Icebreakers and Name Games
Two Truths and a Lie

· The group members must pick three facts about themselves (characteristics, significant events, accomplishments, etc.) to share with the group.

· Two characteristics must be true, while the third one is false.

· After an individual shares his/her three things with the group, the group must then guess which of the three is not true.

Color-Coded Candy Game
Before the activity:

· Buy a bag of candy with several different colors of individual pieces (M&Ms, Starbursts, etc.)

· On a sheet of paper list get-to-know-you type questions (What is your favorite food?, Describe your favorite vacation spot., etc.).  Assign each question a color, but do not let the students see this list prior to selecting their candy.

The Activity:

· Allow each student to pick a couple of pieces of candy before you explain the activity.  Tell the students not to eat the candy.

· Explain that the color(s) they chose corresponds to a question and then allow them to go around the circle and answer the question(s).  After they have answered, they may eat the candy.

Note card Activity
· Give students a note card and tell them to write down three interesting facts (characteristics, significant events, accomplishments, etc.) about themselves.  They should not write their names on the cards.
· When they are finished, collect the cards.

· Begin each class period by reading one of the cards and having the class guess whose card it is based on the facts.

Adjective Alliteration
· Each student must come up with an adjective to go along with his/her name.  Preferably, it is an adjective that describes something about him/her.  (For example:  Cool Carrie, Exercise Erin, Swing-dancing Susan, Smiling Sarah, Diving Dan, etc.)

· Stand in a circle.  Have the first person say his/her name and adjective then do a motion that matches the adjective.

· The next person would then say his/her name and adjective and also do a corresponding motion.  Then the entire group begins with the first person and says his/her name and adjective and does his/her motion.  Go around the circle until everyone had gone.

Ball-Toss Name Game
Materials:  Tennis ball or Koosh ball

Basics:

· Stand in a circle.  Go around the circle and have each person introduce him/herself.

· After everyone has stated his/her name, call someone’s name and toss the ball to that person.

· The recipient must then call someone else’s name and toss the ball to that person.

· Repeat until everyone in the circle has been tossed the ball once.

· Instruct them to remember to whom they threw the ball.

Advanced:

· Have the group toss the ball around the circle in the original order again.  Make sure people throw the ball to the same person they did the first time around, continuing to state that person’s name.

· Add a second ball and third ball so more than one ball is being thrown at a time.

· Throw the ball in reverse order.  Start with the last person and go backwards.

· Rearrange the circle.  Have the students stand somewhere different in the circle, but continue to toss the ball in the same order.

Get to know your class:

This is a great way to see how your class interacts with one another.  You will be able to pick out the leaders, the jokesters, the shyer students, etc.

· Ask your students how quickly they think they can do this.  Tell them you have seen (or heard of) it done in one second.
· Provide them with the following rules:  Everyone must touch the ball in the same order it has been thrown previously and only one person can touch the ball at a time (they can eliminate saying names at this point)

· They may or may not figure out how to do it in one second (it is possible though).  Either way, facilitate discussion about the team interactions and any frustrations they may have had during the activity.

Sheet Game
Materials:  Bed sheet or other large piece of cloth

· Divide the group in half and have the two groups stand on opposite sides of the sheet.  Hold the sheet up high enough so as not to allow the students on either side to see each other.  Pick one person from each side to step up to the sheet and stand facing the sheet.

· Drop the sheet.  The object is for the two students standing on either side of the sheet to be the first to say the name of the other person.

· Whoever succeeds in saying the other’s name first stays on his/her side of the sheet and the other person has to move to the other side with the winner.

· Make sure they are taking turns and every person stands at the sheet at least once.

· The team that has all students (both original teams) on its side of the sheet wins.
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