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Theater Games allow students to feel how others feel.  It provides students an opportunity to support empathy.  Students engage emotionally, physically and socially. By acting out the process they remember the content better.

Remember these games can be adapted to children’s ages or classroom curriculum.

Different Voices, Different Occasions

An invaluable skill for young students is figuring out how to adapt their voice to a particular situation and

place—whether on the playground, in the classroom, or talking to a friend on the bus. The following

exercise teaches students how to modulate their voice while also teaching voice projection:

First create an open space in your classroom and have students sit in a circle. Each student selects

one index card from a container. On the card, a location (i.e., couch, desk, gym, bus, park) and a person

(i.e., friend, teacher, guardian) are provided. Pick a student to select one stuffed animal or toy from a

pile you gathered before class, then place it anywhere in the circle. Invite the student to speak to the

object as if it were the person listed on the index card in the appropriate tone of voice for the given

location. After the student speaks, the rest of the class guesses the location of the conversation and

whom the doll or toy represents. Continue until every student has a chance to speak.

Mom, Dad, Sister, Coach, Movie Theater, Zoo
You could have envelopes for character and setting.  With each story your class reads, you could have them play this game with the characters in the story and the story setting(s).
Special Me: A Memorization Gam e

A good memory is essential on the theater stage and in the real world. Help students exercise their

memorization muscles while also building self-esteem and a sense of identity. The following game

will also help you gain insight into students’ personalities.

With the class sitting in a circle, have each student share something he/she is proud of, thankful for, or

happy about. Moving clockwise, each student should take turns completing the sentence, “I am

________and I am special because____________.” Remind students that they don't have to pick an

object that is special; they could be special because of an experience or feeling. After each student

shares his/her sentence, the person sitting to the left must state why the person who just spoke is

special before sharing his/her own unique sentence.

Rhythm Again and Again

Another great memory game highlights rhythm and repetition. In addition to improving students'

memory retention, the following game helps students develop an understanding of sequence and

improves their ability to focus.

While sitting on the floor or at their desks, students take turns making a two-beat sound with their feet,

hands, or mouth. Start off the first round by clapping your hands twice. The person to your right makes a

sound of his/her choosing, such as finger-snapping twice, then repeats the sound you made. The next

person makes a new two-beat sound, then repeats the others. The creation and recollection of sounds

continues around the room while keeping a steady beat. If a student is stumped, give out a clue then

continue. Depending on the grade level, you may choose to limit how many sounds in a row should be

made in each round. At the end of each round, invite the next student to begin a new sequence of

sounds.

After everyone has participated, have the students perform—one by one—only the sound they chose.

Discuss the rhythm and musicality of the sounds the class performed

Adapt the Lesson - You can add a motion and a phrase.  If a student forgets, he/she can ask for the motion.  Adaptation:  People in history.  My name is Fredrick Douglass and I did _____.  I am the moon and I _______. 
Start with clapping rhythm.  Ask students to volunteer and add a different rhythm-body percussion.  Begin playing with one rhythm only.  As students master the process, see if they can keep the rhythm with two different body percussions.
Moving Vocabulary

Actors must learn to move their bodies as well as their voices to portray a character. Teach students

how to choreograph a series of movements, reinforce new vocabulary, and introduce tempo and

rhythm to students—all in one activity.

Before class, pick a variety of verbs—some that students are already familiar with and some that they

are learning (e.g., jump, stumble, twist, bounce, skate, fly, glide, skip). Write each word on individual

note cards and put all cards in one container. Have students form a circle and invite each to pick a note

card. While music is playing, students enter the circle, one by one, and demonstrate their movement.

You will find that students keep time to the music as they are demonstrating. Next, break the class into

groups of 4 or 5 and have them put their movements together into a dance. Each person must

incorporate his or her movement once into the group dance. The group decides the order of the

movements and must figure out a way to smoothly transition from one movement to the next. Have

each group perform their dance for the rest of the class, making sure that the movements accompany

the tempo of the music. You may choose to repeat this activity, having each person incorporate his or

her movement twice into the group dance.

Movement helps us engage and retain.  Sequential movements that create a song.  Big Bad Wolf story.  You can act out movements and dance a story.  You could dance the solar system.  Students can learn a move from another student.  This turns into a cooperative dance.

Charades: A Character Study

Drama and language arts go hand in hand. Students can study characters in a nursery rhyme or story

by acting out and guessing clues about a character's main traits. Not only are students learning how to

recognize the details that make individuals unique, but they are also developing important presentation

skills.

Begin by explaining the concept of charades: One person uses gestures, movement, and facial

expressions to get the class to guess a predetermined word—without talking. As the audience throws

out guesses, the actor nods yes if the guess is getting close or correct. Before class, pick 1-4

characters from a story or nursery rhyme and write the character's traits or characteristics on large note

cards. Have students study the cards and pick one trait (or a combination of traits) that best exemplifies

the character they are portraying. Invite students to individually act out a trait (or traits) with movement,

without speaking. You can choose to have the class guess the character or the trait.

By enlivening your classroom with these drama games, your students will develop important life skills,

enhance oral and communication skills, gain confidence, and have fun while learning.

Telephone:

Pass around a message that comes from curriculum from child to child and see how it changes. I

would suggest not going for too many children, but stop after a dozen or so, and then listen to what the

message is at that point before starting a new message. While the “changes” that occur are funny and

fun, it also calls attention to the points being made in the original messages. Some thought should be

put into what the original messages are.

Adapt this lesson by having students repeat the same phrase as they play a relay race or a movement at their desk.  They can pass the movement and phrase to the next student if located in a classroom.
Who Am I?

Good for lessons that involve people (historical persons, scientists, etc.) Teacher prepares a series of

cards that tell something about the place and character attributes of the selected person (ex. Paul

Revere might have cards that say “You are brave.” You are in Lexington, Mass. You are riding a horse.

It is night. You are a patriot. You make things out of silver. You have to light a lantern to see at night.

You are scared of getting caught.) One student is selected to act out the historical character. Other

students select cards and then read them out to the actor who then tries to act them out silently. It can

be fun to try and get them to act them all out simultaneously by having them demonstrate the new

movement (or the student with the card can give them the movement) and then have them add it to the

movements they already have (it might be easier to do them in sequence rather than completely

simultaneously.) The rest of the class then gets to guess who they are supposed to be. Cards can be

used to help give an idea of place, culture, and a little walking in someone else’s shoes. The goal is to

make the history (or science or ?) more real in the imaginations of the students.

The Directors

Students take a concept from any area of study and write/organize a short video on the subject.

Teachers should decide what are the concepts they wish to emphasize and provide those criteria to the

students. Then the students have to make it understandable (which requires that they understand it)

as well as entertaining (or at least watchable.) This can be taken to a live performance of the film, or all

the way to a video version.

Creative Movement

A series of directed movements can help demonstrate a variety of concepts to make them more

memorable and understandable. Example (and you can lengthen by adding more detail): Students,

you are water, moving, flowing gently in a cold mountain stream. You flow into a still pool where you get

slower and slower. Soon you find yourself pulling tight together, holding yourself, scrunching down,

crystallizing, getting harder and harder until you are frozen as a block of ice. You try to move but you can

not; you are rigid. Then you feel the warmth of the sun, shining down on you and on the outside of you,

you begin to melt and flow. The inside is still frozen but your outer surfaces are beginning to move, to

quiver, to flow as water again. And you get warmer and warmer until you find yourself expanding,

reaching outward, getting taller, rising up, evaporating into little wisps of quiet steam that rise in the air.

As you rise and float and swirl gently around, you see the pool below you, and the water that you once

were a part of. You float higher, feeling so light and airy, turning slowly and you can see the stream and

then the mountains (etc.) You begin to notice that there are other wisps of evaporated water around

you and you begin to move closer to them, easing together until you are joined together as a cloud high

above the earth. You touch each other lightly, just touching finger tips then turning and touching finger

tips with another wisp.. (then you can guide them through condensation into first snow, then melting

as they fall, hitting the earth, running into the streams or ocean, etc.)

As you lead the students in this guided meditation on water, they should be encouraged to move in

ways that express what you are saying as you give them clues as to how to move. This same kind of

guided movement can be used to express such diverse things as seeds growing, family or community

connections, or urban development. Lots of possibilities.

60 Second Fairy Tales

Friendly and Fun Improvisation

For a good exercise in impromptu storytelling, try performing a well-known fairy tale in one

minute flat. Drama classes and acting troupes alike can use the “60 Second Fairy Tale” to

sharpen improvisational skills. It's also a great game for families and kids.

Here's How:

Your cast size should be at least three people. (Four or five would be ideal.) One person serves

as the Moderator, a person who interacts with the audience and plays the narrator, if

necessary. The rest of the cast are the fairy tale performers.

The Moderator asks the audience for fairy tale suggestions. Hopefully, the audience will shout

out some great choices:

● Snow White
● Rapunzel
● The Little Mermaid
● Hansel and Gretel
● Sleeping Beauty
● Little Red Riding Hood

Then, the Moderator selects a story everyone in the cast knows quite well. Remember,

narratives such as “Cinderella” and “The Ugly Duckling” are more preferable— and more

performable— than obscure fairy tales from ancient Babylonia.

The Performance Begins!

Once the story has been chosen, the 60 second show can start. To keep the storyline fresh in

the mind of the performers, the Moderator should quickly recap the key events of the story.

Here’s an example:

MODERATOR: “Okay, great, I heard someone suggest “The Three Little Pigs.” This is the

one where three brother pigs each go about building their new homes, one with straw,

the other with sticks, and the third with brick. A big bad wolf proceeds to demolish the

first two houses, but can’t destroy the third. Now, let’s see this famous fairy tale

performed for us in 60 seconds! Action!”

Then the performers begin to act out the story. Even though they are trying to complete the

entire tale in a very short amount of time, they should still create funny, interesting characters.

They should also establish setting and conflict. Whenever the cast members slow things down,

the Moderator can prompt them by narrating a new event, or simply by reading from a

stopwatch. Nothing moves a scene along like calling out, “Twenty seconds left!”

Variations

Although the fast-paced nature of this game is very entertaining, there’s no harm in trying a

“slower” five minute version. That way, actors can take their time and develop more character

interactions and hilarious moments.

Also, if the well of popular fairy tales runs dry, feel free to try out some of these Aesop fables:

● Tortoise and the Hare
● The Mouse and the Lion
● The Fox and the Crow
● The Boy who Cried Wolf
Or, if the talented acting troupe has a taste for pop-culture, try performing a movie in a

minute. See what you can do with films such as:

● Casablanca
● Star Wars
● The Wizard of Oz
● Grease
● Gone with the Wind

As with any improvisation activity the goals are simple: have fun, develop characters, and

think fast!

Martha Game 
Establish a setting,say, the beach. Each child in turn announces what

part of the scene she is, runs on stage and becomes that thing. (we forbid animals and people)

The goal is to be quick and to find something new to be. When the scene is “finished” the

observers take a picture with their “air” cameras. This works well with a class divided in half.

Half watch and take the picture, and then have a turn in a new scene.

Mirrors 
Use as a class attention grab, or as a way to calm and focus a group. Start with

the class following the teacher, then try letting a child lead all, then try pairs of children.

Challenge pairs to come up and demonstrate their mirror prowess. They can try to move so

well that we cannot tell who is leading. (The secret is in a slow start and slow movements.)

Mirroring – Use it to calm students.  Young kids, the teacher models and the students follow.  If students sit while mirroring they will have more success.  Shannon used this as a technique to teach dance.  Begin sitting with movement and eventually have them stand and follow your steps.

What are you Doing? 
This works well with the class divided in half. Half watch from their seats

in a classroom, then line up on the side of the room to start their turn. The first person starts

miming an action, say brushing his teeth. The second person runs up and says, “What are you

doing?” Here is the tricky part. The first person must LIE and say he is doing something other

than brushing his teeth,all the while continuing to brush. After he has told the second person

what he is doing, the second person must start miming what he said, not what he did. A third

person runs up and asks, “What are you doing?” Again, the answer must not be what she is

actually doing. This is harder than it sounds! Warn the children to think ahead of time of things

they can say they are doing. Also, don’t allow repeat actions. Only one person can brush her

teeth.

Gibberish Sentences

This game is designed to get the students thinking about what it must be like for someone who

is suddenly thrust into a world in which he or she doesn't speak the language or understand the

culture. It's extremely simple, but it shows how even simple drama activities can be

constructed to directly support other curriculum.

Preparation

Before class, prepare some index cards--at least twice as many as there are students in your

group--each with one simple sentence written on it. These should be sentences that are fairly

elementary and important--basic communications. A complete list of the sentences in one of

my decks of cards is at the bottom of this lesson.

Play the Game

Students sit in a semi-circle. One student volunteers to go to the front, and glances at the top

card in the pile. (Sometimes I manipulate the deck so that the most advanced students get the

hardest sentences.) The student's job is to communicate the precise meaning of the sentence

as efficiently as possible without the use of spoken language. (Sometimes I say without making

any sound, but usually I allow sounds as long as they are not words. The title of the game

comes from the fact that I sometimes allow the students to speak "gibberish" as they gesture.)

The student must imagine that he or she is a stranger in a new country and does not speak a

word of the language.

Students raise their hands and try to guess the meaning of the sentence. I do not, of course,

insist on exact words, but I am fairly picky about precise shades of meaning. (For example, if

the card says, "I like your new haircut," I do not allow "Is that a new haircut?" but I do allow

"Nice haircut!") Depending on the success of the class and the sophistication of the particular

sentence, I may coach and hint--"you're close!" etc. After a minute or two if no one has

guessed the student tells the class what his sentence was. If this happens I always ask the

class for suggestions for how the student could have made the meaning clear.

I play the game until everyone has had a turn, or until time up.

Discussion
I don't ordinarily set aside time at the end of class for discussion, but I am constantly alert for

the opportunity for analysis, discussion and critical thinking during the game. If a student is

successful only after a long time, or with a lot of elaborate pantomiming, I open up a

discussion about what might have been a more efficient way to convey the meaning. When

someone comes up with a gesture that is a cliche--like the "check mark" in the air for "check,

please!"--I applaud its efficiency but then discuss the way that gestures become universal

clichés. This game allows for lots of connections and thought.

Sentences
Below are all the sentences from my deck of sentence cards (in no particular order):

I have a toothache.

I like your new haircut.

Where is the exit?

That is a very beautiful hat.

I've missed my bus.

Please don't shout.

Are you my mother?

Is this your hat?

Who's in charge here?

May I take your order?

My feet hurt.

I can't find my shoes.

Does the train stop here?

Stop, in the name of the law.

I'm thirsty.

It looks like rain.

What a beautiful day!

We're going to be late.

This food is spoiled.

Get off my lawn!

My head hurts.

Where is the telephone?

Do you have a pen?

Leave me alone!

I'm cold.

I'm hungry.

My leg is broken.

Have you seen my dog?

You mustn't smoke in here!

News Plays

Discussion / Performance
I invented this lesson to help my Fourth-Grade students express what they were learning about

the Oregon Trail. However, you could use this exercise to explore any historical period, or

even to explore current events. In addition to being a fun way to learn, it can be a useful tool

for assessment, because it helps the teacher see which concepts seem most important or most

interesting to the students.

Note: Like many of my lesson plans, particularly those for older students, this lesson contains a

great deal of discussion and analysis with the students. This is partly due to my firm conviction

that this kind of critical analysis is good for kids, and partly due to personal style. If you find

that your students won't tolerate so much talk, and just want to "get on with it," I see no

particular reason not to do so. The discussion and analysis is interesting, and, I think,

educational, but it's not as if the lesson won't work without it.

Discussion
I begin with a discussion of Television News. Why do networks run News? Why do people watch

it? What can you tell about a community by watching the Local News? We discuss the ways that

news editors, even when telling the absolute, unvarnished truth, can shape the opinions and

perceptions of their audiences.

News reels before TV

Well, believe it or not, sometimes people would actually act out the news live. In the early part

of the century in cities like New York, current events were acted on stage in news theatres. In

Medieval times, traveling minstrels would enact the news in movement and music. In many

times and cultures, people made plays to tell the news. We discuss the way truth can be

shaped and bent by such a practice. How is a person acting out the news--which is visual and

aural--different from television coverage of the same event--which is also visual and aural? We

talk about the difference in perception between seeing an interview with the actual person

involved and seeing an actor portray that person. Even if every word of every utterance is

repeated verbatim, an actor can always color a portrayal with his or her own opinion. So

sometimes watching a "News Play" can tell you as much about the performers as about the

news.

Performance
Once we have talked about the idea of a "News Play," it only remains to make one. I divide the

class into small groups--4 or 5 seems to work best--and each group retires to a different

corner of the room. The groups are given time--use your judgment on how much time, but with

4th-Graders, ten or fifteen minutes is about their limit, unless someone gets inspired--to

choose a news story and rehearse their performance of it. The news story should be about

whatever historical period or culture the class is studying. (You could also have them do

current events.) Generally the groups choose a narrator or "anchor," but I don't tell them they

must, and indeed I try to give them as few structural limits as possible. Unless a group asks for

help, or is clearly not able to work together effectively, I leave them alone and let them

rehearse in private.

When everyone is more-or-less ready, the group comes together as audience and each group

in turn performs their "News Play." After each performance we discuss the success or failure of

the group, and also talk about what we know about the performers' personal opinions or

prejudices from the way the story was presented.

Lots of fun. And it can be used again and again as students study different subjects.

No, You Can't Take Me!

This game teaches confidence, pantomime, and critical thinking. It's also a lot of fun. I have

used it with children from Kindergarten to Middle School - obviously with varying levels of

sophistication. It looks more complicated than it is - I've never had trouble making my

students understand it.

I didn't make this up, although I suspect I have made changes in it. I have used it for years,

and I can't remember who gave it to me.

Preparation

After explaining the game a little, break the class into small groups-three to five or so. Each

group is given a room in the house--the bedroom, the living room, the kitchen, the basement,

the garage, etc. (You can use the bathroom as well if you think your students can handle it.

Mine get too silly.) If you want to, you can put the names of rooms on cards and have each

group draw one. Don't let the students know what rooms the other groups have.

Within each group, each student chooses one thing that would be found in the room. (For

example, if the room is the kitchen, one student might be the refrigerator, one the stove, one

the sink, etc.) Side-coach as necessary. After choosing an object, each student practices

"being" that object.

Each student must think of at least one--or with older kids, several--good reasons that their

object is important. Side-coach them to ask themselves what would happen if the thing were

not there.

Playing the Game:

Work with one group at a time. The other groups become audience--which is incidentally an

opportunity to practice being a good audience.

The teacher goes to the first group and exclaims, "My, look at all this useless stuff! I've got to

get rid of some of this junk!" (Or some such.) The teacher selects one student and says, "I

think I'll take THIS thing away."

The student replies, "NO, YOU CAN'T TAKE ME!"

"Why not?"

The student answers, without mentioning the name of his object, in this form: "If you take me

away. . ." followed by something that would go wrong without the object. (For example, if the

student is pretending to be the bed, she might say, "If you take me away, no one will get any

sleep." A student pretending to be a wastebasket might say, "If you took me, there would be

trash all over the place.")*

Once all the students have had their say, the audience tries to guess what room they are in,

and then what object each student is. Then the teacher moves on to the next group.

* With younger children, I usually stop at one answer. But with older students, I don't give up

so easily. I improvise some reason that the student's first answer isn't compelling enough.

"Well, I never sleep anyway." "I like trash on the floor. I'm taking you anyway." In this way I

ask the students to think of more than one reason that something is important. If the students

are sophisticated enough, I encourage them to think of creative answers. A student pretending

to be the bed might say, "What would the kids jump on?" A student pretending to be a

lawnmower once said, "We'd get our feet wet walking through the yard." He meant that the

long grass would hold water when it rained.
