I never did that! 
Materials:  10-15 jellybeans or pennies for each participant

Room Arrangement:  Open space (participants sitting in a circle)

Time:  20 minutes

Directions:

The teens sit in a circle. Give each of them 10 or 15 jellybeans or pennies. In turn, each teen tells something they have never done. Anyone who has done it gives the speaker one of his or her jellybeans or pennies. After going around the circle twice, the person with the most jellybeans or pennies wins. For example: I have never traveled outside the USA. I have never eaten sushi. I have never played a violin.
M&Ms or Skittles
Materials:  A small package of M&Ms or Skittles for each participant

Room Arrangement:  Open space so participants can sit in a circle

Time:  20 minutes

Directions:

Give each teen a small package of M&Ms or Skittles and instruct them they can eat all but one color. They must then answer the question coded with the color of the candy they saved: (Make up your own questions or use the following)

Red: What is your favorite book and why?

Orange: What was the last movie you watched and how was it?

Yellow: Who is your favorite musical group and which of their songs is your favorite?

Green: Do you have a collection? What is it and how old were you when you started it?

Blue: Which foreign country would you like to visit and why?

Brown: What is the best vacation you've ever been on?
Two Truths and a Lie
Materials:  3 x 5 inch index card and pencil for each participant

Room Arrangement:  Open space so participants can sit in a circle

Time:  20 minutes
Directions:
 

Have each student produce a list of 3 interesting (not obvious) statements about him or her.  Two of the statements should be true, and one should be false.  Try to choose facts that are not common knowledge so that your peers will have a hard time guessing which statement is false.  

The student mentor will collect everyone’s lists.  He/she will read a student’s list and the class will vote on which statement is false.  The person who wrote the list must identify the false statement at the end.

Human Taco
Materials:  Enough copies of taco ingredients so each participant can be an ingredient in the taco and 
                   tape 

Room Arrangement:  Open space

Time:  10 minutes

Directions:


This works well for a larger group of teens. Make cards for all the ingredients of a taco, as many copies as needed so each teen is an ingredient. Tape the cards to the teens' backs. They must then assemble themselves in small groups, each with all the ingredients of a taco by asking each other yes and no questions.
Balloon Juggle and Sort
Materials:  1 balloon for each participant

Room Arrangement:  Large open space

Time:  10 minutes

Directions:

Challenge participants to keep all balloons (1 per person) in the air.  This gets the group moving and cooperating.  Once they’ve got the hang of it, make it harder by adding in more balloons or placing restrictions e.g., no hands to keep balloons up.  Ask participants to keep juggling the balloons, but to sort them into colors (works best with large groups).

Catch the Balloon
Materials:  One inflated balloon

Room Arrangement:  Large open space

Time:  10 minutes

Directions:

Instruct participant to stand in a circle.  Toss a balloon in the air and call someone’s name.  That person must catch the balloon before it touches the ground.  If the person succeeds he/she then tosses the balloon up and calls the next name.

Standing Ovation
Materials:  None

Room Arrangement:  None

Time:  10 to 15 minutes
Directions:
Begin by saying “Everybody gets depressed once in a while—that’s just one of the facts of life.  Some people feel there isn’t much you can do about it.  You’ve just got to take your lumps.  But what we’re trying to do here today is to create a special kind of supportive environment for each other, to create a place where we can each get a little bit of extra support, a little bit of extra nourishment for ourselves.  Maybe you’ve been having a tough time of it lately, maybe you’ve had a tough day today, or a tough week, or a tough month.  I’m not going to ask you to explain to us what’s been going on for you.  But if you’ve been having a tough time of it lately, what I am going to do is give you a very special opportunity to get a bit of support, nourishment and celebration for yourself. 

If for any reason you have been having something of a hard time of it lately and you feel like you could use some support for yourself right now, would you come stand up here right next to me . . . (several people go to the front) . . . Let’s hold hands, facing everybody else . . .

Okay, you see before you a group of people who for one reason or another have been having something of a tough time of it lately—let’s give these people the most incredibly spectacular, thunderous standing ovation they’ve ever seen !!!

Let’s make an agreement . . . At any time during the remainder of this mentoring group anybody can get to their feet and say “I want a standing ovation!” and no matter what we’re doing we’ll stop and give it to him or her.  There’s only one rule about that:  you can’t be real wimpy about it.  If you’re going to ask for one, then take it like you deserve it!  Hold your hands over your head in a gesture of victory—go for it in a big way.

Group Juggle

Materials:  A variety of different shapes and sizes of balls

Room Arrangement:  Large open space

Time:  15 – 20 minutes
How to Run a Group Juggle Session

· Set up & instructions (1st round)
· 2nd round - have another go!
· 3rd round - do it faster!
· 4th round - adding more balls!
· Variation: Warp Speed
· Links to other descriptions
Set up & instructions for 1st round of group juggling

· Arrange participants in a circle, not too close, not too far from one another

· Include yourself in the circle

· Explain that you are going to throw a ball to someone - pick someone out & ask their name, then say

· "Hi Freddy, my name is James...here you go!" 
[underarm throw a ball to Freddy]

· Freddy then says 
"Thank you James", picks someone and says 
"Hi X, my name is Freddy...here you go!" [throw]....they say
"Thank you, Freddy and on we go.

· If you're not trying to learn names, skip the naming part & just throw!

· The challenge from here is simply to get the ball thrown around to everyone in the circle, and finally back to the trainer.

2nd round of group juggling

· I then say, "Right, well done, now let's see if we can do that again - making sure we use the same order, and using each other's names.  Remember to say the name of the person you are throwing to, and thank the person, by name, for throwing it to you, OK?"

· On the second round, most people will be challenged to remember who to throw it to, and the two names!  Take it slow. Help the group out so that each person has a successful second round.

3rd round of group juggling

· I then say, "Good, so how about we do it again, but this time, let's see how fast we can do it, OK?  Here we go...Hi Freddy, my name is James...." [throw]

· It will go pretty fast this time, and the group will probably feel quite pleased with themselves.

4th round of group juggling - introducing more balls

· I then say, "That's great, but I think you can do faster than that.  Come on, let's see how we can really go..." [I then throw and say the name with super fast enthusiasm to set the tone!

· After the first ball has passed through a few hands, I take a 2nd ball out of my pocket (surprise!), and casually, but earnestly say "Hi Freddy...." [throw]. 

· By now everyone is so well trained, the 2nd ball will automatically keep going, and there will be a detectable sense of challenge/excitement.

· After a bit, I introduce a 3rd and 4th ball, up to about 6 balls.

· Usually I let 4 to 6 balls be juggled for a while (note the balls will be coming back again to the trainer - just keep them going).  A group of 12 adults can usually handle 4 to 6 quite well. 

· If I'm feeling conservative, I just let the group have the success of doing this number of balls, and collect them in when that seems to have been achieved. 

· But usually, once the group seems competent at 4 to 6 balls I gradually then introduce an unmanageable number of balls into the juggle & maybe also weird objects (e.g., kids soft toys) which all gets crazy, fun, out of control, etc. and ends in a hilarious shambles.

· Generally doesn't require debriefing.
Categories

· A fun, interactive, introductory get-to-know-you activity for medium to large groups.

· Works best with large groups (minimum participants should be15).

· Useful for celebrating diversity.

· Particularly useful as an icebreaker, e.g. can be used as a opener for a workshop/conference.

· Ask everyone to stand up and then to walk around; explain that you will announce a category (see list or use your own) and that participants should then quickly organize themselves into smaller groups, based on the category to which they belong.

· Once everyone is organized into their groups, ask each group to identify itself.

· (Optional) Make a brief comment or ask each group a question.

· Allow participants time to say hello and mingle/chat with each other when the smaller groups are formed.

· Keep things moving by asking participants to walk around before announcing the next category.

· Continue until the group is "warmed up" and ready for the next activity.  This will probably be after 5 topics, depending on the group, purpose, and time available.

· Categories can also be used as a fun, simple way to organize people into smaller groups for other activities.

· For the first category, use one with two options and announce one side of the room for one category and the other side of the room for the other category.  This should help participants to get the idea for how the activity works.

List of categories

Two categories

· When you clasp your hands together and fold the thumbs across the top, is your right or left thumb on top?

· Fold your arms across your chest. Is your right or left arm on top?

· Which leg do you put into your pants first?

· Which eye do you prefer to wink with?

· Which side of the bed (left or right) do you get out of in the morning?

· Are you a folder or scruncher (toilet paper)

· Can you roll your tongue? (yes/no)

Three categories

· When licking an ice cream cone...do you:

· Twirl the cone clockwise

· Twirl the cone counterclockwise

· Lick up and down?

Many categories

· What is your favorite season?

· How many siblings do you have?

· What color are your eyes?

· What's your shoe size?

· What type of shoes are your wearing?

· What's your favorite color
Human Knot

Materials:  None
Room Arrangement:  Open Space

Time:  10 minutes
Directions:

Be aware that the activity involves close physical proximity and touch potentially in sensitive places!  It can be used as a first activity in an adventurous program with volunteers (e.g., the start of an Outward Bound program).  However, if the program is less adventurous, or group members potentially will have significant problems with such proximity, e.g., due to culture, or social or psychological problems, then Human Knot could be introduced later in a program.
Ideal group size is approximately 10, but it can be done with anywhere from about 7 to 16.  Much higher or lower and the task doesn't really work.  The more people in a group, the more difficult the task, partly because of the complexity, and partly because there is physically less room to move.
If there are two or more groups doing the task simultaneously, have the groups reasonably spaced out, so they don't feel distracted by a sense of competition.
Ask participants to form a circle, shoulder-to-shoulder.  Encouraging/urging participants to all stand closer can be a subtle way of helping to prepare them for what is about to come.
Ask participants to each place a hand in the middle of the circle and to grasp another hand.
To emphasize learning of names and get a bit of fun going, ask participants to introduce themselves to the person they are holding hands with.
Then ask participants to put their other hand in the middle, grasp a different person's hand, and introduce themselves.
Don't let participants let go of hands - some will be tempted to think the activity might then be over - but it is only just starting.
Explain to participants that what you'd like them to do is untangle themselves, without letting go of hands, into a circle.  There will be a mixture of reactions, often including nervous laughter, fun amusement, excitement, trepidation, strong suspicion that it can't be done, and others who may view the task as a somewhat sadistic or inappropriate joke.  Often some group members will have done the task before, but this doesn't really matter, each time the task is unique.
Participants may change their grip so as to more comfortable, but they are not to unclasp and re-clasp so as to undo the knot.
If you want name-learning emphasized, then explain that whenever the group is talking to someone, or about someone, that the person's first name must be used.  This usually requires supervision and reinforcement by the instructor, but once enforced, is excellent for learning names.  It also usually helps the group to work together and find solution, because their communications and more accurate with names involved.
Be prepared to see little progress for quite some time (up to 10 minutes).  However, once the initial unfolding happens, the pace towards the final solution usually seems to quicken.  Because each occasion is unique, there are also odd times when a very fast solution falls out - too easy.  In such cases, you ask a group to try the task again - its usually a bit harder second time around.  Occasionally, the task seems too hard and participants seem to make almost no progress.  Let them struggle for about 10 minutes, then you can offer the group one unclasp and re-clasp - they need to discuss and decide what unclasp-re-clasp would be most useful.  Most of the time a full circle falls out, but occasionally there are two or even three interlocking circles.  So, really the task is to sort the knot out into its simplest structure.
Facilitator notes:

A switched-on facilitator can get a lot of information about participants in a short space of time with this activity.  For this reason, the activity is commonly used in group-based selection processes for jobs which involve closely working with others. Stay at a moderate distance, allowing the group to handle the activity with feeling like they're being too closely observed; but maintain good hearing contact and be ready to step in to help answer questions or change the direction of the activity quickly when appropriate. Slowly wander around the circle, moving in and out as appropriate, e.g., if you want people to use names in every communication, then this needs to reinforced in a friendly, but firm way, several times.  It is relatively easy to notice whose talking, who's not, who seems comfortable, who doesn't.  Also note that sometimes the natural leaders are not in a good position to lead - do they try to dominate inappropriately or do they sit back appropriately and just do what they can.  Sometimes, a new leader emerges from being in an opportune position in the knot.  This can offer this person a significant boost.  Also, almost everyone gets a positive sense of having played his or her part.  Some people have difficultly enjoying the activity due to being uncomfortable physically (e.g., obese, very tall, or inflexible people may find the activity particularly awkward).
It is important to provide appropriate help if the activity proves too difficult.  This might be encouragement that it can be done (some groups lack confidence and would give up too early), helping a couple of people communicate to find a solution to part of the knot, etc.  Or this might be allowing an unclasp-reclasp.  How much to give is a fine balancing act.  The task should be challenging, but especially as an initial activity, it should give the group some initial confidence and momentum in being able to work together to solve problems.

Often this activity speaks for itself as an icebreaker.  However, because it can be quite challenging, and people will often have been pulled in all sorts of directions (literally), be prepared to have at least a short debrief, e.g. by asking "How well did you think the group worked together?"  and "What could have been done differently?" or "What do you think you've learned from this activity which can be applied in future activities?"
Dress the Mummy
	Materials: Rolls of toilet paper

Room Arrangement:  Open Space
Time:  10 minutes
	 


Directions:
Set up teams with 2-4 players on each team. One person on each team will be the mummy and each team will be given 2 rolls of toilet paper. They will have 5 minutes to complete the game. The team players are to circle around the mummy and pass the toilet paper to each other while wrapping the mummy in it. The leader of the group will be the judge and decide which team has created the best mummy design.
	Proudly Presenting

Materials:  None

Room Arrangement:  Open Space

Time:  15 minutes

Directions:

Players find partners.  Preferably, people who don’t know each other very well should pair up.

Partners have five minutes to tell things that they would like the other to know about their lives—hobbies, accomplishments, favorite foods, places they have traveled to, plans for the future, and so forth.  

Players sit in a circle, but partners do not sit next to each other.  In turn, players stand and introduce their partners.  For example, “I am very happy to say that we have an expert guitar player with us today.  He likes to fish, swim, and eat chocolate-chip ice cream sundaes.  May I present to you Dennis Myers!”  The person introduced stands up and bows as the group applauds and cheers.


Rain Game
Materials:  None

Room Arrangement:  Open space

Time:  10 minutes

Directions:
1. Everyone stands in a circle.  The leader starts by rubbing his or her hands together.  The person to the right of the leaders joins in, then the next person to the right, then the next, until everyone is doing it.  The sound this rubbing makes is much like a soft spray of rain.
2. When all are rubbing their hands, the leader starts a new sound—finger snapping.  The rain is gaining in intensity.  Each player must continue to rub hands until it is his or her turn to snap fingers.

3. After finger snapping has gone all the way around, the leader begins the next sound—hands slapping thighs.

4. Finally the crescendo of the rainstorm—hands slapping thighs plus foot stomping.

5. To end the rainstorm, completely reverse the activities.  The last sound to be passed is the silence as each person, one by one stops rubbing hands.

Zink Vortex
Materials:  None

Room Arrangement:  Open space

Time:  5 to 10 minutes

Directions:

1. Pick a song to sing while playing this game.  Choose a standard that everyone know such as “Row, Row, Row Your Boat,” “The Farmer in the Dell,” or “Yankee Doodle”—something that can be performed with gusto.

2. Join the players in holding hands in a circle.

3. Release your left hand and begin to coil inward, slowly leading the players on your right hand in a spiral inside the circle.

4. When you reach the center of the circle, turn around and begin to lead players in a reverse spiral.  Players following the incoming spiral will pass outgoing players walking in the opposite direction.

5. To end, the entire group reforms into a circle and finishes the song.

Story Boxes—Your Life’s Story
Materials:  One 8 ½ x 1 x 1 inch sheet of paper for each participants

Room Arrangement:  None

Time:  20 – 25 minutes

Directions:
Instruct participants to do the following:
· Take an 8 ½ x  11 x 1 inch sheet of paper and fold long ways.

· Draw 3 lines across to form 6 boxes.

· Number each box #1 - #6 in any order

· In box #1 draw your favorite toy from your childhood

· In box #2 write the name of a concert that you would like to attend.  Also write down the one person you would like to take to this concert.

· In box #3 draw your favorite childhood memory. (a special memory like a trip, birthday, etc.)

· In box #4 write the name of two teachers you’re glad you had.  You may write down any teacher from preschool, elementary school, middle school or high school.

· In box #5 draw a picture of yourself at work someday.

· In box #6 write down something unique about you.

Share your story with a partner.  Then listen to your partner’s story.  Change partners two more times and do the same thing.

Newspaper Headgear

Materials:  Newspapers, masking tape, scissors, staplers

Room Arrangement:  Open space

Time:  25 minutes

Directions:

1. Push desks and chairs to the edges of the room and stack newspapers, tape, scissors, and staplers in the center.  Players can work on the floor.  Keep a wastepaper basket close by for cleanup.

2. Before everyone begins, talk with the group about hats.  Make a list of the variety, such as chefs’ hats, pirate hats, nurses’ hats, Mickey Mouse hats, space helmets, feather headdresses, crowns, and so on.

3. Have each player take a sheet of newspaper and invent his or her own hat.  Newspaper can be twisted into cones, but into fringes, folded into caps, and made into any shape.  Since newspaper is plentiful, all players to use as much paper as they need.

4. When players are finished and the activity has gone to their heads, a hat parade with music is in order.  Another idea would be to vote on the most creative hat and reward the winner with a treat.
Newspaper Dowels
Materials:  Newspapers, masking tape

Room Arrangement:  Open space

Time:  35 to 45 minutes

Directions:

1. Move furniture to the edges of the room and place a stack of newspapers in the middle.  Demonstrate for players how to roll a single sheet of newspaper tightly into a dowel.  Begin at one corner and roll diagonally, making it as hard and inflexible as possible.  Tape the dowel to keep it from unrolling.

2. Join the newspaper dowels together at ends with masking tape.

3. Players can build paper dowel structures on the floor. (Three dowels taped into a triangle are the strongest building unit, but allow players to experiment with different shapes.)  Each player can construct his or her own structure, or everyone can work together on one gigantic construction that will fill the whole room.  For added decoration fill in the framework with panels of colored paper and drawings.

Pots and Pans

Materials:  A sheet of paper for each player, a pin for each player, a pencil

Room arrangement:  Open space

Time:  20 minutes

Directions

1. This game takes a few moments of preparation.  Make yourself a list of pairs of things. For example:

· Ham and eggs
· Pepper and salt

· Shoes and socks

· Stars and stripes

· Bread and butter

· Nickel and dime

· Thunder and lightning

· Romeo and Juliet

· Lone Ranger and Tonto

· Tom Sawyer and Huck Finn

· Jack and Jill

· Roy Rogers and Trigger

· Twist and shout

· Birds and bees

· Sticks and stones

· Hood and ladder

· Cops and robbers

2. On each piece of paper write the name of one member of each pair.

3. Gather players in a circle with their backs toward the center.  Pin a sheet of paper to each back so that the person pinned does not know the word on his or her back.

4. After all players are pinned, each must try to find the person with the mate to his or her word.  This is difficult because no player knows his or her own word and is not allowed to ask its identity directly.  Players may ask each other any question at all (“Is it a person? “Is it an animal?”) except “What’s my word?”  Before finding partners, players must find out what their own words are.

5. The game ends when each player has successfully found his or her partner.

One and Only
Materials:  A 3 x 5 inch index card for each player

Room Arrangement:  Open space

Time:  20 minutes

Directions:

1. Give players file cards and pencils and ask them to write descriptions of themselves.  The descriptions must point out their unique qualities, experiences, or accomplishments—the things that make them unlike any other person in the group.  It’s better to describe personality than physical appearance.  Players should not sign the cards with their names.

2. Collect file cards and shuffle them.  Players form a circle and sit on the floor.  File cards are passed out.  If a player receives his or her own card, players close their eyes and switch cards.

3. One by one, players read the cards they are holding.  After each reading, the group tries to guess who wrote it.  The goal is to try to guess as quickly as possible the identity of the unique person.

Make a List

Materials:  A roll of paper, felt tipped marker, tape or tacks

Room Arrangement:  None
Time:  On going

Directions:

1. Choose a free wall and tape or tack up a large piece of paper.  Find an area where it can stay up all the time so players can add to it in free moments.
2. Select a category—something that might be fun and will allow for inventive interpretations.  Some examples:

· List things that are associated with the number 3.

Some of the things on the list might be:  little pigs, blind mice, coins in a fountain, wise men, men in a tub, bears, primary colors, triangle, tricycle, peas in a pod, three-ring circus, Columbus’s boats, digits in an area code, three strikes and you’re out.

· Make a list of wet things.

Some of the things on this list might be:  frogs, whales, gold fish, snow, orange juice, milk, tears, dog’s nose, bottom of a boat, car wash, sink, egg yolk, peaches, tongues, eyeballs, ink, mud, worms, pickles, perspiration, runny nose.

· Make a list of little known statistics or trivial wonders.

Some people might have to go do some digging in almanacs, magazines, newspapers or a book of world records to find things.

Wastepaper Basketball

Materials:  2 wastepaper baskets or cardboard boxes, crushed paper balls

Room Arrangement:  None
Time:  25 minutes

Directions:

1. In this game, players must remain in their seats.  Divide the group into two teams by counting off.  Two wastepaper baskets or cardboard boxes are placed at opposite corners of the room, one for each team.

2. Players can shoot from anywhere or can pass the paper ball to each other, trying to get it to the teammate closest to the basket.  Opposing team members can try to intercept shots, just as long as there is no physical contact.  You can award free shots when fouls occur.

3. Referees should be stationed at each end of the room to retrieve stray paper balls and throw them back to players.

4. If the defending team intercepts a pass or retrieves the ball after a shot misses the basket, it keeps possession of the ball.  After a team makes a basket, the ball goes to the other team.

5.  Use a new paper ball after each basket.  After an agreed-upon number of plays or amount of time, the team with the most paper balls in its basket is the winner.

World Champion Paper Stacking Contest

Materials:  As much scrap paper as possible

Room Arrangement:  Open space

Time:  20 to 30 minutes

Directions:

1) Divide the group into two teams or into several small ones.

2) Each team gets an equal pile of paper with which to build a tower.  No other materials—no staplers, tape, or glue—can be used to construct the tower.  Papers should be folded to reinforce construction.  The tighter the paper is folded, the stronger it gets—but it also gets smaller.  Loosely folder paper might provide large building elements, but the construction will be more fragile.

3) The team that builds the highest tower wins an award.  
4) Award citations also for the cleverest construction techniques and the most architecturally beautiful.

Newspaper Relay

Materials:  Newspapers

Room Arrangement:  Open space

Time:  20 minutes

Directions:

· Divide the group into two teams.

· Fold several sheets of newspaper into quarters to create a solid pad on which to step.  Each team will need two pads.

· Give the first person on each team two folded newspaper pads.

· Define the starting line behind which teams must stand, and select a goal across the room.

· When the leader signals, the first player on each team must put down a newspaper pad and step on it, then put down the other newspaper pad and step on that one, then pick up the first and put it farther ahead to step on, and so on, until the player reaches the goal.  The process is repeated while returning.

· On returning, the first player touches the next player in line.  The next player continues in the same fashion.

· The first team to finish wins the relay.

Shadow Shapes
Materials:  Large roll of white paper (at least 36 inches wide), thumb tacks or masking tape,

                  assorted colored markers, assorted colored tempera paint, brushes, bucket of water

                  over-head projector

Room Arrangement:  Open wall space

Time:  35 to 45 minutes

Directions: 

1. Tack or tape a roll of white paper across a wall.  Pull shades and close doors to make the room as dark as possible.  Plug in over-head projector and direct the light toward the paper.

2. Divide the group into pairs.  Partners take turns tracing each other’s shadows with felt-tipped markers on the white paper.  Players should turn, stretch, and crouch to see how many different shapes they can make with just their bodies.  Several pairs of players can stand together to merge silhouettes.

3.  
The over-head can be moved to elongate, enlarge, or shrink shapes.  For example, finger shadows can stretch out several feet across the wall.  Suggest players trace the same shadow shape several times, overlapping it in different colors.

4.  Players fill in the shapes with solid colors of tempera paint or with patterns such as stars, stripes, 
     check, dots, and so forth.
Over-the-Shoulder Relay

Materials:  six objects per team (use items such as beanbags, balls, and erasers)

Room Arrangement:  Open space

Time:  10 – 15 minutes

Directions:

· Divide the class into team of five or six players.  Have the teams stand in single-file lines facing the front of the room.  Hand the six items to the first player in each line.

· When you give the signal to begin, the first player will pass each of the items one at a time over his or her left shoulder to the second player in the line.  The second player must have all six objects before passing them on to the third player, and so on.  When the last player in line has received all of the objects, that player will call out to the group to turn around and face the opposite direction.  The relay will now continue in the same fashion, but in reverse.  The first team to successfully pass all of the objects back to the first player wins the relay.

Smile If You Love Me

Materials:  None

Room Arrangement:  Open space

Time:  10 to 15 minutes

Directions:

· Arrange the furniture so that there is a large open space in the room.  Have the students form a large circle, and place one student in the center of the circle.

· The object of this game is for the student in the center to make another student smile while those around him try to keep from smiling.  The student in the middle will choose any other student, stand directly in front of him or her, and say, “Smile if you love me.”  The center student can also make funny faces, but he or she may not touch the classmate.  In response, the circle member must try to keep a straight face and respond with “I love you but I just can’t smile”.  If this student does not smile, he or she will remain a part of the circle.  If the student does smile, he or she must join the center student in trying to make someone else smile.  The game continues until everyone is smiling.
Thumb Wrestling

Materials:  None

Room Arrangement:  Open room

Time:  10 to 15 minutes

Directions:

Instruct the students to find a partner and then stand in an open space.  Explain that the partners will be participating in a thumb-wrestling exhibition.  Choose one pair to stand in front of the room to demonstrate the activity.

The two students will stand face to face.  Each student will raise his or her right hand in a fist to chest height with the thumb up.  Next, the students will interlock their fingers while keeping their thumbs raised.  The object of the game is to completely push the other student’s thumb down.  The match begins when the partners count to three and then say “go.”  Once the students have had several minutes to practice with one partner, announce that they will begin switching partners after each match.  Partners may agree to use their left hands during any given match.

Pass and Duck

Materials:  one small ball or beanbag per team

Room Arrangement:  Open space

Time:  10 to 15 minutes

Directions:

Divide the class into teams of five or six players.  Have each team stand in a line either in the aisles between the desks or in another open space in the classroom.  Give the first students on each team a ball.

The player with the ball (the thrower) will take three steps forward, turn around, and face his or her team.  The thrower will pass the ball to the first person in line, who will then pass it back.  The first player will then duck down.  This player and all subsequent players who duck, must stay down until a new student becomes the thrower.  The ball will then be thrown to the second player, who will throw it back and duck.  This pattern will continue until the last player has received the ball.  This player will go to the front of the group to become the next thrower, and the original thrower will go to the front of the line.  This will continue until the team has returned to its starting positions.

Group It

Materials:  stopwatch

Room Arrangement:  Open space

Time: 10 to 15 minutes

Directions:  

Prepare in advance a list of criteria students can use to sort themselves.  Criteria for grouping students could include such things as eye color, hair color, month of birth, number of siblings, shirt color, favorite sport, favorite food, and/or favorite ice cream flavor.

Explain to the students that they will be working together to sort themselves into groups based on criteria you provide.  Their goal will be to create each set of groups within a given amount of time.

Partners Up

Materials:  None

Room Arrangement:  Open space

Time:  10 to 15 minutes

Directions:

Divide the class into pairs of students of similar size.  Have the partners spread out around the room.

Instruct each pair of students to sit on the floor back to back.  Have the students link their elbows behind their backs.  Tell them that their challenge is to stand up without letting go of one another’s arms.  They may think that this is easy—until they try it a few times.  Explain that it takes cooperation and coordination.

As a variation, instruct the partners to sit face to face.  They should place their legs in front of them so that their feet are touching their partner’s feet.  Be sure students bend their knees.  Next, instruct them to hold hands.  Now they are ready to try to stand up.  Once they have become proficient at this, they are ready to combine pairs and try these tasks with four people, then eight, and so on.

Hula-Hoop Challenge

Materials:  four hula-hoops per group

Room Arrangement:  Large open space

Time:  10 to 15 minutes

Directions:

Divide the class into teams of 15-20.  Have students stand in a circle, and instruct them to hold hands.  Place a hula-hoop on the shoulder of 4 different students, instructing two of them to begin by passing the hula-hoops to the right and 2 students to begin passing the hula-hoops to the left.

Explain to the students that the object of the relay is for each team to pass the hoop around the circle without the team members breaking their hands apart.  The hoops will be passed around by students squatting down and picking up their feet to let the hoop pass over and under them to the next person.  Each of the four hula-hoops should be passed around the circle until they are returned to the shoulders of the original students.

Human Treasure Hunt
Materials:  One Human Treasure Hunt handout and pencil for each participant
Room Arrangement:  Open Space

Time:  15 minutes

Directions:

Leader asks, “How many of you have ever gone on a scavenger hunt?  This kind of search-and-find mission usually involves people in looking for such obscurities as 2 pieces of broken glass, 5 round rocks, 1 apple core, etc.

We’re about to engage in a hunt but this kind of hunt will be different, because what we’ll be looking for can be found right in this group.  In fact, what we’ll be doing is taking off on a human treasure hunt, discovering the resources and treasures of the people in our group!

The purpose of this activity is for you to catch up on what has been happening in the lives of those people you already know and to get acquainted with people you don’t know.  Fill out as many as you can of the items on the sheet which I hand to each of you.  Speak to the people—please do not use prior knowledge that you have about someone.  Put the appropriate name in the space provided.  Try to fill in one item for each person you contact . . .

Are you ready to get started? . . . Begin!”
Mom, I Can’t Go to School Today!

Materials—chalkboard or SMART board

Room Arrangement—None

Time:  10 minutes

Directions:

Count up the number of letters in your first name, and see if you have an odd number of letters or an even number of letters . . . Find a partner who like you has an even or odd number of letters in her or his name.

Notice the sentence on the board, “Mom, I can’t go to school today because I’ve got arthritis, bronchitis, and chronic coughing.”  We’re going to go around the room in order, and you and your partner are going to think of one more word to add on to the sentence.  Then one of you can come up and write it on the board and then read back the whole sentence to us.  Then it will be the next pair’s turn to add a word.

Before we proceed, notice that the description of the ailments is not a random description sequence—there’s a reason that each word follows the ones behind it.  Anybody see it? . . . Sure!  The first letters are in alphabetical order:  “A” for arthritis, then “B” for bronchitis, “C” for chronic coughing, and so on.  And so Michael and Maggie, you can begin and move us right on to the next one.

Mind Stretchers
Materials:  Game card, pencil or pen or SMART board

Room Arrangement:  none

Time:  15 minutes

Directions:

Do you mid if I joke? . . .  Now you may be wondering just what I have in mind by that statement.  Actually, it’s just a way of introducing a game called MIND STRETCHERS.

We’re all probably familiar with the old brain teasers, puzzles on which we wrack our brains for hours and hours, if not days and days on end, trying to figure out.  I’ll be presenting you with a series of mind-stretchers.  Instead of being on your own, in isolation, trying to solve them, I’d like to invite you, if you choose, to join up with as many as three other people to be your collaborating detectives.  What you need to do first is to make a choice: “do I want to work/play alone, do I want to join up with one other person, do I want to hook up with two others, or do I want to be with three other detectives in trying to figure out the mind stretchers?”  Okay, at the end of the next minute, I’d like you to have decided with whom, if anyone, you’d like to work .

I’ll be posting on the board twenty four mind stretchers.  Each one of these stands for a familiar word or phrase that we’ve all heard at one time or another.  Work at your own pace, and in your own space.  We’ll check back with each other in a little while, compare ideas, and check your answers.

Scramble Scramble
Materials:  31 sheets of construction paper or typing paper for each team

                  Black marker

Room Arrangement:  Open space

Time:  15 minutes

Directions:

1. Make two sets of alphabet cards with paper and marker.  Print one large letter on each sheet.  Give each set two sheets of A, E, I, O, and U.

2. Divide the group into two teams.  Teams line up at one end of the playground and the two lettered stacks are placed on the opposite end about 10 yards away.

3. The leader calls out a category—sports, TV, fast food, birds, trees, and so forth.  Teams huddle together to agree on a word to spell that relates to the category.  For example, if the category is “Tree,” one team might spell “Maple” and the other “Elm.”

4. Teams run to their alphabet stacks and scramble to find the necessary letters. Team members grab letters and run back, arranging themselves in the proper order.

5. The first team to spell a word receives a point for each letter.  The team with the most points after a predetermined number of rounds is the winner.

Water Brigade

Materials:  4 buckets, a disposable cup for each player

Room Arrangement:  Long open area

Time:  15 minutes

Directions:

1. Divide the group into two teams.  Teams stand in two parallel lines.

2. Place a bucket at the end of each team.  Fill the buckets at one end of each team with water while the buckets on the opposite ends remain empty.
3. Give each player a disposable cup.  The object of the game is for each team to transfer the water from the filled bucket—cup by cup—to the empty bucket.

4. When the leader says “Go,” the first players on each team dip their cups into their buckets.  The water is passed from player to player on each team by pouring it into the next cup.  The last players pour their cups into the empty bucket.

5. The winning team is the one that finishes first with the most water.  A fast team may fill its bucket first but might meet its Waterloo if a portion of the water is carelessly spilled along the way.

Lean-Too
Equipment:  None

Room Arrangement:  Open space

Time:  10 minutes

Directions:

1.  Players stand in a circle, join hands, and count off alternately by ones and twos.

2.  Keeping backs and legs as straight as possible, players who are “ones” lean forward toward 
     the middle of the circle while all the “twos” lean backward toward the outside.  Players 
     counterbalance each other for support.

3.  Once the group has gotten its balance, slowly reverse leaners—the “ones” lean backward and 
     the “twos” lean forward.  Have players see how smoothly they can alternate.

4.  After players have leaned in and out, have everyone try stepping to the right or left moving 
     around in a circle.  There are only winners in the turning circle of slanted players.

Laughing Matter

Materials:  None

Room Arrangement:  Dry grassy area or gym floor

Time:  5 minutes

Directions:

1. A dry grassy area is needed for this game.  A single person is selected to be the Laugh Igniter.  He or she lies down on the grass.

2. The rest of the group is divided into two groups.  A player from each group lies down on either side of the Laugh Igniter with his or her head on the Laugh Igniter’s stomach.

3. One by one players lie down placing their heads on the stomach of the last player.  This makes two branches of players with the Laugh Igniter at the center connect them both.  This is useful when shy boys and girls prefer separate groups.

4. After everyone is arranged, the Laugh Igniter takes a deep breath and yells “Ha!”  The two people resting on his or her stomach yell  “Ha ha!”  The people resting on their stomachs yell “Ha ha ha!” and so forth.  The idea, of course, is that each person adds to the number of “ha’s” at each turn.
5. Suggest that players yell in different tones of voice and rhythms.  Some “Ho ho’s” or “Hee hee’s” wouldn’t hurt either.  If the group hasn’t been deduced to total hysteria,  reverse the sequence and start from the end of the branches, reducing the number of “ha’s”

Sidewalk Murals

Materials:  Several dozen pieces of chalk in various colors

Room Arrangement:  A sidewalk or paved area

Time:  30 minutes

Directions:

1. Gather players together and discuss ideas for a group drawing.  You might begin by saying, “We’re going to make the world’s largest drawing,” and ask players if they have any suggestions for a theme.  A single design with lots of decorative parts such as a butterfly or a fiery dragon, provides an overall structure that can be fill in any way players wish.

2. To begin, draw a simple outline of the shape.  For example, if players agree on drawing a snake, you should draw two parallel serpentine lines down the entire sidewalk.
3. Give players several pieces of colored chalk and have them fill in the outline with patterns and shapes—stars, dots, squiggles, checks, and so forth.  The finished drawing will be a patchwork of all the player’s designs combined into one large picture.

Rock, Paper, Scissors

Materials:  None

Room Arrangement:  Large open area

Time: 15 minutes

Directions:

1. Divide the group into two teams.  Designate a free zone at each end of the playground.

2. Gather the two teams in the center of the field and explain the rules.  Players must remember three symbols—a fist is Rock, a flat hand is Paper, two fingers (held open to resemble the blades) are Scissors.  Depending on the combination, one will be the winner.  Paper covers Rock, Rock breaks Scissors, and Scissors cut Paper.  For example, if one team has Rock and the other has Paper, Paper wins.

3. Each team forms a huddle in its free zone and agrees about a symbol.  This is chancy because nobody knows what the other team will pick.  Teams meet back in the center with symbols in mind.

4. Both teams chant together, “Rock, Paper, Scissors . . .” and ten all players of each team show their symbol.  In a split second, teams decide who’s the winner and who’s the loser.  Loser run back to their free zone with the winners in pursuit.  Those tagged by the winners become members of their team.  If both teams show the same symbol, teams rehuddle and play again.

5. Players play for a predetermined number of rounds.  The team with the most players is the winner.

The Name Game
Materials:  None

Room Arrangement:  open space with chairs in a circle
Time:  15 minutes

Directions:

One by one, go around the room and have everyone state their name and something they like that begins with the same letter  The catch is that for everyone that has already gone, they have to state their name and what they like before they can go.  

The Toilet Paper Game

Materials:  One large roll of toilet paper with perforated squares (two if you think your kids will 

       greedy).

Room Arrangement:  Classroom with chair or desks in a circle

Time:  20 minutes

Directions:

Begin by passing the roll around the circle instructing each student to take as much or as little as he or she wants.  You know you’re bound to get the kid who takes half a roll as a joke but the joke will soon be on him.  Once everyone has their sheets of toilet paper explain what they must do.  For each perforated square they must rip it off the end and say one interesting fact about themselves.  Start from one end of the room and go to the other end until everyone has gotten a turn.  It could be that you need two days depending on how big the advisory is or how much toilet paper each participant takes. 
Alternative:  You can also pass a bowl of candy around the circle instructing students to take as many pieces as they want.  Skittles and M & M’s work very well.

Notecard Game

Materials:  One 3 x 5 index card for each student

Room Arrangement:  None

Time:  15 minutes

Directions:

Instruct students to fold an index card in half and then in half again.  Then have them label each section 1 through 8.  

Number 1 is:  What is your favorite ice cream?

Number 2 is:  Are you right, left or both handed?

Number 3 is:  Rate your athletic ability:  great, good, fair or good spectator

Number 4 is:  Have a pet:  dog, cat, other, or none
Number 5 is:  Where would you most like to travel to?

Number 6 is:  Family:  Bio Nuclear, one parent, or have a guardian

Number 7 is:  Favorite music type, pick only one

Number 8 is:  What clubs or sports do you hope to get involved in at RRHS?

After each student has filled the card with information about themselves tell them to find only one person for each number with the same thing on the card and introduce themselves.  It works in big groups and small groups.  After you quiz the freshmen asking who has the same number 6 as Joe Freshman, and then you move on to the person who said I have the same as Joe then move on and so forth.  

Middle School versus High School

Materials:  SMART board, chalk board 
Room Arrangement:  None

Time:  20 minutes
Directions:

Ask students:  “How is high school different from middle school? What major differences have you noticed so far?” 

Record your student’s comments on the board.

Group the comments into the following categories:  
Social Life . . . School . . . Work . . . Home. . Life . . . etc.

Try to reach several conclusions based on what is on the board:  You have more freedom now . . . is that good or bad?  What are the positive things about having freedom?  What are the pitfalls of having too much freedom?

Many new and exciting things are happening to you now . . .  How can you make sure you discover things you enjoy?  How do you choose from all of your options?  How do you budget your time with all these new activities?

School work is more demanding . . . How do you budget your time?

Follow-up:  Be sure that you generate some discussion on any or all of the topics listed above.  Your group may come up with their own conclusions from their list.  That is great.  If this activity takes a full period, then follow-up with the discussion the next day that you meet with your advisory.  If that is the case, be sure to save the list.
It is very important that you take this opportunity to reassure your students that you will be there to help them, and that they can come to you about anything.

This activity can be done in one large group or in 2-3 small groups.  Choose the option that best fits the dynamics of your class.  If you do it in small groups, you should take the time to share each group’s response.

Best/Worst
Materials:  None

Room Arrangement:  Open space for students to sit in circle

Time:  15 minutes

Directions:

Have each person share their best and worst moment from the previous week.  This icebreaker is an easy one to use and gives you good feedback concerning their life at the moment.  Some groups do this every week or every other week . . . the answers become more honest as you go.

My Life in Pictures

Materials:  Lots of magazines, glue, scissors, 1 piece construction paper for each participant

Room Arrangement:  None needed

Time:  Could take several days

Directions:

Have each person cut out pictures, sayings, headings, etc. they think tell something about themselves.  Use these to make a collage that they will share with the group.

House on Fire

Materials:  None

Room Arrangement:  None

Time:  15 – 20 minutes

Directions:

Ask “Your house is on fire, and everyone is safe.  You have 60 seconds to run through the house and collect three or four articles you want to save. What would you grab?  Why?”  After everyone has done this, the group can discuss what they learned about the things they value.

Electric Chain
Materials:  Small object such set of keys, eraser, soft ball

Room Arrangement:  Large open space

Time:  15- 20 minutes

Directions:

Another game for 16-60 people!  Players make two equal teams, facing each other in two long lines.  If you have an odd number, add an adult helper to fill in or one of the players could take the games leaders’ place.  Everyone sit down cross legged.  The two lines should be about 4 feet apart.  The game leader sits at the head of the line.  This game is played in silence.  All players join hands with the persons beside them.  Everyone closes their eyes except the two players sitting by the leader (the lead players).  When everyone has their eyes closes and is silent, the leader flips a coin in between the two lead players.  If it is heads, they do nothing.  Tails, the lead players squeeze the hand of the person beside.  The squeeze passes as quickly as possible (remember, eyes closed) down the line.  When the last person feels the squeeze, she grabs for the keys which are placed in between the last two players.  The team who gets the keys rotates . . . the head players go to the end and everyone shuffles up one spot.  If it was a false alarm, (accidental squeeze of the hands –no calling out “OOPS” allowed) it doesn’t count.  Game continues until one team has been completely through its lineup and the original head player is back at the head of the line.

Where the Wind Blows
Materials:  None

Room Arrangement:  Large open space

Time:  10 – 15 minutes

Directions:

Make a wide circle of chairs with one less chair than there are people.  Everyone sits, one player stands in the middle of the circle.  He/She calls out “The wind blows everyone who _______.”  Fill in the blank with anything—“people wearing white socks,” “people who have a dog,” “people who play an instrument,” “people who like broccoli,” etc. (use your imagination).  Those people who stand up must change places with someone else who is standing.  While they are doing this, the person in the middle tries to sit in an empty place.  The odd person out is in the middle and the game continues.  Youth Group Tip:  Avoid allowing people to pick an obvious.  For example, if one person is wearing an orange t-shirt, they may not say that.

Data Processing
Materials:  None

Room Arrangement:  Large open space

Time:  10 minutes

Directions:

This game gets the players to line up in a particular order.  The trick, each must be done in complete silence.  Once the leader gives the order, players must move into correct order without talking to each other.

· Line up according to birthday (month and day)

· Line up from shortest to tallest

· Line up alphabetically by first name

· Line up by shoe size

Each time the group is lined up and everyone is sure they have done so correctly, they should join hands and throw their hands in the air together.

Micro Meetings of the Mind
Materials:  None

Room Arrangement:  Large open space

Time:  15 – 20 minutes

Directions:

Have all players make two lines of the chairs facing each other, so that your knees are almost touching your partner’s.  The leader tells the group they will have 30 seconds to share information with the person opposite them.  After each question, one line stands up and moves one seat to the right, or the other line stands up and moves one seat to the left.  Sit down, introduce yourself by first name to the new person, then take turns responding to the leader’s question.  For the leader, you’ll have to watch the time and get people to stop talking, stand up and move on to the next.  This is a good way for a large group to start to get to know one another.  Here are some suggested questions for people to share in the “micro meetings”

· What is your favorite subject at school?

· What movie have you seen in the past couple of months that you have really liked?

· What’s your favorite food?

· If you were an animal, what would you be?

· What’s the best thing about Rocky River?

· Share one thing that you are really good at ( I can . . . )

· Share one thing that you are really terrible at ( I can’t . . . )

· Share something that happened to you today that you really liked

· What is one fun/cool/weird thing you or your family do as a holiday tradition?

· Where does your first name come from (Why are you called . . .)?

A Tangled Web
Materials:  Large ball of yarn

Room Arrangement:  Large open area

Time:  15 – 20 minutes

Directions:

Gather students in a circle sitting around you on the floor.  Hold a large ball of yarn.  Start by telling the students something about yourself.  Then roll the ball of yarn to a student without letting go of the end of the yarn.  The student who gets the ball of yarn yells his or her name and something good about himself or herself.  Then the student rolls the yarn to somebody else, holding on to the strand of yarn.  Soon students have created a giant web.  After everyone has spoken, you and all the students stand up, continuing to hold the yarn.  Start a discussion of how this activity relates to the idea of teamwork—for example, the students need to work together and not let other down.  To drive home your point about teamwork, have one student drop his or her strand of yarn; that will demonstrate to students how the web weakens if the class isn’t working together.

Cooperative Musical Chairs
Materials:  Music

Room Arrangement:  Large open space, circle of chairs

Time:  10 to 15 minutes

Directions:

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 the person.  Then remove another seat and start the music again.  The kids end up on one another’s lap 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.
Silhouette Collage
Materials:  Old magazines, glue stick, 11 x 17 inch paper, scissors for each participant, over-head
                   projector, tape
Room Arrangement:  None

Time:  Will take several days

Directions:

Stock up on old magazine.  Ask students to bring in their magazines.  Your school librarian might have a discard pile you can draw from.  Invite students to search through the magazines for pictures, words, or anything else that might be used to describe them.  Then use an overhead projector or another source of bright light to create a silhouette of each student’s profile; have each student sit in front of the light source as you or another student traces the outline of the silhouette on a sheet of 11 x 17 inch paper taped to the wall.  Have students cut out their silhouettes, then fill them with a collage of pictures and words that express their identity.  Then give each student an opportunity to share his or her silhouette with the group and talk about why he or she chose some of the elements in the collage.  Post the silhouettes to create a sense of “our advisory group”.

Pop Quiz
Materials:  1 balloon for each participant, questions written on slips of paper

Room Arrangement:  None

Time:  20 minutes

Directions:

Ahead of time, write a series of getting-to-know-you questions on slips of paper—one question to a slip.  You can repeat some of the questions if the group is large.  Then fold up the slips and tuck each slip inside a different balloon.  Blow up the balloons.  Give each student a balloon and let the students take turns popping their balloons and answering the question inside.

Share and Share Alike

Materials:  Paper and pencil/pen

Room Arrangement:  none

Time:  10 to 15 minutes

Directions:

Divide the participants into groups of 5 or 6 people by having them number off.

Tell the newly formed groups that their assignment is to find ten things they have in common with every other person in the group that has nothing to do with school.  (Also, no body parts—like we all have legs; we all have arms) and no clothing (we all wear shoes, we all wear pants).  This helps the group explore shared interests more broadly.

Tell the groups that one person must take notes and be ready to read their list to the whole group upon completion of the assignment.

Ask for a volunteer to read their whole list of things in common first.  Then ask each group to share their whole list with the whole group.  Because people are your best source for laughter and fun, the reading of the lists always generates a lot of laughter and discussion.  

Blanket Activity
Materials:  Large blanket

Room Arrangement:  Open space

Time:  10 minutes

Directions:

First, lay the blanket on the ground.  Tell the class to try to fit everyone onto the blanket.  If they don’t get it right away, let them work at it.  Then once everyone has gotten on top of the blanket, fold the blanket in half and ask them to do it again.  See how many times you can fold the blanket over and still have the class figure a way for everyone to fit on it.

Heads Up Seven Up

Materials:  None

Room Arrangement:  None

Time:  10 minutes

Directions:

Choose 7 kids to start the game.  Each of those 7 kids presses down a person’s thumb in the class and the 7 kids who were chosen have to stand up and say the name and one thing about the person that they think pressed their thumb.  It they are correct, they take the place of the one who he or she guessed; if not, the person has to sit back down.

Garbage Can Basketball Trivia

Materials:  Garbage can, tennis ball, tape, trivia questions

Room Arrangement:  None

Time:  10 to 15 minutes

Directions:

Have the advisor ask a trivia question to a team.  If the team answers the question correctly, the team can send up one representative to shoot a basket from any one of the marked lines on the floor that each have a different values.  The lines were marked by tape prior to game by the advisors.  First one to gain 21 points wins candy.

Topics of Discussion

Materials:  None

Room Arrangement:  None

Time: 15 minutes

Directions:

Either the FMPs, students in the advisory, or both, write down about 5 or 6 topics for discussion on the SMART board.  Some example topics:  school, drugs, current events, and dating. 

The FMPs asks a freshman to choose a topic to start off and then say one idea or comment pertaining to the topic chosen.  Go around the room and have everyone (one at a time) share their thoughts on the topic and build off of each other’s ideas.  Either have the FMPs pick volunteers to start off or randomly ask students to participate in the discussion of a topic.  The goal is to thoroughly discuss each topic together as an advisory group.

Follow Up:

If you don’t finish in one day, you can finish the next day.  If a student on the advisory has yet to participate in the discussion, they could share their feelings if they feel comfortable in answering.  This is a great 2-day activity to make sure everyone gets the opportunity to share.

Silent Ball

Materials:  Soft ball (like a koosh)

Room Arrangement:  None

Time:  15 minutes

Directions:

Have students sit on top of their desks.  Have the kids toss the ball with each other, however, they are not allowed to talk.  If they are caught talking, they have to sit down in their chair until the game starts over.  Also the ball must be caught so anyone who drops it or misses it has to sit down.  The winner is the last one still sitting on their desk.

Letter Puzzle

Materials:  Handout of puzzle for each participant, pencil or pen

Room Arrangement:  None

Time:  10 minutes

Directions:

Try to decode the following letter puzzles.  

Example:  7 D in a W = Seven Days in a Week

A T W in 80 D _______________________________________________________________

9 P in the S S ________________________________________________________________

26 L in the A ________________________________________________________________

52 C in a D __________________________________________________________________

1001 A N ___________________________________________________________________

40 D and N of the G F _________________________________________________________

100 P in a D _________________________________________________________________

16 O in a P __________________________________________________________________

50 S and 13 S on the A F _______________________________________________________

11 S in the C _________________________________________________________________

4 S and 7 Y A ________________________________________________________________

76 T led the B P ______________________________________________________________

1 P is W a 1000 W ____________________________________________________________

435 S in the H of R ____________________________________________________________

60 S in a M ___________________________________________________________________

10 A in the B of R______________________________________________________________

3 B M see how they R___________________________________________________________

1 W on a U____________________________________________________________________

88 K on a P____________________________________________________________________

500 M in the I F H_______________________________________________________________

8 S on a S S ___________________________________________________________________

17 S in a H ___________________________________________________________________

Letter Puzzle Answers

Around the world in 80 days

9 planets in the solar system

26 letters in the alphabet

52 cards in a deck

1001 Arabian nights

40 days and nights of the Great Flood

100 pennies in a dime

16 ounces in a pound

50 stars and 13 stripes on the American Flay

11 states in the Confederacy

4 score and 7 years ago

76 trombones led the big parade

1 picture is worth a 1000 words

435 seats in the House of Representatives

60 seconds in a minute

10 Amendments in the Bill of Rights

3 blind mice see how they run

1 wheel on a unicycle

88 keys on a piano

500 miles in the Indy Five Hundred

8 sides on a stop sign

17 sentences in a Haiku

Blind Drawing

Materials:  Paper and markers for each participant

Room Arrangement:  None
Time:  10 minutes

Directions:

Each person gets a piece of paper and a marker.  The participants have to keep their eyes closed during this activity.  One person, (either a mentor or the teacher) acts as the “director” and describes a scene that they want the students to draw.  (Example:  draw a house, with a tree in the front yard, a door in the center of the house with two windows—one on the left and one on the right, surrounded by a picket fence.)  The students draw the scene with their eyes closed.  When the “director” is finished describing the scene, have the student turn their paper over and write their name on the back.  Collect the drawing and then look at them as a class.  Vote on the silliest drawing or the most realistic drawing.  Winners get a prize.

SMART Sentences

Tell the group they will be competing to see which team is the first to complete a group sentence.  Next, divide participants into two teams.  If the group contains an uneven number, one person may compete twice.  The leaders set up SMART board, chalkboard or newsprint for each team.  The teams then line up 10 feet from their board.  After giving the first person in each team’s line a piece of chalk, SMART board marker or felt tip marker, explain the rules of the game.  Rules are:  Each team member needs to add one word to the sentence.  Players take turns; after they go to the board and write one word, they run back to give the next player the marker and then go to the end of the line.  The sentence must contain the same number of words as there are members on the team.  A player may not add a word between words that have already been written.  After, discuss the value of anticipatory thinking and the importance of individuals cooperating in a group task.
String Balloons

Materials:  String, 10-12 inch balloons (one for each participant), a whistle

Room Arrangement:  Open space

Time:  10 minutes

Directions:

Give participants a piece of 12 inch string and a balloon to blow up.  After blowing up the balloon, the string should be tied to the balloon and the other end tied to the right or left ankle.  After everyone has completed tying their balloons, instruct participants to stand in a circle with their hands behind their backs, standing on one foot.  It can be either foot.  When the whistle blows, the group moves around trying to pop someone else’s balloon.  Once a balloon is popped, that person sits down.  The winner is the last person with the balloon still inflated and attached to the ankle.
Sign Up Here

Materials:  6 – 10 pieces of large newsprint, tape and markers

Room Arrangement:  None

Time:  20 minutes

Directions:

Preparation:  Put pieces of the newsprint around the room.  From the list of topics below, write a different topic of interest at the top of each newsprint.  Also include a related question you want people to answer about each topic.  (Topic can vary according to the age and interests of the group involved):

· I like to speak or perform in public (What group(s) have you spoken to or performed in front of?)

· I like to work on computers.  (What programs do you know?)

· I can speak a language other than English. (Which?)

· I would be excited to travel in the U. S. or abroad.  (Where?  Where have you been?)

· Making friends is an important part of my life.  (Who are your best friends?)

· My family is one of the things that makes me happy.  (Something I like about them?)

· There are things I would like to change in this school.  (What?)

· There are things I would like to change in our city.  (What?)

Instruct participants to walk around the room, look at the different topics and sign their name on any of the sheets that represent topics in which they have an interest.  Tell them to also make a comment answering the question on the sheet.

After everyone has had a chance to sign the sheets, ask one person that has signed each sheet to read the names of the people that have signed that sheet and any comments.

Discussion:

What interests does the group have?  How many different interests are represented in the group?  Which chart had the greatest interest?  Which chart had the least interest?  What does this say about the group as a whole?  Is there a pattern?  What comments are made?

Synthesis:  Explain how these skills are important for community organizing and how each of them will contribute their interests and skills making the group stronger.

Raffle Ticket

Materials:  Raffle tickets (one for each participant), a pen or pencil, a box to use for drawing

Room Arrangement:  None

Time:  10 minutes

Directions:

Create and make copies of raffle tickets; get a box to use for the drawing.

Distribute raffle tickets.  Instruct participants to find their partner based on their answer to the first question on the raffle ticket.  Participants complete the rest of the raffle ticket with their partner and put it in the drawing box.  After everyone has completed their tickets draw a winning pair and give out a small prize.

Then each person introduces his or her partner saying the person’s name and something he/she is good at.  Then the partner introduces the other person and shares their partner’s favorite thing to do.

Raffle Ticket

Find a partner who has the same zodiac sign at you ( i.e. Gemini, Aquarius . . . ).  You rill out one side of this ticket and have your partner fill out the other side.  Then put this ticket in the raffle box.  If this ticket is chosen you both win a prize!

Name :_________________________________________  Birthday:_________________

1.  What are two things that you have in common with each other?
      _________________________________    ___________________________________

2.  What are two things you are good at?

      _________________________________    ____________________________________

3.  What are two goals you have for yourself?
     _________________________________     ____________________________________

Incorporation
Materials:  None

Room Arrangement:  Open space

Time:  5 minutes

Directions:

Explain that this game is about forming and reforming groups as quickly as possible.  Don’t worry if you are not even into the first group by the time the next group is called.  Just head quickly to the next group.  The idea is meet many different groups of people as fast as possible.  Get into a group of three . . . go
Other suggestions:

· A group of five with everyone having the same color eyes as you.

· One other person with the same last digit in their phone number as yours.

· A group of three wearing the same size shoe as you.

· Get in a group of three people and make the letter “H” with your bodies

· Find everyone else born in the same month as you

· Think of the first vowel in your name.  Find four other people with the same vowel.

Group Profile

Materials:  Newsprint, markers, tape

Room Arrangement:  None

Time:  15 minutes

Preparation:
Trace an outline of the human body on newsprint.  List the following topics outside the outline next to the coordinating body part:

Head:  dreams or goals we have

Ears:  things we like to listen to

Eyes:  how we like other people to see us

Shoulders:  problems young people have to face

Hands:  things we like to make or do with our hands

Stomach:  things we like to eat

Heart:  things we feel strongly about

Right foot:  places we like to go

Directions:

Post outline of body on the wall.  Invite participants to come up to the poster and write things or pictures to represent each area for them.  This is done graffiti style, free form.
After everyone has had a chance to participate, ask for volunteers to report to the group on what is listed.

Discuss:

· What are common interests?  Shared goals?  Dreams?

· Were there any themes?

· What are the things we feel strongly about?  How do these relate to our group’s work?

Magic Carpet Ride

Materials:  One double/full sized bed sheet (a plastic tablecloth can be a good substitute)

Room Arrangement:  Open space

Time:  10 minutes

This works best with a group of 12 – 18 people per sheet.

Directions:

Lay sheet flat on the floor or ground.  Ask everyone to stand on the sheet.  Now, turn the “Magic Carpet” (old sheet) over without anyone touching the floor or the ground in any way.  No one may lift anyone off the sheet at any time.

Processing questions:

· Who had the ideas to overcome the challenge?

· Who was the leader of the group?

· How many different solutions might there be?

Group Lap Sit

Materials:  None

Room Arrangement:  Open Space

Time:  5 minutes

Facilitator Note:  This activity can bring up issues about body image and size, although size doesn’t matter for the actual activity.  It’s a good idea to know your group before trying this activity and remind folks they have the right to pass.

Directions:

The group will start standing in a circle, shoulder to shoulder.  Everyone then turns to the right and puts their hands on the shoulders of the person in front of them.  The group will need to work together to communicate.  At the count of 1 – 2 – 3, everyone is instructed to sit on the knees/lap of the person behind him or her.  If this is done too quickly, group members will fall over.

Once this has been completed, the group may wish to try to walk in the formation.  This is a dynamic activity—and one that will make the group feel a great sense of accomplishment when successfully completed.

Seat-Shifting
Materials:  Leader may find it helpful to have a copy of statements

Room Arrangement:  Large open space with chairs in a circle

Time:  10 to 15 minutes

Directions:

This activity gets your teens moving and laughing once they’ve begun to learn each others' names.  Arrange chairs in a circle facing inward, one for each teen.  Everyone sits down.  The group leader makes a statement such as “If you are wearing white socks, move 3 seats to the left.”  Since not all of the teens will be wearing white socks, some will move and others will not.  This will lead to hilarious pile-ups and vacancies in seats bringing teens together spatially and humorously.

Other possible statements – 

If you have a fireplace in your home, move two seats to the (left or right)

If you like the Cleveland Browns, move 1 seat to the (left or right)


If you have a driver’s license…

If you have more than one sibling…

If you can speak Spanish…

If you play soccer …


If you have a logo on your clothing…
If you have been to Disneyland or Disney World…

If you have colored or dyed hair…

If you are wearing blue…

If you have traveled outside of the United States…

If you like French fries…

If you have hair longer than 12 inches…

If you like Italian food…

If you like olives…

If you like Coke better than Pepsi…

If you like dogs better than cats…

If you like cats better than dogs…

Pick Pocket
Materials:  Copy of Pick Pocket Activity Sheet 

Room Arrangement:  Open Space

Time 5 minutes

Directions:

This activity is a type of scavenger hunt:  participants get to “scavenge” through their pockets, wallets, purses, etc. to find the items on the list below.  

· Organize participants into groups of to ten

· Give each participant a Pick Pocket Activity Sheet.

· Tell groups they have 2 minutes to come up with as many items from the list as they can.  Tell them that each item is worth 2 points.

· Explain that they may make a reasonable substitution, but if they do, that item will be worth only one point.  For example, someone may have a math book instead of an foreign language book.

· After 2 minutes, ask groups to count their points.

· Ask groups to share what items they got from the list and which substitutions they made.

Give prizes to the group that has the most points.

PICK POCKET LIST
_____  Picture of a close relative

_____  School ID

_____  Cell phone

_____  I Pod touch

_____  Contact lens case

_____  Spanish text book

_____  Hand sanitizer

_____  $5.00 bill

_____  Receipt

_____  Social Security Card
_____  Fitness or health club card

_____  Movie ticket stub

_____  Tissues

_____  Spiral notebook

_____  Yellow high-lighter

_____  Black pen

_____  Hair tie
Simon Sez
Materials:  Simon Sez activity sheet for leader

Room Arrangement:  Open space

Time:  5 minutes

Directions:

· Ask participants to stand and get ready to play Simon Sez.

· Explain the simple rules:  When you say “Simon sez” followed by an order, the group should obey the order; when you give an order without saying “Simon sez,” they should not follow the order.

· Give the orders.  After each order, tell people who were correct in following the orders to remain standing, and ask people who were wrong to sit down.

· When finished, announce that the people still standing are the winners.

Tips:

Keep things moving quickly.  If you delay, no one will make a mistake.

If everyone does what they’re supposed to, make a remark about the astuteness of the group and move on.

Simon Sez Activity Sheet
1.  Simon sez lift your right hand into the air.

2.  Simon sez lift your left hand into the air.

3.  Put your right hand down.

4.  Simon sez put your left hand down.

5.  Simon sez point upward with your right hand.

6.  Simon sez point downward with your left hand.

7.  Simon sez point both hands toward yourself.

8.  Point both hands toward your neighbors.

9.  Simon sez stop pointing and sit down.

10.  Simon sez stand up.

11.  Simon sez stand on one leg.

12.  Stand on both legs.

13.  Simon sez shake hands with one neighbor.

14.  Simon sez shake hands with another neighbor.

15.  Simon sez turn around.

16.  Turn back and face front.

17.  Simon sez turn back and fact front.

18.  Give yourselves a hand.

19.  Simon sez give yourselves a hand.

Peculiarities
Materials:  Peculiarities Activity sheet for the leader

Room Arrangement:  None

Time:  10 to 15 minutes

Directions:

· Ask participants to stand

· Explain that the object of the activity is to discover peculiarities in the group

· Tell participants that you will read items from a list, one at a time.  Ask them to come forward to receive a prize if the respond affirmatively to the category.

Peculiarities Activity Sheet (for the leader)

1. Was Born on February 29th.

2. Has or had a dog name Spot, Midnight, Lucky or Shadow.

3. Is wearing an article of clothing that was chosen and purchased by someone else.

4. Is wearing a family heirloom

5. Downhill skies.

6. Likes pizza with anchovies.

7. Has ever helped serve dinner to the homeless.

8. Was born in another state.

9. Was born in another country.

10. Has won a prize.

11. Has been to Texas.

12. Writes songs or poetry.

13. Has an organized, clean bedroom

14. Has a twin brother or sister.

15. Has a shoe size of 12 or greater.

16. Has milked a cow.

17. Has been to the top of Empire State Building

18. Collects stamps or other collectibles.

19. Has been to a concert in the last month.
20. Has been on a radio or TV show.

21. Has been to France, Italy or Greece.

22. Has read all of the Harry Potter books.

23. Has seen the movie “Breakfast Club”

24. Has five or more pets

25. Has a parent or sibling who graduated from Ohio University

Box Bingo
Materials:  Box Bingo handout for, 3” x 5” index card and a pen each participant

                  Prizes (candy)

Room Arrangement:  None

Time:  20 – 25 minutes

Directions:

· Distribute a blank index card and a pencil to each participant.  Ask participants to write their names on the index cards provided.

· Collect the cards and place them in the box.  Cards will be drawn from the box later in the activity.

· Distribute one copy of the Box Bingo Worksheet to each player.  Inform participants that they will locate twenty-four other participants and enter their names on the worksheet, one name per block.  The worksheets will be used later to play a game of Bingo.  Then tell the participants to begin.  Allow sufficient time for participants to circulate together to gather enough names to fill out their Box Bingo Worksheets.

· When participants have completed this task, announce that the Bingo game will begin.  (Participants may want to be seated during the game.)  Using the box of names, you will draw out and announce twenty-four participant names, one at a time, and each participant who has the corresponding name on his or her Box Bingo Worksheet should place an “X” over it.  The first person(s) to get “Bingo”—all names crossed off the worksheet in a row (either horizontally, vertically or diagonally)—wins the game.  You may give a small prize to the winners.

Frozen Treats

Materials:  None

Room Arrangement:  None

Time:  10 to 15 minutes

Directions:

· Give participants an overview of the activity’s instructions and then instruct them to begin circulating through the room.

· When the facilitator calls “FREEZE” the participants stop.  Then the leader announces “PAIR” and the participants form pairs by turning to the person closest to them.

· After the pairs have formed, the leader instructs each pair to conduct a discussion on a theme (see suggested topics below).  The discussion continues until the leader calls “TIME”.
Discussion ideas:

Fun Vacations

Favorite Movies

Hobbies

Sports

Music 

The Hunt Is On

Materials:  A pencil and one “The Hunt Is On” Worksheet for each participant

Room Arrangement:  None

Time 15-30 minutes

Directions:

· Distribute a pencil and one “The Hunt Is On” Worksheet to each participant.  Direct participants to fill in their personal answers to the questions in the “Self” column.

· When all group members have completed the “Self” column of the worksheet, instruct them to go on a “people hunt” to find other participants with the same characteristics.  As they circulate and locate people who match characteristics, they should have those individuals sign their name in the “Other” column of the worksheet corresponding to the characteristic.  Participants should continue asking questions of other participants in an attempt to fill in all the boxes on their worksheets.

· You may announce a predetermined time limit for the “hunt” or announce a two minute warning before calling “TIME.”  (Or the hunt can end when an individual fills in all the boxes on his or her worksheet.)
In Search Of

Materials:  A pencil and one copy each of the In Search of Word List, Word Search Puzzle and 

                  an In Search of Answer Sheet for each work group.  Prizes for the winning team are 

                  optional.

Room Arrangement:  None

Time:  15 minutes

Directions:

· Instruct participants to form work groups of no more than five members each and to choose a team recorder for the end of the activity when the answers are checked.  Distribute a pencil and one copy each of the In Search of Word List and Word Search Puzzle to each group.

· Explain that the members of each team will work together to locate twenty words hidden within the Word Search Puzzle.  The team that finds the most words correctly in the shortest amount of time will be the winner.  Stress that all teams should continue with the task until all groups have finished.
· The contest will begin with one player examining the Word Search Puzzle in an attempt to locate one of the words listed on the In Search of Word List.  When a word is found, it is circled on the Word Search Puzzle and crossed off the Word List.  Then the pencil and both worksheets are passed to the player on the right, who continues the process.  The process is repeated until all words have been found and the team members raise their hands to indicate that they have completed the challenge.  The time of completion should be noted by the facilitator and team members should be directed to lower their hands.

· Start the group challenge.  After all teams have completed the activity, distribute a copy of the In Search of Answer Sheet to each group.  Each team’s recorder should check the group puzzle for accuracy and the number of correct words.  The team with the highest number of correct words and the shortest completion time is declared the winner.  You may wish to distribute a small prize to each team member.

Keys to Success

Materials:  A pencil and one copy of the Keys to Success Worksheet for each work group.  The 

                  Facilitator needs a copy of the Keys to Success Solution Sheet (you may also want to 

                  put the solution sheet on an overhead transparency if you want to show it to all 

                  participants at the same time).

Room Arrangement:  None

Time:  15 to 20 minutes

Directions:

· Instruct participants to form work groups with a maximum of four members each.  Distribute a pencil and one copy of the Keys to Success Worksheet to each group.

· Explain that the picture puzzle on the worksheet shows a wide variety of keys but only two of the keys match exactly.  The challenge for each group is to locate these two identical keys and to circle them.  The team that solves the puzzle in the least amount of time will be declared the winner.

· As the work groups complete the puzzle, a representative from each group should bring the worksheet to the facilitator, who will note the time of completion and check the group’s worksheet for accuracy using the Keys to Success Solution Sheet.  Groups will have a maximum of ten minutes to complete the task.

· Call “TIME” after 10 minutes if all groups have not finished.  Indicate the correct answers by using an overhead transparency of the solution or by describing the location of the correct keys.  Determine the winning team by soliciting completion times, closing the range downward.  For example, you can ask, “Who finished in less than eight minutes?” “…less than seven minutes?” etc, until the shortest time is indicated.
Picture Perfect
Materials:  One Picture Perfect A Handout, one Picture Perfect B Handout, a blank sheet of 

                   paper, and a pencil for each participant

Room Arrangement:  None

Time:  10 to 15 minutes

Directions:

· Instruct participants to form work groups with a maximum of four members in each group.  Explain that participants will work with their groups in a team effort to compare the details of two very similar pictures (one of which they will see for only two minutes).

· Distribute one copy of the Picture Perfect A Handout, a blank sheet of paper, and a pencil to each participant.  Explain that the group members will have only two minutes to study the picture for details before working with their groups.

· Announce start and stop times, allowing two minutes for the study process.  After calling time, collect the pictures from all participants.

· Distribute one copy of the Picture Perfect B Handout to each participant.  In their teams, group members are to compile a list of details that describe the differences between Picture A, which they studied earlier for two minutes, and Picture B.  Allow approximately five minutes for the groups to work together.

· Redistribute the Picture Perfect A Handouts for groups to compare their answers.  Provide the following solutions and have each team determine the number of correct answers.

· A small prize can be awarded the winners.

Solution to Picture Perfect Handouts
1) “B” taxi driver has no mustache
2) The girl’s hair is different

3) “B” left building has an additional floor on it

4) The lines are on different sides of the center building

5) “B” small building on right has windows

6) “B” taxi hubcaps have no spokes

7) “B” taxi tag is 141; “A” taxi tag is 147

8) Grille on the taxi has different spacing (“B” is narrow)

9) The top of the building on the right of traffic light is different

10)   “B” taxi has two headlights instead of four

11)   “B” back vehicle is missing a second person
12)   “B” back vehicle has two domes instead of one

13)   “B” back vehicle has a round headlight instead of a rectangle

14)   “B” boy has no eyeglasses

15)   “B” boy has no freckles

16)   “B” taxi is missing a handle

17)   “B” taxi has a strip on the side

18)   “B” taxi side mirror is square instead of round

19)   “B” taxi has a back bumper

20)   “B” traffic light extension at top is missing

Discussion:

· How difficult was this task?

· How could the team have improved its performance?
Visual Effects
Materials:  A pencil, one Visual Effects Puzzle Sheet, and one Visual Effects Worksheet

            for each participant.

Room Arrangement:  None

Time:  10 to 15 minutes

Directions:
· Direct participants to form work groups of up to six members each.  Distribute a pencil, a Visual Effect Puzzle Sheet, and a Visual Effects Worksheet to each participant.

· Explain that each team will have fine minutes to determine the familiar saying represented by each puzzle on the Visual Effect Puzzle Sheet.  Answers should be written on the Visual Effect Worksheet provided to the participants.  Tell everyone to begin the activity.

· Call “TIME” after five minutes.  Review the participants answers by asking for audience input on each puzzle in sequence.

Solution
1) Life has its ups and downs
2) One step forward, two steps back
3) Having it both ways
4) Gross injustice
5) You ought to be in pictures
6) The good, the bad, and the ugly
7) A cut above the rest
8) Backseat driver
9) For once in your life
10) Painting by numbers
11) Friends in high places
12) One fine day
13) Turn the clocks back
14) Lie in wait
15) Forty winks
Discussion:

· How did perceptions play a role in solving these puzzles (People look at things in different ways.)
· How can these kinds of puzzles help stimulate creative thinking? (They show that there is more than one way to view things.)
What’s in a Name
Materials:  A pencil and a What’s in a Name Worksheet for every participant

Room Arrangement:  None

Time:  20-25 minutes

Directions:
· Distribute one copy of the What’s in a Name Worksheet and a pencil to each participant.  Direct each individual to print his or her name vertically in the Letter column on the worksheet, placing one letter on each line as illustrated in the example.  If someone’s first name is very short (four letters or less), you may wish to have them use their last name instead—or, after worksheets are exchanged, the individual’s partner can write two responses for each letter of the name.

· Next, instruct participants to form partners and to exchange papers with that partner.  Participants are instructed to write a positive adjective or descriptive phrase (based on the letters in each row of the worksheet) describing the other person.

· When step 2 is complete, the partners exchange the sheets again so that each person has his or her original worksheet.  Partners should discuss with each other some of their reasons for providing a particular response.  Participants should determine if their initial assessments are “on target.”

Discussion:

· How difficult was it for you to assign the descriptive attributes?

· How do outward appearances affect our evaluations of others?

· How do our own perspectives play a role in these evaluations?

Party Mix

Materials:  Party Mix Activity Sheets, cut into cards, one set of cards per group

Room Arrangement:  Participants are seated in groups of five to eight

Time:  6 to 10 minutes, per time, per group

Directions:
Participants will take turns answering nutty, twisted and wholesome questions in this activity. 

· Organize participants seated at tables in groups of five to eight.

· Put Party Mix card piles face down in the middle of each table.

· Explain the rules:

· Participants will take turns choosing a Party Mix card from the center of the table.

· Each participant will then choose a corresponding Question card.  For example, a person who chooses a Nut Party Mix card will then choose a Nut Question card.

· Participants will then answer the questions aloud for group members to hear.

Tips:

If possible, put Chex Party Mix on the tables for participants to enjoy while playing and provide the recipe.

Happy Birthday!

Materials:  None

Room Arrangement:  Open space

Time:  3 to 6 minutes

Directions:

1. Explain the importance of celebrating birthdays—remembering and valuing an individual for existing.

2. Ask participants to walk around and find others who share the same birth month.  For example, my birthday is in September, so I would walk around repeating “September” until I find others with the same birth month.

3.  When participants are in “birth month” groups, ask them to yell out their month in order   

      beginning with January.

4. Then ask group members to share their exact birthdays

5. Ask how many people discovered common birthdays.

How Quickly They Forget
Materials:  How Quickly They Forget cards, one per participant, pencils

Room Arrangement:  None

Time:  2 to 5 minutes

Directions:
1. Instruct participants to stand and find one participant they do not know and introduce themselves to that person.

2. After about ten seconds, tell them to remain standing and arrange themselves back-to-back with the person they just met.  Explain that they are not to look back at their partners.
3. Pass out How Quickly They Forget cards and pencils.

4. Instruct participants to take thirty seconds to write what they remember about their partners on their cards.

5. After thirty seconds, ask them to turn around and see how many of their answers were correct.

The Line Up

Materials:  The Line Up Activity Sheet

Room Arrangement:  Open space

Time:  5 to 7 minutes

Directions:
· Organize participants into groups of eight to twenty.

· Tell participants that in The Line Up they will have a chance to learn things about one another they may never think to ask.

· Give these instructions:

· This is a group competition

· I will give the instruction for groups to line up in a particular way.

· Your groups should get in line as quickly as possible.

· When your group is lined up appropriately, but not before, all group members should clap to indicate your readiness to me.

· Do a practice round.  Tell the groups to “Line up by height, and clap when you’re 

· finished.”

· Begin the activity.  After each line-up, determine which group clapped first and then 

· Pronounce it the winner of that round.

Favorite Things
Materials:  Favorite Things Activity Sheets, cut into category cards, one per participant.

Room Arrangement:  None

Time:  2 to 5 minutes

Directions:

1. Organize participants into pairs.

2. Give each pair a Favorite Things card.

3. Ask participants to share favorite things with their partners.

If your group is small, ask each participant to share favorite things with the whole group.

Two to Tango

Materials:  Name slips listing famous pairs of people

Room Arrangement:  Open space

Time:  5 to 15 minutes

Directions:
· Give each participant a card with one half of a famous pair on it.  For example, one person might get Hansel, while another person gets Gretel.  Explain that they are not to reveal their person to anyone else.

· Ask the group to move to an empty space in the room and remain standing.

· Explain to them that somebody in the room got the card naming the other half of their famous pair.  The task is to find that other person, but explain that it’s not as easy as it sounds.  They are not to say their character names out loud.  Tell them they will address each person individually and say something—without using names—that their person would say or do.  They should do this with each person until they find their partner.  For example, the participant holding Hansel’s card might walk around saying “I wonder how we could get out of this forest” until Gretel is found.
· Give the signal for them to begin circulating.

· When it looks as if all of the partners have found one another, tell each pair to introduce
       themselves to the rest of the group using their fictitious names and relating what they said to
       find one another.

A Star is Born

Materials:  Eight inch gold star for each person

Room Arrangement:  Open space

Time:  15 minutes

Directions:

1) Give each participant a star.

2) Explain to participants that each person on the team plays a starring role that allows the team to successfully attain its goals.

3) Give participants ten minutes to find five people who will vouch for their star qualities with these instructions:

· Ask five teammates to each name one of your best, or “star” qualities.

· The five teammates should write the qualities on your star and then sign it.

· A star is born each time a participant gets five teammates to list a best quality and sign the star. 

· When ten minutes are up, post the star where everyone can read them.
Birth Right
Materials:  None

Room Arrangement:  Open Space
Time:  5 to 7 minutes

Directions:

1) Explain to participants that:

      Birth order plays a role in our childhood development

· There are often common experiences and feelings shared by people of the same birth order.

· This is an opportunity for them to discover those commonalties.

2) Ask participants to group themselves into four corners of the room by the following birth 

orders:  oldest, youngest, middle, and only child.  Explain that middle means anyone who is not an oldest, youngest or only child.

3.) After participants are grouped, tell them they have two minutes to answer and record 

their agreed-upon responses to the following questions:

· What are the advantages of being a ___________________ child?

· What are the disadvantages of being a ___________________ child?

       4.)  After two minutes, ask the spokesperson in each group to read the lists aloud.

If You Could Be . . .

Materials:  If You Could Be . . . Activity Sheet for Leader
Room Arrangement:  Open Space

Time:  3 to 5 minutes

Directions:

1) Organize participants so that they are standing with empty space in the corners of the room.

2) Explain the rules:

· I will ask a question with four possible choices for answers.

· I will designate which corner stands for which answer.

· When I have finished asking each question, participants should move to the corner of the room that corresponds with the answer they chose.

· Participants will then tell others in their corner why they chose that answer.

3) Begin the activity.

Me, Myself and I

Materials:  Magazines, glue, paste, or transparent tape; one human shape per participant

Room Arrangement:  None

Time:  10 to 15 minutes

Directions:

1) Give each person a human shape.

2) Distribute magazines around the room.

      3.)  Instruct participants to cut out pictures and words from magazines that are representative  

           of themselves and attach them to the human shape.  And to add to the fun, tell them to feel 

           free to contribute to one another’s shapes as well.

4.) After the human shapes are completed, pass them around the room and then post them for all to see.

Things That Are . . .
Materials:  Things That Are . . . Activity Sheet for leader

Room Arrangement:  None

Time:  15 to 20 minutes

Directions:

1) Explain to participants that in life there are things that “just are . . .”  In the same situation, each of us has different experiences and reactions.  For one person, caring for an ailing relative may be a positive experience; for another, it is just plain difficult.  For one playing football may be stimulating; for another, it’s totally painful.

2) Tell them that in this activity they will be finding out about “Things That Are . . .” for each of them

3) Explain that you will give the category, and they should each respond with their own answers.  For instance, if you say “things that are hard,” they will each finish the sentence by choosing something that is hard for each of them.

4) Begin the activity with the first “Things that are . . .”

5) Ask participants to share their answers with the total group.

Star Quality

Materials:  Five-pointed stars drawn on large pieces of paper or poster board, 

                   tape, and marker for each participant
Room Arrangement:  None
Time:  10 minutes

Directions:

1) Place one of the large stars in front of each participant.

2) Provide a definition of qualities. (According to Merriam Webster’s Collegiate Dictionary, Tenth Edition, qualities are either inherent features or distinguishing attributes.)

      3.)  Give participants two minutes to brainstorm the qualities needed for achieving goals.

4.)  After two minutes, instruct participants to choose their top five qualities and write them inside the five points of their star.
      5.)  When points are filled in, instruct participants to look at remaining qualities and list them in the
             center of the star.

6.)  Ask each participant to share their star qualities with the rest of the group.

Energy Sources

Materials:  Soft, soothing music

Room Arrangement:  None

Time:  2 to 4 minutes

Directions:

1) Explain that we give and get energy from people and other natural sources on a daily basis, but that those sources differ with each of us.  An example of energy drain is SADS, a depression caused by a need for sunlight for some and not enough exercise for others.  An example of energy boost for some people is partying with friends, while for others an example is taking time alone to be still and relax.

2) Ask participants to close their eyes and think of three of the greatest sources of energy for them.  Explain that sometimes we can get energy from just thinking about those sources.  Give examples of your own energy sources.

3) Tell them that you will put on soothing music and that they will get to spend three minutes focusing on those energy sources.

4) Ask participants to get into a position of relaxation:  neck relaxed, arms relaxed, legs relaxed, and so on.

5) Turn the music on and explain that they should link of their first energy source.

6) At the end of the first minute, call for the second source and at the end of the second minute, call for the third energy source.

On Your Toes

Materials:  None

Room Arrangement:  Open Space

Time:  2 to 4 minutes

Directions:

1) Explain to participants that On Your Toes is a stretching exercise.

2) Ask participants to stand in a comfortable position.

3) Explain the following instructions:

· Relax your body, feet comfortable width apart, shoulders and arms relaxed.

· Slowly lift your arms and reach for the ceiling until you’re on your toes.

· Slowly lower your arms until you’re in a relaxed, standing position.

· Repeat four times.
Star Traits

Materials:  A copy of the “Star Traits” handout and a pencil for each participant

Room Arrangement:  None

Time:  20 minutes

Directions:

Inform students that they should take their time in listing the five people they admire.  They can consider fictional characters from books, historical figures from the past or present or people they know.

The personality traits they associate with the five people are to be listed, then ranked according to importance.  Let each student determine what traits are the most important or the least important.

After sharing their lists, encourage students to make connections with the listed traits and the traits they would consider important for a politician to have, a banker to have, a teacher to have, a physician to have, and an attorney to have.  Do this by saying:  “On your list of traits which trait would be most important for a politician to have?  A banker to have?”  etc.

Dear Dolores
Materials:  None

Room Arrangement:  Open space to create a circle for participants to sit in

Time:  10 minutes (really depends on the size of the group)

Directions:

1) Have everyone sit in a circle. 
2) One person begins by giving their name, plus an adjective that begins with

      the first letter of their name. (e.g., Jolly Jim, Happy Holly). 
3) The next person repeats the person’s name and their adjective and then their own name and an adjective that begins with the first letter of their name.

4) Continue around the circle.  The last person could have quite a job to remember.

Gossip
Materials:  None

Room Arrangement:  Large open space to form a circle.

Time:  3 to 5 minutes

Directions:  

The group sits in a circle and Gossip begins with the facilitator sharing a secret with the person next in the circle. The secret is passed as each person shares it with the next person. In telling the secret, it may not be repeated twice to the same person (so the listener must get it all the first time.) When the secret is finally back to the facilitator, it is shared out loud. The facilitator then reads the original and a comparison is made.

Important Item
Materials:  Tell each participant in advance to bring something to the mentoring group that has 

                   meaning to them.  Make sure they know they will be sharing with the group why

                   they selected this particular item.

Room Arrangement:  None

Time:  Could take up to two days depending on how much participants share

Directions:

Have each person bring something to the meeting that means something special to him or her, and then take turns telling about it.
Blind Polygon
Materials:  One blindfold for each participant and a rope large enough for them to all hold on to.

Room Arrangement:  Large open space

Time:  10 to 15 minutes

Directions:

1) Ask the participants to form a circle and put on their blindfolds.
2) Give them a rope.

3) Ask each person to grab hold of the rope, and then, as a group, to form a perfect square. 
4) When they believe the task is accomplished, they are to stand in position and remove the blindfolds. 
5) Using the same procedure, ask them to form any geometric shape you think is possible with the group.

M&Ms
Materials:  Large bowl of M&Ms

Room Arrangement:  Open space to create a circle

Time:  20 to 30 minutes (depends on size of group)

Directions:

Everyone loves M&Ms, so when the group is meeting for the first time, bring in a large bag of M&Ms to introduce the group to each other. 
1) Have the group sit in a circle.

2) Pass the bag around and ask people to help themselves to the M&Ms, but not to eat them yet. When the bag has been around the full circle, each person must tell one thing about themselves for every M&M they took. 
3) A variation is to assign a number of things a person must tell about themselves to every color. 
Of course, don’t tell people about this aspect of the game until they have already grabbed a handful.

Lollipop
Materials:  One lollipop for each participant

Room Arrangement:  None

Time:  20 to 30 minutes (depends on size of group)

Directions:

1) Pass out dum-dum lollipops to the group. 
2) For every letter that appears in the flavor, the participant has to say something about themselves to the group.

Count Coup or On-Going Tag
Materials:  None

Room Arrangement:  None

Time:  On-going

Directions:

1) Count Coup is an ongoing tag that you can initiate at the first group meeting. 
2) You tell the group that one of them is “It” (pick someone right here). 
3) The object is not to be “It.”  

4) The “It” may tag another person in anyway they like, i.e. touch, telephone, sight, mail, note through a friend, etc. So long as the new “It” is aware that they are now “It.” 
5) The game can last for as long as you wish and makes for a lot of laughs and funny stories. 
6) The group need not know who “It” is so that the surprise factor is increased and ongoing.
7) It may be distracting to start the game during the beginning of the meeting, so save it until the end. 
8) There are no rules and no limit to the number of times the “It” can change in any given time period. 
Mrs. Mumbles
Materials:  None

Room Arrangement:  Open space to create a circle of chairs

Time:  10 to 15 minutes

Directions:

1) The goal of this game is to never show your teeth. 
2) Participants sit in a close circle. 
3) All participants must hide their teeth at all times. If, at any time, a participant shows his/her teeth, that person is out of the circle. 
4) The first person to start looks at his/her neighbor and asks: “Is Mrs. Mumbles home?” 
5) Then the neighbor responds: “I don’t know! Let me ask my neighbor.” 
6) He/she then asks the person seated next to him/her: “Is Mrs. Mumbles home?” and so on. 
7) If someone shows his/her teeth and thus leaves the circle, that person’s job is then to do all he/she can, except for touching people, to get others to show their teeth.

People to People
Materials:  None

Room Arrangement:  Large open space

Time:  5 to 10 minutes

Directions:

1) The group is divided into two circles of equal size. 
2) One circle stands outside the other so that the members of the inner circle face out to the members of the outer circle, creating pairs. 
3) During the game, the circles walk in opposite directions until the leader yells out two body parts (for example, head to knee or foot to elbow) at which time the partners must find each other and touch those parts.  

4) The last ones to touch are eliminated from the game and the others return to the circles. 
5) The game continues until one pair wins.

Balloon Romp
Materials:  1 chair per group

Room arrangement:  Large area
Time:  5 to 10 minutes

Directions:

1) People line up into groups of six facing a row of chairs about eighty feet away. One chair per group. 
2) The first person in each group runs to their chair, blows up a balloon and breaks it and then runs back to their line. 
3) After they return, the second person runs to the chair and repeats the same process. 
An alternative way to play is for partners to run down in pairs, place the balloon between them and “squeeze” until it pops and then run back.

Balloons Over and Under
Materials:  4 or 5 balloons filled with water

Room Arrangement:  Outside in open area

Time:  10 minutes

Directions:

1) A single line is formed with one person behind another. 
2) Four or five balloons filled with water are placed in front of the first person. 
3) One by one, the first person takes each balloon and passes it over their head

       to the person behind them. 
4) They pass it under their legs to the next person, that person passes it over their head and so on. 
5) When the balloons get to the last person they run to the front of the line and pass it

      over their head.
6) Adventurous groups can choose to toss the balloon over their head and hike it (toss it)

      between their legs.
Positive Bombardment
Materials:  None

Room Arrangement:  none

Time:  2 to 3 minutes (can be longer if doing with more than one person)

Directions:

One member is selected to be the recipient of positive feedback from the rest of the group. Once

everyone has had a chance to give that member the gift of feedback, another person is chosen and the process is repeated. 
This can be done in writing with a positive comment to each member and putting

them all in an envelope with the person’s name on it. 
This can be adapted so that the member first gives some constructive criticism and then some positive feedback.

Forced Choices
Materials:  None

Room Arrangement:  None

Time:  5 to 10 minutes

Directions:

Tell everyone that you will be naming two different things and they have to choose which one they prefer of the two. Have one group go to one side of the room and one to the other for each category. Make up contrary dichotomies that you want, but here are suggestions: 
bath/shower

ping pong/pool

coffee/tea
city/country

Leno/Letterman 
veg out/work out

ocean/mountains

morning/night

math/English
movie/concert

museum/sporting event 

salty/sweet

play before you work/finish your work so you can play

jeans/sweats
Michigan/Ohio
liberal/conservative

morning/night

chocolate/strawberry

love/money

New York/California

hangout with a few close friends/get together with a large group of people

listen/speak

country music/pop music

Process by focusing on commonalities each person shares with each other and encourage them to find ways to form positive working relationship with everyone.
Embarrassing Moments
Materials:  None

Room Arrangement:  Large area

Time:  10 to 15 minutes

Directions:

1) Divide the large group into smaller groups of 10-15 and arrange for each group to sit in a circle. 
2) Each participant is asked to take 3-5 minutes to think of an embarrassing moment that has occurred in his or her lifetime. 
3) After several minutes of contemplation, each participant shares his/her experiences with

      other members of the group.
Reception Line
Materials:  None

Room Arrangement:  Large open area

Time:  10 minutes

Directions:

1) Divide everyone into 2 groups; have them stand facing each other.
2) Each person talks to the person across from him or her until signaled.
3) At the signal, the person at the end of one line moves to other end, consequently, every one has a new person to talk to.
Possible conversation topics include:

What is your favorite movie/TV show/ music group, and why?

Who is your biggest role model and why?

If you could travel any where in the world, where would it be?

What is a quote that you live your life by?

What’s your favorite hobby or pastime?
Who is your best friend?

Something Unique
Materials:  None

Room Arrangement:  Open space

Time:  15 to 20 minutes

Directions:

1) Everyone stands in a straight line side-to-side.
2) Someone says something they think is unique about them (e.g., I spent last summer in Africa).
3) If others have done the same thing they step forward too.
4) Everyone steps back into place and the next person shares something unique about him/herself.

People Platform
Materials:  In advance, leaders should tape off an inner square measuring 2’ x 2’ and outer 

                  square measuring 6’ x 6’.

Room Arrangement:  Large open area

Time:  15 minutes

Illustrates: Teamwork and the importance of listening to everyone’s contributions.
Directions:

1) Participants may only touch the ground on the outside of the outer square and the inside of the inner square as they complete the task. 
2) The area in between the squares is off limits. 
3) The entire group must participate. 
4) They may not stand or sit on each other’s shoulders; everyone must be touching the ground.
5) The objective is to have everyone on the inner square without touching outside of it. 
6) After the group creatively attempts this exercise, they must hold everyone off the ground for 10 seconds (the time it takes to sing “row, row, row your boat. . .”)
7) Facilitators should take great care in ensuring participant safety throughout this exercise.
Variations: If the group is slow to actively attempt the exercise, after a few minutes, announce a 
                   time limit by which they must finish. If a participant touches the area between the              

                   squares, tell them that they may no longer use that body part. If one member 
                   dominates the group, take away his/her ability to speak.
Processing Questions:
What were some of the challenges in completing this activity?

How did you overcome them?

What similarities do you find between this activity and your house operations?

What did this activity demonstrate to you about leadership?

Beach Ball Toss
Materials:  One large beach ball

Room Arrangement:  Large open area/outside

Time:  10 minutes

Illustrates: Collaboration and Commitment
Directions:

1) The group’s goal is to hit the beach ball 100 times in a row without it falling to the ground. 
2) In addition, each team member must hit the ball five times (and no participant can hit the ball twice in a row). 
3) If the ball ever hits the ground, the group must start over. 
4) A group may exceed 100 hits, if that’s what it takes to get everyone to hit the ball five times.
Processing Questions:

If you were successful, what caused this success?

What strategies did you use to make sure that everyone was included?

What was challenging about this exercise?

What did this exercise illustrate to you about leadership?

How does this activity relate to our group?

Sherpa Walk 

Materials:  A blindfold for all participants except for leader

Room Arrangement:  Hallway, large open area

Time:  10 minutes

Directions:

1) Assemble the group in a single line and then blindfold them. 
2) Each person holds onto the shoulder of the person in front of him/her. 
3) The leader is not blindfolded. He/she will lead the group from one place to another. 
4) The facilitator may choose to limit talking or allow talking only for safety commands. 
5) The leader works to navigate the surroundings and keep his/her group safe. 
6) At different points, the leader may change; the former leader will now join the rest of the group and be led.
Processing Questions:

How did it feel being led by only one person?

How trusting were you of the person in front of you? Of the leader?

Did anyone ever question where they were going or demand an explanation?

Why did so many individuals simply follow the person in front of them?

How many times in our lives, do we just follow our leaders (i.e., President, Peer

Mentor, teachers) because we are supposed to?

Why do they continue to “go with the flow” and not question what we are dong?

What happens if we trust certain leaders and they lead us astray?

How do we encourage more team-based leadership?

Guess Who I Am?
Materials:  One 3” x  5”  index card and pencil for each participant

Room Arrangement:  None

Time:  20 minutes

Directions:

Have participants write out some biographical information that describes them but does not make it too obvious who they are.  Include such things as hobbies, talents, major trips they have taken, unusual things about their family, and so on.

When each person has done this, collect the cards and read them while the class attempts to guess who is being described.
The Car Wash
Materials:  None

Room Arrangement:  Open space  

Time:  2 to 3 minutes
Directions:

The Car Wash consists simply of lining up the group into two parallel lines quite close together.  Then one student is sent though the wash (between the lines) and everyone touches him or her and says words of praise and affection and encouragement.  The pats on the back, hand-shaking, and verbal support produce a sparkling, shiny, happy “car” at the end of the wash.

Tips:  Run one or two people through the car wash each day rather than everybody in one big clean-up.  That insures that the responses of the washes are fresh, personalized, and enthusiastic.

New Planet Activity

Materials:  Copies of worksheet (1 per students on white); copies of worksheet (1 per group on 

                  colored paper).  

Room Arrangement:  None

Time:  25 minutes

Directions:

· Explain that each person will receive a list of 30 people.  However, due to air pollution, the earth’s ozone is too thin.  In a few days, the earth will be too hot for people to survive.  NASA is going to send a rocket to a new planet so human will not become extinct.  However, only 10 of the 30 people can go to the new planet.  Each person has 5 minutes to decide by themselves who will go.

· Distribute a copy of the new planet worksheet to each person (copies on white paper).

· Next, divide individuals into groups of 3 or 4.  Give each group a worksheet on colored paper.  Each group has 10 minutes to come up with their list of people for the new planet.

· Ask each group to pick a recorder and a reporter.

Group process questions:

· How did you make your decisions individually?

· How did your group make its decisions?

· What were some challenges?  How did you handle conflict?  Did you have to compromise?

· Did a leader emerge?  What was the leader’s style?  How did she/he lead?

· What values influenced your decisions?  Where do our values come from?  What can happen when people with different values get together?  (Point out any stereotypes that seemed to influence decisions.  Reinforce no judgments in this group.)
Swamp Island Maze

Materials:  20—8 x 10 inch sheets of paper and masking tape, “start” and “finish” boundary 

             markers, squeaker toy, a map of the “safe” specified route

Room Arrangement:  Large open space

Time:  20 minutes

Objective:

To transport the entire team across the quicksand swamp using only the “safe” grass clumps in a specific order to cross the swamp.  Referring to the map of the “safe” specified route, the leader uses “Swampy” (the squeaker toy) to confirm the “safe” island pattern as players each takes a step.  The team member must return to the back end of the team’s line if they step on an “unsafe” island.  Team members must rotate turns attempting to discover the safe route across the swamp.  Only one person may be crossing the swamp at a time.

How Well Do You Know Your School?

1.  What is the name of the school mascot?

      A.  Cougar     B.  Pirate     C.  Shoreman     D.  Rockets

2.  Who is the head varsity football coach?

      A.  Bubba Smith     B.  Rick Adams     C.  Mark Wagner     D.  Jeff Schultz

3.  What are the school colors?

      A.  blue and white     B.  green and white     C.  maroon and white     D.  red and white

4.  How many grading periods in a semester?

     A.  two     B.  three     C.  four     D.  not enough

5.  What is the principal’s name?

     A.  Mrs. Rose     B.  Mr. Wilhelms     C.  Mrs. Bernard     D.  Mr. Phillips

6.  Where can you change one of your elective courses for second semester?

     A.  administrative office     B.  attendance office     C.  library     D.  guidance office

7.  What is the name of the Rocky River City Schools superintendent? 

      A.  Dr. Spock     B.  Dr.  Foley     C.  Dr. Shoaf     D.  Dr. Bernard

8.  What do the initials F.M.P represent?

      A.  Fat Management Problem     B.  Friends Meeting People

      C.  Fast Mean Powerful              D.  Freshman Mentor Program

9.  Where can you get information on joining a winter sport?

      A.  activities office     B.  main office    C.  sports center     D.  post office

10. Which of the following is a RRHS graduate?

      A.  Michael Stanley     B.  Nev Chandler     C.  Martin Savidge     D.  All

11.   If you have a note to leave school early, where do you take it?
        A.  seminar teacher     B.  main office     C.  guidance office     D.  attendance office

12.   If you have a green pass to leave the building, who do you need to show it to before leaving?
        A.  Mrs. Urbin     B.  Mrs. Bernard     C.  Mr. Phillips or Mr. Westerfield     D.  Mrs. Gretta

13.  If you forget your locker combination, who can give it to you?
       A.  any teacher     B.  Ms. Kissell     C.  Mrs. Urbin     D.  Mrs. McGovern

14.  If you want to know if a practice has been canceled, where can you check?
       A.  bulletin board outside main office

       B.  bulletin board in guidance office

       C. dry erase board outside of activities office

       D.  you will have to find your coach

15.  If you have a concern about a grade on your report card, who should you go to first?

       A.  Dr. Schoaf
       B.  Mrs. Bernard

       C.  Your guidance counselor

       D.  Your teacher

16.  Where do you pay school fees?

        A.  the teacher who has the class with the fees

        B.  the guidance office

        C.  Mrs. Rowe in main office

        D.  Mr. Schultz in activities office

17.  If you are getting bullied, who can you get help from?

       A.  counselor

       B.  Mrs. Bernard

       C.  Mrs. Rose

       D.  Mr. Wilhelms

       E.  all of these

18.  If you aren’t feeling well, what should you do first?

       A.  Call your parents and go home

       B.  Walk home and call your parents when you get there

       C.  Go to school clinic

       D.  Go to cafeteria and get something to eat and/or drink

19.  If you have lost something, where should you look for it?

       A.  Guidance 
       B.   Under your bed
       C.  Attendance
       D.  Main office and activities office

20.  If you want to buy a football ticket where do you go?

       A.  main office     B.  guidance office    C.  activities office    D.  must buy at gate

21.  Where are morning detentions held?

       A.  Room 106     B.  Room 133     C.  ISR room     D.  Room 206

22.  Where are afternoon detentions held?

       A.  Room 106     B.  Room 133     C.  ISR room     D.  Room 206

23.  If you want to buy a Rocky River sweatshirt, where should you go?

       A.  main office     B.  guidance office     C.  Field House     D.  Boosters Shop     E.  C & D

24.  What is the name of our school social worker?

        A.  Mrs. Morris     B.  Mrs. Hecker     C.  Mr. McCreight     D.  Mrs. Liberatore

25.  What is the theme for this year’s Homecoming dance?

        A.  A moment in time

        B.  Hollywood

        C.  A Night in Paris

        D.  Autumn in New York

Student Interest Survey

Please answer the following questions honestly and thoroughly.  Our goal as mentors is to get to know as much about you as possible.

Name:  _________________________________________________________

Nickname (if you have one):  ___________________________________________________

List your family member.  Include the ages of your brothers and sisters.

________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________
List the clubs and activities you were in involved in at the middle school.  Please include any particular feelings you have about your involvement in these things.

________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________
What clubs and/or activities are you hoping to get involved in at the high school?

________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________
What is your favorite memory from this past summer?

______________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________
What is the strangest/funniest/scariest experience you have had in high school thus far?

______________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________
What do you most enjoy doing in your free-time?

____________________________________________________________________________________________________________________________________________________________________
What is your favorite television show and/or movie?

_________________________________________________________________________________
Describe your favorite vacation—where you went and what you did that you most enjoyed.

______________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________
The Tree Activity

Materials:  A blank piece of white paper, crayons , “Does Your Tree Have the Following?” handout and “If You Answer Yes to # You Are . . .” for each participant
Room Arrangement:  None

Time:  20 minutes

Directions:
· Tell the students to draw a tree.  Give no details.  All you can say is, “Draw a tree.”  

· Distribute the handout entitled “Does Your Tree Have the Following?  
· Have students answer the questions.

· When they have finished, give each student the handout “If You Answer Yes to #, You Are…”

Does Your Tree Have the Following?

1.  Is it small in relation to the paper?   __________
2.  Is it large in relation to the paper?   __________
3.  It doesn’t fit on the paper?   __________
4.  Firm, strong lines?   __________
5.  Light lines?   __________
6.  On the top ½ of paper?   ___________
7.  On the bottom ½ of the paper?   __________
8.  Center of the page?   __________
9.  Crosswise on the page?   __________
10. Outline or just a few lines?   __________
11. A lot of detail?   __________
12. Shaded or darkened tree?   __________
13. Light and airy?   __________
14. Darkened or shaded in one part?   __________
15. A shaded trunk?   __________
16. Shaded roots?   __________
17. Shaded treetop?   __________
18. Is it tall?   __________
19. Pointed at the top?   __________
20. Bends like in the wind?   __________
21. Is it short and wide?   __________
22. Wider than tall?   __________
23. Planted in the ground?   __________
24. Left floating in the air?   __________
25. Earth under tree soft, graceful?   __________
26. Slanting base?   __________
27. In a pot?   __________
28. On top of a hill?   __________
29. On an island?   __________
30. Have roots?   __________
31. Are they graceful?   __________
32. Dark, gnarled roots?   __________
33. No roots?   __________
34. Wide sturdy trunk?   __________
35. Slim, narrow trunk?   __________
36. Very straight trunk?   __________
37. Gnarled, twisted trunk?   __________
38. Knothole in trunk?   __________
39. Fluffy treetop (like a cloud)?   __________
40. Simple round top?   __________
41. Winter tree with no leaves?   __________
42. Summer tree with swirls like leaves?   __________
43. Both branches and leaves?   __________
44. Lots and lots of lines?   __________

45. Like a tangle mess?   __________

46. Leaves in clusters on branches?   __________

47. Draw individual leaves?   __________

48. Tree cut off at top?   __________

49.  Are any of these on your tree?

       Fruits?   __________________   Nuts? ______________

50. Grass under it?  __________

51. Flowers under it?   __________

52.  Birds, animals or people?   __________

53. Sun?   __________

54. Clouds?   __________

55. A swing?   __________

56. A Christmas tree?   __________

57. A palm tree?   __________

58. A willow tree?   __________

Did you include?

59.  Branches cut off?   __________

60. Is it a stump?   __________

61. Have a broken branch?   __________

62. Odd, out of place branch?   __________

63. Split at the top?   __________

64. Slip at the base?   __________
65. Falling leaf?   __________
66. Write the word tree?     __________
67. Draw more than one tree?   __________
Does Your Tree Have the Following?

If you answered yes to # ___________, you are:

1.  Frugal, don’t waste anything, careful with money

2.  Generous

3.  Generous to a fault

4.  Aggressive, positive person, sure of yourself

5.  Soft spoken, gentle

6.  Independent, want freedom

7.  Practical, sensible, reliable

8.  Well organized

9.  Broad minded

10.  You don’t want people to really know you

11.  Immersed in detail, thorough

12.  Serious

13.  Easy going

14.  Concerned (worried) about something

15.  Concerned about your home situation

16.  Have troubled past

17.  Worried about the future

18.  Aim high, inspire others

19.  Ambitious

20.  Restless, full of energy

21.  Content and stable

22.  Protective

23.  Need security

24.  Spontaneous

25.  Happy, contented

26.  Insecure

27.  On the go, love to travel

28.  Like attention, need to be noticed

29.  A loner

30.  Your past is important to you

31.  You have good feelings about your childhood

32.  You had a bad childhood

33.  Your past is not important to you

34.  Strong

35.  Flexible

36.  Orderly, well organized

37.  Unhappy at home

38.  Forgiving

39.  Warm and generous

40.  A private person

41.  Honest

42.  Care more about the end results than the methods used to get them

43.  Well rounded
44.  Energetic

45. Confused about your life

46. Always finish a project

47. Methodical

48. You’re holding yourself in life

49. Things must have purpose

50. Want your home to be comfortable

51. Beauty is important to you

52. A kind, warm hearted person

53. Optimist

54. You have disappointment in your life

55. Have fun

56. Sentimental, love holidays

57. A dreamer

58. Sad

59. You feel you can’t fulfill goals

60. You feel you can’t fulfill goals

61. You have someone in your life

62. Someone doesn’t fit in with your life

63. You are torn between two things in your life

64. You are torn by the past

65. Loss in your life

66. Afraid no one understands you

67. You are generous

Just a Few Nice Words . . .

Materials:  Blank piece of paper and pen or pencil for each participant

Room Arrangement:  None

Time:  15 minutes

Directions:

Write the name of each student on the top of a blank sheet of paper.  You should have as many sheets of paper as there are students.

They all need a pen.  Pass out each student’s paper and have each person pass their own sheet to the right.  When you get the sheet of someone you have to write something nice about the person and then pass to next person.  When the activity is over, each student has their own paper filled with nice thoughts.  FMP’s will collect the sheets, laminate them and pass back the next day.  

Advisory Awards

Materials:  Award certificates

Room Arrangement:  None

Time:  10 to 15 minutes

Directions:

These are just suggestions for awards.  You may want to alter them to fit the personalities of your kids or come up with some of your own.

Best Smile

Best Eyes

Best Dressed

Friendliest

Most talkative

Most Likely To . . .

Be an FMP

Have a crush on an Upperclassman

Be student council president

Be a cartoonist

Be a movie star

Be Homecoming King/Queen

Win a Grammy

Be on a magazine cover

Go to Harvard

Win an Olympic medal

Discover the cure to some disease

Be a teacher

Be a guest on Who Wants to be a Millionaire

Be the next Oprah

Join the army

Write a best selling book

Star on Broadway

Win the Nobel Peace Prize

Have six children

Study abroad

Earn their doctorate degree

 Minute to Win It Party Games:

1. Bring out a stash of Oreo Cookies and see who can stack the most in a minute.

2. Hand out pairs of chopsticks and see what can be stacked using only chopsticks in a minute.

3. Toothpicks and glue.  Who can build the largest toothpick house in a minute.

4. Using twine cut down to various lengths, have them create a long twine rope in a minute.     
5. Provide multiple lip balm containers and see who can stack them the highest in a minute.

6. Make paper chains in a minute.  Who got the most chains in a minute?

One Minute to Win It

Breakfast Scramble

Assemble the front of a cereal box that has been cut into 16 even pieces

1. Cut the front of a cereal box into 16 even rectangles and stack them face down.

2. Begin turning over pieces.

3. Assemble pieces to recreate the original cereal box.
· 1 Cereal Box

Bulb Balance

Use a packet of salt to balance 2 eggs vertically, each on its own light bulb

1. Grab salt and pour it onto the light bulbs and attempt to balance an egg vertically.

2. May not alter the egg or use substance other than salt.

3. One egg must be balanced freestanding vertically atop each bulb for 3 seconds.
· At least 2 raw eggs

· 1 packet of salt

· 2 Light Bulbs

Caddy Stack

Stack 3 golf balls one atop the other 

1. When the clock starts, player may grab balls and attempt to stack them.

2. To complete the game, 3 golf balls must be stacked one atop the other and remain freestanding for 3 seconds.
· 3 Golf Balls

Candelier

Stack 5 levels of cans, starting with 1 can on the bottom and finishing with 5 cans on the top, with a paper plate in between each level

1. The game begins with15 cans to the left of the building surface, and the paper plates to the right of the building surface.

2. To complete the game, player must have stacked all 5 levels with a paper plate in between each level and 5 cans on the last plate.
· 15 Empty Cans (with no tabs)

· 4 Paper Plates

Candy Elevator

Use an “elevator” made from 2 pencils and string, to lift 3 M&Ms into the mouth 

1. Place pencils side by side; tie them together at each end with string. Place M&Ms in the middle and place each loose string over an ear.

2. Raise the pencil elevator by pulling one string with the right hand, the other with the left hand.

3. If candy falls at any time the player loses. Get all 3 candies into your mouth.
· 2 Pencils

· 2 Pieces of String

· 3 M&Ms

Cantagious

Transfer stacks of cans from one hand to the other without setting them down 

1. Stack the 3 empty cans on a table next to the 3 full cans.

2. When the clock starts, the player lifts the empty cans with one hand, the full cans with the other.

3. To complete the game, player must transfer all cans lifted by a given hand, to the opposite hand, then place them on the table. Both stacks remain freestanding within the 60 second time limit and remain that way for 3 seconds.
· 3 Empty Cans

· 3 Full Cans

Caddy Stack

Tap 3 balloons in the air to keep them off the ground for a minute 

1. When the clock starts, player releases all 3 balloons into the air.

2. Player may not hold balloons, allow them to rest on the body, or hit the ground or the game is over.

3. To complete the game, player must keep all balloons off the ground for 60 seconds.
· 3 Balloons (inflated)

Don’t Blow the Joker

Blow off all cards but one from the top of a glass bottle

1. Stack a deck of cards face down on the mouth of a glass bottle, with a joker face up on the bottom.

2. When the clock starts, player blows cards off the top of the stack, without touching the cards or bottle.

3. To win, a player must blow all cards off the stack, leaving only the joker. It must remain on the bottle for 3 seconds.
· 1 Glass Bottle

· 1 Deck of 52 cards plus a joker

Face the Cookie

Using only the face, move cookies from the forehead to the mouth

1. When the clock starts, the seated player may grab the first cookie and place it on the forehead.

2. The player will stretch and scrunch their face in an effort to move the cookies down their reclined face to their mouth. If a cookie falls, player may reset an intact cookie on the forehead for the next attempt.

3. To win, the player must successfully move three cookies from their forehead to their mouth.
· 3 Cookies

· Chair

Fish Head

While blindfolded, move a lampshade hanging from fishing rod onto the head

1. Tie lampshade to the end of fishing line.

2. Put blindfold on and hold the fishing rod with one hand, lampshade on the ground.

3. To win, player must get the lampshade to rest on his or her head.
· 1 Lampshade

· 1 Fishing Rod

· 1 Blindfold

Go the Distance

Roll ping-pong balls across an extended tape measure so that they land in shot glasses at varying distances away 

1. Set each shot glass at different distances from player (5’, 6’, & 7’)

2. Player must roll a ping-pong ball along the extended tape measure in order to land it in the closest shot glass.

3. To complete the game, a ball must be landed in each of the three shot glasses.
· 1 Measuring Tape

· 3 Ping-Pong Balls

· 3 Shot Glasses

Hangnails

Hang 6 nails alongside each other on a taught string that is strung roughly at eye level between 2 points 

1. When the clock starts player may grab the first nail and attempt to hang the nail head from the string.

2. If a nail falls, player may pick it up and continue playing.

3. To win, player must hang a total of 6 nails on the string and they must remain there for 3 seconds.
· 6 Nails (3 ½” flathead)

· 1 String

High Strung

Use a string tied into a loop to pick up and transfer 1 egg, from the top of one bottle to the top of another bottle 

1. Place 2 full uncapped 2-liter bottles 15 feet apart and make a loop with a 36” piece of string.

2. Place the egg on top of a bottle then pick it up with the looped string.

3. To win, player must use only the string to transport an egg from atop one bottle to the other, and then remove the string within the time limit.
· 1 egg

· Pair of 2-liter Bottles

· 36” piece of string

Ka-Broom

Drop a broom to a plate catapulting a marshmallow into the air then catch it in a cup 

1. Player places broom bristle side down, and releases the handle so that it makes contact with the plate.

2. Player must attempt to catch the marshmallow in the cup while at least one foot is behind the foul line.

3. Player must catch 3 marshmallows so that they are in the cup concurrently within the time limit.

· 1 cup

· 1 broom

· 10 paper plates

· 10 marshmallows

Matchmaker

Separate 18 candy-coated chocolates by color into 3 glasses placed around the outer edge of the area 

1. Place each candy beneath an overturned cup on the center table and then set the 3 glasses approximately 8 feet away on 3 tables.

2. The player must lift each cup one at a time and separate the candy underneath by color into the glasses.

3. To complete the game, player must finish placing six of each color candy into each of the 3 glasses.

· 18 candies (6 each, 3 colors)

· 18 small cups (opaque)

· 3 glasses set on 3 tables/chairs

· Center table

Nose Dive

Move cotton balls one at a time from one serving bowl to another using only the nose 

1. Set up the bowls 12 feet apart, with the cotton balls in one bowl.

2. Without using hands, player dips their nose in Vaseline and attempts to pick up each cotton ball, one at a time.

3. To win, the player must get all five cotton balls into the second bowl.
· 5 cotton balls

· Vaseline

· 2 large bowls

Nutstacker

Player must create one stack of 8 large metal nuts by sliding them off a chopstick

1. Set up all 8 metal nuts on the chopstick and lay it on the table.

2. When the clock starts, player may lift the chopstick and begin to stack the nuts on top of each other in the tall standing position.

3. Player may not touch the nuts with any part of the body.
· 8 metal nuts (5/8”)

· 1 chopstick
On the Hook

Pick up a key hanging off the edge of a table using a chopstick “fishing pole” held in the mouth 

1. Tie string to the end of chopstick, and tie opposite end to paper clip. Open the end of the paper clip to act as a hook.

2. Place key on the edge of table with keyhole hanging over the edge.

3. Holding the chopstick in the mouth, player tries to hook the key through the paper clip. Game is won when the key is off the table and on the hook.

· Chopstick

· Paper clip

· 12” string

· 1 key with keyhole
Penny Hose

Remove one penny from each leg of a pair of pantyhose using only the hands

1. Place one penny in the bottom of each leg of the pantyhose.

2. Player begins with their wrists just inside each leg, using only their hands and arms to attempts to grab the pennies.

3. Game is won when both pennies are out of the pantyhose and on the table.
· 1 pair of pantyhose

· 2 pennies

Rapid Fire

Shoot rubber bands to knock a triangle stack of six cans completely off of a platform

1. Set up 6 empty cans in a triangle formation on top of a table. Place foul line 8 feet away.

2. Player must stay behind the foul line and shoot one rubber band at a time at the can triangle.

3. To complete the game, player must clear the table of all 6 cans simply by shooting rubber bands.
· Rubber bands

· 6 empty cans

Shoe Fly Shoe

Toss shoe onto a table using only one foot

1. Set up each pair of shoes 9 feet from the table.

2. When the clock starts, player may insert foot into the first shoe and attempt to toss in onto the table.

3. To complete the game, player must land 1 shoe on the table.
· 12 shoes

Spoon Frog

Bang down on a spoon to propel another spoon into a glass
1. Set up 3 glasses in a row.

2. When the clock starts, player may begin arranging spoons and banging down on them to propel them into the glass.

3. To complete the game, player must land one spoon into each of the 3 glasses.
· 6 spoons

· 3 glasses

Stay on Key


Use a key to flip three other keys into 3 separate shot glasses 

1. Shot glasses are centered 3” from the edge on 3 sides of the table.

2. Player can use the head of the fourth key to flip other keys into the shot glasses.

3. To complete the game, player must flip all 3 keys into shot glasses.
· 3 shot glasses

· 4 metal keys

Stick the Landing

Toss a water bottle onto a table and get it to land upright

1. Set up foul line 5’ away from table.

2. When the clock starts, player may use one hand to flip bottles end over end onto the table.

3. To complete the game, player must toss and land one bottle in an upright position on the table.
· 10 bottles, 1/3 full

Sticky Balls

Roll marbles and stick them to a piece of double-sided tape laid across the end of the table 

1. Set up one strip of double-sided tape along the far edge of the table.

2. Player must roll one marble at a time toward the tape using a designated rolling hand.

3. To complete the game, player must get 5 marbles stuck to the tape.
· Double-sided tape

· Container of marbles

Suck It Up

Use a straw to suck up candies and transport them one at a time to 4 other flexi-straws standing vertically 

1. Four flexi-straws stand vertically on a table. Place a bowl of candies and one flexi-straw on a separate table.

2. Player must use their mouth to suck up one candy at a time onto the straw.

3. One candy must rest atop each of the 4 flexi-straws.
· 5 flexi-straws

· 4 candies
This Blows

Blow up a balloon and expel the air from it to knock cups off a table

1. Set up 15 plastic cups in a row across the table.

2. Player may only knock cups off the table by using air from the balloon which must be continually blown up.
· 15 cups

· 1 balloon

What a Racquet

Holding a tennis racquet between the legs, move a gumball/marble to the exact center of the racquet 

1. Highlight the exact center of the racquet with a marker.

2. Player puts the racquet handle between their legs and places a gumball/marble on the strings nearest to the handle.

3. When the clock starts, player must move their legs to maneuver the gumball/marble into the center of the racquet.
· 1 tennis racquet

· 1 gumball or marble

· 1 marker (dry erase)

Trust Walk Activity
The Trust Walk Activity is a team building activity involving leadership and lots of trust as people navigate each other around obstacles.
Directions:

Find a good location with some obstacles, but nothing dangerous. Some good locations may include the woods or a large field.  Form pairs.  Ask one partner to be the navigator (guide), and the other to be blindfolded.  When the blindfolded partner is ready, slowly spin the person around a few times so that they do not know which direction they are headed.  From this point on, the guide should not touch the partner at all, but rely solely on verbal cues (e.g. “About five steps ahead, there is a branch. Step over it slowly.”)

The guide is solely responsible for his or her partner’s safety.  He or she should be navigated to avoid obstacles.  In this way, participants learn valuable lessons related to teamwork: the guide learns about the challenge and responsibility of caring for another individual’s well being, while the blindfolded partner learns to trust and rely on another person.  Ask participants to reflect and share upon their experiences.
Sample Questions to Ask During Debrief
To help participants reflect and learn upon their experiences, the following are some good sample questions to ask following the Trust Walk team building activity:

· What do you think is the purpose of this team building activity?

· What was it like to be the guide, responsible for the safety of your teammates?

· Did you have any difficulty trusting your partner while blindfolded? Why or why not?

· Why is trust in your teammates important?

· How did it feel when you and your teammate successfully trusted each other to  

         accomplish something challenging?

· How does this relate to _______ (fill in the blank with the current scenario of the 
         participants, such as class, a sports team, employees working together on a project, etc.)?

Candy Introductions
Candy Introductions is a get-to-know-you game that helps people learn new facts about each other in an easy way.  They select various pieces of candy from a bag, and each candy variety is associated with a fact about themselves which they will introduce to the others. This game also goes by other names, including the M&M game, Candy Confessions, the Skittles Game, the Gum Drop game, among others.

Candy Introductions can work with any group size.  The icebreaker works best when the group size is limited to 12, so if you have more than 12, divide the larger group and run the icebreaker within the smaller sized groups.  This icebreaker works best indoors, and is well suited for classrooms or meeting rooms.  Materials required are: candy with about five different variations (color or candy type), and an optional chalkboard/whiteboard.
Setup for Candy Introductions
Purchase several variety packs of candy, enough for each person to be able to have at least five pieces.  They can be any candy type, but not too many choices (limit it to around five or six different varieties).  Alternatively, you can buy gummy bears, life savers, gum drops, skittles, M&Ms, or any other candy that already has a variety of colors.
Instructions for How to Play 
Pass around the candy and tell each participant to choose anywhere from 1 to 5 pieces of anything that they want.  Instruct them not to eat it yet, though.  After they have chosen their candy, you will tell them what each candy type/color represents.

If there is a whiteboard or chalkboard present, write on the board the following:

Red – Favorite hobbies

Green – Favorite place on earth

Blue – Favorite memory

Yellow – Dream job
Orange – Wildcard (tell us anything about yourself!)

If you don’t have the above colors, change the above to match the candy types that you have.  Each person takes turns introducing himself or herself, beginning with their name and then saying one fact for each candy type that they have.  This easy introduction game should go relatively quickly (assuming they weren’t greedy and that they didn’t take too many pieces of candy!)

M&Ms or Skittles

Give each teen a small package of M&Ms or Skittles and instruct them they can eat all but one color. They must then answer the question coded with the color of the candy they saved: (Make up your own questions or use the following)


Red: What is your favorite book and why?
Orange: What was the last movie you watched and how was it?
Yellow: Who is your favorite musical group and which of their songs is your favorite?
Green: Do you have a collection? What is it and how old were you when you started it?
Blue: Which foreign country would you like to visit and why?
Brown: What is the best vacation you've ever been on?
Did You Know?  Bingo

Did You Know? Bingo (also known as the Autograph Game) is an icebreaker that helps people learn interesting facts about each other.  People walk around the room and mingle until they find people that match the facts listed on a bingo-style sheet.

This game is a get-to-know-you style icebreaker.  The recommended group size is: large or extra large.  The game works best with a group of about 25 people.  It can be played indoors or outdoors.  Materials required are: printed bingo sheets and pens.  

Setup for Did You Know? Bingo
The objective of this game is for people to wander around the room and to obtain the signatures of people who have the facts listed on the bingo sheet.  Once a person successfully obtains a full row (5 in a row), whether horizontally, vertically, or diagonally, he or she shouts “BINGO!” and wins.

This game requires a little bit of setup.  Prepare a 5 by 5 table, with interesting facts written inside the boxes.  These facts can include funny or bizarre things.  For example:

Likes anchovies

Has been to Hawaii

Speaks more than two languages

Has never been on a plane

Has more than four brothers

Has gone without a shower for more than three days

Be creative!  You can mark the center square “FREE SPACE” like traditional bingo games.  After you have prepared the table, print out enough copies for the number of players you are expecting.
Instructions for How to Play
Pass out a sheet to each person, along with a pen.  Explain the objective of the game and the following rules: (1) each person you talk to may only sign your sheet once, and (2) to win, you must get signatures to form 5 in a row horizontally, vertically, or diagonally.  Say “Go!” and ask your participants to begin.

Once someone shouts “Bingo!” everyone returns and the person must introduce the people who signed his or her sheet.  If desired, you can ask each person to explain their fact. This icebreaker game is fun way to get to know humorous or unique facts about people.  Enjoy!

Personal Flags
Personal Flags Activity is a useful icebreaker activity to help people convey what represents them or what is important to them.  Each person draws a flag that contains some symbols or objects that symbolizes who they are or what they enjoy.

This get-to-know-you activity is best done indoors.  Any number of people can participate.  The recommended age is 7 and up.  Materials required are: several sheets of paper, pens, and colored pencils/crayons/markers.
Instructions for Fabulous Flags Activity
Pass out a sheet of paper, pens, and colored pencils, crayons, and/or markers to each person.  Explain the activity: “We’re now going to draw flags that represent or symbolize us.  Please design your own flag of you – include some symbols or objects that symbolize who you are or what you find enjoyable or important.”  You can show your own sample flag if you like.  For example, you could draw:

a guitar (representing your passion for music)

a tennis racket (someone who enjoys sports)

a country like India (representing your affiliation with a country)

a cross and a heart (representing your religious faith)

Give everyone a set amount of time to draw (e.g. 15-20 minutes or so) and then reconvene.  Ask for volunteers to share their flags and explain the meaning of what they drew.  If it is a large group, you can divide everyone into smaller groups and ask them to share their flags with each other, or you can just ask a small number of volunteers to share.
Variations
After everyone has finished sharing the individual flags, as a big group you can ask everyone to brainstorm ideas on what to draw for a large class-wide flag.  Proceed to delegate individuals to draw certain parts of the class-wide flag.  Alternatively, you can collect the individual flags and paste them onto a board to create a “quilt” of individual flags, representing unity.

 Four Corners
Here’s another good icebreaker for the beginning of a school semester or as a fun way for people to get to know each other better. Four Corners (also known as Four Squares) is a simple activity in which students share who they are through the use of hand-drawn pictures. This icebreaker is for all ages, and works well with small and medium groups. It usually takes about 15 minutes, depending on how much time you want to allow for sharing the pictures. You’ll need sheets of paper and writing utensils. Don’t worry, no artistic skills are required for this icebreaker activity — just have fun and encourage everyone to enjoy being creative while illustrating who they are!
Setup for Four Corners
Distribute a pen and sheet of paper for each player. Each person divides the sheet into four boxes/squares either by folding the paper in half twice (vertically and horizontally) or simply by drawing a horizontal and vertical line that crosses in the middle. For each square, each person will describe themselves in the form of drawings. Choose these four topics in advance. For example, in the top left square, everyone could draw “favorite hobbies,” while in the top right, people could illustrate “favorite place on earth for vacation,” the bottom left could be something like “if you were an animal, which one would you be?” and the bottom right could be something like “what are the most important things in your life?” Feel free to be as creative, hypothetical, or deep as you like.

Allow five to ten minutes to draw. When everyone is finished, gather them together and share the drawings as a group. This icebreaker is an excellent way for students to show-and-tell what makes them unique!

Who Done It?
Who Done It? is an icebreaker that reveals interesting (and sometimes incredible!) things people have done. It’s a simple guessing game that is straightforward to play.

This game is a get-to-know-you style icebreaker in which players try to guess which person corresponds to each item written on note cards.  The recommended group size is a medium sized group of about eight to sixteen people, although the game can be adapted to accommodate other sized groups.  Playing this icebreaker indoors is most ideal.  Materials required are: several note cards and pens. Who Done It? is playable by all ages, including college students and adults in corporate settings.
Setup and Game play for Who Done It (Whodunit?)
This game can be played individually or with two teams.  For extremely large groups, choose ten volunteers and split them into two teams of five.  To set up the game, pass out an index card and a pen for each participant.  Ask each person to write down something interesting they have done.  Examples include the following:

I went skydiving once.

I got arrested before.

I once drank a gallon of milk.

I lived in seven different states.

I ate bugs before.

Try to instruct people to write a fact that most people don’t already know – the sillier (or more unbelievable) the better.  Collect all the cards (separate them into two piles if two teams are playing).  Shuffle the cards and then pass them back out.  Each person (or team) takes turns reading aloud their card and then the reader must guess whose fact he or she read. After he or she guesses, the guessed person simply says “yes” or “no”.  If the person guesses correctly, the guessed person can briefly explain what they wrote (if desired).  The guessing continues until all cards are exhausted.  Everyone reveals who wrote which card at the end.

The Who Done It? game is a good, simple get-to-know-you game that is especially good for groups with new people, or for whenever you wish to help people get to know each other better to break the ice.  Sometimes humorous facts can be revealed, leading people to exclaim, “You did WHAT?

Unique and Shared
Unique and Shared is a get-to-know-you game as well as a team-building activity.  The game helps people see that they have more in common with their peers than they might initially realize, while highlighting their own individual strengths that they can contribute to the group.

An indoor setting is preferable.  Participants will split into groups of about five people, so this activity works fine with medium, large, and even some extra large groups.  Each group of five needs paper and a pen.  This activity is for all ages.
Instructions for Unique and Shared
Ask participants to form groups of five people with the people around them.  Pass out sheets of paper and writing utensil.  The first half of the activity is the Shared part.  Instruct a note taker for each group to create a list of many common traits or qualities that members of the group have in common.   Avoid writing things that are immediately obvious (e.g. don’t write down something like “everyone has hair” or “we are all wearing clothes”).  The goal is for everyone to dig deeper than the superficial.  Allow about five or six minutes and then have a spokesperson from each subgroup read their list.  If there are too many groups, ask for a few volunteers to read their list.

The second half is the Unique part.  Keep the same groups or, optionally, you can ask everyone to rearrange themselves into new groups.  On a second sheet of paper have them record Unique traits and qualities; that is, items that only apply to one person in the group.  Instruct the group to find at least two unique qualities and strengths per person.  Again, strive for qualities and strengths beyond the superficial and past the obvious things anyone can readily see.  Allow another five or six minutes.  When time is up, share the unique qualities in one of the following ways: (1) each person can share one of their unique qualities themselves; (2) have each person read the qualities of the person to their right; or (3) have a spokesperson read a quality one at a time, and have the others guess who it was. 

Unique and Shared is a valuable team-building activity because it promotes unity as it gets people to realize that they have more common ground with their peers than they first might realize.  As people become aware of their own unique characteristics, they can also help people feel empowered to offer the group something unique. 

The Superlative Game
The Superlative Game is a simple icebreaker that asks players to line up in ascending order for various different categories (e.g. height, birthday month, etc.).  It’s very easy to learn and play, and it doesn’t require a lot of time.

This game can be classified as a get-to-know-you style icebreaker.  The recommended group size is medium, large, or extra large groups.  Players will be divided into multiple teams of at least five people.  This game can be played both indoors or outdoors.  There are no special materials required to play.  It works great with all ages.
Setup for the Superlative Game
The facilitator of the Superlative game needs to prepare a list of categories.  These categories can be surface-level categories such as height (in ascending order), birthday month (in ascending order, from January to December), shoe size, number of siblings (least to most), etc. or you can also make deeper categories, depending on your goals.
Playing the Superlative Game
Split the group into at least three teams.  The ideal team size is at least five players per team, but preferably no more than nine.  Explain the rules and consider using one of the variations below (such as the no talking rule). 

Read the first category aloud, such as “Line up by increasing order of height.  Go!”  Each team scrambles to get in the proper order.  When a team thinks they are done, they must all sit down and raise their hands.  At this point, the facilitator checks the team and verifies that they are in the proper order.  If they made a mistake, they get awarded zero points that round and the facilitator checks the next group that sat down.  The first team to correctly get in order and sits down gets awarded a point. 

The facilitator then reads off the next category, and this process repeats until the game is over (no more categories).

Variations
There are many variations to this game that are worth considering.  These include:

1. No talking allowed.  All players must rely on body language and hand gestures to get in the proper order.

2. Head and feet only.  You can only use your head and feet to signal where to go.  No talking or use of arms/hands to communicate.

The String Game
The String Game is an introduction icebreaker game and conversation starter that allows people to tell others about themselves.  It’s a simple game and can be adapted according to your needs.

This getting-to-know-you game usually does not take long, unless you choose to run it that way.  The recommended group size is small and medium groups, although with careful planning it might be possible to do this activity in a large group by splitting it into smaller groups.  An indoor setting is ideal.  This icebreaker is recommended for young children up through eighth grade.  It’s well suited for classrooms, camps, or other settings where people may not know each other very well yet.
Instructions for the String Game 
This activity needs a little bit of preparation work.  Purchase a big roll of yarn or string.  You can buy any color, or multiple colors if you wish.  Take a pair of scissors and cut strings of various different lengths — as short as 12 inches, and as long as 30 or more inches.

When you are finished cutting the string, bunch all the pieces up into one big clump of string.

To play, ask the first volunteer to choose any piece of string.  Have the person pull on it and separate it from the other pieces of string.  Ask them to introduce themselves as they slowly wind the piece of string around their index finger.   The funny part of this icebreaker game is that some of the strings are extremely long, so sometimes a person must keep talking for a very long time!  This is a good way to get everyone to start talking.  People might find out something interesting or new about each other!  Feel free to adapt this game according to your needs.  Have fun.

Sorts and Mingle
Sorts and Mingle is an interactive icebreaker that helps people recognize common and unique interests and preferences.  The speaker calls out various categories and everyone moves toward various parts of the room, finding people with similar tastes as them.

This game is classified as a get-to-know-you icebreaker with a little bit of active movement (walking around the room, meeting and talking to others).  Recommended group size is: medium, large, or extra large.  Can be played indoors or outdoors, but indoors is ideal.  No special materials are required.  No mess.  For ages ten and up.
Instructions for Sorts and Mingle
There are two parts to this icebreaker.  The first half is the “Sorts” game.  The moderator tosses out two contrasting choices and everyone must move either east or west of the room (for example. “Do you prefer Nature or Cities?”) Then the moderator shouts out two more choices and everyone moves north and south of the room.  In this way, each person must move to somewhere and can’t get “lost” in the crowd.  Some sorts that work well include: dogs vs. cats, books vs. movies, sweet vs. salty, casual vs. dress up, inside vs. outside; be on the stage performing vs. in the audience watching, and so on.

The second half of the icebreaker, the “Mingle” game, works as follows:  The moderator shouts out a general category and the group is asked to mingle around to find others that have the same answer and they clump up to form a larger group. After about thirty seconds to one minute, the moderator asks each group call out their answer.  If a person is unique and is the only one with an answer, that’s okay.  Examples of mingles: your favorite place on Earth; your favorite dessert; the kind of animal you like best; if you could have dinner with someone, who would you choose; your favorite hobby; if you could be anyone, what would it be?

Both halves of this game help people introduce themselves in a fun, interactive format.

Never Have I Ever
Never Have I Ever is an icebreaker game that helps people get to know each other better.  Everyone sits in a circle and take turns saying something they have never done.  Each player starts with ten fingers showing.  Each time says something that you’ve done, you drop a finger. The goal is to be the last player remaining.

This get-to-know-you game can be played indoors or outdoors.  The recommended number of people for this game is ten to fifteen, but all group sizes can play by dividing into appropriate sized groups.  Recommended age is 8 and up.  No special materials are required.
Instructions for Never Have I Ever
Instruct everyone to sit in a circle.  If you have an extremely large group, tell people to form smaller circles of about ten to fifteen people.  To start each round, each player holds out all ten fingers and places them on the floor.  Go around the circle and one at a time, each person announces something that they have never done, beginning the sentence with the phrase “Never have I ever…”  For example, a person could say, “Never have I ever been to Europe.”  For each statement that is said, all the other players drop a finger if they have done that statement.  So, if three other people have been to Europe before, those three people must put down a finger, leaving them with nine fingers.  The goal is to stay in the game the longest (to be the last person with fingers remaining).  To win, it’s a good strategy to say statements that most people have done, but you haven’t. 

Playing this game, along with the benefit of getting to know each others’ experiences better, can be very humorous (e.g. saying silly statements such as, “Never have I ever skipped a class in school” or “Never have I ever soiled my pants.”)  Have fun!

Get to Know You Questions
If you were a comic strip character, who would you be and why?
What thought or message would you want to put in a fortune cookie?

If you had to give up a favorite food, which would be the most difficult to give up?

What is one food you’d never want to taste again?

If you won a lottery ticket and had a million dollars, what would you do with it?

You’ve been given access to a time machine.  Where and when would you travel to?

If you could be any superhero and have super powers, which one would you like to have and why?

Mount Rushmore honors four U.S. presidents: Washington, Jefferson, Lincoln, and Roosevelt.  If you could add any person to Mount Rushmore, who would you add and why?

What award would you love to win and for what achievement?

If you could transport yourself anywhere instantly, where would you go and why?

In your opinion, which animal is the best (or most beautiful) and why?

What is one item that you really should throw away, but probably never will?

Growing up, what were your favorite toys to play with as a child? 

If you could have an endless supply of any food, what would you get?

If you were an animal, what would you be and why?

What is one goal you’d like to accomplish during your lifetime?

When you were little, who was your favorite super hero and why?

Who is your hero? (a parent, a celebrity, an influential person in one’s life)

What’s your favorite thing to do in the summer?

If they made a movie of your life, what would it be about and which actor would you want to play you?

If you were an ice cream flavor, which one would you be and why?

What’s your favorite cartoon character, and why?

 If you could visit any place in the world, where would you choose to go and why

What’s the ideal dream job for you?

Are you a morning or night person?

What are your favorite hobbies?

What are your pet peeves or interesting things about you that you dislike?

What’s the weirdest thing you’ve ever eaten?

Name one of your favorite things about someone in your family.

Tell us about a unique or quirky habit of yours.

If you had to describe yourself using three words, it would be…

If someone made a movie of your life would it be a drama, a comedy, a romantic-comedy, action film, or science fiction?

If I could be anybody besides myself, I would be…

