Ice Breakers
Definition: anything serving to lessen formality or help remove barriers

How it works: Icebreakers can also allow each member to speak at least once during the meeting. Introduce the icebreaker and each person gives a brief response and passes to his or her neighbor. Encourage a brief response so everyone can be heard. Remember to always say your name first in an effort to assist in learning names.
The following pages contain many different mixer activities that may appeal to you for use in your mentoring session. For your convenience, (You will need) highlights are given throughout these exercises to remind you of the materials required.
SIMPLE STARTERS

· On a scale of 1 - 10, rate your week

· Tell one great thing or lousy thing that happened last week

· Tell one interesting thing you have done in your life

· Think of an adjective that describes you that starts with the first letter of your first name. Go around the circle and say your name and the name of everyone who has preceded you. "I am merry Marvin and this is pretty Patty, delightful Dave," etc.
· Tell one thing that makes you laugh

· Tell one thing you do for fun

· Tell where you go when you really want to relax

Ice Breakers:  Fairy Tales, Stories, or Name Games
· Remember your favorite fairy tale or childhood story. Who is your favorite or least favorite character in the tale? How are you like or unlike the character?
· Choose a partner and talk about your names: what they mean, whether you were named after someone. Do you have nicknames? Do you like your name? Then introduce your partner to the group by telling something about his/her name.
· Choose a partner and let your imagination wander. See yourself as a record breaker. If you could break a record what record would it be? Talk with your partner about yourself and your record-breaking feats. Introduce your partner to the group using this information.
· Ask each member to introduce himself to the group and then to tell the group about a "special something" (person, activity, relationship, hobby, interest, possession). After each member has finished, pair up by choosing a partner whose special something they can most identify with. Get acquainted with your partner so you can introduce him to the group.
· Seat the group in a large circle; you should sit in the circle as part of the group. Give the following instructions: "I'll start by telling my name." Say to the person on your left, "You repeat my name and add your own name. We will continue around the circle, clockwise. When it is your turn, repeat all the names of all those who preceded you, and add your own name. If you forget someone's name, ask the person to repeat it for you."
· Ask participants to think of an animal they would like to be. Take several minutes with eyes closed to think about the animal. Some questions to discuss: What do I like/not like about the animal? How am I like/not like the animal? Instead of animals use trees, flowers, etc.
If you were on the TV show. Fear Factor, what stunt would make you drop out of the      competition for the $50,000 prize.

Ice Breakers:  Find Someone Who...
You will need
· A copy for each of your students
· Pencils
· A prize, optional

Mingle in the room and try to find people who have done the listed statements. Have the person sign his or her name on the line. The some person cannot sign your paper twice.  The first person to have nine different signatures wins. Good luck!
Find someone who...

1. Went to the beach last summer


2. Is wearing white socks

3. Has been to a movie in the last week (rental not included)

4. Has more than two pets (fish included)

5. Has participated in an organized recreation program (sports, arts, other)

6. Has been to a friend's home in the last week for a visit or dinner

7. Can play a musical instrument

8. Has attended a concert in the past month

9. Plans to or has been on a vacation with family/friends in the last month, out of the country

Ice Breakers:  Logos
You will need
· blank nametags
· colored markers

Each person is given a blank nametag.
1. Explain to the group that corporations are recognized by a specific logo or symbol.  (McDonald's arches, Microsoft's window, Apple Computer's Apple, NDCE's swoosh).
2. Give students two minutes to draw a personal logo. This logo should reflect their personality, interests, or anything that represents who they are.
3. Then give the group time to mingle and see what each other's logo looks like. When it looks like the entire group has mixed, instruct everybody with a similar logo to form a small group. You may be surprised at how many similarities there are in your group.
RAINBOWS

1. The facilitator calls out a color of the rainbow.

Red
typically is the stop/turn-off color. What is the one thing they really do not like?


Orange
is the motivation color. What motivates them?

Yellow
is the inspiration or creativity color. What is the best idea they've ever had?

Green
is the color of money. What do they plan to do for money, or what is the dumbest thing they ever did for money?

Blue
is the "sky's the limit" color. What is your favorite fantasy about the future?

Indigo
is an odd or different color. What is the most daring thing they ever did?

Purple
is the color of royalty. If you were the ruler of the universe for a day, what is the first thing you would do?

Ice Breakers:  Toss Around
You will need
· a ball of string or ball of crumpled paper
Sit in a conversation circle. Write several open-ended sentence stems on the chalkboard that encourages students to share some information about themselves.
· One thing I like about myself is ...
· If I could travel any place in the world, the first place I'd go is ...
· If I could invite three international celebrities to my party they would be ...
· My favorite thing to do indoors/outdoors is ...
Then hold up a ball of string or crumpled paper and say, "We'll each introduce ourselves, finish one of these sentences, and then toss the ball to someone in the circle. At the end of the icebreaker, the group will have "woven" a web—which is both strong and delicate, much like the fabric of your group. If using string remember to hold onto the end before tossing to someone else.
I'll go first." Model the activity by identifying the steps as you do them. Emphasize that this a good start for getting to know each other and appreciating both the things we have in common and the things that make each one of us special.

Ice Breakers:  People Search (Similar to Find Someone Who…)
You will need
1. a copy for each of your students

2. pencils

Find people in the group who fit the following descriptions and ask them to initial the appropriate line. Include the information requested so you really know something about them.
1. Find someone who has lived in a different state.  Which one?

2. Find someone who stays up late at night

3. Find someone who owns an unusual pet.  What is it?

4. Find someone who plays a musical instrument.  Which instrument?

5. Find someone who collects something.  What is it?

6. Find someone who has read a good book lately.  Which one?

7. Find someone who likes sports.  What's their favorite?

8. Find someone who loves vegetables.  What's their favorite?

9. Find someone who plays a sport after school.  What is it?

10. Find someone who speaks a second language.

11. Find someone who has lived in another country for at least six months.

12. Find someone who has performed before large crowds.

Ice Breakers:  Speak Up!
· Describe yourself as an animal, tree, flower, etc.

· Tell something brave you have done.

· Talk about a time you were disappointed.

· What is the funniest thing you did this week?

· Remember a smell from your childhood and share its importance to you.

· Share one thing you learned about yourself this week.

· Tell of a compliment you received this week.

· Tell of a friendly thing you did this week.

Ice Breakers:  More "Find Someone Who…"
You will need
· a copy for each of your students
· pencils

Set a time limit to fill in each blank with the name of someone who fits the description. The first person to get all the blanks filled, or the one who has the most at the end of the time limit is the

winner.
1. Find someone who has dimples


2. Find someone who enjoys cooking

3. Find someone who has more than two fillings

4. Find someone who has been inside the cockpit of an airplane

5. Find someone who has been to Hawaii

6. Find someone who uses your brand of toothpaste

7. Find someone who didn't know your last name

8. Find someone who likes to watch cartoons

9. Find someone who has seen Gone With The Wind

10. Find someone who has tried water skiing and got up the first time

11. Find someone who doesn't own a computer

12. Find someone whose favorite color is red

13. Find someone who uses an electric toothbrush

14. Find someone who is an aunt or uncle

15. Find someone who works out daily

16. Find someone who likes to sing

17. Find someone who has gone snorkeling

18. Find someone who has their toenails painted

19. Find someone whose birthday is during this month

20. Find someone who owns a motorbike

Ice Breakers:  Conduct An Interview
You will need
· a copy for each of your students
· pencils

Choose a partner and then ask these questions and write the answers next to the questions

on your sheet.
1. What is your name?

2. Where were you born?

3. What do you like to do in your spare time?

4. What is something that really bugs you?

5. If you had $5,000, what would you do with it?

6. What is your favorite musical group?

7. What one word would best describe you?

8. What are you looking forward to this year?

9. What aren't you looking forward to this year?

10. Name a person you admire or trust.

11. What is your favorite place and why?

12. Now, think of two additional questions to ask your partner:


a. Question


i. Answer


b. Question


i. Answer

ice Breakers:  Do You Know Me?
You will need: 
· blank nametags
· pencils

· 3x5 cards

1. Each person is given a nametag, pencil and a 3 x 5 index card.
2. The nametag has the name of a different person in the group on it. Have each person wear the nametag they were given.
3. Tell everyone to circulate, meet, mix, and mingle to gather information, insights or stories about the person on his or her nametag from other group members.
4. The opening line "Do you know me?" is used to help generate clues and conversation.
5. The index card is to be used to write down the information collected.
6. At the end of a designated time - about 3 to 5 minutes -participants introduce their "nametag" person to the group, telling the details they've just learned.
Ice Breakers Galore

· Split the students into pairs. Each pair will have 30 seconds to find 5 things they have in common. At the end of the 30 seconds, put two pairs together and give the foursome 1 minute to find something all 4 students have in common. Finally, each group can present the list of things they have in common. (You can also use this activity to form student groups.)
· You will need
· a bag of M&Ms
· Pass around a bag ofM&Ms. Tell the students to take as many as they want. Once all the students have M&Ms, inform them that for each candy they took, they must say one thing about themselves. For instance, if a student took 10 M&Ms, they would have to say 10 things about themselves.
· Have each student introduce himself or herself by ancestry and have them speak about their ethnic heritage or their ancestors. They could speak of family stories about coming to the U.S. or family traditions.
· Have the students line themselves up in a particular order. For example, by birth date, or alphabetized last names. But to make it more interesting and difficult do not allow them to talk during this activity. 

Ice Breakers
· Another line-up exercise could be based on a 1 - 5 scale. For instance, line up accordingly from strongly agree to strongly disagree with a particular topic. This can also stimulate interesting conversation.
· Ask for a volunteer to be "IT." IT then leaves the room until asked to return. After IT is gone, have the class stand in a circle and choose who will be the leader in a series of exercises (clapping; arm, leg and hand movements; winks; stomps; etc.) that change every five to ten seconds. Upon returning, IT tries to guess who the leader is by observing the group. IT has three guesses. If IT doesn't guess who the leader is after three guesses, choose a new IT and begin the process again.
· Ask the class to stand in a circle in the middle of the room with IT in the center. Each person memorizes the names of the people to his or her right and left. "IT" goes to someone, points at him or her and says either, "Left, left, left" or "right, right, right".
· Before IT finishes saying either phrase, the person pointed at must name the person to the left or right or else become IT. Be sure you allow time for the old IT to learn the names of the people to his/her right and left when he or she takes a person's place.
· Have the students pair off then sit back-to-back. Have each one change at least four things in his/her appearance. After two minutes direct the students to face each other. The object is to see if each student can identify what the other has done to change his or her appearance. Give them a couple of minutes to identify what's been changed but explain that no one is to change back. This activity helps the students sharpen the sense of observation. There are endless ways to change by adding to themselves rather than by taking away or switching a ring to another finger; putting a watch on the other wrist; taking off glasses; messing up hair; rolling up sleeves or pants legs, etc.
· Have the students get together in groups of three to five. Ask them to take a few minutes to think of a time when they were very happy, an actual event. What happened? Who as there? Where did it take place? Then ask students to take turns making a "tableaux" or frozen pictures. (Pictures illustrated by live people about the experiences.) Ask the students to explain the stories behind their tableaux.                                                                 

Ice Breakers
You will need
· a small object: stone, marble, eraser, coin, etc.
1. Have everyone form a circle and designate one person to stand in the center and be "IT." While IT closes his or her eyes, the others pass a small object from person to person. The sneakiest method of passing is to hold the object in one fist, palm down, and drop it into the palm-up hand of the next person. That person follows the same procedure, and so on. The object is for IT to catch some one red-handed. With a little practice, the students will be able to accomplish a quick and sneaky pass without even looking.
2. Have the group form a circle, holding hands. You start by squeezing the hand of the person on your right. This gets passed around the circle until the squeeze is back again in your left hand. Keep passing the squeeze until it's moving smoothly, then begin adding spoken words that have to do with a chosen theme (mentoring, families, high school, etc.) and speed up the pace. Occasionally start a spoken word going in the opposite direction so someone gets trapped between two words and has to get them moving in the proper direction. When this seems to be going fairly well add a gesture to your theme-related word. (For example: If the theme is "high school" then the related word could be "homework" and the related gesture could be a retching sound.) The larger your group the more words, gestures or combinations you'll want going all at once.
3. Have students form "families" of five to six people. Each family will have an opportunity to stand at the front of the room in a straight line. As each family stands at the front, ask the seated families to observe the order of the standing family. Then ask the seated families to close their eyes while the standing family changes places in the line.

Have the students open their eyes again, and designate one seated family to place the standing family back in their original positions by having each member of the seated family come forward to shift one person at a time to a different position.  The goal is to get the standing family back into its original lineup. Continue until each family has had a chance both to stand up and to move a standing family.

During the time the standing family is being repositioned, there is to be no talking or other communication between any students.

Ice Breakers
You will need
· foam rubber or lightweight ball such as foam rubber or crumpled tissue paper in a plastic bag cover

1. With everyone sitting in a circle, explain to the group that they're to pass the ball back and forth in the circle without it touching the ground. They should hit the ball as in a game of volleyball—not throw it as if they were playing catch.
2. When the ball hits the floor, the last two people to touch the ball-the one who hit it and the one to whom it was hit-must decide who's responsible for the ball falling to the floor. This person must then share something about himself with the group, such as what he or she likes to do in his/her spare time, who his favorite musician is, how many sibling he has.
3. If the two can't decide who was responsible, then the group should choose (or you could ask both players to share something about themselves). The game continues in this fashion for the remainder of the session. The ball should be very lightweight.  Balloons rarely hit the ground, so little sharing takes place.

Ideas that Worked: First Five Minutes
The following are from other mentors who had with these ideas.
· Divide students into groups of two giving each student one or two pipe cleaners.  Have them introduce themselves to each other and tell something they enjoy. The student hearing the introduction uses the pipe cleaners to make something that reminds them of something the other student said about himself or herself. (Example:  student likes four wheeling, so other student made a truck out of pipe cleaners.) Idea from Walt Sommers.
· Have students say their names and give an action word that they think best describes them. (Example-Running Rhonda) Idea from Linda Thatcher.
· Pass out 3 by 5 cards to your students. Ask them to write down the craziest job they can think of. Redistribute the cards to the students and have them defend their "new" job to the rest of the group. Idea used by mentors, Lois Rowley and Roger Meyers.
· Pass a roll of toilet paper around the group to each student telling them to take off as much as they want. After all the students have taken some toilet paper, tell them each of them will share one fact or something about themselves for each square of toilet paper they have. If a student has taken only one square let them know they will tell one thing about themselves besides their name. Idea used by Paula Patterson.
· Use a pair of boxing gloves or something soft that can function in their place. Have the students stand in a circle with one student in the middle with the boxing gloves on. A student in the circle begins the game by saying someone's name that is in the circle before the student in the middle boxes them or they go in the middle with the gloves. The game continues until the students are remembering each other's names.  Idea used by Anne Holland.
· David Hilton put together some fun icebreakers for his group patterned after the television show, "Whose Line is it Anyway?" using the three following games:
1. He divided his group into two teams and gave each team a different prop (a paper plate, rope, etc.). Each team had to then come up with a use for the prop and share the idea with the whole group.
2. In The Unknown Message, David wrote one-liner statements on small pieces of paper and folded them up. Each team was given one of these pieces of paper and the teams had to talk within themselves about whatever they wished. At some point in the middle of the conversation, the person talking who had the slip of paper pulled out the note and read it out loud, incorporating the one-liner into the conversation so it fit and made sense.

Ideas that Worked: First Five Minutes (…continued)
3. The last icebreaker in this game involved giving several students an identity description on a piece of paper. They had to act out their identities while the rest of the group tried to guess who they were and what they were doing. For example, five students could each be given an identity on a piece of paper: one-the host of a party, two-a fish out of water, three-a World War I flying ace in a dogfight, four-a partygoer who can't leave the refreshments alone, and five-a harmonica player as entertainment. The rest of the group would try to guess as the five others are acting out their identities.
· Nick Hoke divided the students into two groups and had them line up. Every student was given a clothespin to hold from his or her mouth. The students at the front of the two lines were each given a plastic spoon to hold in their clothespins in their mouths.  The team to finish passing the spoon through the line from clothespin to clothespin was the winner. No hands allowed.
· Playing Jenga as a group: Before pulling a game piece from the tower, each student had to share two things about himself. This worked well with a group, which had eight newcomers—and the mentor wanted to quickly create some cohesiveness. The activity resulted in better communication, sharing, finding common ground, laughter, and fun. The students found out they have some things in common.
· Peggi Erickson used a great icebreaker to help students get to know one another.  Drop slips of paper with duplicate numbers in a hat, and let each member of the group select a number. Each student has to find the other person with the same number and spend time getting acquainted. Then each person introduced his or her partner to the group. The kids really enjoyed this.
· Wes Davis learned his kids' names by having them associate their names with an animal and introducing themselves that way. Kids actually called themselves names like: Monkey Mark and Squirrel Sam.
· Jan Edwards used an overhead related to jelly beans asking students to match their personalities to the different flavors, and then to use these matches during their introductions. Afterwards, she passed out jelly bellies.

Program Tools: First Five Minutes
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