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Crowd-breaker Activities 

Visit www.unstoppableministries.com for more free youth resources and ideas.
A-maze-ing!
Choose two competitors. One is taken out of the room. The other has 1-3 minutes (depending on the size of your group) to arrange a maze, using all the people in the room. The maze can be as creative and complicated as he/she wants as long as there is a beginning and an end.


After the maze is arranged, bring in the second person (who is now blindfolded) and let them go. See how long it takes them to make it to the end of the human maze.

Repeat the process switching the two competitors.


Variation: Especially if you have a small group (under 30) use chairs as well as people to create the maze.


The Point: You could use this game as a kick starter with a discussion about friends leading you down the wrong path or finding God's will.
Guess the Leader

Everyone gets in a big circle. Pick a volunteer to leave the room after you explain the game. Once that volunteer is out of hearing range, pick another volunteer who wants to be the leader. Everyone must slyly watch this person and imitate what they do when the other volunteer comes back into the room (cross legs, cross arms, yawn, stick out their tongue, etc.). The person who was out of the room will come back in, stand in the middle of the circle and try to see who is the leader (the one everyone is watching). 

The leader can get bold and make faces, throw their hands in the air, etc. when the person in the middle's back is turned and before they have a chance to see who started it, everyone is doing it.


Give the person in the middle three chances to guess who the leader is. Then choose a new volunteer and a new leader. You can have the leader be the next volunteer if he is guessed or any way you see fit.


The Point: Either peer pressure or leadership and influence.
Bible Smugglers

Bible Smugglers works best outdoors, like at a camp. However, it can also work in a large facility.


Materials:  plastic spoons (they represent Bibles), one flashlight.


Have two leaders be "missionaries."  They hide somewhere with the flashlight turned on, holding it straight up.  Each kid gets a "Bible" and they have to bring it to the missionaries.


The Catch:  They are in a foreign country and there are border guards everywhere (these are the other youth staff).  If a kid gets caught by a border guard, they have to do what the guard says. The guard can be from any country (it's fun to have crazy accents), and basically their job is to get the kids to tell them the gospel message.  The guards should ask questions like, "What are you doing?", "What is a Bible?"  "What is the Bible about?"  "Who is this Jesus?"  "What happens if I believe in Jesus?", "What is Heaven?” etc.  (You can throw in things like, "In my country we believe in a million gods...").  The kids get sent to jail if they answer a question wrong or if they lie (such as if you ask them what they are doing and they say, "just going for a midnight stroll").  If they explain the message well, then they can go on to find the missionaries.  Once they find the missionaries, they can come back to the start (which is where the jail is located) and get more Bibles to deliver to the missionaries.  When in jail, the kids have to convince the guard to let them out of jail by the same methods as getting caught by a border guard.

  
The Point:  gets kids to solidify what they've learned concerning the salvation message.

Ask The Wise Guy

Ask several volunteers to agree to be "Wise Guys" for the evening. Optional: Ask them to dress up and wait in several different rooms in your facility. The farther apart the Wise Guys are the better.


Next, prepare a sheet for each youth that has questions that only a "Wise Guy" would be able to answer. They can be fun, silly, serious or related to your talk. But students must ask exactly the way the questions are phrased. Each Wise Guy should have the answer to only one or two questions.


Give out your question sheet and a pen to each student. They must look for the Wise Guys throughout the building. They are allowed to open the door and check to see if a Wise Guy is there. If there is, they must close the door and petition the Wise Guy to grant him or her an audience. They do this by saying these exact words..."OH GREAT WISE GUY, MAY I ENTER?" If they fail to say this phrase, the Wise Guy will say something like, "You have not asked correctly," and tell them to come back later. Students must go from Wise Guy to Wise Guy and cannot go to the same Wise Guy twice in a row.


Once a student gains an audience with a Wise Guy, he or she may ask a question. If the Wise Guy does not know the answer to their question, the Wise Guy should say something like, "I truly do not know." In that case, the student should make note not to ask that Wise Guy the same question again.


If the Wise Guy knows the answer, then the student marks a correct answer on his/her sheet. The first student with all the answers wins.


The Point: This game stretches youth to think before speaking and be deliberate with their words.

