
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

Spice Up Your Meetings With Icebreaker Games 

Sue Tinklenberg 

Toastmasters Spring Convention ~ ~ May 17, 2008 

 

Presenter bio: 
Sue Tinklenberg lives in Eden Prairie, Minnesota, with her husband (Scott), son Ryan (age 13), 
daughter Amy (age 11), a Golden Retriever puppy, and two cats. Sue has been a member of 
Toastmasters for 12 years. According to Meyers-Briggs, Sue’s personality type is introverted. 
Toastmasters brings out her hidden extroverted side. 
 

Purpose: 
This session will give participants ideas of Icebreaker Games that can be used in your Club meetings 
to welcome a new member or to fill an open time slot in a constructive and fun way. The hard part is 
deciding which game will work for your group. Through this session, we’ll find out which games are 
most successful. This session will focus on games that are easy to set up and play. 

 
In this session, you will: 

 Learn how to use Icebreaker Games to spice up your Club meetings 
 Gain more “ammunition for your arsenal” of what to do if a Speaker cancels 
 Find new ways to get acquainted with New Members and current Members in your Club 
 Learn ways to kick off Leadership Training events and other Toastmasters activities 
 As an added benefit, you’ll get acquainted with other Toastmasters at the conference 

 
Session format: 
The presenter will introduce each “Icebreaker Game” and then we’ll play it (either the whole group or 
a portion of it, depending on the number of attendees and the nature of the game). Then we’ll have a 
brief open discussion about the game (what worked well, what didn’t). Then we’ll move on to another 
game and repeat the process until the time is up. 
 

A quote from the presenter: 

“I’ve always found Icebreaker Games to be enjoyable, and a great way to ‘break the ice’ 
(of course). This is not to be confused with the ‘Icebreaker’ speech!” 



Choose Meeting Ice Breakers Carefully! 
By Lyndsay Swinton, Owner, Management for the Rest of Us, www.mftrou.com 
 

Meeting ice breakers, whether games or other activities, can provide vital energy to 

meetings or other gatherings of people. Well chosen ice breakers ease people 

through the discomfort of getting to know others better. 

However, a badly chosen meeting ice breaker can cause more discomfort than it 

cures. We’ve all felt the pounding heart, the drying mouth, and the rising panic as 

your turn to introduce yourself creeps….up…..slowly….. No one enjoys ice breakers 

from hell, so choose wisely. 

 

Here are some tips on how to choose appropriate ice breaker games... 

 

Things to consider when choosing a meeting ice breaker: 
1. Size of the group 

2. Purpose of the meeting or gathering 

3. Purpose of the ice breaker 

4. Preparation required 

5. Materials required 

6. Time available 

  

1 - Size of the group – Some ice breakers work best in large groups of 20 or more, 

some are better for small groups of 5 or so.  

Tip – If you have too many people for the ice breaker, split into smaller groups 

of the right size and run the icebreakers concurrently. 

2 - Purpose of the meeting or gathering – What are you doing after the ice 

breaker? Are you brainstorming new ideas? Discussing year end results? Kicking 

off a new project? Match the mood of the ice breaker to the mood for the 

meeting. 

Tip – Be ready to switch icebreakers if you misjudged the mood of the day. 

Have a store of icebreaker ideas, ready for use when you need them. 

3 - Purpose of the meeting ice breaker – Will it ease introductions, get mental 

juices flowing or just be downright silly? 

Tip – Icebreakers don’t have to be restricted to the start of meetings. Well timed 

icebreakers will lift flagging energy levels or encourage creativity. 

4 – What preparation is required? – Simple icebreakers are effective when 

explained clearly. More complicated icebreakers require preparation, and venture 

into team-building territory, possibly requiring different facilitation skills. 

Tip – Choose simple icebreakers over complicated ones, and factor in 

preparation time.  

5 - Materials required – There’s no baggage with verbal icebreakers! Pens and flip 

charts are usually required for meetings so that’s easy too. But if you’ve got 

bigger, bolder ideas involving ropes, scissors, balls, cards or other such fun, 

make sure you think this through! 

Tip – Make a checklist of materials and bring them. Be ready to improvise or 

switch icebreakers if you forget the crucial item or don’t have enough to go 

round. 

6 - Time available – Group energy levels will be zero if each one minute 

introduction takes five minutes! Be realistic about the time you have for the 

meeting ice breaker and stick to it.  

Tip – Choose a short punchy icebreaker to get energy levels up, and longer 

icebreakers when more disclosure is desired. 
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Ȱ7Å ÁÒÅ ÁÌÌ Á ÂÉÔ ÓÈÙ ÁÎÄ Á ÌÉÔÔÌÅ Á×Ë×ÁÒÄ ÉÎ ÇÒÏÕÐ ÓÉÔÕÁÔÉÏÎÓȟ ÓÏ ÂÅ 
kind to your fellows and use icebreakers. Ice breaker games or 
activities can speed up processes which left to their own devic es 
are painfully slow or do not happen at all. A well chosen icebreaker 
is worth its weight in... ice! Choose your meeting ice breakers 
×ÉÓÅÌÙ ÁÎÄ ÙÏÕ ×ÉÌÌ ÒÅÁÐ ÔÈÅ ÒÅ×ÁÒÄÓ ÍÁÎÙ ÔÉÍÅÓ ÏÖÅÒȢȱ 
 
Lyndsay Swinton, Owner, Management for the Rest of Us, 
www.mftro u.com 
 



Instant Icebreakers ï 50 Powerful Catalysts for Group Interaction and 

High-Impact Learning 
 

p. 44, #14 – Name Games 

 

Alphabet Neighbors 

Learning the names of other participants becomes easy and interesting in this short game. 

 

Goals: 

 To learn the names of other participants. 

 To get acquainted. 

 

Group size: Unlimited (divided into small groups) 

Time: 5-10 minutes 

Materials: None 

 

Note: This exercise works best with large groups (30 or more). Group people by using 

different sections of the alphabet (e.g., A-E, F-M; N-Q; R-Z). 

 

1. Invite participants to create small groups by finding 5 or 6 other people whose first 

name begins with the same letter as theirs. Note: If any group is larger than 10 people, 

divide it in half. Combine groups with fewer than 5 people. 

 

2. Give instructions for introductions. 

 Sit down in a circle with your alphabet companions. 

 Learn the first name of everyone in your group. 

Á Each person introduce yourself. 

Á Then, practice saying everyone‘s name several times until everyone knows 
everyone else. 

 

3. Interrupt after 3-4 minutes and invite each small group to make introductions to the 

entire group. 

 Ask a member of your group to volunteer to introduce your group to other groups. 

Á If no one volunteers, the person with the most letters in their first name will 

make the introduction (tiebreaker: whichever name is alphabetically first). 

 When your turn comes, stand up and introduce each person in your group by first 

name. (e.g., We‘re the A‘s: Alice, Alan, Arthur, Allie and Adam; We‘re the B‘s: 

Ben, Bob, Betty, Brenda, Bridgette and Bessie). 

Á Guide the process along quickly, moving from group to group in alphabetical 

order until everyone has been introduced. 

 

Variations: 

If time allows, ask if anyone can remember the names of the alphabet neighbors in 

another group, then ask volunteers to test their memory by trying to repeat the names of a 

select group. For a silly prize, give the winner (who remembers the most names) a can of 

alphabet soup. 



Instant Icebreakers ï 50 Powerful Catalysts for Group Interaction and 

High-Impact Learning 
 

p. 129, #39 – Self-Awareness 
 

Crystal Ball 

In this empowering icebreaker or closing ritual, participants receive a crystal ball to help 

them make decisions about important issues. 
 

Goals: 

 To rely on inner wisdom and intuition for important insights and decisions. 

 To promote trust, patience and acceptance of self during times of uncertainty. 
 

Group size: Unlimited (individual, sharing with whole group) 

Time: 5-10 minutes 

Materials: Small crystal marbles for all participants 
 

1. Distribute marbles to all participants. Announce that these marbles are actually 

miniature crystal balls. (1 minute) 

 This crystal ball can help you make important decisions or resolve difficult life 

issues. 

Á When you look into your crystal ball, answers to certain questions may come 

very clearly; in other cases, they may remain unclear. In either case, the ball 

will give you access to insights about yourself. 

Á You can carry this crystal ball with you and use it whenever you need it. 
 

2. Invite participants to take a moment to experiment with their crystal balls. (1 minute) 

 First, think of a life situation, problem, dilemma, or decision you are facing and 

for which you need inspiration. (Pause while people get focused.) 

 Now, look into your crystal ball and focus on that concern. 

Á Sit quietly and gaze into your crystal ball, reflecting on your dilemma and 

waiting for insights. 

Á When you are ready, put your crystal ball away. 
 

3. After 2-3 minutes, invite participants to share examples of insights and discoveries 

they made while looking into their crystal balls. Congratulate volunteers for trusting their 

inner wisdom. 
 

4. In closing, remind participants that achieving clarity and resolving issues takes time. 

  It is important to be patient and accepting of yourself. Sometimes you will 

experience confusion and uncertainty, and your ball may be cloudy. Trust that 

insights and answers will eventually come to you because you have kept the door 

to your inner self open. 
 

Variations: 

The crystal ball idea works well for work groups seeking solutions to problems or 

envisioning future growth and development. 

Presenterôs note: In Toastmasters, this game could be used to inspire leaders (Presidents, 

Area/Division Governors) to focus on goal-setting and to envision meeting their goals. 



 

Instant Icebreakers ï 50 Powerful Catalysts for Group Interaction and 

High-Impact Learning 
 

p. 72, #22 – Group Building 

 

Uncommon Commonalities 

Hilarious connections and good-humored bonding result when participants discover the 

most unusual thing they have in common. 

 

Goals: 

 To discover unique commonalities with other participants. 

 To feel connected with another group member and the group as a whole. 

 

Group size: Unlimited (divided into pairs) 

Time: 5-10 minutes 

Materials: None 

 

1. Begin with a few comments on the importance of having common goals for the 

learning experience. Affirm the value of connecting with others to share what we have in 

common. 

  

2. Invite participants to make a connection with one person in the group. (3-4 minutes) 

 Pair up with someone you do not know well. 

 Take a few minutes to get acquainted by finding out what you have in common 

with each other. (Pause for 2 minutes.) 

 Now decide together what is the most unusual thing you have in common with 

each other. (Pause for 30 seconds.) 

 

3. Invite pairs to share their uncommon commonalities with the large group. (2-3 minutes) 

Note: With big groups, divide in half or thirds for sharing and then solicit the ―most 

unusual‖ commonality from each group for the next step. 

 

4. Using an informal applause meter, ask the audience to vote on the most unusual 

commonality in the group. (1-2 minutes) 

 

5. Congratulate the winning pair and give the group feedback on what you noticed they 

all had in common during the process (e.g., openness to new idea, adventurous spirit, 

willingness to take risks, sense of humor, supportive attitude). 

 

Variations: 

Á Compete in small groups instead of pairs. Same rules apply. 

Á Have each person announce to the whole group something unique about 

themselves or something they have done, and ask for a show of hands of anyone 

else who shares that trait or experience. Applaud when someone announces a true 

―uniquity‖, meaning something that applies to only one person in the group. 



Energizers and Icebreakers for All Ages and Stages, Book I 
 

p. 6, #1.3 – Icebreakers 
 

People Scavenger Hunt 
 

Goal: To get acquainted. 
 

Group size: Unlimited (individuals or teams) 

Time: 10 minutes 

Materials: People Scavenger Hunt List (prepared ahead of time by presenter), pencils 
 

1. Hand out a People Scavenger Hunt List to each participant and explain the following 

rules. 

 Each person has 10 minutes to get the most signatures by each item on their list. 

 No person can sign more than one time on each list and no person can sign their 

own list. 

 Everyone must be honest! 

 

2. At the end of 10 minutes, ask the participants to stop and to add up their own scores 

(one point per name). 

 

3. Recognize the high point participants and applaud their efforts. 

 

4. Review each item by asking the participants to raise their hands if they signed or could 

have signed. Example: How many of you have traveled to four or more countries outside 

the United States? 

 

Sample List: 

____________________ watches less than five hours of television each week. 

____________________ dreams a lot at night. 

____________________ gives great back rubs. 

____________________ likes to sing. 

____________________ has traveled to four or more countries outside the United States. 

____________________ has never traveled outside the United States. 

____________________ likes to do adventuresome things. 

____________________ has lived at least two other places. 

____________________ has met someone famous. 

____________________ likes to watch baseball games. 

 

Variations: 

Á Make your own questions, pertaining to your group. (e.g., ___ has been in (group 

name) for over 5 years; ___ has been in (group name) for less than 1 year) 

Á Rather than going a full 10 minutes and obtaining multiple signatures per line, 

have participants race to be the first person to get one signature on each line. 

Á Prepare a table with 5 rows and 5 columns, with interesting facts inside the boxes. 

Have people sign in the boxes and shout, ―Bingo!‖ when they get 5 in a row. 



Energizers and Icebreakers for All Ages and Stages, Book I 
 

p. 15, #1.7 – Icebreakers 

 

Hollywood 

 

Goal: To get acquainted. 

 

Group size: Unlimited (individual, sharing with whole group) 

Time: 10 minutes 

Materials: 3x5 or 5x7 cards, pencils 

 

1. The participants should each be given one card. 

 

2. Ask the participants to write their favorite movie on the top of their cards. 

 

3. The participants are given five minutes to write the names of individuals in the group 

who also liked that movie; therefore, the participants should walk around asking people if 

they saw that movie and why they really liked it. 

 

4. At the end of the five minutes, take a tally of the movie which appears to be the 

favorite of the group. 

 

Variations: 

Á Variations can include favorite stars, favorite songs, favorite artists, or favorite 

television programs. 

Á If time allows (for an extended time period), ask the participants to use both sides 

of their cards - - one side with their favorite (movie, etc.), and the other side with 

their least favorite. They should poll the other participants on both sides of the 

card. Time at the end will include a tally of both the best and worst in the category 

according to the group‘s responses. 



Energizers and Icebreakers for All Ages and Stages, Book I 
 

p. 76, #2.6 – Energizers 

 

I Cannot Say I 

 

Goal: To get energized. 

 

Group size: Unlimited (divided into pairs) 

Time: 10 minutes 

Materials: Whistle 

 

1. Ask all participants to pair up and stand somewhere in the room. 

 

2. Announce a topic for all participants to begin discussing at the signal. Choose any age-

appropriate topic that the group might find interesting, such as: things I did on my 

summer vacation; why I believe in Democracy; the most important person in my life. 

 

3. The only limitation is that participants are not to use the words I, me, my, or mine in 

their discussions. If at any point a partner uses those words, that person is to sit down. 

 

4. Blow a whistle every 20 to 30 seconds, at which time the participants are to change 

partners. If a participant‘s partner has already been seated because a personal pronoun 

was used, that participant waits until the whistle blows to find another partner, then 

proceeds with the discussion. 

 

5. This continues until there is only one person standing. 

 

Discussion: 

Why is it difficult not to use those words? What kinds of things do we learn about 

ourselves from this activity? 



Energizers and Icebreakers for All Ages and Stages, Book I 
 

p. 37, #1.20 – Icebreakers 

 

Adjective Match 

 

Goal: To get acquainted. 

 

Group size: 10 - 35 

Time: 10 minutes 

Materials: None 

 

1. Have everyone sit or stand in a circle. Name someone as ―It‖. 

 

2. The first person begins by saying, ―Hello, my name is ‗Curious Christine‘ (as an 

example),‖ using an adjective that starts with the first initial of that person‘s first name. 

 

3. This person continues by indicating to someone else in the group, saying, ―And what‘s 

yours?‖ 

 

4. The next person says, ―Hi, Curious Christine, my name is Goofy George‖ and turns to 

the next person and says, ―And what‘s yours?‖ 

 

5. The third person says, ―Hi, Goofy George, my name is Happy Harry.‖ This person can 

then ask another person for a name or the person who is ―it‖ can ask, ―And who was 

that?‖ pointing to someone who has already been identified. In this case the whole group 

is supposed to repeat that name. 

 

6. This activity goes on until everyone has been identified with an adjective and a name. 

 

Variations: 

 

The Name Game 
How to play: 

The Name Game (also known as the Adjective Game) starts with one person in the room 

picking a word that describes himself or herself as a person. The catch is that the word 

must start with the first letter of their first name.  For example, I would say ―Hello! My 

name is Vivacious Vivian.‖ The person after me must say my adjective and name before 

saying theirs.  So they would go, ―Hello, Vivacious Vivian, my name is Silly Sam.‖ Then 

the third person would go, ―Hello, Vivacious Vivian, and Silly Sam, my name is Easy-

going Edwin.‖  This continues on until all of the students have gone. Being last is 

hilarious in this game, because they must remember everyone‘s name AND adjective 

before stating theirs.  ï submitted by Vivian Velasquez 

- - from: Group-games.com: A collection of the best group games and icebreakers! 



Energizers and Icebreakers for All Ages and Stages, Book I 

 

p. 149, #2.47 – Energizers 

 

Brainstorming Contest 

 

Goal: To get energized. 

 

Group size: Unlimited (divided into small groups) 

Time: 5-10 minutes 

Materials: An example of whatever is going to be brainstormed, such as a paper clip, 

comb, or ruler 

 

1. Explain to the group that this is a contest, and the groups will attempt to brainstorm as 

many different ways to use the object that you hold up as possible. There will be 4-6 

members per group. 

 

2. Instruct the groups to identify a recorder who will write down all suggestions. 

 

3. The object that is chosen should be the same for each group. 

 

4. Select items from the following list and allow approximately 3-5 minutes for the 

groups to brainstorm: pine cone, toothpick, candle, ruler, paper clip, scissors, pencil, push 

pin, balloon, rubber band, bobby pin, barrette, pin, nail, hammer, spoon, knife, pencil, 

pencil sharpener, hair ribbon, chair, eraser, penny sock, paper, button, saucer, dog bone, 

and feather. 

 

Variations: 

Mftrou.com: Management For The Rest Of Us. 

 
Quick Fire Improvisation 

How to play: 

Bring 5 random items to the meeting and place them in the center of the group. Each 

person is encouraged to come up with an alternative use for the item, or to come up with 

a phrase associated with the item. Item ideas: toy dog, cardboard box, chair, picture, 

wooden spoon, scarf or anything else around the home or office. 

Creative uses; flip toy dog over and say ―dog tired‖, hide the dog and say ―dog-gone‖, 

use cardboard box as handbag, you get the idea… 

 

Have a few prepared to start the game off. 

 

- - from: Mft rou.com: Management For The Rest Of Us. 

 



Group-games.com: A collection of the best group games and 

icebreakers! 

Two Truths and a Lie 

Summary: A good get-to-know-you icebreaker in which each person says two truths and 

one lie. The goal is to figure out which statement is the lie. 

Ages: All. Recommended # of people: 6-10. Messiness factor: No Sweat. Materials 

Required: None. Recommended Setting: Indoors. 

Two Truths and a Lie is the classic icebreaker game in which one attempts to identify 

which of three statements is bogus.  

Instructions: Have everyone sit in a circle. Each person prepares three statements, two 

of which are true and one of which is a lie. In any order, the person shares the three 

statements to the entire group. The object of the game is to figure out which statement is 

a lie. The rest of the group votes on each statement, and the person reveals which one is 

the lie. 

Variations: 

 

Á Two Truths and a Dream Wish. As an interesting variation to the classic Two 

Truths and a Lie icebreaker, people may also play a version called Two Truths 

and a Dream Wish. Instead of stating a lie, a person says something that is not 

true — yet something that they wish to be true. For example, someone that has 

never been to Hawaii might say: ―I have visited Hawaii when I was young.‖ This 

interesting spin often leads to unexpected, fascinating results, as people often 

share touching wishes about their lives. 

 

Á ID Guessing Game. An icebreaker in which people write down two things that 

they‘ve done and one thing that they haven‘t on an index card. The goal is to 

correctly guess who wrote each card. This is a good, simple get-to-know-you 

game especially for groups with new people, or for whenever you wish to help 

people get to know each other better to break the ice. Instructions: Pass out an 

index card and a pen to each person who is playing. Then each person has to write 

two things they have done and one they haven‘t.  The more unique and interesting 

the better, but the object is to make it hard for the others to guess that it is your 

card. Then the cards are collected and the group votes on who they think the card 

represents and which item they haven‘t done.  ï submitted by Larry Bray 



Mftrou.com: Management For The Rest Of Us. 

Icebreaker Game 4 ï Line Up 

This icebreaker game is ideal for a quick energy boost and finding out a little more about 

your group. If you‘ve got a bigger group, split them up into smaller groups and see who 

completes each task quickest. 

  

Have your group ready to form a line in order of…. 

¶ Height, from smallest to tallest  

¶ Birth months, from Jan through to December  

¶ Distance they travel to work, from close to far  

¶ Anything else you think up!  

 

Variations: 

Á To make it more of a challenge, get the group to do this silently, using sign 

language or other alternative communication. 

Á Have two small groups go to the front of the room and compete against each other 

in front of a large group. Take turns until everyone has participated. 

 

 

 

 

Icebreaker Game 2 ï Chat Show 

Great for groups of strangers, and avoids the dreaded pain of introducing yourself.  

Get the group to pair off and take turns in being a chat show host and guest. The chat 

show host has to find out 3 interesting facts about their guest. Switch the roles and repeat. 

Bring everyone back to the big group and ask them to present briefly the 3 facts about 

their guest to the group. Maybe go round the group randomly so people are less aware of 

their turn coming up next and panicking about it. 

Watch timing on this one as it has a tendency to go on too long if your group likes to chat 

too much. (Presenterôs note: Toastmasters, beware!) 
 

 

 

 

 

 

 


