what you like doing. Ask everyone to say their name and something they enjoy doing (I’m Virginia and I love to ride horses). Same deal as above. As you go around the circle, you will repeat what the person’s name and interest are. (That’s Jane and she loves to entertain, Jessica who likes to go see movies, and I’m Virginia and I love to ride.)
Name and Action: Have group sit in a circle. Have everyone think of an action they enjoy and can demonstrate physically. For example if my name is Ted and I like to play violin I would say, “Ted” and then play air violin. As each new person introduces themselves the group starts back at the first person and repeat everyone’s name and action.

Variations can be to have everyone pick an animal that starts with the first letter of their first name, for example, Raccoon Rena. Have the person on your left start the process by saying the animal and their first name. The second person says the first person's animal and name and then says their information. The third person says the first and second person's information and so on. Use an action / verb/hobby/vegetable instead of an animal like Ravishing or Rockin' or Rock Climbing or Radish Rena.

Introduce Another: Divide the class into pairs. Each person talks about him/herself to the other, sometimes with specific instructions to share a certain piece of information. For example, "The one thing I am particularly proud of is..." After five minutes, the participants introduce the other person to the rest of the class.
Introduce Myself: Participants introduce themselves and tell why they are there. Variations: Participants tell where they first heard about the class, how they became interested in the subject, their occupations, home towns, favorite television programs, or the best books they have read in the last year. 


Introduction Game: This is a more mild-mannered version of Animal Nicknames. First person says, "Hello, everybody, my name is Ted." The second person says, "Hello, Ted, My name is Fred." The third person says, Hello, Ted and Fred, my name is Ned." And so on. This way everyone greets each other and hears everyone's name enough to hopefully remember most of the group.
I've Done Something You Haven’t Done: Have each person introduce themselves and then state something they have done that they think no one else in the class has done. If someone else has also done it, the student must state something else until he/she finds something that no one else has done.
Nametag Switch: This game can be confusing but is a great way to get to know some of the people in the group. Give everyone someone else's nametag and tell them that they have to find that person, by whatever means necessary. When I played this game before, I had to find someone in a crowd of several hundred people spread over several large halls and it took quite a while. Try to make sure that there is a good chance that the person getting the nametag doesn't know the person who is to receive it. Everyone should meet at least two other people, the person that they give the nametag to and the person who gives them their own nametag!
Ice Breakers

Agree/Disagree: Write the words "agree," "disagree," "strongly agree" and "strongly disagree" on separate pieces of paper and post them on four different walls of the room. Then make a statement such as "our organization can change the world" and have everybody move to the part of the room that matches their opinion. Have the group discuss why they chose their response. This exercise is used for low-risk and high-risk categories. Starting the statements around community service and making a difference in the world will relate more to your organization, but bringing up other issues could spark interesting

AM I …?: Make up half sheets of paper with the names of famous people written on them, enough for each person in the group. Then tape a name on the backs of each member without them seeing whose name has been attached to his/her back. Each person needs to discover who he or she is by asking ONLY "yes" or "no" questions of the other group members. You may want to limit it to three questions per person. Once someone has discovered their identity, they may still participate in answering others' "yes" or "no" questions. The game continues until everyone has learned who they are.

Animal Noises: Everyone is given a piece of paper with an animal on it. When told, everyone closes their eyes and must make the animal noise to find the others like themselves. For example, the "cows" will "moo" and try to find the other cows. Really fun to watch people try to find groups. Examples of animals: cows-moo, sheep-baah, dogs-bark, frogs-ribbit, etc.
Autograph Sheet: Participants are given a sheet with various traits on it. The objective is to find a person in the group who fits one of the descriptions and get that person’s autograph next to the trait. When making up the list, be creative, but include traits pertinent to the group. Each person may sign each sheet only once. Here are some examples:
Likes broccoli _____________
Balances his/her checkbook ______________
Has been to a fortune teller ______________
Speaks another language _______________

Bag-It: Everybody sits in a circle except for the person who is "IT." This person has a paper bag full of air, closed at the open end so the air won't escape. All around the circle, everybody says his or her name. When that's done, "IT" (from middle of the circle) calls somebody's name and then tries to hit that person over the head with the bag. However, the person whose name was called tries to call somebody else's name before he or she gets hit. Then "IT" has to get that person before he or she calls another name. 
It goes like this until "IT" gets somebody. As soon as someone is "got," that person is "IT." Then the second "IT" goes until he or she "gets" someone. Variations of the game are numerous--names of countries, states, cities, animals, letters of the alphabet, numbers, bodies of water, signs, or symbols. You can also use cartoon characters, words, or books of the Bible, or use your imagination and think up your own categories.

Billfold Scavenger Hunt: Look in your backpack or wallet and find four things – the most worthless, most priceless, most revealing, and most memorable.

Bite the Bag: The team is instructed to form a large circle. The facilitator then places a brown grocery bag in the center of the circle. Each member must pick up the bag with his/her teeth while standing on one foot with both hands held behind his/her back. After the entire group has successfully completed this task, the facilitator cuts one to two inches off the top of the bag. If a team member touches the floor with his/her foot (or any other part of the body), the member is disqualified. After each round, more of the bag is cut. The last team member who successfully picks up the bag without falling, wins! This exercise, similar to a reversed limbo contest, can be a lot of fun and a great icebreaker for new team members.

Brown Bag: Have each person bring three things in a brown bag that symbolize them or are important to them. Share the objects with the group. Variation: Put all bags in a pile and draw them out one at a time, guessing which person brought which bag.

Bumper Bods: Everyone squats down and takes hold of his or her own ankles firmly. On the "go" signal, each person tries to bump everyone else over without letting go of his or her ankles. A disqualification is given to anyone not holding on to his or her ankles during the game. The object is to bump everyone else over while remaining up. There can be only one winner.

Carousels: Have everyone find a partner. One set of partners forms a circle facing out, and one set of partners forms a circle facing in. Ask a question, and give them about 2 minutes for the pair to answer. Say "Switch" and have one of the circles move a number of people to find a new partner. Ask another question. Repeat about 7 times. You can vary the questions to fit the topic.

Catch Me If You Can: Players should be paired up. All players divide into two lines (facing in) shoulder to shoulder, with partners facing each other. Participants should be given approximately 30 seconds to look at their partners, taking in all details about the individual. The leader then instructs the two lines to turn and face away from the center. One or both lines has 15-20 seconds to change something about their appearance (i.e. change a watch to different wrist, unbutton a button, remove a belt, etc.). The change must be discrete, but visible to the partner. The players again turn in to face each other and have 30 seconds to discover the physical changes that have been made. Players get to interact with each other and have fun!

Character Descriptions: Have students write down one or two adjectives describing themselves. Put these on a stick-on badge. Have class members find someone with similar or opposite adjectives and talk for five minutes with the other person.

Comic Strip Chaos: Each participant takes a turn at picking a comic frame out of the large container. After the entire group has each chosen one, the participants begin to search for others with the same comic strip sequence. After the participants have found everyone in their group, they must arrange themselves so that the sequence of frames are in chronological order to form the comic strip correctly. Upon completion of sequence, the newly formed group sits down together. Great game to break large group into smaller groups.

Confusion: Great high energy game to help participants begin to feel more comfortable in new group. Give each participant a sheet with various requests on it such as, “Find someone with the initials F.M.” or “find someone who was born in Florida.” Tasks should be either specific to individuals or general so people can meet new people. When they find that person they should have them sign under the question. A variation is assigning ivarious tasks and ask them to complete it when you say, "GO!" Here is a sample:
Get a male to do five push-ups and sign here
Stand on one foot with your arms outstreched for 20 seconds.
Have someone time you and sign here
Leap frog over someone 5 times
Get someone to whisper the pledge of allegiance and sign here
Play "Ring around the Rosy" with two other people and have them sign here
Get a female to recite a nursery rhyme
Shake hands with someone you do not know and continue holding hands while debating the merits of your favorite ice cream flavor
Have someone teach you a dance step (even if they make it up)
First person to complete the entire sheet, wins.
Coordination: Divide everyone into pairs. Each pair takes a turn, with one partner holding a broom about 10 feet away from the other partner, who throws six jar rings. The partner holding the broom must keep his or her foot on the straws of the broom so that the bottom never moves. But he or she can move the handle as much as possible without moving the bottom to see how many of the jar rings thrown by his or her partner can be caught on the broomstick. After one person throws the rings, the two change places. The six rings are left on the handle, and the other person throws six more. The pair with the most rings on the broomstick wins.

Cross the Line: Everyone stands in a line and the leader will ask a question, such as "if you are having fun this weekend, cross the line." For every person the question applies to, they walk across the room, or across the line. Once they have crossed the line, everyone stops to see that there are not alone and they all walk back together. Some these:
· love (you have been in love, you are in love, etc.) 

· family (you live with both your parents, you live with one of your parents, etc.) 

· depression (you/somebody you know has been depressed, you/somebody you know has attempted suicide, etc.) 

· drugs/alcohol (you/somebody you know has abused alcohol/druge, etc.) 

· abuse (you/somebody you know has been physically abused, emotionally abused, sexually abused, etc.) 

· gangs violence (you/sombody you know is in gang, suffered violence from a gang, died as a result of a gang, etc.) 

This should always end with "if you have lied at all during this game, cross the line." This is very serious and personal, but supportive as you realize that others have experienced the same things you 
Data Processing

 Divide the students into groups of 10 to 20, depending on the difficulty level you want. The more students in a group, the higher the level of difficulty. Give directions for the "data" groups are to use to "process" themselves. The more creative the "data" the more fun the "processing." Give prizes to the group who is the first to correctly processes their data. Several rounds can be played in a short amount of time, depending on the size of the groups.  Here's a list of my favorite "data" for this activity:

· Alphabetical by best friend's first name  

· Alphabetical according to favorite food  

· Length of hair  

· Shoe size  

· Birthdays  

· Number of letters in last name  

· Length of thumb  

· For teachers, number of years taught  

Debate: Ask everyone to pair up. Give them a silly topic (soft vs. hard mattresses). Each person must take a side and debate it. The pair must debate at the same time, loudly and without stopping, for 1 – 2 minutes.

Do You Love Your Neighbor?: The group stands in a circle with room in the center. (Best if played with groups of 20 or more.) One person begins in the circle and says to an individual in the group, "_________, do you love your neighbor?" The individual pointed out can either say, "Yes I love my neighbors _______ and _______, but I REALLY love people ___________ (wearing green, from CO, etc.)" or "No, I do not love my neighbors ________ and _________." If the individual uses the first phrase, all members of the group with that characteristic must find a new spot in the circle at least three spaces from they are standing. The person with no space (last person remaining) becomes the caller. If the individual uses the second phrase, his/her two "neighbors" must switch places with one another. The group members move in quickly to "lose" their spaces. The last of the two becomes the caller.

Draw What I Draw: Have two people sit back to back and have one be drawing a picture as they give instructions to the other person to draw the same thing. After they are finished, compare the pictures and see how much they look alike.
Drop That Sheet!: This is good for smaller groups; larger groups can break off into smaller ones for this. The group is split into two, and everyone introduces themselves by name one by one. Then, a sheet is placed between the two groups and each group selects one person to kneel in front. The two people selected should be face to face with only a sheet between them. The sheet is dropped, and each person tries to name the other. The one that names the other person last must go to the other group. This is repeated until there is only one group.

Dyadic Encounter: Form dyads (2) and have participants complete the rest of the sentence. The leader can read the sentence to all of the participants or all participants can have sheets of paper with these listed and take their own time in covering them.  Here are some examples:

Before I started Childcare, I...
The way I would describe my family is...
The thing I remember most about highschool...
My fondest memories of another person are...
My most unusual friend is...
The things I value most are...
My favorite pastimes are...
Some of the things that make me happy are...
Where I hope to be five years from now...
The thing I would most like to accomplish this year...
The thing that concerns me most about childcare...
What I think I will get out of this meeting is...
I think the most important thing I have learned from this discussion is...

Favorite Things: Ask each person to share their favorite thing to do. Next ask each person to think about the person whose favorite thing they could most easily identify with. Have them spend a few minutes talking with that person. Next have them think about the thing that was most difficult to identify with. Have them spend a few minutes talking with that person.

Fictional Culture Game: Form two groups and send the groups to opposite sides of the room. Copy the Fictional Culture laws listed here, and give one copy to each member of one of the groups. Tell the Fictional Culture group members to study the laws so they can act them out with the other group. When the Fictional Culture group is ready, have the two groups mingle to establish friendships. Have the members of the "regular" group try to figure out the laws the Fictional Culture group members are using just by interacting with them.

Fictional Culture laws:
1. Never frown at someone you don't know well.
2. Constantly wink at someone if he or she is a close friend.
3. When someone approaches you, the polite thing to do is to turn your back to him or her.
4. Loud or aggressive people are attractive, and you're drawn to them.
5. It's appropriate to shake hands only when you're angry with someone and want to start a fight with him or her.
6. If you want to talk with a stranger, you immediately sit cross-legged on the floor in front of him or her.
7. If you want to tell someone that you like him or her, stick out your tongue, hold your nose, and hop in place.
8. Never speak English.

Find Someone: Each person writes on a blank index card one to three statements, such as favorite color, interest, hobby, or vacations. Pass out cards so everyone gets someone else's card. Have that person find the person with their card and introduce themselves.
Find Your Nut: An assortment of nuts and bolts are handed out to everyone. People are told to find the nut (or bolt) that screws into theirs.

Fire Drill Icebreaker/Teambuilder: Bring everyone into one room. The leader needs to have a bell. Ring the bell anytime during the meeting. Inform everyone that this is a fire drill and they have 2 minutes to go back to their room, grab one thing to take with them and report back to the meeting area or the safety zone. When everyone has returned go around the room and have everyone say why they grabbed the item they did. It is a good way to get to know the history of a person.
Folding Towels: Bring several towels and ask several people to come up and fold the towels. When they’re finished ask why they folded the towel the way they did. It’s a good way to show that there are reasons why we do things the way we do and that we may all learn a good reason for doing something differently.

Geographic Location: Each group member is from a different geographic location, but together they will form a map. Once a map has been established by the group, each group member will stand where he/she thinks they belong to make the map as close to scale as possible.

Get in the News: Divide your group into teams of four or five persons each, and make sure each team has the necessary supplies--scissors, tape, pins, and plenty of old newspaper. You'll also need a separate room or corner in which each team can work with privacy (and hilarity). Each group selects one person to be the costume. 
After deciding what kind of costume to make, the costumers go to work--cutting, crumpling, bunching, rolling, piecing, pinning, taping. After an appropriate amount of time, call everybody together for a costume show. (And don't forget to recycle your newspaper when you're finished!)
Getting Acquainted: An informal discussion sharing feelings about being at a member of the club. You can use some of the following leading questions:
1. Where are you from? 

2. Why did you choose Sonoma State? 

3. Why did you join this club? 

4. What is your major and/or career goals? 

5. What sort of activities were you involved with in high school? 

6. What sort of activities do you think you'll get involved in here? 

7. What do you do in your spare time? 

Getting to Know You: Have everyone write on a piece of paper their answers to these questions: What is your favorite food, animal, TV show, hobby, and color? Sign your name. Don't let anyone else see your answers. Give the answer sheets to the leader. The leader then reads the answers to the whole group, and members try to guess whom each set of answers belongs to. Award one point for each right guess. The person with the most points wins a prize.

The Great Gumshoe: Have group members mix up their shoes in a pile at one end of the room. At the opposite end, form teams of three or more. The first person on each team is "the detective." The second person on each team should describe his or her shoes to the detective, who then runs to find them in the shoe pile and brings them back. If the detective is wrong, he or she must gather more clues and search again. If he or she is right, the owner should put on the shoes and become the detective. Repeat until each member of a team is wearing his or her shoes. That team has solved the mystery and is declared the winner.

Hog Call: Break the group into pairs. Each pair must choose two things; a machine and an animal. They then have to decide who is which. The pairs then divide up on opposite sides of the room. Everyone must close their eyes (if they feel comfortable), and by making only the noise that their character would make, they must find their partner. When they find their partner, they can open their eyes and wait until everyone else is done. Note: When conducting an activity with eyes closed, have the group raise their hands in front of their chests as "bumpers," and have at least one person (facilitator) acting as a spotter.

Hometown: Post a large outline of of your state (or the country) on the wall. Leave border space for those born outside of the USA. Have participants put their hometown and first name on the map. Then ask them to share about their hometown and how they decided to go to your university.

How Do You feel? Ask the students to write down words or phrases that describe their feelings on the first day of class. List the responses on the blackboard. Then ask them to write down what they think you as the teacher are feeling this first day of class. List them on the blackboard in a second column and note the parallels. Briefly comment on your feelings and then discuss the joint student/teacher responsibilities for learning in the course.

Huff 'n Puff Competition: Find a flat surface. A table is great, but the floor will do. Line up facing each other with everyone's chins on the floor or table. Make sure that there are about two inches between ears. You will need two "referees" at the ends of the lines. 
Place a ping pong ball in the center of the group, and on the signal, everyone starts to blow the ball past the other team. By the time this has ended, everyone is weak from blowing, laughing, and coughing!

Hula Hoop Pass: You will have two hula hoops. Ask everyone to stand in a circle with their hands clasped. Find two people, unclasp their hands, put the hula hoop through their hands, and ask them to clasp hands again. Their goal is to pass the hula hoop around the circle until it’s back at it’s original position without letting go of hands. Once they’ve done that, ask if they have ideas for going faster, and let them try that. Finally put one hula hoop on one side of the circle and one on the other side. One hula hoop must be passed clock-wise, and one passed counterclock-wise (which means that they’ll need to pass at two points.

Hum That Tune: Each person in the group is given a small piece of paper with the name of a nursery rhyme or other song written on the paper. (i.e. "Row, row, row your boat," "Rock-a-bye baby," etc.) All of the people who are given the song must hum that tune and fine everyone else singing the song. They then form a group. You can also have each group then perform the song afterwards using a skit.

Human Knots: Have at least 6 people, but no more than 10. Stand shoulder to shoulder. Put your right hand in and grasp the hand of someone across from you (not beside you). Reach your left hand in and grasp the left hand of someone across from you (not the same person as you have holding your right hand!). Make sure all hands are clasped. Now get out of the knot without letting to of hands. They should end in a circle, but not necessarily all facing the same way. 
SPECIAL NOTE: There are four possible solutions to the knot. 

· One large circle with people facing either direction.

· Two interlocking circles.

· A figure eight.

· A circle within a circle

Human Bingo: The paper will have a series of questions on it (in a bingo format - in squares). Participants are required to find another participant who can answer "yes" to a question. They must have that person sign their name within the square. The object is to meet as many people as you can, and fill a "BINGO!" (A complete line either horizontally, vertically, or diagonally) You can only use each participant once. Note: The center circle should be a freebie. Here are some samples

Human Machine- Have groups of 6 or 8 people each create a machine out of humans by imitating the appearance and action of the machine. Examples include becoming a blender, toaster, lawn mower, copy machine, lamp or washing machine. 

Human Tic-Tac-Toe: Stick labeled note card (with taco ingredient) on the back of everyone’s shirt. (i.e. the word meat printed on a note card) Have each player mingle around asking yes/no questions to find out the taco ingredient that is on their back. Explain the correct order of ingredients in a Human Taco: shell, meat, cheese, lettuce, tomato, salsa and then give the start command, "I’m hungry! Let’s eat! Run for the Border!" Each individual must find out which ingredient they are and then find enough to form a complete Human Taco.

Human Tic-Tac-Toe: Set up nine chairs in three rows--just like the sections on a tic-tac-toe diagram. Then divide your group into two teams. Each team takes its turn by sending one person to sit in a selected chair. The first team to get three-in-a-row wins. Since you're not using Xs and Os, everybody really has to concentrate on who is on which team. To make it a bit more exciting, establish a time limit that each team member has to select a seat. Give each person, say, five seconds after the last person sat down to reach the chosen chair.

Important Item: Have each person bring something to the meeting that means something special to them or that they would not have left home without, and then ask them to take turns sharing.
Inclusive Care Activity: Have everyone form a circle and give one person a chair to sit in. Have everyone hold hands and tell them that they cannot let go. Take a bicycle tube and pass it around the circle without letting go. 
People have to learn to work together to make it work and when it comes to the person in the "wheelchair" everyone has to help get the tube around that person. It’s great to teach working together and that you may have to make special allowances for special needs individuals.

Jelly Bean Jam: In each envelope, insert nine jelly beans of different colors. Give an envelope of jelly beans to each person. Tell your group that the object of this game is to get nine jelly beans of the same color. Ask others for the color of the jelly bean you want and then trade one of yours. You may trade only one jelly bean at a time. This activity takes time because several people may be pursuing jelly beans of the same color. The first person to get nine same-color jelly beans is the winner. Keep playing until everyone has jelly beans of all the same color.

Jeopardy: Make a big board (such as poster boards) with five columns. Make five cards for each column and on the front put 100, 200, 300, 400 & 500. On the back you write the answer and the question. Use Velcro tabs on the board and on the backs of each piece. Have someone keep score and use something like bells or clackers for each team to ring in. Some ideas for the categories are: Classroom Management; Using Records; General Information; Infant/Toddler Development; Preschool Development. Use the minimum standards to come up with the questions. You can customize this for whatever topic you are training, and is a great wrap-up game after you’ve taught them what is on the cards.

Kangaroo Court: Try this if there's an incident that irritates members of your group. Announce that a kangaroo court will be held to properly try and prosecute all guilty parties. After you make the announcement, everyone will begin to view the incident in question with a contagious sense of humor. Name the defendants. Select a lawyer for the defense, as well as a prosecuting attorney. Write up formal charges and submit them to the judge. Appoint a bailiff and court recorder. Screen and swear in your jurors.

Koosh Ball Toss: You will need 1 or 2 koosh balls. You ask the group to get in a circle (standing) making sure that no one gets it more than once (hint: have persons who haven’t gotten the ball yet to keep their hand raised.). You will be tossing the ball around the circle. The rules are that you can’t hand it to the person next to you (must be a toss), and before you toss it you should say "Here Jane" (to alert Jane that you will be throwing something at her). Once Jane catches it, she says "Thank you Virginia". Each person needs to catch the ball, and there should be no repeats. Once they’ve done that, you ask them to remember who they threw it too, because they will be following that order. The goal is to see how fast they can get through the cycle without dropping the ball. Once they begin, you can throw in another ball, to see how they adapt. After they finish the cycle, you can ask them to brainstorm ways to go even faster. Once they decide on the method, they can go through it one more time. 

Label On Your Forehead: Cut strips of paper about an inch wide and 6 inches long. Place a 3-foot-long piece of string or yarn on each strip, taping the string to the paper. On the paper, write the names of various types of personalities such as shy, obnoxious, lonely, sad, and funny. Then, tie the strings around each person's head with the label showing on his or her forehead. Make sure no one sees his or her own label. Have your group members mill around talking with each other. Tell them they may not tell each other what their label is but that they must treat others according to the labels. As your group members talk, have them try to guess the label on their own foreheads by watching the way people treat them.

Life Line: Provide each person with a large sheet of paper and a marker or pen. Have them write their name and create their "lifeline" on the sheet -- drawing or writing significant events in their life from birth to that day. Then share with the group.

Lollipop: Pass out dum-dum lollipops to the group. For every letter that appears in the flavor, the participant has to share something about him/her with the group.

M&M Game: Pass around a bowl of m & m's to the group and instruct them to take as many as they would like, but not to eat any. When everyone has taken some, have each of them tell something about themselves for each m & m they took.

Make a Date: Give each participant a paper plate. Have them draw the face of a clock on their plate with a line next to each number (no digitals!). Then have participants walk around a find a "date" for each hour, writing their name by the hour. The catch is, no one can make a "date" with more than one person per hour. After everyone has made their dates, speed up time and allow 1-3 minutes for each hour. The facilitator then asks a question for discussion on each date. The pairs will have a chance to get to know one another.

Memory Jog: Have six group members jog into the room, then out again in single file. After 30 seconds, have them return in a different order. Have them stand still and shout, "Memory jog!" Have the rest of the group members physically rearrange the six people into their original order. See how many group members the group can put back in order. Then repeat the process, only this time have the joggers come in and go out of the room with their hands each in a specific position (no two joggers the same). When the group comes back in, have group members rearrange the joggers into the original order and place their hands back where they were during the jog.

Mission Impossible: Make puzzle pieces with a word on one part and the definition on the other. Play the theme song from Mission Impossible as the participants try to match the words and definitions. You can customize this to whatever topic you’re teaching. One idea is to use the following words and a simple definition for each: Transitions, Creative Art, Science, Center Time, Floor Games, Blocks, Book Center, Dramatic Play, Music, Manipulatives, Lesson Plans, Schedule.

Musical Body Parts: Somewhat related to musical chairs, this is a game best played with a really large group of people. The group is instructed to dance, walk, mill around to the music being played. When the music stops the MC calls out a number (e.g. seven) and a body part (e.g. elbows). The kids must then form small groups of the required number with the required body parts touching. In the example you would have small groups of seven kids touching elbows. WARNING: it is best to use smaller numbers when dealing with parts of the head!:) The game continues until there are two or three people left and they are declared the "winners." High school kids get a kick out of this because it involves a little competion, music they know, and the chance to interact with other people without having to talk or be in the spotlight. Another benefit - it also helps to wear them out a little so that when you do the opening talks/discussionss of a retreat or meeting, there is a little less energy to deal with.
Musical Chairs in Cooperation: This activity is a takeoff on the familiar musical chairs game. Set up a circle of chairs with one less chair than the number of students in the class. Play music as the students circle around the chairs. When the music stops, the students must sit in a seat. Unlike the traditional game, the person without a seat is not out. Instead, someone must make room for that person. Then remove another seat and start the music again. The kids end up on one another's laps and sharing chairs! You can play this game outside, and you can end it whenever you wish. Afterward, stress the teamwork and cooperation the game took, and how students needed to accept one another to be successful. Reinforce that idea by repeating this game throughout the year.

Musical Hand Shake: Have the kids begin by going around and shaking other children’s hands while the music is playing. Have an adult leader stop the music. When the music stops all the children should be paired up.  The adult will shout out a question and each pair of children will introduce themselves to each other and answer the question. “Hello my name is _________ and my favorite__________ is _________.” The question could be: What is your favorite color?  What is your favorite subject in school? What is your favorite TV show? Food? etc. Ask a different question each time the music stops. Encourage the children to find someone new each time the music stops.  At the end of the game ask what they found out about each other; who did they have the same answer as, etc.
My Problem: Divide into two teams. Each team sits in a row facing each other. Give each person a piece of paper and a pencil. Ask those on one side to write down some great predicament they imagine themselves in. Those on the other side, without communicating with the first team, should write down a solution to some predicament. After everyone has written down a predicament or a solution, the first person in one line states his or her predicament. Then the person opposite him or her says the solution he or she had written down. This continues until everyone has had a turn.

Newspaper Crumple: Here's a wild icebreaker. Divide your group into two equal teams. Fasten a rope (or string) across the room, about four feet off the floor. Give each team a generous stack of old newspapers. When signaled to begin, the teams must crumple the newspaper and throw it over the rope to the opposing team's territory. The opposing team then tosses it back. When the time is called, usually about three or four minutes, the team with the least amount of wadded newspaper on its side of the room is the winner.

No Talk Birthdays: Without talking, have the group arrange themselves at the front of the room according tot he date of their births, starting with January 1. When done, the leader should go down the line and have everyone share their birth dates and check for mistakes.

Odd Man Out: A circle of chairs is set up, so that everyone but one person has a seat. The person in the middle must say something about himself/herself (ie. "I am wearing sneakers", "I am pre-med"), and everyone that in common with him must get up and find another seat. The person left standing must continue.

Paper Airplane Chase: Everyone gets a paper and places their name on it. To make it more personal, they can put other personal information about them (class, major, their favorite fruit, hometown, etc) on it as well. They proceed to fold the paper into an airplane, and when told to do so, throw it as far as possible across the room. Then, everyone picks up the airplane nearest to them and tries to find the person on the paper. When he/she finds their person, he must help the other person find their person, etc. Eventually everyone should find everyone else and have lots of fun doing so.

Penny Ice Breaker: Pass out pennies and as each person introduces themselves they tell about something good that happened the year the penny was made.

People Knots: Everyone sits on the floor in a circle with legs extended toward the middle. Each person grabs two others' hands and holds them. The hands cannot be those of either person sitting on your sides and also cannot be the two hands of the same person. Now, everyone stands up and untangles each other into a single circle, without letting go of the hands you have.

Pile-O'-Junk: Form teams of three or more at one end of the room. Have each team pick a runner. Stand at the other end and call out common items such as a broken shoelace, earring, quarter, Mickey Mouse watch, driver's license, gum, nail polish, or anything your group members might have with them. Have teams race to locate the item. 
Then have each team's runner run to the other end of the room and put all the items in a separate pile for his or her team. When each pile has at least eight items, allow 10 minutes for each team to plan a funny role play using all the items. Have teams act out their role plays, using all their props.

Poetry Hodgepodge: Form small groups. Give each group an envelope containing anonrhyming poem that has been cut into two-line pieces. Each envelope should have the same poem in it. Ask the groups to reconstruct the poem as they think the author wrote it. Then have a person from each group read the revamped poem. The more variations, the better. After each group has shared its creative labor, read the true version of the poem.

Projecting: The facilitator asks all members of the group to respond to the following questions, taking turns on who goes first:

Who would you be if you couldn't be you?
What animal, food, or inanimate object would you like to be?
What is the worst attribute of humankind and why?
How would you change your life if you had it to live over?

Q & A Hot Potato: Have everyone stand in a circle and toss a ball back and forth. Whoever is holding the ball as the music stops has to answer a question. The questions can be related to whatever topic you’re teaching or discussing.

Quick Change Artists: Pair off into partners facing each other. Each player is to observe his or her partner's appearance. Then the players turn around back-to-back and make two or more changes in their dress, hair accessories, etc. When they face each other again, each partner must identify the changes made by his or her partner. This game can be repeated several times by changing partners and increasing the number of changes made.

Quote to Live By: Have each person share their favorite quote, or quote they keep in mind, like a moto.

Rainstorm: Have everyone seat in chairs in a circle and instruct them to mimic the actions of the person to their left. The facilitator starts the action by snapping their fingers. Watch one person after the other begin to snap their fingers until the person to your left is doing it and then you begin (like a wave). Once the first action goes all the way around the circle, the action will change. The sequence is as follows:

· snapping fingers 

· rubbing hands together 

· slapping knees 

· stomping feet while slapping kness 

· slapping kness 

· rubbing hands together 

· snapping fingers 

· resting hands on knees 

· holding hand of the person sitting next to you 

When the circle is all holding hands: the calm after the rainstorm is like the peace after a group shares.

Self Introduction Exercise: The objective of this exercise is for members of the team to become acquainted with one another to work more effectively as a team. Each individual needs to complete the paragraph below and then, if they feel comfortable disclosing, may be asked to share answers with the rest of the group.

Hello, my name is __________. I am ____ years old and I am majoring in ________. My hometown is ______________ and I really ________ it there because ______________. I always dreamed that someday I would ________________, and that dream has ______ true. I feel __________ about it now! Some things I like to do include ______________. There are many things I am good at and one of them is ______________. I did a really interesting thing once and that was ____________. My family consists of ______________. If I could change one thing about myself it would be _____________. Still, I am really glad to be here right now because ______________. I would really like to get together with anyone who be interested in _________________. The one thing I want to be remembered for is _______________. As far as future plans are concerned, I hope to be ________________ someday.

 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!

Sign-Up Mixer: Find someone to sign his or her name for each item on the following list. You can ask a person only one question. If the answer is no, you must go to someone else before returning to this person with another question. If the answer is yes, have the person sign your list next to the item. After 10 minutes, the person with the most names will be declared the winner.

________I use mouthwash regularly.
________I lie about my age.
________I have a hole in my sock right now.
________I have no cavities in my teeth.
________I watch Sesame Street.
________I read Peanuts.
________I was born 1,000 miles from here.
________I love Bach.
________I love to play chess.
________I like to read Hemingway.
________I believe in women's lib.
________I cry at movies.
________I eat raw oysters.
________I mash the toothpaste in the middle.
________I dance the Charleston.
________I refuse to walk under a ladder. 
Sing It: Divide the group into smaller groups (about 5 or 6 people if possible). Give each group a slip of different colored paper (red, orange, yellow, green, blue, etc) so that each group has it's "own" color. Have each group come up with as many songs as they can that are common to everyone (ie Happy Birthday, Amazing Grace, American Pie, My Name Is, etc) and make sure they are from different genres. Give the groups about 5 minutes. Now, you call on one group to sing one of their songs. For example, say "Red." The red group must sing one of the songs they came up with. 
Let them sing for about 3-5 seconds and then interrupt them and say, "Green." The red group stops, and the green group begins a song on their list (no pun intended). Just keep going through and let each group sing about 2-3 songs each. When everyone is done, you can continue with a program or you can do a second part. The second part has to do with their color. For example, the "Blue" group must come up with a list of songs that are related to, include, or mean "blue" (songs would be: Blue Hawaii, Blue Christmas, Blue, etc). Just continue like the first part and have the groups sing 2-3 (that is probably all they will come up with) songs.
Solemn and Silent: The instructor explains that this exercise will take self control. Members pair back to back. On the count of three, everyone must face their partner, look each other in the eyes, and then try to remain solemn and serious. No speaking! The first to smile or laugh must sit down. All who remain standing then take a new partner and the activity continues until only one person has not smiled or laughed. (Second round of playing can involve two teams competing to outlast each other.) If you get a pair at the end who are both keeping a straight face, the rest of the group can act ask hecklers to disrupt them.

Something of Signifigance: Find someone you don’t know and tell them about something you have on (jewelry, clothes, etc.) that is significant to you.

Stand Up: Sit on the floor back to back with your partner, knees bent and elbows linked. Now attempt to stand up supporting one another. Once you have mastered this, join another pair and attempt it with four people. Continue to add pairs.

Stinger: Have the group form a circle and close their eyes. Facilitator circles the group and selects a "stinger" by squeezing an individual’s shoulder. The group then opens their eyes and spends time introducing themselves to others while shaking hands (and trying to spot the stinger). The stinger tries to eliminate everyone without getting caught. The stinger strikes by injecting poison with their index finger, while shaking hands. A person stung may not die until at least five seconds after they are stung. The more dramatic the death, the better! When someone thinks they have discovered who the stinger is, they may announce that they know. If they get a "second" from someone else in the group within 10 seconds, the two of them may make an accusation. If the person does not get a second, he/she must wait to challenge again, after another person dies. If another person does step forward to second the challenge, both point to who they think it is on a count to three. If they do not point to the same person, or they both point to the wrong person, they both are automatically dead. If they select the correct person, the stinger is dead and the game is over.

String Game: Participants select pre-cut lengths of string from the group facilitator . Each member holds the string between his/her thumb and forefinger. For each "wrap" of the string around the finger, participants must share one thing about themselves.

Sunshine Cards: Everyone writes their name in the center of a piece of paper and draws a sun around their name. Pass your paper around to the person on your right. That person will write something positive about you and they do not have to sign their name. Continue to pass your name around until everyone has written something on all the papers.

Superlatives: Participants are asked to study the composition of the group quietly and to decide on a superlative adjective that describes themselves in reference to the others (youngest, tallest, most uptight, etc.). They then tell their adjectives, explain, and, if possible, test their accuracy.

Symphony: Have the group stand in a circle. First person begins with a sound, that they then keep repeating. The next person adds their sound to it, until each person is contributing their own "instrument" to the symphony. You then reverse order, until the person who started is the last one to stop.

Talking Senses: Form groups of two or three. Have each member choose one of the five senses--sight, touch, smell, taste, or hearing--and tell about a great memory that's tied to that sense. He or she might talk about the smell of a cake baking and how that reminds him or her of Grandma's house. Or maybe the mountains remind him or her of a life-changing retreat. Encourage each member to explain why memories are important. After all group members have talked about one "sense memory," have each group report to everyone else in the room. Have each person talk about one memory of someone in his or her small group.

This or That: Think of pairs of words and ask people to identify with one or the other. Ask them to move to the side of the room that you’ve pointed to when calling out that word. Pairs could include:

ocean - mountain
day - night
candle - lightbulb
sneakers - Doc Martens
football - ballet
truck - sportscar
sprinter - distance runner
television - telephone
picture - puzzle
dictionary - encyclopedia
bear - tiger
oak tree - evergreen
bridge - tower
hotel - hospital
spark plug - battery
in the game - on the side
quarterback - blocking back
library - amusement park
telescope - magnifying glass
Jim Carey - Robert De Niro

Toilet Paper Game: Get a roll of toilet paper (the kind with perforated sheets), and pass it around the circle, telling everyone to take as many sheets as they want (don't tell them why!). Once everyone has done this, tell them that for each sheet they took, they have to share something with the group about themselves. The leader may want to start. Either go around the circle, one sheet at a time, or have each person use all their sheets at once. As someone shares something, they tear off the sheet and throw it in the middle of the circle. This game also works well with M&Ms or other candy.

T-Shirt Tower: Place a T-shirt on the floor, and see how many people you can get on the shirt without anyone touching the floor. 

Two Truths and a Story: Give the group some time to write down two things about themselves that are true, and one thing that is a "lie." Each group member will then share these facts about themselves and the rest of the group has to figure out which "fact" is actually a "lie."

Uncle Fred’s Suitcase: The group forms a circle. The first person states their name and the reason they picked this college, group, etc. You continue going around the group, repeating the names of the people preceding their name and why they chose to come to (Institution). You also can substitute the "why you came here" with other things. Another version of the game is to begin with, "I packed Uncle Fred’s suitcase with........" and continue around like that. The real trick is the last person in the group who has to name all the people and why they came, what they like, etc.

Upside Down Fruit Basket: Create a circle either with chairs or sitting on the floor. One person should be in the middle. (the circle shouldn’t have room for that person.) That person introduces herself, and says one characteristic about her that others might share. Everyone who does must get up and move at least three places away. The person left in the middle does the same thing.

What I’ve Learned: Make little strips of paper with little sayings that all start out, "As a caregiver, I have learned…" Everyone walks around and when the music stops they pair up with whoever is closest and they read each other what is on their strips. Then they exchange strips and the music starts up again and they start walking around again. Keep this up until everyone has had a chance to meet a few people.

Where Are You?: Pick a year or a date before the meeting and then give each person a chance to tell what they were doing on that date (Jan ‘87, Summer ‘90).

Who Am I? A paper is taped to everyone's back. The purpose of the icebreaker is to find out what is written on the paper by asking the others around them yes/no questions about it. To make it more fun, people can be asked to assemble into pairs or groups once they figure out who they are. For example, one group could be sports: basketball, football, etc. Once the person figures out they are basketball, they should realize the group is sports and try to find the others in their group. (sample groups - smurfs, dwarfs, Presidents, etc; pairs - Bonnie/Clyde, Hansel/Gretel, Macaroni/Cheese) Another variation is labeling people by personalities: shy, sad, angry, funny, etc. Then have them guess what they are by the way other people treat them.

Who Am I?...or Famous Persons: In this exercise, group members will be asked to identify the names of famous pairs or persons. The leader tapes the name of a famous person on the back of each participant. (i.e. Fred Flinstone, Mary Lou Retton, Bill Clinton, etc.) The group member is not to see who is taped to their back. Their task is to find out who they are. The participants mill around the room asking others yes/no questions. If the member receives a "yes" answer, they can continue to ask that individual questions until they receive a "no" answer. Then they must continue on to ask someone else. When a group member figures out who they are, they take off the tag, put it on the front of their shirt, and write their own name on it. The member then can help other members find out who they are. The exercise concludes when all members have discovered who they are.

ZIP-ZAP-ZOOM: In a group of 10 to 12 people, arrange them in a circle with one person in the center. This person randomly points at another and says "ZIP", "ZAP", or "ZOOM". If they say "Zip", the person must give the name of the person to their right, if they say "Zap", the name of the person on their left, and if they say, "Zoom", they must say their own name. When someone makes a mistake or takes too long, then they switch places with the person in the middle.
