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Makin the Decision

2。 Facilities
Ｏ

ｂ

　

ｃ

4.Skill level of slodents
o. Choosing ihe dppropridfe mdferiols for your dge rdnge
b. Whdt is iheir bockground dnd experience?

l. Knowledge of th€ school curriculum and vour discipline

Whot spdces dre dvaildble io you?

whof limitalions do you hdve (or think you hdve)? Time?
What is the target audienc€ for int€gration?

3. Materials
o. What scripls and texfs do you hdve al your disposdl?

b. Whal olher resources con you occess?



.warm'ups" are qu.lck slmple exerclses that help ta acttvat€ tbe boaly, xohtl, or th€ volc€. Studeots
develop a $'1111n€lne3e to "let-go", bulld selJ-coDfldeuce, develop a s6D6€ of comlounlty aod stlmulate
creati\,'1ty. Warm-ups lqleoted LDto the daLly lessoD or xoomLE{l m€€tLng b€oome part of the "routlne"-
(Betweetr 6-I6 mlnutes)

. Cat Walta Your Gorlgr
o Exs,npk acilviiy. Cilcleup. On€ in ttre midalle. "Cet weqts Your Corner". "Go to your

neillhbor". switrh pleces

lnrtt Sded
o Example actft{qr. Cjrcle up. Exact # of ohalrs -L A56Un ftults. Ca,Il out frdt and

swit h. "Ihnt Sa,ls.d!"

Stirtcher, 8-cotr!t Elhalle out
o Example activity. Each limb shs,kes I coutrts and then

descendjn€l order,

Ltlt tmmataio!
o Tlmed [6t's ofwhat€ver toplc works. Xx: A llBt of

everxroD€ you have ev€r mst, 6 ELD,

Crow oourt
o Clrcle up. One n\rmber at a tilne. AnJroDe ca.! say it. Iftwo

people s8,y tie #, tien you st6rt over.

Story t.$.n9.
o OD€ word EtofJrtelllnEl. Conduct€d stollrtelllDg- Cha.ract€r

storytdlllnd.

Ir'rhrng thrcugh
o Exarnple €,ctll'1ty. IDoluded aciivity.

fag taan Dhotor
o ODe peroo! strlko8 a po6e. Noxt porgon flDlshes picturc. l6i p€$on l€aves a,nd Eew

per6oD entera,

El-Yal
o Exa.nple actlvlty.

ziIFZrIFZofr/WhoorD-WLo.-WhooIrr/Yee Ea9-'mtoe-Gfldyutt/zoom-Sohvtart-l'lritglaro
o A structure wlth eadless varietjes. Zip-le1t. Zap-n€ht. Zop-a,cross.

0oter



Impr●vi′otion
ImpDovi!&Uon exercises at€ exe!'clae6 that call for s3tloDs (with or wittlout words) polformed on the
spur oi the momeDt. Actbg vdtltout a 6or{pt. Improvl6atloo exerolEes bullat 6elf-coD- ateDc€, d€velop
tea,mwork aDd trust, aotlvate tbLDkbg, a,Dd trsLtr studeEts to tn$t their instincts. (About lO'15
Djrxutes)

. What art you dotng?
o lxamDle s,ctlvlty. 2 tsama. First p€rgon mlmes action, gnd person aak8, "What are

you dotrg?" 1!r person caa respond vdth s,nlrthing but wh&t they &re ectu8.[y doin8.
when they rcspond they go to the end of the Iine snd the Dext person goes.

. ilotn tJl6 ectiviw/Plcturs
o Exa,rnple acth'ity. OD€ p€rgoD. Glv€D a larg€ group activity. They beeln to mifire on6

plece of the acth"ity. Wh€n otb€rs havo it fiCNr€d out, theyjoin in ' silently.

. atory cloth
o Circle up. Ps,ss arorlld o plece of sll} or clot&. Lesder be€lnE a story and u6es the

cloth iD one specific wslJr. Es.ch person mu€t coDt[tue the Etor5r alttl uae the cloth ltr a
comptetely dlffereDt wsdr th&t fits into t-he stor5r or moves the stoqr alon€.

. ItroD norpb/CheD.Eel AnD

o Teams ofz are handed out r&Ddom lt€ms. fhey must creot€ e 10 second conmercia,l
or gcetre deoonstratlng aD. out of the box €xpl4tratloD or uge of the it€m. Go eround
the cjl'cle 3 times aual then fldtch props.

. fhc Oracl.
o Attached lessotr

InJECT T‖ C DRmmm:

ExAM PLES:
・  THE M口 BT AMAZ:NG VOCAB GAME[N」 EETED WITH DRAMA:

o  M口 TTER:NG
o  DE「 IAN T
O  P口 uTIN E
O  IN D18PUTA口 LE
O  口 LFACTORY
O  nCVELATl● N

・  THE M03T AMAZ:NE SCIENCE REV[EW GAME[N」 EETED W[TH DRAMA:

O  P ERI口 DIE TABLE● F ELEMENT日

・  THE MOST AMAZ[NC PROBLEM S口 LV:NE DlALOGUE GAME:N」 EETEO WITH

DRAMA:
O  CH008E A C口 N FLiCT:
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Books
Drama Camcs For Classrooms And WOr建 hoDS:by JCSSiCa Swalc,Nick Hcrn B00ks;2oo9

by Chris lohnStOn,Nick Hern Books1 2010

Games For Actors And Non Actortt by Augutso BoaL Routledgら 1992

Thcatcr Cames For The Classroom:け Vi01a SP01in,NOrthivestem Un市 crsiり PrCSS 1986

Kids Take Thc sta":by Lelllca Pcterson and Dan O'Conneち Backstagc Books 2006

;by Maurcen Bla"

Johnson,smith and Krause,Inc,2oo■

Thir● Short Comcdv Plavstor Teens,Lauric Alcni Mcriwctllcr PubLshing,Ltd,200フ
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Websites
Educational Theater Association:

. http://schooltheatre.org/

Drama Noteboolc
. http://www.dramanotebook.com/

Improv Encuclopedia
. http://improvencyclopedia.orgl

Reader's Theater Resource
. http://www.aaronshep.com/rtlRTE.html

Dramatic Magazine; A publication of the Educational Theater Association - issues

available online

Teaching Theater: A publication of the Educational Theater Association - issues available

online

Scere; A publication of the International Schools Theater Association



The Great Oracle
Actors must work together. Three people come before the rest ofthe room as lhe Great Oracle. When asked a
question, they must assume an exaggeraled pose before they answer. Then, they must answer the question - each
person takang turns to add one word at a time to the sentence.

After giving an example, let the audience ask questions oflhe Great Oracle. Sample queslions could be:

Oh, Greal Oracle, who is the man/woman of my dreams?
Oh, Greal Oracle, whal must I do to llnd the fountains ofyoulh?
Oh, Greal Oracle, whal is the meaning of life?

Side coaching: Answers do not have to make complele sense, but the goal is to lry and make some sense You
cannot control what others say - so don't try lo "guide" the answer Speak loudly so everyone may hear you.

Variations: Ask queslions that demonstrate understanding ofthe material. Example: "Oh, Greai Oracle, what as

Photosynthesis?"

Photo A:bum
ln this activity it is important for the studenls to communicate non-verbally. ln groups offive, the students need to fo.m a
photog.aph of a scene. One by one they assume the position needed to frame the photo.

Caller calls out each photograph, allowing the pedormers 5-7 seconds to pose (and then allow for laughter or analysis)

Siluations could include a wedding, birthday party, tirst day of kindergarten, WW ll, graduation, the dentist's office, an
alien invasion, or an MTV video.

Slde coaching: Actors may interact with each other to create a complete pacture. No speaking. Slay frozen
(photographs don't move). Make a quick and bold choice - lake a risk.

Advancod: Coach asks, 'v\,/hat happens if? And then allows someone from the audience (or coach) to re-arrange lhe
imege (for etample take one otthe actors running away from the volcano and re-position them so they are runnang

towards the volcano) - How does the focrrs change?

Variation: Have them re-create unit concepts such as "Columbus landing" or "Mitosis"

Tag Team Photograph
Two peopte are required. The first person strikes a pose (perhaps poinling a gun or some olher recognizable and well

defined pose) and then lhe second pe.son strikes a pose to complele the photograph (like raising hands in lhe ah).

After the pose is completed, the first person sits down but the second person remains. Then, a third person comes in lo
complete the new photograph.

This is performed silenlly.

Side coachinq: the new actor should have an equally rocognazable and welldefined pose.



The Human Machine
One by one the participants form pert of a machine. Each person assumes a function and a sound. lt is good if not all
parts of the machine are standing but lhey need to assume poses thal they can sustain over a period of time.
Olherwise, it will be a painfll experience.

After the machine is fully assembled, try it in gear two, lhree, four, possibly ten, and then end the activity with a
breakdown.

Side coaching: Actorsjoining the machine may either take a place next in the line or they can add on 1o the beginning
ot the machine: Choose a sound and a movement lhat they can sustain.

Accepting Gircle
Get everyone in a bag carcle. One player slarts by m€king a little gesiure, perhaps with a little sound- His or her neighbor
then tries to copy and does exactly lhe same. This is passed around the circle. Although we expect the gesturdsound
not to change, at w,ll.

Side coaching: Actors should not deliberately change the sequence. Watch for movements that sudclenly change
lefuright arm or leg. This is not really supposed to happen, but it will. Once happened, the next player should accept it.
Also watch/listen for little moans or sighs thet players might make before or after their turn - these should also be taken
over by the next player.

Opening Lines

Two actors onstage. Determine a actor A and actor B. Coach gives actor A the opening line and A delivcrs to actor B. After
opening line, thc conversation progresses until anappropriate moment (eitherthe conversation has wrapped up, the actors
are stucb or it is veering wayof track). Coach calls scene" or"beat'.

"Stay Here,l am goingto callan ambulance."
"How€ouldyou say that? '
.wher€ did you get that?"
''l told you to leave."
''lam telling Mom!"
"l have a date with John on Saturdaynight."

Side coaching: Dor't forgetyour opening line! Makesure to deline (whot did he/she sayT Where did they
getwhot?). Remember to accept

Use class concepts as a starting point - "Columbus was a criminall"



Collaborative Writins Usins Natural Dialoeue Rhvthms
This k basedana ganetan the Philddelphia Young Playwights ptogrum

Confl ict or Disagreement

Character A

Character B

Written By

Written By

A: (two to lbur words)

B: (two to four words)

A: (two to four words)

B: (two to four words)

A: (two to four words)

B: (one to two words)

A: (one to two words)

B: (one to two words)

Ar (one to two words)

B: (one word)

A: (one word)

B: (one word)

A: (twenty or more words)

B: (twenty or more words)



A: (four to six words)

B: (four to six words)

A: (foui to six words)

B: (one to two words)

A: (one to two words)

B: (one to two words)



Bus sToP
Four seals (or more) set up on lhe bus and the bus diver. Passengers are constanlly rotating on and off. Make a
logicalpattern ot seat rotation so that the passengers eventually have to rotate through the drivers seat. Have the firsl
passenger sal closest to the door, then move to the seat behind then across the aisle and eventually in the drivers seat
Keep the ection moving, but allow enough time for the character to be clearly established. Keep actors on task and
advise lhem lo keep their cha.aoter nol to watch the door for the new person.

Side coaching: You don'l have lo ba exactly lka them, but adopt their perconalily/character, keep the character up
untit you gel a new one, keop youl focus inside the bus not on the new chaftctet coming in, mako a bold choice!!

GROuP COuNT

All students stand in a circle shoulder to shoulder and look down at the ground. On the signal the gror.rp rs to take turns
countang to 20, with each actor only saying one number. lf two actors say a number al the salne tme, the grcup musl
go back to number 1 and try again.

Vadations:Coachsays'l'everytimetoindicatethattheymuststartover. Vary lhe numbers you must count to (if 20
is too hard try 1O). lf they struggle - have them closetheireyes, then lry turnang beck to back, then hy moving them far

away from each other.

Side coaching: Relax. Take your time. Feelthe focus ofthe group. Be patient Work together'

varialions: Use any 'list" thal ties into your curriculum. Example: Kingdom_phylum-ordea -OR- Red-orange Yellow-

Green, elc, etc.

Color Your Nursery Rhyme
The group leader vrrites a short nurcery rhyme (e.g., "Little Jack
Horner," "Little Miss Muffet") on the board. The leader then read3 the
rhyme in a variety ofways, and the group repeats and imitates eech
time, in chorus-

Sample ways of reading include:
. suspensefully. angily
o eadly
. ingredulously
. suspiciously
. ner|ously. in a depressed manner. happily
. like a TV ne*scaster. like an advertis€ment
. as a rock song. in an operatic voice
o very softly
o very loudly



Performsnce: Divide the actors into gmups of four to five memb€I€.
Cive each group a situation, preferably writteD on atr index card, where
people are 'walking through" a particular s,etting. Each group has a
few minutes t,o plan the action. The group member€ can announce the
situation with a title beforehand, or the audience can guess ofbr the
actors have completed their scene. Don't forget to cotlect the cardB!

iAdvance preparatioD: Put the Eituations on index card6.

Sugg€st€d situations: Pretend youle walking . . .

WaШng nough

through bll under-
brush.
thmugh a dark, danger-
ous alley.
across a wide street on
a rainy, windy night.
in the burning desert,
looking for wat€r.
tbmugh a forest ofman-
eating plants.
in outer space, weight-
less.
down a rcad of sticky
aEphalt and tar.
acmss a log over a
ravine fu ll of crocodiles.
aeoss a Btreet ofbroken
glass.
through a huge bowl of
whipped cream.
from the cold outof-
doors into a r^,alm room.
tbrcugh a snovrEtorm.
through a swamp.
do*u a cold mountain

thmugh a bowl of
chewed-up bubble gum.
across a room ofbouncy
8pnng8.
itr a bowl of featheF.

●

0

●

●

●

●
　
●

side

yOu very much"

Now the Fun begln3-― the aCtor8 mOVe aCЮ 38 the…Ⅲ,and
greet each other i■ l direrent Way8:

● like old enellues
● like snobs
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}・a■l‐Animal GrOup Pantomime

Obj€ctives
Develop improv skills. Listening. Creative physicalities'

Leson progression and Procedures---i 
.-6no"o." 

" 
ftost oi the party. For particle exercise ii should be "oxygen" The host

is responsible lor greeting everyone who comes to the party' then through

interactions, guess who the individual guests are'

z. Cnooie g gu;sts (diiferent elements). For particle exercise'they should all know

who the ot-her guests are so they know how to "react" (chemical reaction) to

them.
S. iacn guest then iakes turns entering the party lt starts with the doorbell and- 

ottetin! tn" nost a party favor (food, drink, etc ) The host.engages them in some

conue[ation (hosts sh;uH not directly ask who the guest is, but rather find out

tnaugh ipurty 
"onuersation"), 

as they try to ligure outwho the.guest is The

gu";; in irrn, giu". clues wiihout being too obvious This continues until the

iext guest ringi the doorbell, then the whole process starts again'

4. This 6ontinuei until allthe guests are in the party interacting with each other and

the host. Focus must stay on the host.

S. wtren ine nost tnows who the guest is, the host will speak the name out loud

and that guest is out. This continues until all guests are out or the host gives up'

This could also be timed.

Variation:
Ouiside ol the particle exercise, the host is more neutral (not "oxygen"). The guests can

O" anyttring |torn 
" 

celebrity (Britney Spears) to an inanimate object (a iackhammer)'

Note:
iocus snouU Oe on the interaction oI the guests and host, and not necessarily on how

qurcfwe t'ost can guess The guests should also be giving clues through their

physicality as well as what they're saying

P.€rformance' A group ofsix to nine aciors pantomimes a siugle animal
that moves across the stage. Sound etrects_are eucouraged. 

_

Example Seven performerc act out an elephant. Thrce form the hpa.twrlh one acbr for each ear and one for the trulk. The other fourrepresent.the legs and t"ait. The etephant lumU"o t 
"""ity "r.""a-ii*stage, prcktng up peanur€ with ils trunk and trurpeting loudly.

PFepar.ation tlrre: 20 to 2E minut€s

Per:formance time! two to three midut€s

Stage materiel* chairs

Sugertions for conducting the acdvlt5n As with tfie .,8€_a_Vehicle,,
and ue-a-Household,Appliance" exercis€s. gr.oup brainsrorminp a;d
6ome coachrng help overcome the occaEioaal reactione of ,We ca;,t dotJtisl" Larger groups work be6r for this aoivity. E""h q;u;;;i;';
tD get its animal to do a€ much as possible _ jit a.*"i".t,i"itf" a"*i
to.Eleep, rnake noises. Inevitably, some gToup will watrt to reDreF€ntall Dodrty tunctions: a few words about ta,stefulness on stage might be

Ah elcellent way to end this session is with the entire class of oerfomex
forming one huge mythicat bea6t - a wint; &6;G#;;';" "


