SEATBREAKERS

Five-minute icebreakers with minimal props designed for the confines of a classroom
©from Washington Student Leadership, a program of the Association of Washington School Principals www.awsp.org/leadership

“People aren’t comfortable in school, so they never learn the joy of putting everything they’ve got into learning.  We don’t even introduce ourselves.  Teachers just say, ‘Okay, you’re in physics.’   Everybody’s looking around thinking, that person’s cooler than me, that person’s not as cool as me, that person’s hair doesn’t look good today.  When I become a teacher, I’ll take however long it takes until people get comfortable.  I hardly communicate in school.  Not at all, not the whole day.  It tears your soul to pieces.  It is devastating to self-esteem.  Everything in there is awkward.  One thing I figured out was everything in nature fits into nature best by being what it is.  That’s not happening with the people at the school, they become dehumanized.”

(Jonathan)

Caleb Purdy Topping 

Dec. 24, 1975-March 4, 1997

A Tribe A Part by Patricia Hersch
Is it a Seatbreaker?
· Can you complete the activity in 5 minutes or less?
· Does the activity involve minimum prep and limited props?
· Can the activity be facilitated in a traditional classroom without rearranging fixed chairs and desks?
	Name
	Directions

	Balloon Frenzy
Props: balloons
	Group keeps balloon or balloons in air with body part called out by facilitator. To add to the challenge, students can stay connected by holding hands.


	Fortune Cookie

Props: paper/pencil
	Students write down a “fortune” similar to one found in a fortune cookie. They then crumple up their paper and have a classroom paper fight.  When the paper fight is stopped, students pick up the paper closest to them and read their fortune.

Instead of fortunes, students can also write questions on the paper that the participants answer.


	Why and Because
Props: paper/pencil

	Students write down a statement that begin with the word “Why…” On a separate piece of paper, they write a statement that begins with the word “Because…”  Collect the statements and sort them into a pile of “Why” and “Because”. Then read a “Why” statement followed by a “Because” statement. Crazy juxtaposition makes the fun.

Other sentence stems you can use for this game are: 
“What would you do if…” and “I would…”
“If…” and “Then…”


	Word Chains
	Pick a category: music artists, sport teams, food, etc. Start the game with one student stating a word from the category. Then, the next word stated must begin with the last letter of the previous word and fit the category. This game can be played in partners or rows competing with rows to see how many words can be named in a fixed amount of time.

	Pass the Sound


	Students pass a sound by “throwing” it to someone in the room.  You “catch” a sound by making the same sound that was thrown to you.  Once you “catch” a sound, you “throw” a different sound to someone and the game continues. It is also possible to have a number of sounds being thrown around the room at the same time.


	Who Can It Be Now?
Props: paper/pencil
	Students write down an unknown fact about themselves or what they did over the weekend.  Collect the facts then read one at a time.  The class guesses who wrote it by pointing to the person on the count of three.


	Fact or Fiction
Props: paper/pencil

	Students write down a true or false fact about  themselves.  The class guesses if it is “fact” or “fiction” with a thumb up for a true statement, or thumb down for false statement.


	High Five


	Students attempt to get five people standing in the room by making a statement that applies to just five people (e.g.-I believe only five people have visited Walt Disney World in Orlando; I believe that only five people have read the book War and Peace.).

	Pencil Thieves
Props: a story with the numbers 1, 2 and 3 in it.

Props: pen/pencil

	Each student in class needs a pencil or pen.  Tell a story with the numbers 1,2, and 3 in it.  Directions: When you hear a…one—give your pencil to person on your right; when you hear a two— give your pencil to person on your left; when you hear a three—take the pencil from person on your left and give it to person on your right.  

	ONYA


	Rows of students compete with other rows of students.  Ask for an item (e.g.-ASB card, movie ticket stub, receipt, etc.).  Points are scored as follows: 
5 pts for first row to get an item to the front of their row and 1 pt for every item in the category the row collectively generates.


	The Beat Goes On
	Teach the class a 3-part beat. To start the beat, participants stomp their right leg, then left leg, then when they stomp their right leg again, they clap as their foot hits the ground: stomp, stomp, stomp/clap; stomp, stomp, stomp/clap; stomp, stomp, stomp/ clap.  Teach the class a 4-part beat. This time, each time they clap, they will be alternating feet. The first time they clap will be on the right foot, then the left, then the right, etc. Start the pattern with the right foot. stomp, stomp, stomp, stomp/clap; stomp, stomp, stomp, stomp/clap; stomp, stomp, stomp, stomp/clap.  You can do a variety of things with the activity. Have the entire class do one beat. Ask half the class do one a  3-beat and the other half do the 4-beat. Tell everyone to silently pick one beat to start with. Tell them the game will end when everyone is on the same beat…NO TALKING as the game starts.


	That’s Me…


	Students hear a question and if it applies to them they stand up, say “That’s Me!,” then sit back down. (e.g.-Who has traveled to Europe? Who has a pet? Who plays a sport?).


	Connections
Props: string or yarn
	Pick a topic for students to talk about.  The first person to talk gets a ball of yarn.  The second person to talk gets the ball of yarn while the first person holds the end.  The goal is to connect all people in the room to the topic.


	Do You or 
Don’t  You…


	Pick an either or statement such as: Do you pick up pennies from the ground or ignore them?  Do you count your change after a purchase or not? Do you tap your left foot or right to music?  Do you put on your left pant leg or right pant leg first?  Students stand up if the “do” or stay in their seats if they “don’t”? 

	Metaphor Mixers


	From four choices, students pick the one that is most “like them,” not the choice they “like the most.”  Pick the metaphor that describes you by turning your body either forward, backward, left, or right.  Example: newspaper, sandpaper, recycled paper, construction paper. Students then share their answers with people next to them. This activity can also be played without the metaphor. Students are given four choices and simply choose what they “like” the best. Example: Taco Time, Subway, Pizza Hut, McDonalds.  


	Logos Are Us
Props: paper/pencil
	Students design a “logo” to represent them that can be drawn in 10 seconds or less and does not use their name or initials.  Students place their name on a piece of paper. Then every 10 seconds, the papers are passed around the room in a specific order.  Students add their logo to each paper. When the paper gets back to its original owner, they place their logo on it and try to guess who made each of the logos.


	Roll Call


	Time the class to see how fast the students can stand up in alphabetical order, say their name, then answer a question. Questions can be simple (What is a favorite food?) to complex (What emotion are you feeling the most this week?)


	Call and Response
	Have students create call and response statements:  Example, when I say, “Apollo 13, how do you copy?” you say, “Houston, we have a problem.”  When I say, “Run Forest, run!,” you say, “Stupid is as stupid does.” When I say, “Peanut, Peanut  Butter,” you say, “Jelly.” Take turns sharing the created call and responses and practice them until they are automatic.  


	Space Drawings
	Have students write their names in the air with their dominant hand, then with their other hand, then with both hands, then with their heads.  Have students create the following concepts with their bodies: round, closed, open, jagged, flat, vertical.  Have students pose as a statue and see if others can guess what they have morphed into.


	Imaginary Volleyball


	Divide the room into two teams one on each side of an imaginary net.  The imaginary volleyball must be hit three times before it is sent over the net.  A ball is “hit” by saying a person’s name and pantomiming the motion of hitting a volleyball .  Points are scored when an opposing player “hits” the ball without calling someone’s name or there is more than three hits per side or a person who receives the ball waits too long to hit it. The third person to hit the ball on his/her side of the net, passes the ball across the net.


	Yes, Yes, Yes
No, No, No
	Someone makes a statement (e.g.-The Seahawks will win the SuperBowl; Pizza is a great food; Dogs rule and cats drool.)   People who agree with it say in a normal voice…”yes, yes, yes.”  People who disagree with it say in a normal voice…”no, no, no.”   Listen to see what the majority of the class thinks.


	Finish What
 I Start
	Students take turns starting a line from a well known commercial, movie, book or quote. They stop at some point in the sentence and then the class attempts to finish the statement.


	Harry
	Students take turns saying the single word “Harry” to convey the following meanings:  distaste, joy, pleased, surprise, anger, simple greeting, uncertain recognition, worry, annoyance, fear, disbelief, pleading, firm conviction.  Other students guess what emotion is being conveyed.

	Row, Row, Row Your Boat
	Sing “Row, Row, Row Your Boat” (or other familiar song) but leave out the last word each time you sing it through until the song is just one word.


	Move to the Music
	Pick a well known song, then have students create some interesting motions to the verses…then have fun singing it as a class with the motions.



	Consensus Chants


	Each person in the room silently chooses a verse of a song to sing over and over.  On the count of “sing,” everyone starts singing his/her song.  Participants now have two choices: 1. continue to sing their song or  2. change to another person’s song.  If you change your song, you must physically connect with the person whose song you are now singing.  Game ends when one song or a few songs are being sung.


	Look Up,  Look Down


	Have students stand up.  When you say “look down,” students look at their toes.  When you say “look up,” students must look at someone in the room.  If a pair is making eye contact…they both must scream, then sit down.  Students can rotate to look in any direction in the room, but they must be looking at someone when you say, “look up” and once they look at someone, they must continue to look at them until you say “look down.” You can also play the game by stating: “If you are looking at someone, you must change seats with them.” 


	Who’s the Leader


	Send a volunteer out of the room.  Pick one leader in the classroom that everyone else will follow in terms of what they say and do.  Call the volunteer back in and see if he/she can guess who the leader in the room is.


	What has Changed


	Select six volunteers to stand up in front of the class for 1 minute.  Have the class close their eyes and have your six volunteers change a few things (where they are standing, what they are wearing, how they are standing, etc.)  See if the class can figure out all the changes.


	I like my neighbor who…


	Students finish the sentence stem:  I like my neighbor who…is wearing blue today.  All people wearing blue plus the person who made the statement must find a new place to sit in the classroom.


	Zen Countdown


	The goal is to count to the same number as there are people in the room.  Everyone must look down.  All you can do is say a number.  If two people say a number at the same time, everyone must look at the ceiling and scream…then look back down to start over.  Stress that all you can do is say a number…NO TALKING.


	Just say Hello 

or 

Good-bye
	The game starts with everyone standing then someone says “Hi” (or bye) to someone then sits down.  The new person must turn to another person and say “Hi,” but they need to use another greeting other than “Hi.”  The game continues until everyone is sitting or until the class as a whole can not think of another way of saying “Hi.” 


	Salmon, Bear, Mosquito
(Variation of rock, paper, scissors)

	Salmon (swishing sound with hands together) gets Mosquito (buzzing sound pointing with index finger) and Mosquito gets Bear (hands over head and growling noise).  Everyone starts standing up.  Pairs make eye contact (even if they are all the way across the room) and on the facilitator’s count of three they become either a salmon, bear or mosquito.  The loser sits down and the winner finds another partner to play. Groups of three can also play a round.

	If you love me baby, give me a smile…


	One person volunteers to be it.  The goal is to get someone to smile.  Without touching anyone, the volunteer walks around the room and stops at a desk to say, “If you love me baby, you’ll give me a smile.”  The person has to respond with, “I love you baby, but I just can’t smile.”  If the person responds without smiling, the volunteer seeks a new person.  If the responder smiles, he/she starts walking around the room.


	Cue Word


	Participants stand up and hold their left palm out flat and stick their right index finger into the left palm of someone standing next to them.  Tell the students what the “cue” word will be (e.g.-watermelon, chili, Tuesday, etc.)  Start telling a story or talking and every time you say the cue word, participants try to grab the index finger in their left palm and escape out of the palm attempting to grab their right index finger.


	Sound Symphony


	Groups of students sitting next to each other come up with a sound.  Share the sounds.  Select a volunteer to “conduct” the orchestra. A group makes their sound when the conductor points to them. The conductor can ask a group to play loud or soft, continually or just once through gestures and words.


	Snort


	A “snort” is passed around the room.  If you show your teeth or smile, you must sit down.  The snort starts in 3-4 places in the room and a person passes it to the left or right by making eye contact with someone and “snorting” at them. Keep standing if you are able to receive a snort and pass a snort without smiling.


	My Bonnie


	Sing “My Bonnie” (or other familiar song that repeats a letter) and each time you hear a “B” you must sit if you are standing or stand if you are sitting.


	Machines


	Each person creates a simple motion with his/her body with an accompanying  machine sound.  One person starts the machine by connecting their motion and sound with another person. Keep connecting the machine together until the entire group is moving and making noise.


	Zoom, Zoom… Break


	A person starts by touching someone next to them and saying, “Zoom”.  The “zoom” starts slow in 1st gear and goes faster as it gets going.  Each person has the power to break one time when it is passed to them.  To break you make a loud, “Screech!” The car then turns around and zooms off in another direction starting in first gear again. 


	I Can See You With My Eyes Closed

	The class closes their eyes and stands up.  Touch one person on the shoulder.  This person will open his eyes and name someone in the room at least 2 seats away from him/her.  The person just named then opens his/her eyes and names someone two seats away.  The game ends when everyone has been named. Time how fast it takes the class to say everyone’s name in this fashion.  Encourage strategies.

	Rock, Paper, Scissor Champ
	Participants find a partner to play rock, paper scissors with. You find a partner by making eye contact with someone, even if across the room. If you loose, you sit down and root for your “champ” (the person you lost to). If your “champ” looses and sits down, you then start rooting for who beat them…your new champ. At the end of the game, one person will be standing and the entire class will be rooting his/her name. Emphasize you must follow your champ and root for your champ and change your champ as the game continues.


