
 

 

 

 

Ice Breakers & Interaction  

for Student   

Leadership  Organizations 

Whose story is 

it?  
•Pass out slips of paper and pens. 

Have everyone briefly write down a 

true story or experience that happened  

•Fold the slips of paper and put them 

into the container, shuffling them and 

mixing them up 

• Mediator picks out four slips of pa-

per and calls out the names of the peo-

ple. The mediator reads off the stories 

and then the group tries to figure out 

whose story is whose. 

• The group does this by asking differ-

ent people to tell different stories. The 

people on the couch try to convince 

the group that the story they tell really 

is theirs 

• After everyone on the couch has told 

a few different stories, the group votes. 

This repeats until everyone has gone 

up 

•The main goal of the game is to have 

fun telling stories and learn a few in-

teresting or humorous facts about 

each other. 

Sorts and Mingle  

•There are two parts to this 

icebreaker.  

•The moderator tosses out two 

contrasting choices and every-

one must move either east or 

west of the room  

•Then the moderator shouts 

out two more choices and eve-

ryone moves north and south 

of the room 

•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.  



 

  

 

Candy Introductions  

•Pass around the candy and 

tell each participant to take 1 

M&M of any color 

•Instruct them not to eat it 

yet, though.  

•Red – Favorite hobbies 

•Green – Favorite place 

on earth 

•Blue – Favorite memory 

•Yellow -Dream job 

•Orange – Wildcard (tell 

us anything about your-

self!) 

•Brown- Favorite treat 

(Candy) 

• Each person takes turns in-

troducing himself or herself, 

beginning with their name and 

then saying one fact for each 

candy type that they have. 

Take what you need  

•Material Needed: A roll of toilet 

paper. If you are concerned with 

waste you can also use poker 

chips.  

•1. Ask participants to form a cir-

cle either standing or sitting, 

whatever is comfortable. 

•2. Bring out the roll of toilet pa-

per and tell participants to "Take 

as much as you think you'll need 

•3. Pass it around the circle, and 

give everyone a chance to take 

some. 

•4. If anyone asks any questions 

about what they will be using the 

toilet paper for, or anything like 

that, just repeat, "take as much as 

you think you'll need". 

•5. Once everyone has some, ask 

participants to count their 

squares of toilet paper. 

•6. Then go around the circle and 

for every square of toilet paper 

they took, participants must tell a 

fact about themselves to the group  

•7. If you have a really large group 

and somebody took half a roll you 

can limit the number to 5 or what-

ever seems appropriate to stay 

within your time limit. 

The Magic word  

•Hand a lei, cheap bead neck-

lace, or some party favor to each 

of your guests when they first 

arrive. 

•Give each of them a “magic” 

word they cannot say at any time 

during the party. 

•Choose words that are com-

monly said in regular speech to 

keep people paying attention. 

•Each person is to listen for their 

magic word and collect leis, 

necklaces, or favors from other 

guests who say them. 

•They can also trick people into 

saying their magic word. 

•The winner is the person who 

collects the most trophies. 

String a Story  
•Purchase a big roll of yarn or string. 

(any color) 

• Take a pair of scissors and cut strings 

of various different lengths  

•Ask the first volunteer to choose any 

piece of string.  

•Ask them to introduce themselves as 

they slowly wind the piece of string 

around their index finger 


