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Description : Ice Breakers 
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Toilet Paper Game 
•Pass around a roll of toilet paper to the group and ask them to take what they need. No further 
explanation. 
•When done. Tell the group that as they go around the room, each person must tell a fact or 
something about themselves for each square of TP they took. 
 

Paper Airplane Game 
•Everyone makes a paper airplane and writes their name, something they like and dislike on it 
(You may also want to add additional questions). On cue, everyone throws their airplane 
around the room. If you find an airplane, pick it and keep throwing it for 1-2 minutes. At the 
end of that time, everyone must have one paper airplane. This is the person they must find and 
introduce to the group. 
 

The Shoe Game 
•When entering, everyone must take off one shoe and leave it in a pile at the door. They keep 
the other shoe on. After everyone is in. The host will distribute the shoes to people not wearing 
the same shoe. When instructed, everyone must find the mix and find the person who belongs 
to the shoe and get some info about them. They then introduce their new friend to the group. 
 

The Artist Game 
•Give everyone a piece of paper and a pencil. In 5 minutes they must draw a picture that 
conveys who they are with out writing any words or numbers. At the end of 5 minutes the host 
collects the pictures. Show the pictures to the group one at a time and have them try to guess 
who drew it. After this allow each of the artists to introduce themselves and explain how their 
work clearly conveys who they are. 
 

Dream Vacation Game 
•Ask participants to introduce themselves and describe details of the ideal, perfect dream 
vacation. 
 

Polaroid Game 
•As participants arrive, take their picture with a Polaroid type camera. Hand out the pictures to 
the group with each participant getting a picture of another member of the group. Give them 15 
minutes to find and talk to the people matching their picture. When the group reassembles, 
have each member introduce their new picture pal to the group and talk about what they 
learned about them. 

 
Favorite Animal Game 

•As the guests arrive, and before you write their names on a name card, ask them to tell you 
their favorite animal and three adjectives to describe the animal. As they tell you, write the 
three adjectives on a name tag BEFORE their name (omit the name of the animal). Ask them to 
mingle with the crowd, sharing why these adjectives best describe their own personality. 
EXAMPLES: Loyal, cuddly, playful Dan 
 
 

Creative Name Tags 
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•Give everyone 15 minutes to make their own name tag-they can list hobbies, draw a picture, 
give a selfprofile, 
etc. 
 

The Interview Game 
•Break the group into two person teams (have them pick a partner that they know the least 
about). Have them interview each other for about twenty minutes (You can also prepare 
questions ahead of time or provide general guidelines for the interview). They need to learn 
about what each other likes about their job, past jobs, family life, hobbies, favorite sport, etc. 
After the interviews, reassemble the group and have each team introduce their team member to 
the group. This exercise helps them to learn about each other. 

 
Story Time Game 

•The facilitator starts a story by saying a sentence. It then goes in a circle, each person adding a 
sentence onto the story-after repeating each sentence that's already been added. 
 

Ball Toss Game 
•This is a semi-review and wake-up exercise when covering material that requires heavy 
concentration. Have everyone stand up and form a resemblance of a circle. It does not have to 
be perfect, but they should all be facing in, looking at each other. Toss a nerf ball or bean bag 
to a person and have tell what they thought was the most important learning concept was. They 
then toss the ball to someone and that person explains what they though was the most 
important concept. Continue the exercise until everyone has caught the ball at least once and 
explained an important concept of the material just covered. 

 
Human Bingo Game 

•Before the meeting, make a bingo matrix and at the top of each square put something that 
someone in the group might have done-for example, voted for Ross Perot, served in the Peace 
Corps, etc. Everyone gets a copy and is asked to circulate, getting other group members to sign 
one square that is true of them. The first person to get "bingo" wins the prize (a candy bar or 
some other small thing). 
Out on the Town Game •If you have a two-day meeting and need a quick warm-up for day 
two, ask everyone to pantomime something they did the night before. Individuals or groups can 
act out a movie they went to, describe a meal they ate, or recreate a scene witnessed at a bar…. 

 
Lucky Penny Game 
•Each person takes a penny or other coin out of their pocket and looks at the date. When it's their turn, 
they tell the year that's on their coin and recall something spectacular that happened that year. 


