


An ice breaker is an activity, game, or event that is used to welcome and warm up the conversation among

participants in a meeting, training class, team building session, or other event.

Any event that requires people to comfortably interact with each other and a facilitator is an opportunity to

use an ice breaker.

An effective ice breaker will warm up the conversation in your session, reinforce the topic of the session, and

ensure that participants enjoy their interaction and the session.

When participants don’t know each other, the ice breaker will help them introduce themselves to the other

participants.

  2



Ice Breaker
Resources

needed
Instructions

Link to resource learning

aims

Time needed

to complete

activity

Cannabis

slang name

game

Letters from

ice breaker

appendices

printed and

cut out (one

set per group

of 3 or 4

young people).

Facilitator’s

notes which

include the

names which

the letters

spell.

Pen and paper

∙ Split the larger group into

smaller groups of 3 or 4 people.

∙ Hand out packs of letters (one

set per small group).

∙ Ask the young people to spell

as many of the different names

that they know for cannabis out of

the letters provided.

Give young people a time limit of

5 minutes to create as many names

as possible and make a note of

each name.

Asking young people to

discuss and create names for

cannabis encourages initial

discussion ensuring that

participation in the main

activity is the most

effective it can be.

Use the remaining 5 minutes

to ask young people to share

other names that they know

for cannabis, this also makes

the rest of the session

relevant for young people as

consideration of knowledge

empowers participants.

(This ice breaker is

particularly effective when

used with the main activity

“Cannabis what do you

know?”).

10-15 min
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- The letters which are handed out to the small groups create 12 alternative

names for Cannabis. If the young people create any more names out of the

letters they can also be counted.

- The alternative names for cannabis are as follows:

1.  Cannabis

2.  Green

3.  Hash

4.  Weed

5.  Dope

6.  Draw

7.  Grass

8.  Herb

9.  Pot

10. Reefer

11. Skunk

12. Stash

- Give young people an allotted amount of time to create as many words as

possible and then go through the possible names.

- The activity is designed to encourage young people to begin to think about

and discuss cannabis as a topic.

- It may be useful to allow a little time to discuss other names that the

young people know cannabis as at the end of the activity. This will assist

in the delivery of future sessions as correct and understandable terminology

can help to make sessions more relevant.
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