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LESS AWKWARD. MORE CONNECTED.

10 Free Youth Group
Icebreaker Games
Ready-to-lead games for teens, each with instructions, supplies, group
size, and a leader tip. Free to print, copy, and use with your group.

1. Common Ground 8 min

2. Preference Spotlight 8–10 min

3. Shared Favorite Activity Pairs 8–10 min

4. Story Tag 8 min

5. Two Truths and a Lie 8–10 min

6. Rapid-Fire Favorites 5–8 min

7. Question Card Carousel 8–10 min

8. Partner Venn Diagram 8–10 min

9. Skit in a Bag 8–10 min

10. Preference Spectrum 8 min

Games were generated by the Youth Ministry Planner and edited for clarity, timing, and participation, plus a
leader-selected Skit in a Bag activity. Each example shows a sample group of teens ages 13–17; these are starting
scenarios, not attendance limits. Participation is always optional; offer a seated version and a chance to pass.
Check your room and supplies before playing.
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GAME 1 OF 10

Common Ground
Find someone who likes what you like · 8 min · Any group size · Pairs

The group this fits
24 teens, ages 13–17, with several newcomers. An indoor opener with no equipment.

HOW TO PLAY

1.  Offer a concrete prompt: find someone who enjoys pizza, drawing, rainy afternoons, or

hiking. Students can suggest another choice if none fits.

2.  Let pairs chat for one minute about their shared interest. Seated students can raise a

hand and talk to someone nearby.

3.  Try four prompts, changing partners when comfortable. Anyone may pass.

4.  Invite volunteers to share one connection they discovered.

BRING THIS

None.

MAKE IT WORK

Model a short answer first. Use hobbies, snacks, and seasons rather than private details. For

large groups, run the conversations in pairs or small clusters; use a microphone for prompts if

needed.

WHY IT BREAKS THE ICE

A shared preference gives students a natural first conversation.
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GAME 2 OF 10

Preference Spotlight
Can your volunteers read the room? · 8–10 min · Any group size · 3–4 volunteers up
front

The group this fits
30 teens, four willing volunteers, and a seated audience. A lighthearted upfront game.

HOW TO PLAY

1.  Prepare four cards: sweet or salty, beach or mountains, movie or game night, chocolate

or vanilla.

2.  Invite volunteers to stand or sit up front. Show them a choice and ask them to predict

what the room prefers.

3.  Have them quietly tell the leader their prediction. Read the choices aloud and ask the

audience to hold up one or two fingers.

4.  Reveal the prediction and compare it with the room. Invite one student to explain their

choice.

5.  Repeat with the other cards, offering new volunteers a turn.

BRING THIS

Index cards and a marker.

MAKE IT WORK

Vote on preferences, never on someone's personality or popularity. Volunteers can participate

seated or pass. With a large audience, use a microphone and estimate the majority rather than

counting every hand.

WHY IT BREAKS THE ICE

Students notice shared tastes while volunteers give the room a friendly focal point.
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GAME 3 OF 10

Shared Favorite Activity Pairs
Learn a name and a conversation starter · 8–10 min · Any group size · Pairs

The group this fits
12 teens, including newcomers, seated in pairs. A calm start without asking for private

memories.

HOW TO PLAY

1.  Invite each partner to share their name and a hobby or favorite activity. Allow one minute

each.

2.  Ask one friendly follow-up, such as what they enjoy about the activity.

3.  Partners agree on one detail they are happy to have shared.

4.  Combine two pairs. Each student introduces their partner in one sentence to those three

people. Keep introductions in these small groups so everyone gets a turn, however

large the room.

BRING THIS

None.

MAKE IT WORK

Students may pass or introduce themselves. A leader can join a pair to make a trio.

WHY IT BREAKS THE ICE

A smaller conversation helps students get comfortable before speaking more widely.
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GAME 4 OF 10

Story Tag
Build a wonderfully silly story together · 8 min · 10–16 students · Seated circle

The group this fits
16 teens in a seated circle on a rainy evening. A creative opener without personal disclosure.

HOW TO PLAY

1.  Start a fictional story: 'A penguin arrived at youth group carrying a pizza.'

2.  Move around the circle, inviting each person to add one short sentence. Anyone can

pass.

3.  Keep the story kind and fictional. Offer 'What happens next?' if someone wants help.

4.  After one round, invite a volunteer to end the story. Start a second short story if time

remains.

BRING THIS

None.

MAKE IT WORK

Keep each contribution to about 15 seconds. Everyone can remain seated.

WHY IT BREAKS THE ICE

Making something playful together creates a shared experience.
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GAME 5 OF 10

Two Truths and a Lie
Guess the made-up favorite · 8–10 min · Any group size · Groups of 3

The group this fits
12 teens in small seated groups. Light preferences replace embarrassing facts or secrets.

HOW TO PLAY

1.  Model three preferences, two true and one invented: 'I like popcorn, I prefer rainy days,

and I love broccoli.'

2.  Give students a minute to prepare three statements. They may use a familiar fictional

character instead, or pass.

3.  In groups of three, each willing student shares their statements. Others guess the

made-up preference.

4.  Reveal the answer and allow one friendly follow-up. Rotate until everyone who wants a

turn has had one.

BRING THIS

None.

MAKE IT WORK

Stick to harmless likes and dislikes. Small groups avoid a long whole-room guessing queue.

WHY IT BREAKS THE ICE

Every answer gives the group another simple thing to talk about.

https://www.youthministryplanner.com/youth-group-icebreakers.html?utm_source=pdf&utm_medium=download&utm_campaign=icebreakers_pdf


10 Free Youth Group Icebreaker Games · Youth Ministry Planner youthministryplanner.com/youth-group-icebreakers.html

GAME 6 OF 10

Rapid-Fire Favorites
Show your choice and spot a match · 5–8 min · Any group size · Whole group, seated

The group this fits
18 teens in an indoor room. A quick opener without moving furniture or gathering supplies.

HOW TO PLAY

1.  Explain that one, two, or three fingers represent each answer. Students may also point

or pass.

2.  Read 'Popcorn, pretzels, or fruit?' and name each numbered option.

3.  Let students show their choice, then share a short reason with a neighbor.

4.  Repeat with four to six choices: reading, drawing, or music; beach, forest, or mountains;

board games, puzzles, or movies.

BRING THIS

None.

MAKE IT WORK

Despite the name, keep the pace relaxed. Read options twice and allow thinking time. For a

large room, use a microphone or display the choices; keep conversations with nearby students.

WHY IT BREAKS THE ICE

Students can join immediately, even when they do not know what to say yet.
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GAME 7 OF 10

Question Card Carousel
Let the questions travel around the room · 8–10 min · 18–24 students · Small groups at
tables

The group this fits
20 teens at four tables. Short conversations and a version everyone can play seated.

HOW TO PLAY

1.  Prepare four cards: 'What skill would you like to learn?', 'What makes you laugh?', 'What

fictional place would you visit?', and 'What makes a good game night?'

2.  Give each table a card. Allow 90 seconds for students to answer aloud or write a short

response. Passing is welcome.

3.  Pass the cards to the next table rather than moving students. Repeat until every table

has seen all four.

4.  Invite each table to share a connection. Do not repeat another student's answer without

their agreement.

BRING THIS

Four large cards or sheets of paper, plus pens.

MAKE IT WORK

No names are needed. Keep responses in the group rather than automatically collecting or

displaying them.

WHY IT BREAKS THE ICE

A fresh prompt keeps conversation moving and gives quieter students time to think.
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GAME 8 OF 10

Partner Venn Diagram
Different interests. Something in common. · 8–10 min · 12–20 students · Seated pairs

The group this fits
16 teens at tables. A visual conversation starter for students who enjoy drawing or writing.

HOW TO PLAY

1.  Give each pair paper and a pen. Draw two overlapping circles, one for each partner.

2.  Spend four minutes adding hobbies or favorites: one person's interests on the left, the

other's on the right, and shared interests in the overlap.

3.  Aim for two shared interests. Students can write, draw, or ask a leader to help record

ideas.

4.  Invite each pair to share one agreed connection with another pair or the room. Let

students keep their page.

BRING THIS

A sheet of paper and pen for each pair.

MAKE IT WORK

Keep to everyday interests. Students can pass; do not display their pages without agreement.

WHY IT BREAKS THE ICE

Students see their differences and a starting point for connection.
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GAME 9 OF 10

Skit in a Bag
A few random props. A gloriously unexpected scene. · 8–10 min · Any group size · 4–6
volunteers up front

The group this fits
60 teens in the audience and four to six drama-loving volunteers up front. A playful

performance for students who want to act, while everyone else enjoys watching.

HOW TO PLAY

1.  Before starting, invite four to six willing volunteers and explain the activity. Everyone else

stays in the audience; no one has to perform.

2.  Divide the volunteers into two small casts. Give each cast a bag with three safe

everyday props, such as a hat, wooden spoon, and scarf.

3.  Give them two minutes to prepare a 60-second scene that uses all three props in

unexpected ways. Offer a setting: a restaurant on the moon, a superhero job interview,

or an unusual lost-and-found.

4.  While they prepare, invite the audience to suggest a harmless name for an imaginary

character. The leader can share it with both casts as an optional bonus.

5.  Each cast performs its scene up front. Introduce the volunteers by name and celebrate

both performances with applause. If time allows, willing volunteers can try a second

setting.

BRING THIS

Two bags, each with three safe everyday props. A timer; a microphone for a large room.

MAKE IT WORK

Ask for volunteers before handing out roles. Actors may sit, narrate, change roles, or step out.

Keep scenes kind and fictional, with no impersonating classmates or risky stunts. The audience

is welcome simply to watch.

WHY IT BREAKS THE ICE

Willing performers share their creativity while the whole room enjoys a shared laugh and gets to

know a few faces.
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GAME 10 OF 10

Preference Spectrum
Find your place between two easy choices · 8 min · Any group size · Whole group

The group this fits
15 teens in a room with a clear walkway. Optional gentle movement with a seated choice

every round.

HOW TO PLAY

1.  Explain an imaginary line: one end means sunny weather, the other rainy weather.

Anywhere between is welcome.

2.  Students choose a spot, point, or hold up one to five fingers from their seat. Passing is

fine.

3.  Invite neighbors to discuss their choice for 30 seconds. Ask for one or two volunteer

answers.

4.  Repeat with sweet or salty snacks, beach or mountains, and warm or cool weather.

BRING THIS

None.

MAKE IT WORK

Keep paths clear and allow everyone to stay seated. Use preferences rather than personality

labels. In a large crowd, use several smaller lines or the seated finger scale rather than moving

the entire room.

WHY IT BREAKS THE ICE

The range of answers helps students notice similarities and enjoy differences.
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Tonight starts with a game.
Next week starts with a plan.
Youth Ministry Planner uses your group size, space, supplies, time, and
ministry preferences to help draft the whole youth night: teaching,
games, discussion questions, a meeting outline, and a supply list. You
review and edit every part.

Try it free for 14 days — no credit card required

More games: youthministryplanner.com/youth-group-icebreakers.html
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