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ABSTRACT

Eric Descriptors —-- Language Arts, Second Language Learning,
‘Theater Arts. i

“This paper is a handbook of initiative games, theater games
and improvisations eSpeciaily adapted for use in the foreign
language classroom. It includes games for small children,
older‘children and adults;ﬁ It can be used with classes of
ail levels. The games are dgscribed with recommendations
for their use. Background information on the theory behind

theater games, their use in the classroom, and an annotated

bibliography of further sources are included.
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AUTHOR'S NOTE

. Many of the games are traditional theater exercises that
I have adapted for the foreign language classroom. The follow-
ing came directly from other sources. (See the Annotated

Bibliography for the complete notation.)

1. Five Changes and Name Six from Viola Spolin's THEATER GAMES

2. Alibi from A.L.W. Rees' "Games and Question Practice”

- 3. Positive/Negative Characterization from Brian Way's

DEVELOPMENT THROUGH DRAMA o : \

4. Apology from Victor Miller's THEATER'S DIFFERENT DEMANDS

5. Robot from Eva Kraus-Srebic's "Classrodm Games in the

Compulsory School”

In addition, I was first introduced to the following games

.‘;
;

and improvisatidns by the American Shakespeare Festival

Theater: Telegram, Partner Pictures, Meet & Greet, Sell Your

Group, Life Story.




INTRODUCTION

My practical experience usihg theater games in my own
élassroom took place largely during-my student teaching.
experience in Mexico and;at the Schoél for International
Training with International Students of English. At the
Instituto Cultural Americano in Orizaba, Mexico, I used many

of the games with all four of my'claéses, In general, I had

~ten students per class and classes were one hour in length.

My youngest c;ass was a group of five ~ eight year olds. I
began ﬁsing games with this group out of desperation. It

was verylhard for them to sit still for the entire hour. They
had a tremendous amount of energy, and I foﬁnd it was necessary
to keep them busy physically in ordér to keep their attention

while they were verbalizing. On some days, it was necessary

to let them get up and dance and sing to let off a little

© steam. It was necessary to switch activities after about five

minutes due to their extremely short attention span. They were
at an age where their rote learning ability was strong. They

learned lyrics quickly and aptly imitated stress and intonation.

" They loved to play games and do short role plays.

My other class of dhildren consisted of adolescents
between the ages of ten and tﬁelve. 'This class was gréatly
divérsified by level and spirit. The class centained some
quick, agressive students and some vefy shy, resérved students.

The class, as well, was going through a sexual crisis
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exemplified by the fact that the boys would not touch, speak
or sit next to the girls and vice versa. 1In the beginning,
there was little communication. I found that initiative.
games were instruméntal in bringin& this clasg togethef but
were not without their problemé at éirsi. I tried Scramble
on a day when three different sets of peoplé just happened
.to bafge into my classroom for one thing or another. Each
ﬁime, everyone shrieked (at being seen touchihg a pérson of
_the opposite sex) and ran back to their seats. It toak a
great deal of patience on my part, but I feel the success of
the game was a break—through‘for them. They liked the game
and asked for more and soén Weré‘responding.to each-oﬁher
with a gentleness that found ité way into ﬁhe rest of the
classroom activities. Other games'were_used effectively to
maintain interest and to introduce or reinforce graﬁmatical
structures and vecabulary. This-class had little creative
s command of Engliéh at the beginning of the course, although
some of the students had been stﬁdying English for four years.,
After eight weeks, they were succeSéfully doing simple im-
provisations. Of course, their'skits were not nearly as
“sophisticated as my advanced adults' class were; but they were
spontaneous and ﬁniphibited. I found the only problem with
gamés in this group was when we tried a competitive te§m game.
The feams got so excited about winning and losing that things

got totally out of control. I decided to de-emphasize team

games, play down competition, and play up cooperation.
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I also taught two courses of adults. One group was

at the advanced level and all the members had spent some time

in' an English speaking country. “The class was all women, mostiy

LML NS MR ey

friends, all from the same social and economic background.

i

They felt comfortable and at ease with one another right from

the start. They did exceptionally well with role-plays and

LR (YRR L

improvisations. I found theater games were perféct for them
as they needed and responded well to creative conversation

~situations.

My second adult group was at the low intermediate level.
" They were from widely varied economic, social, and educational
backgrounds. They were aged from sixteen tq fifty yearé old
and encompassed a wide range of linguistic abilities. This

class did.nbt-respond well to games. I feel this was due to

a basic inhibition Mexicans feel when they are with people of

",economic backgrounds different than fheirs. I worked hard to
c:eate'security for this group and to bring.about coheéiveness,
but I made little progress. As a result, we playved fewer

games in this class than in the others.

I did two sessions of theater games'with advanced multi-
national students of English during the spring semester at .

the School for International Training. Each session was

about'two hours. Each of these classes had approximately ten
members. They seemed to enjoy the games, but I felt that the
improvisations, in general, did not work well. I feel that

it is essential to build on these exercises and games slowly

and lead up to the improvisations as a culmination of the




other games. An improvisation without this support does not
work well. For example, the inifiative games should bé used
;first to get the group_working together and respondihg to
one another, and then move into theater games. When the group
is working comfortable together, an improvisation may be
attempted. A specific and well-structured improvisation is
' necessary at first. The impfovisations in Part I have

been put in an order in which they may be used.

Thefe are three other concerns which a teaqher should
consider before attempting é theater games session. The
first is discipline. I have always presented these games
seriously and have expected my class to take them seriously
as well. I have never encountered any problems. The per-
sonal investment of the students in these games tends to
create great involvement. It is essential, however, to
;watch your pacing. Keep things moving, but don't forge
ahead if things don't appear to be working. Be willing to
leave it and come back to it another day.

The seqond concern is that of physical space. I have
done these games and exercises successfully both indoors in
a fairly small classroom and outside. Less space is needed
tﬁan one woulé think,.but it is necessary fo maximize the
space you héve to work with. An open space can be created
by stacking chairs in one corner, pushing desks to.the edges
of the rooms and so on. Also closely related to physical

space is the concern of dealing with the outside world.




You may find it'helpful to cover_ﬁindows or. ‘doors leéding
out into a corridor to insure pri&acy in your classroom.
Also, it is necessary to plan beforehand for dealing with
outsiders that might enter your class. I usually asked.my-
class to simply stop their activity and wait quietly. 1If
the outsider wished to participate and fhe class felt good
about him doing so, then we all worked together, otherwise

people who came to observe were asked to leave.

- The third concern is with the evolutionary nature of

these games., I found it helpful to keep evaluative notes
on each session to make additions and changes on my games
for futuré use. Evaluative sessions with the ciass can_be
useful as well. a prepared list of queétions pertinent to

each game, however, is more useful than general gquestions such.

as "Did you like it?" Evaluations by the group may be diffi-

cult at first. ‘Particularly, you may encounter a group whose

‘educational training taught them that students do not offer

critical comments to their teacher. Also,'a group below the

intermediate level may have great difficulty verbalizing
complicated thoughfs. Therefore, evaluations might be more
fruitful if done in the étudent's native language. Student
evaluations plus your own obsefvations and notes will allow
you to ammend and adapt the games to your own specific

| .
purposes and use them in an ever-increasing variety of ways.
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In many of the classes where I used theater games, I

Wy

S used them to introduce or reinforce grammatical structures
or new vocabulary. "The following list includes games played

and the context in which I used them:

FOR OLDER CHILDREN AND ADULTS

' ADJECTIVE CHARADES - adjectives . . . v « v o « . . . . 21
ADVERB G’AME - adverbs - . . . . LI . - - - » - - - . L) 23
ALIBI - questions - . - - ‘- - - - .c " . e e - - L] - - - 26

EMERGENCY - conditionals . . . ¢ ¢ ¢ « « « ._.f. - « 16

FAMOUS PERSON GAME - questions and.negatives e e e e . 17‘
- FIVE CHANGES ~ clothing . . . ¢« v ¢ v v v ¢ o v« e o « « 17

HAPPY LANDING - directions (right, left, forward ‘
: backward, straight ahead) . . . . . . . 20

I AM GOING TO... = present progressive . . . . . .'..;‘ 24
JET FLIGHT - verb "to be" . . . . . ... e s+ s e s+ s « . 19
ﬁLIFEBOAT - modalé {should, would;.cduld, must). . . . . 24
MEET & GREET - sociolinguistic aspecté of greetings . . 22
MIRROR - present progressive . . . « +« « « o s « = + « 15
NAME SIX - clothing, food, animals . . . . .‘. . . . . 26
OCCUPATIONS - names of occupations and workers P A

PASSING ACTION CIRCLE - present progressive, past and
future tenses . . . . . . . . ._ 16

SCAVENGER HUNT - guestions and negatives . . . . . . . 27

TWO LINE ADJECTIVE PLAY — adjectives . . « « v + @ . . 27



FOR CHILDREN AGES FIVE - EIGHT

Y
My
oo

BIG/LITTLE - adjectives . « v « « « « v o o o o« « o « + 43

AN LI VRN s ey i g - vy

DEAF AND DUMB SPELLING - alphébet,'spelling skills . . 42
- FARMER IN THE DELL - names of animals . . . . . . . . . 46
HOKEY POKEY - parts of the body, right and left . . . . 47
OPEN/CLOSE ~ command form . . . . . « . + . « = « « o . 44
PUT YOUR HANDS ON YOUR - command fbrm, parts of body. . . 41
RHYTHM GAME - colors, numbers, Fruit « o v o o o - o . 40

ROBOT - command form, prepositions, directions . . . . 42 -

SPACE EXPLORATION - command form, present progressive
adverbs . . . + « o o o . ... . .4l

TEN LITTLE INDIANS - numbers 1-10, adjective little . . 48




PART I

" GAMES FOR OLDER CHILDREN AND ADULTS

INITIATIVE GAMES

Initiative games were developed by Karl Rohnke for the
" North Carolina Outward éound School. They;are designed to
provide concrefe experience in_problem solving, group
dynamics and 1eadership,.and to bring groups into sitﬁations

where interaction is not only organically encouraged but

necessary.

There are no set soluticns for initiative gamés, only
a general gbal for each. How a group works within the rules
given is part of the problem and part 6f the léarning experience.
It is important to stress that there is no competition involved
_between players. If you are working with more than one group,
’ﬁthe gfoups do not race against each other to see who can solve
the problem first. Each group discovers its own solution by
use of their creative intellect and unique resources of each
~of its membefs. If the group is unable to solve the problem,
all the better. Never provide or suggest a solution. An
unfiniéhed problem is an inspiratioh and a'challenge. The

group will certainly want to try it again at a later time.

Follow up discussions are as important as the game
itself. Questions for discussion should be: "What happened?"
"How did you feel about it?" *"Why didn't it work?" "What made

it work?"
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1. TOGETHER

‘The problem of'getﬁing a gféup off.the ground onto a
platform of scme sort for ten to thirty seconds (depending
on the group's ability) is presented to the group. They
must provide the solution. For example, they migh; have

everyone put one foot on the platform and by all hanging

onto each other maintain their balance for'ten seconds.

_Recommendations: This is an excellent game to begin with

because it needs few instructions. A platform may be made

out of cinder blocks, a bale of hay, a tree stump or a piece

of wood. The platform must be small enough so that not

every member of the group can stand on it at one time. No

other materials are needed. Verbal encouragement from the

‘teacher may be needed from time to time. For example:

"Don't give up!" ™"Think of a different way you can approach

s the problem!"

2. SCRAMBLE

Divide the class into even numbered groups of around

eight to ten people. Instruct them to stand in a circle

shoulderfto-shouider. Each person then raises his right hand
over his head and joins it with another right hand from across
the circle. Then each person joins left hands with a different
person. The problem they must solve is to unscramble them-
selves without letting go of hands back to the original circle.
(N.B.” Some people will be facing inward and others will be

facing outward in the final circle.)

TR
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TRk by rls

Recommendations: This game generally'takes about thirty : o o

minutes to complete. Verbal encouragement may again be
necessary. Call out- at intervals: "Don't give up!" "It

can be done!"

3. TRUST WALK

bivide the class into pairs or_threes. Each person
‘_ takes a turn at being blindfoldéd and ied around by another
'pérson. Tﬂe blindfolded person is totally at the mercy of his
seeing partner, and it isAup to the seeing partner(s) to lead
him and give him explicit verbal instrﬁctions that will guide
him over and around obstacles. This game is over wheﬁ everj—

one has had a chance to lead and be led.

Recommendations: This game is well suited for out of doors

'but can be adapted to the classroém by creating obstaclés with
,chéirs and desks, etc. Have the seeing partner introduce a
variety of thingé to touch, taste-and smell. The only materials
needed are enough blindfolds for half of the group. Partners
shquld switch after eight to ten minutes, at the teacher's

command.

4. TRUST CIRCLE

Have your students form circles of about eight to ten
people. One person stands in the cenﬁer. He closes his eyes
and holds his body stiff and falls slowly forward. He is

then caught gently by the people on that side of the circle

and pushed slowly backward so that he falls to the  other side

10




[
L

of the circle where he is caught and gently propelled toward

another part of the circle. The game ends when eVeryone has

had a chance to bé in the center.

Recommendations: It is recommended that the teacher show his

trust of the group by being the first person in the center.

This game must be played with the utmost seriousness; gentle-

ness cannot be stressed enough. Follow-up discussion can
focus on how people felt about the group before, durinq and

after the game.

5. SQUARES .
oxUARLS _ \
Make a line of squares with chalk or masking tape on the

floor. They should be large enough for a person to stand in.

. It is necessary to make one more square than the number of

people in the group. Have half of the group stand on the

sqﬂares at one end of the line, facing the middle, one to a

sguare. The rest should stand on the squares at the other

end of the line again facing the middle. The middle square.
should be empty. Each side alternates moving. A person may
move one square forward or backward or two squares if there
is some one standing oﬁ the square  in front of them and the
next square is empty. The object of the game is‘for_the
players to switch sides, end to end. There may never be more

than one person to a square.

Recommendations: This game is almost impossible to solve

unless each.side elects a leader to direct the moves and then

11
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abides by his decisions. This leader can be impeached at
any time and a new one -elected in his place. These hints

can be suggested by the teacher at a time he deems appropriate.'

6. ANIMALS ' : o

Blindfold each person in the group. Whisper the name of
an animal to each person. Solely by making the sound of their
giveﬁ animal the group must arrange thémsélves in order from
ﬁﬂe largest.to-the esmallest animal. For example: pigs oink

[

and grunt, sheep ba-a-a, etc.

Recommendations: At some point, it may be helpful for the

- teacher to call out: "When you find an animal that is close

to your own in size, stay next to it!”

7. SWAMP CROSSING
4 The group is given two planks and three supports (cinder-
blocks, #10 tin cans, etc.). They are told that they mﬁst'

get their entire group across ah alligator infested swamp by
using the cans as pontoons and the planks as bridges. The
pontoons.can be stepped on alone but the bridges must be |
supported by pontéons before they can be stepped on. If any-

one in the group falls in the swamp, the entire group must

begin again.

Recommendations: For a group of eight people, the swamp should

be approximately 50 feet in length.

12
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8. MONSTER

ey ey

A group of eight people must form a creature with only

Ty

six legs and two hands touching.the groﬁnd; They must move

Oty

a distance of 12 feet thus assembled.

SRS

Recommendations: The number of arms and legs can be adjusted

Ry

A

accordingly to different size groups.

ey

9. ﬁINE LEGGED RACE

Have your students form circles in ‘groups of eight. Each
person then has each of his ankles tiéd, So‘that each of his
‘legs is joined to the anklé nextlﬁo him (i.e. his right ankle
is tied to the left ankle of the berson to his right).. The
group is then given a large bucket of water or a tréy'with

- -several cups of water on it to carry. They must move together

without spilling the water for a short distance.

i
-

'ﬁecommendations: "The water on the tray should be heavy enough

so that all have to work to support it. The group can be told
that the water is an essential life—saving serum that they
must deliver. One more leg tie than the number of people

-playing is needed.

13



THEATER GAMES

Theater games We:e invented to help.drama students
develop skills needed to effectively put on plays. Among

the many skills acqﬁired are the ability to become another

ST 2 e S C

character by gaining sensitivity to the foles and emotions.

of other people,.the development of trust and cohesiveness
within the acting troupe, 0bservation, concentration and self

- confidence. Thése skills are not unique to acting but valuable

in the foreign language classroom as well.

The teacher may use theater games to create security

in the class. Playing another character gives the student a
chance to put on a "mask" and assume a role which wili allow
him to adopt an accent, make mistakes without embarfassment,
and risk making a fool of himself. Adult languaée learners,
in particular, feel such a degree:of anxiety that they think
they appear fidiculous or mentaliy inferior if they make

ﬂistakes in front of their peers.. Aséﬁming another role can

provide the security needed to dissolve these fears.

In addifion, these games often have the effect of let-
finé a slower learner,-one who has great difficulty in grasping
structure and usagé, be a "winner". This is a great ego-booster
and helps build personai confidence that carries over into
other aspects of the class. Of course, the teacher's role
cannot be underestimated. He has to show a genuine interest
in his students and encourage them to be interested in each
other. - He must encourage participation without pushing and

yet always allow a student the righf of non-participation if

14
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he feels ill at ease. The teacher.ﬁust never pass judgment on
a student's efforts. Viola Spolin (Spolin, 1963) says, "For

a teacher to effedtively teach-usiﬁg:theater games, he must
leave behind the language and attitudes of authoritarianism.
All words which shut doors, have emofional content, attack

a student's personality or'keep a student dependent on the

teacher's judgment must be avoided." If judgment is withheld,

anxiety in the class will be greatly reduced.

Beéides fostering security,‘theater games are useful

in a variety of other ways as well. They provide a chance
for everyone in the class to get involved actively at the
same time. They take the emphasis off the individual. They
stress problem-solving and proﬁote creative thinking. Piaget
(Piaget, 1953) éays, "Teaching means creating situations-whefe
structures can be discovered. It does not mean transmitting

structures which may be assimilated at nothing more than the

‘verbal level." Theater games provide these situations.

Finally, they can be used to effectively introduce or reinforce
grammatical structures or new vocabulary in an interesting

and stimulating way.

1. MIRROR

Each student should find a partner and stand up facing
him.. One person elects to be the leader and the other the
follower. The rcies will switch after five minutes. The

leader initiates an action and describes it, and the follower

15
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mirrors it as if they were the person's reflection and
repeats the description.” For example: "I am raising my

arms slowly, I am clapping my hands."

Recommendations: This is an excellent warm-up exercise which

should get students to tune into what another person is doing
and saying. The actions can be as simple or complicated as
the level of the student permits. Good for practicing the

present progressive tense.

2. PASSING ACTION CIRCLE

The teacher performs.a simple aetien and describes it
either before, during or after the action’tekes place. For
example: I am taking off my right shoe, or I took off my
.right shoe or I will take off my right shoe. The next
student repeats the first person's eetien, describing it
?nd éhen adds one of his own. The game continues around the

circle quickly with the last person doing and repeating all

the preceeding actions.

Recommendatioﬁsz This game should be played as guickly as
possible! If a student forgets a former student's action, the
originator should react it immediately. Great for.ages nine
to thirteen. If the class is more than ten people, it would
probably be better to use two smaller circles. _cherwise, the
game tends to get boring and drawn-out. - Use the originater of
the acfion to make corrections for the others. -Good for

practicing present progressive, past or future tenses.

16
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3, TFAMOUS PERSON GAME

Each pefson is given a secret pérsonality, the name
of a famous person.or one wellfknbwn to the entire class.
Everyone then walks around and:ﬁixes with the other members
of the group. In every way, by theif gestures, the way they
walk, the things they.say,'their accent, they try to portray
their_secret identity; In additioh, any member of the class
can ask any other member yes or no questions. For‘eXample:
‘You'may ask someone, "Are.you an artist?" but you cannot
;ék, “What‘do you do for a 1iving?“ The object of the game

is to discover the secret identity of every person.

Recommendations: This game can be played successfully with
any level class although you might want to run through'some

questions they might want to ask with an elementary group.

- For example: Are you dead? alive? a writer? a politician?

etc. Encourage your students to talk in small groups in
different areas. Good for practicing'questions that ellicit

personal information and negative structures.

4. FIVE CHANGES

Thé whole group sits in a circle and one at a time
each person describes in detail what they are wearing. All
the students try to focus in closely during these descriptions.
When everyone has finished, one persqn'leaves the room. .The
rest of the class makes five changes in their personal’

appearance. For example: two people switch t-shirts, one

17
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person parts their hair differently, two people excharige

watches. Then the person comes back'into the room and tries

“to identify as quickly as possible the changes. Each person

gets a chance to go out of the room. -

Recommendations: It is best to establish a two minute time

limit for identifying changés to keep the game moving. This

T T A T s D N A N 41 E b = B8 (P 8 S 300 s

game is good for all levels and ages. Good for practicing

"clqthing" vocabulary.
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5. MACHINE

o

One student decides on a large object or organism and

S

TR PO

begins by going to the center of the room and becoming a

paft of that organism. He will initiate a simple repetitive

action that he feels is representative of the larger object

.he is part of. As scon as the nature of the oﬁject becomes
clear to another person, he joins the first person, by fitting
" fLis action to the first persons! One by one the entire group
- joins together. Ask each person to think of what they are
made of and then to find a sound to add that suits his action.

Have the machine slow down, freeze, or speed up.- Have them

‘begin making a new product.

Recommendations: Useful to get a'group working together or .to

AN ML L s AT s

3

remind them cf the need of working together to make a language
class a success. Verbal encouragement is helpful: "Think like
a machine.” "Develop a mechanical rhythm." "Feel all your parts

moving together." Good for all ages ‘and levels.

18



f‘/\”" )
A

6. OCCUPATIONS
Each member of the class chooses'an occupation which

he then acts out for the other members of the class. For

example: a barber, a fireman, a traffic cop, or a nurse. Each

person keeps a list of what he thinks each of the other's
bccupations are. At the end of the game, the persoﬁ who has

guessed the most correctly wins.

Recommendations: A time limit of two minutes per person

-;hould be set to keep the game moving. Good for all ages
and levels. Good for practicing names of occupations and

workers.

7. JET FLIGHT

Place on the floor or thé blackboard a number cof pic;ures
of individuals and let each membei of the class choose one.
They then adopt the‘personality.of thé person in their picture.
They are told that they.are on an airplane en route to New
York City from Mexico, D.F. The flight is five hours. It
is necessary to meet every person on the plane and.determine
theéir occupation, background and why they are going to New

York. -

-

Recommendations: It is best to use a variety of pictures of

all kinds of peopie. Allow three to five minutes for each
person to study the picture they have chosen and to develop
an interesting story. People should walk around the room

and talk in small groups. This game is best played with
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intermediate or advanced groups. Good for elliciting

ereative conversation.

8. HAPPY LANDING

. The class is told that each of them will take a turn
being the lone survivor of a ship that has_éxploded; The
survivor has been blinded in the explosion, but has escaped in
a small row boat. A single dockworker, who witnessed the
éxplosion, will try to guide the blinded sﬁrvivor to safety

through a narrow channel filled with reefs and rocks. The

teacher then sets up boundaries for the channel sides and 1ength.-

Have the survivor stand at one end blindfolded and the dockworker
stand at the other ehd. The other students kneel, stand or sit
throughout -the channel and becomé the rocks and reefs. When |
the survivor docks successfully or bumps into a rock or
boundary, both he and the the dockworker lose their turn.

‘it this time, the rocks chaﬁge positions. The game continues
until everybody has had a turn as either the survivor or the

dockworker.

ﬁecommendations: Keep the channel short enough so that the

game moves along éuickly. Good guestions fdr a follow-up
discdssioh‘might be: "How did you feel about being blindfolded?"
"What kind.of directions were easy to follow and what kind were
'diffidult?" "As the game continued did it get easier to give
directions?" This game can be done with all éges and levels.

Good for practicing giving and receiving directions.
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9. ADJECTIVE CHARADES

This game follows traditional Charades' rules excéﬁt
instead of acting out movieé or book titles, each team acts
out adjectives. Eéch team makes up a list of adjectives for
the other team to act out. One member of the team acfs it

out while the rest of the members of the team try and guess it.

Recommendations: It is necessary to place a one minute time

limit on each charade. This game can be done with all ages

and levels. Good for reviewing adjectives.

10. lTELEGRAM

Divide the class into pairs.. One persgn'elects to be
the parent and the other person the child. The child is awéy
from home and wants something. The parent resisﬁs giving it
to him, and a éeries of short communications via telegrams
is established between them. FEach person may write a total
’;f lOOIWords. fhey may send as many telegrams as they want
-as long as their total number of words does not exceed 100.
A time limit should be set by the teacher as well. The end
of the time period may be signalled by the teacher by saying:

"The telegraph office will close in five'minutes."'

Recommendations: Discussion following the game should begin

with the question "How many children got what they wanted?"
It is helpful to have each pair read their telegrams out loud.
Then, "How did people get what they wanted?" "What other

tactics were tried and failed?" This game can alsc be played
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- verbally. The telegrams can later be corrécted by the group
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and the mistakes examined.
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11. PARTNER PICTURES
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Have each member'ofrthe class choose a partner to work
with. On a blank sheet of papér, have each person draw his
parfner as a plant or animal. Then have each person make up
a list of feeding instructions and describe the habitat of
the élant or animal to go with their picture. Share these

with the group.

Recommendations: This game will get the best resuits after

the group has been working together for awhile and everyone

knows each other pretty well.

12. MEET AND GREET

Divide the class into two groups and have them line

. up along the opposite sides of a room. One at a time, the
players at the front of the lines walk around the room until
they meet in the center where they greet each other and then
go to the end of the opposite line. The lines should move
fapidly. Each greeting should be spontaneous and.totally
different. The greeting may be either verbai or non-verbal.

" After everyone has had a chancé fo meet and greet two of_three
times, give each person a card which will tell him who he is
and his relation to the person opposite him in line on the

other side of the room. For example:. former lovers, a boss
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and a fired employee, seal and trainer, bank robber and telle

etc. Again each will meet and greet trying to portray their

role,

Recommendations: The initial exchanges should take place

rapidly and be short.- Verbal encouragement may be needed.. The
teacher might call out ét intervals, "Focus on your greeting”

"Who are you?" "How 'do you feel today?" A follow-up discussion
might focus on greeting styles, what people try to say in their

greetings, etc. Good for practicing greetings in different

social situations.

:
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13. ADVERB GAME

 One person goes out of the room. The rest of the group

. chooses an adverb. For example: sleepily, ravenously, lazily,

proudly, daintily, éolemnly, etc. The person then returns
(and requests people in the group-ﬁo‘dé things in the manner
‘of the adverb. For example: "Greet John in the manner of
the adverb," or "walk across the room ..." or you are a
stewardess on a plane, serve drinks in the manner of the

adverb." He must guess from their actions what the adverb

is. i ¢

Recommendations: It is best to set a time limit of about

five minutes for each adverb. This insures that the game
will not get boggéd down. This game works best with groups

at the advanced level. Good for reviewing adverbs.
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14. LIFE BOAT
.The group is told to imagine_that'they are on a large

ship crossing the Arctic Ocean. The ship has just hit an
iceberg and is sinking rapidly. There is onlf’one lifeboat,
and it will only carry five people. Each person‘must make a
convincing case to the rest of thekgroﬁp as to why he should
be allowed to go into the lifeboat and live.. They may be
asked to come up with an answer to this‘question by relating

it to their own life, or they can be told to use their imagina-

tions and adopt a new personality.'

Recommendations:. This game is excellent for producing an

interesting and stimulating conversation. It can be used
with intermediéte or advanced speakers. The numEer of people
. ﬁo go in the lifeboat can vafy With the size of the group.
With a group of ten, approximately forty minutes should be
rgiven for the group to reach a decisién; With a larger
'group, it would be best to divide into two sectioné. Good
for prapticing modals (should, would,_could, must}.

15. I AM GOING TO...

The teacher'brinés a ﬁumber of objects in_a shopping
bag to class. Each student, one at a time, withdraws an
object frbm tHe bag and says where they are going and what
they are bringing.. For example: "I am going to the beach,
and I am bringing my bathing suit." Each student repeats.

what all the others have said before him.

24 .
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Recommendations: The name of localities should be introduced

earlier by showing pictures of the city, the country, the jungle,
the desert, etc. The repetitious nature of the game makes it

ideal for student-correction of errors. The originator of

‘a statement can be used as a model. It is best played in a

small group of five to six people so that the game moves

‘quickly and is not boring. Good for practicing the present

progressive tense.

16. EMERGENCY

The following problems are read to the group and each
student is asked to describe his solutioﬁ to the rest of the
group:

A. You have just found out‘that-the dam behind the +own

| where you live is cracked and about to collapse. The
town must be evacuated. You have 45 minutes to select
a suitcase of personal possessions. What will you

. take?

B.‘You have volunteered to spend the next ten years in
ah isolated Arctic outpost. For ﬁhis, you will be
well—paid.and become famous. All your needs such as
food and warm clothing will be met. You'may take
with you-a single-box of possessions not to exceed

100 pounds. What will you take?

Recommendations: A good game for gaining insight into one's

own personal values. A discussion of values might follow.

This can also be an effective writing'assignmenth
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17. NAME SIX
Qfﬁ; - o One player stands in the center with the rest of tﬁe
- class around him in a circle. The peoplé in the circle pass
a Sméll object from hand td hand. When the person in the

center with his eyes shut claps his hands, the person holding

R N A T T A e I s i,

the object must retain it. The center player then calls out

- a category (U.S. cities, states, clothing, animals, foods,

A A AR

etc. or adjectives, adverbs, nouns, etc.). The player

who has the object must start it on its way immediately.
Before the object has been passed around the circle twice, he
must name six objects that belong in that category. If he

cannot, he then changes places with the person in the center.

' Recommendations: If your circle is large, you may only want
ﬁff; ' © to pass the object around once. The number of objects can-
also be increased or decreased. Good for practicing clothing,

' food, animals and other vocabulary. -

"18. ALIBI

Two students. are suspected of committing a crime. The
details of the crime are outlined by the group. 'The two
suspects leave the room and are given five minutes to prepare
an alibi that will proVe they were together élsewhere at the
time of the crime. They then return cne at a time to be
interrogated by their classmates acting as detectives. Two

secretaries may be appointed to note questions and answers

(Where were you? What were you wearing?}. Their answers

should, of course, corroborate, for if there is any discrepancy,

they will be charged with the crime.
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‘Recommendations: This game will work best with intermediate

and advanced students. Good for practicing questions.

19. TWO LINE ADJECTIVE PLAY

Each player is given a card with an adjective on it
(sleepy, grouchy, conceited, etc.). The group is asked to
produce a cumulative story with each player given two sentences.
These sentences should be said in a way that portrays the
adjective they were given. At the‘end of the story, the

group is asked to identify each person's adjective.

Recommendations: This game is appropriate for all ages and

levels. It would be best to have enough adjectives on hand
so that the game can be plaved twice. Good for re?iewing

adjectives.

20. BLIND STATﬁES

; Divide the class into two groups. One group will be the
- ~artists and the other group will be clay. The artists.choose
~a theme to dedicate their statue to (love, war, motherhood).
The‘clay group will be blindfolded. The artists‘give verbal‘
directions to guide the pieces of the statue into place. When

the statue is finished, the blindfolds are removed.

‘Recommendations: This game helps to develop a sense of respect

for another's work. Good for all ages and levels.

2l. SCAVENGER HUNT

It is necessary to have a group of about twenty for this

S game. Each person is given a list and told to search for

27
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someone in the room who: é
1. is wearing red underwear %
2. likes spingch- . ;
3. was born in April %

4. has owned a turtle

5. speaks three languages, etc.

AT SN PR T S

Recommendations: Excellent game for getting acquainted. Good

Tt

for all ages and levels. Good for practicing questions and

negatives.

3
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IMPROVISATIONS

An_improvisaﬁion is a play in which the playefs together
create their own diaiog around a simple‘plot._ This plot can
be built around a story, a.poem;.props, an opening line or a
conflict situation. The'improvisation can be taﬁed and used
as a source of student~created material. A written transcript
of the play is then made by the teacher for later ﬁse in '
studying grammar points. Correctioﬁsﬁcan be made by the teacher
or other mEmbers of the class. This self-made material should
have more meaning to the student since he has made a personal

investment in its creation.
' i

The problems that can be expected to arise in doing

improvisations are myriad and will require patience and under-

- standing on the part of the teacher. First, the teacher

must be ready for inexperienced groups te produce formless

improvisations. They will seemingly have no beginning or

end. Peoply may talk all at once, often incoherently, followed

by long, confused silence. There may be tremendous difficulty

‘from the observer's point of view in following the "plot.®

However, the group will certainly know what they're tryiﬁg
té do and when asked will be able to explain it in great
detail. In general, improviéations_should not be attempted
with a group that is not used to working with each other. In
addition, instructiong need to be speciﬁic,and the improvisa-

tions need to be well-structured when they are first introduced.
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Second, if you divide ydur class into small groups and

have each perform for the rest of the class, often the latter

group will not use their planned improvisation and will

substitute a spur-of-the-moment new one. This might be

discouraged by requesting that the players see their original

plans through.

A.problem-could occur if.you.ask your class to'perform
their improvisatioﬁ for an outside group. The class is its
sﬁn audience and outsiders detract from the full concentration
a player must maintain to make an imprbvisation_work. In
addition, follow-up discussions should be steered away from
critical appraisals and concentrate more on how people felt

about their improvisation, whether it worked, and why or

‘why not.

Improvisations provide a time in the classroom for
réreafive conversation, without co;rection,'when the teacher
can step outside the group and listen to and observe théir
progress. A time without correction can be an important
‘step in providing security in the classrdom. Some students
may feel less threatened dealing exclusively with other
learners and should have that opportunity. It is important
for the teacher to make it c¢lear to the class that this .is
indeed a time for work withou£ éorrection, where communication

is placed above correct grammatical usage.
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1. ROLE PLAYS

S P VR H A s e I

Divide the class into'groﬁps of two_or'three people.

P e A £ Sy b

- Each group is given a problem to solve and each person in

B

.the group must-assumé a role in the process. These problems
are then resolved in front of the rest of the group as if the
group sblving the problem were iﬁna play. Evefone should
be given five to ten minuteé to read through their problem and
prepare. The teacher and dictionaries can be used as resource
matérials.' The following are a list of sample role play‘situa—-
tions:
A. Juan is twelve years old and has a younger brother,
Pepe, who is nine. Juan has made the rule ﬁhat Pepe
is never to borrow Juan's things WiFhOUt asking. It

is Saturday afternoon and Pepe wants véry much to

' meet his friends at the movies, but it is already
late and he might miss them if he walks. The rest

g - of the family is not at,home.. He takes Juan's bike
without permission and while he is at the movies, it
is stolen. Now, he must return héme and confront
Juan_who has already diécovered his bike missing and
suspects_Pepe has taken it.

B. You.afe the mother (or fatherf of a sixteen year oid
déughter. Good grades are very important tec you, and

you constantly stress that your children should study

hard and become doctors or lawyers.

You are Maria, the daughter. You don't like school

and last night you watched television instead of
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studying for your history exam. As a result,.YGu

thought it better to cheat than to fail the test.

Unfortunately, you were caught by the:teacher'and
| have been suspended from school. You now must go
home and tell your mother.

C.‘You are eighteen years old and while at.the university
in Mexico, you ﬁave fallen in love with another
student. Now you must return to your hometown and

— | - tell your boyfriend of four years that your relation-
| ship has ended. He loves ybu very much and will take
this news very hard.

D. While on the way to meet your husband for lunch, you

took a short cut down a one-way street the wrong

R R R e A O AT P AN Ko e w2 Ay e e e s
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way and smashed into a parked car. In your rush to

leave the house, you forgot your license and regis-

'
"y

vy
e

tration. Your husband has warned you that if you

ey

7

. are late in meeting him one more time, he will cut @
_ | -
off your shopping allowance. You now have to deal ﬁ
with a stern policeman as well as the irate owner %

Qs

Ve

of the dented car as guickly as possible so that

you can still meet your husband on time.

Recommendations: 'Thesé situations can be adapted to fit any
class or age group and can be uséd effectively as a staffing
-poinf in recognizing cross-cultural differences. (Ways of
punishing children iﬁudifferent societies, ways of dealing

with the law, sibling quarrels, etc.). Other people in the
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class may be asked to offer different solutions to the problems.

The students must be asked to try to solve the problem in as

realistic a way as possible. What would they do (have done)

in that situation?

2. Read or tell your class the story of The Blind Man and

the Elephant (Lillian Quigley, New York: Charles Scribner

and Sbns, 1959.) The story is about six blind men who go to
Yisit the Rajah. On the way, theylencounter an elephant. Each
feels a different part of the elephant and likens it.to
something différent. (The side is like a wall, the.trunk is
like a snake, the tusk is like a spear, the leg is like a

tfee, thé ear is like a fan,.and the £ail is like a rope.)

Each man argues that he is right and a great fight ensues.

The Rajah comes along and stops the fight and éxplains that

gach has only felt a small part of the elephant. On their
}%ay home, the six agree.that to learn the truth they must put

" all the parts together. Have your class, in one or two

groups, put on an improvisation of the story.

Recommendations: A variation would be tco have vour students

write stories with a moral and then choose one of them to

\

improvise around.

3. GRAB BAG
Divide into groups of four or five people. Each group
draws a slip of paper out of four different bags. One bag

has the name of places (a motel office, toy shop, haunted
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house, laboratory, abandoned mine shaft, etc.). The second

bag has specific times (Saturday afternoon, Christmas morning,

your birthday, midnight, Halloween, first day of school).
The third bag has names of peoplé {8anta Claus, Columbus, A

policeman, bus driver, a housewife). The fourth bag has

B I e Y AL LT

weather conditions (a blizzard, fog, a hurficane, a hot day,
the tropics). Each of the groups fhen combines the four

' slips of paper into an improvisatioﬁ. The groups should be
given fifteen to twenty minutes in which to prepare and then

take turns doing them for the rest of the group.

Recommendations: The teacher might also provide costumeé,

" accessories, props and noisemakers.

4. POSITIVE/NEGATIVE CHARACTERIZATICN

Divide the class into groups 6f three. One person will é
play the role of a customer who has béen shopping all day and
fis fed up with everybody and everything. The second peréon.

is a shop assistant who hates Working.in the store, dislikes
most customers and dislikes this particular customer especially
- because it is nearly closing time. The third person is the
stofe manager, a sour, scrooge-like person who likes making
money bﬁt dislikes people, especially custoﬁers who arrive
late after‘the cash register has been balanced. Have the
groups act out an improvisation between the three characters
all at the same time in different parts of the rooﬁ and then

repeat them for the rest of the class. When all the groups have

finished, have them react the scene. except this time the
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customer will be a rather shy person, who is anxious not

to bother people. The assistant is new on the job and
anxious to make a good impression on both the customer

and the manager. The manager has not found it easy to get

good shop assistants, likes this one, and is anxious to be

L PRI e VR S AN S A A S T3 B o

helpful in every way.

FITR

- Recommendations: Questions for a follow-up discussion might

include: "Which scene was easier to act out?" "Did you find

it was easy to switch character?" ' "What is the relation.

R I A AN R AT A TN AR

between emotion and acting?"

5. APOLOGY S S
Have each student write a brief letter of apology to

anyone for anything real or imagined. Give them approximately

fifteen minutes to do this. Have-each student read his letter
out loud. Choose one student to'bring his letter and come sit
in front of the group. Another sfudent then sits with ﬁis
back -to him. The second student will be the recipient of

‘the apology. The student with the letter has decided not
Eo.write after all but to telephone and ask for forgiveness.

The students imprdvise the scene.

- Recommendations: Possible questions for diséussion might be,
"What changes took place between the letter and the phone
call?" "What new information did the audience learn?" “What
did you learn about the character of each plafer?" ﬁWhat

does one person do or say that makes someone else react

in a particular way?" This improvisation could be a good
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time to talk about letters, telephone calls and what we say

when we apologize.

6. PAPER BAG SKITS

Fill two or three bags with fiﬁe or six objects that
have no relationship to eaeh other whatsoever. Each bag mey
contain the same'objects.if the groups are working in-separate
areas. Each group heS'to_do an improvisation using all of
the props in their bag. Each person in the group must have
a part in the plaﬁ. The groups should be given ten minutes
for planning and thenrthey_must perferm them for the rest of

the group. ' . |

i

Recommendations: The teacher and dictionaries can be used

as resource materials. The improvisation can also be centered
around a grammar point by explaining that they must use as

many tag questions as possible during their improvisation.

7, RELATIONSHIPS

ﬂivide the group into pairs and have each paid decide
in secre£ what relationship they will have with each other.
For example: _one-reletionship might be a mother with a sick
child or fwo soldiers in a trench before a bigrbattle. Each
pair then takes a turn acting out their relationship in " front
cf the‘group for two or three minutes. At the end of this

time, the group guesses at the relationship.

Recommendations: A good starting question for discussion

might be, "What first gave you an idea of what the relationship

36
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was?" A variation of this improvisation is to have the

'pairs choose a locality ahd'act that out instead. For example:

a church, an operating room, Qf'a whaling ship. Props can be
used to indicate the phySiéal characteristics of their

environment,

T

8. MOCK  INTERVIEW

Several students are interviewed to fill an imaginary
vacancy;with the other members of the class acting as the

interviewing board. The board confers and chooses the best

applicant.
Recommendations: Good discussion questions might be: “Why
was the applicant chosen?" "What roles do job applicants

take on?" Good opportunity for discussion about interviewing,

‘presenting skills that would be useful in gaining employment,

. and competition.

¢
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9. AT A RESTAURANT

The group agrees on a single topic of conversation and

then proceeds to eat and drink a large meal at a restaurant
keeping up this'COntinuous conversation for ten minutes.
A discussion of place settings, how to signal the waiter,

tipping, etc., should preceed this exercise.

Recommendations: It is recommended that the classgs first discuss

phrases and vocabulary typical to restaurants. This is a good

place to introducé such realia items as restaurant placemats
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and menus. This game can be played in other localities as
well, for example: at the travel agent's. It may be done in_ 

pairs.instead of with the whole group.

lb. METAPHORS

Disucss the meaning of sevefal common American proverbs
(Don't put all your eggs in omne basket, a bird in the hand is
worth two in the bush). Then have sméll groups draw a proverb
from a papér bag and design an improvisation in which their

proverb is used as the final line.

Recommendations: This improvisatioh could easily be worked

into a larger unit on American folklore.

"11. SELL YOUR: GROUP

Divide into small groups and have each group prepare an
,advertisement or commercial to sell your group or your group's
services on television. The rest of the group will form the

televigion audience.

Recommendations: This might be a good time to discuss the

role of television in the United States and to examine
advertisements and commercials to see what messages they are

subliminally carrying.

12. LIFE STORY

Have each person write one page about an important

experience in their life. Then, divide into groups of four
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PART IY

GAMES FOR CHILDREN - AGES FIVE-EIGHT

THEATER GAMES

The use of theager games is especially important in the
classroom for children. Children tﬁrive on spontaneify and
have a natural tendency to fantasize that shoﬁld be encouraged
g?d bromoted. Children pérticularly love to be someone else,
model the adults they see around them, and be an impoftant
person. They love to think ub their 6wn games in which they
take a situation from real.life and play-act it. This play-
acting is extremely important for a_childfs growth. It allows
them to express strong emotion and as a result, become sensitive

-to the effect of emotion on other people.

The games should be mature enough to challenge a child's
'interest, yet simple enough for them to understand. A short
planning session in which simple and clear instructions are

given hélps to insure the success of the game.

1. RHYTHM GAME

‘ Everyone sits in a circle and each child is given a
color (or a number, etc.); The teacher starts the rhythm--
two claps on knees, two claps with hands and then he points
to himself and givés his color, and then points to someone |
else in the circle and names their color. Without losing

rhythm, that person must give his color at the appropriate
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time and point to another person and give their color}
Everyone claps in rhythm throughout the game.

-

- Recommendations: Bé sure to start off very slowly until the

group knows the rhythm really well. Good for practicing

colors, numbers or fruits.

- 2. PUT YOUR HANDS ON YOUR... (head, arm, leg, foot, eyes, etc.}
Everyone'stands up. One person'calls out: "Put your
hands on your head" and the last person to do it has to sit .

down. The last person left standing is the winner and gets

to call out the directions in the next game.

Recommendations: The teacher should start calling out the

directions until the children know them really well. Otherwise,
the game goes toc slowly and the children lose interest.

”Excellenf for reviewing the parts of the body.

3. SPACE EXPLORATION

Give directions for children to explore the space of
a room by calling out: "Run to a corner!" "Jump to the

window!“ "Sit down!" "Stand up slowly!", etc.

Recommendations: After the kids learn all the different

verbs, choose a different leader evefy day to give the
directions. This game can be played in a surprisingly small
amount'of,spacé. Good for practicing the command form and
adverbs and can be adapted for use with the present progressive

tense.
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4. DEAF AND DUMB SPELLING

Divide the class up into two teams and have them line up

~on opposite sides of the room. The teacher needs to have a .

list of words that the children have studied. The game follows

traditional_spelling bee rules. Give the first player a word.
If he spells it correctly, a new word goes to the first playér
on the opposite,team. If he misspells it,‘he sits down. The
' variation to this game is that'instéad.of vowels; the player'
makes one of thé following motions: ”

A - raises his hand

E - raisés his fobt

I ~ points to an eye

0 - points to his open mouth

U - points to the teacher
For example: if the word to be gpelled is table; the player
does the following: says T, raises his hand, says B, says L,

‘raises his foot.

Recommendations: This game must be played rapidly and players

should be spelled down fast. Children must have prior

'knéwledge of the letters of the alphabet. Good for developing

spelling skills.

5. ROBOT

Choose one child to be the robot. The teacher or another
child winds him up saying: "one, two, a robot are you!" After
that his classmates 'give him instructions such as: "Robot

walk!"™ "Robot draw a flower!"™ and after he has performed
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these actions, the‘pupil stops him by‘sayingz "Stop Robot ! "
Competition can be.added to the gaﬁe by giving the'rbbot a
point for each task .he completes. When it is time for the -
game to end, the class releases the robot by saying: "Oner

two, three, four, you aren't a robot anymore."”

Recommendations: This game can be introduced early after the

- presentation of only a few verbs. This gives the students

the opportunity to begin using them creatively right away.
Good for practicing the command form of verbs, directions

and prepositions.

6. BIG/LITTLE

Have each child find a space big enough to contain him

with arms and legs outstretched. Tell each child to make

himself as big as possible. Face big, mouth big, hands‘big,

.toes big, etc. Next, ask him to be very small. Demonstrate

by'curling up in a heap with youf.arms wrapped tightly around
your body. Then tell him to make himself big again and then
small, inhale on big, try to blow himself way up and then
‘éhfink down on little by exhaling. ©Next, tell him to change
as rapidly as he éan from big to 1little, inhaling and

exhaiing.

Recommendations: This game can be used to demonstrate and

reinforce the adjectives big and little and to give each

‘child a sense of his physical self in.space. Verbal encourage-

ment should be given throughout. For example: "Try to touch

the four corners of the room."
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7. OPEN/CLOSE

AN A SR AR AT NOT e 2

First have the children close their hands into fists
"and then open them wide. Next close them one finger at a time
and open them one finger at a time. Finally, open all ten

fingers in a line from one side to the other 1iké a peacock’'s

PR LIR AR FES IR SARCRF S AL S TA A% o Er L LN

~tail. Next, open and close these ten fingers as rapidly

ORI

and smoothly as pgssible.

Recommendations: Good for practicing the command form of

verbs.

i

‘8. ROLE PLAYS i
Divide the class into pairs. Give each pair a problem:
to solve and then act out in front of the group.

A. You and your best friend have had a serious quarrel

and are not speaking to each other. Now he is having

a birthday party and has invited all the other children
in youf class except you. You really want to go to

the party. You have decided to call him on the tele-
phone about a school assignment and fry to get him

to invite you to the party.

B. As"a punishmeﬁt, your.parents have suspended your
television watching for one week. You have just
‘discoﬁered that there is a special on tonight ;bout
Indians that you really want to see. You plgn to
go to your father and try to peréuade hiﬁ to let you

see the show.
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C. The stolen bicycle role play. - (See page 31,

letter A in Part I.)

9. TIMPROVISATIONS

Simple improvisations can be constructed around a number

of typical fantasy situations that children indulge in on a
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day to day basis. Some suggestions for improvisations are:

Sd

CEX

A. At a restaurant = chiidren cén be cooks, waiters
and customeré.

B._On'a bué trip - children can be the driver, ticket
.takers, and passengers. |

C. At the store - children can be the shop.manéger,
assistants, cashiers and customers. -

D. House - children can be fathers, mothefs, children

and grandparents.
E. At the doctor's office - children can be doctors,

nurses, sick people and receptionists.

Recommendations: You can make signs and props to make these

situations more realistic.
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SINGING GAMES

1. WHERE IS THUMBKIN? (to be sung to the tune of Frere Jacques)

Lyrics: Where is Thumbkin? Where is Thumbkin?
| Here I am. Here I am.
How' are yoﬁ today? Very well, Thank you.
Run'away._ Run_aﬁay.
Repeat using pointer, middlé finger, ring finger and.pinkie.

Directions: Line 1 is sung with:both hands_behind your back.

'buring line 2, you take your hands out from behind your back
one at a time with your hands in fists and your thumbs up.
During line 3, you bend your thumbs at the joints,. one at
altime tQ.indicate talking to each other. puring line 4,
put your hands back behind your back one at a time. Repeat for

verse two with vour index finger extended.

Recommendations: You may substitute, "See you tomorrow" for
fRun away," if you préfer. This song can be effectively

s

worked into a dialogue between two people meeting on the

street.

2. THE FARMER IN THE DELL

Lyrics: The farmer in the dell
The farmer in the dell
Hi ho the defry—o-
The farmer in the dell
II. The farmer takes a wife (repeat as above)

'III. The wife takes a child

~IV. The child takes'a dog

V. The dog takes a cat
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VI. The cat takes a rat
VII. The rat takes the cheese

Directions: The children all jdin hands and skip in a circle

arouna one person in the center who is the farmer. During
verse 2, the farmer cpooses a second person to come out of

the circle fo be his wife.- The wifeithen chooses a child, thé
child a dog, etc. By the end, fhere Will be seven people in

the center.

ﬁecommendafions: Pictures of people and animals can be used
initially to cue the new verses until they are learned by

heart. Good for practicing the names of animals.
o _

i
'

3. I'M A LITTLE TEAPQT

Lyrics: I'm a little teapot.éhort and stout
Here is my handle, here is my spout
When I get all stéamed‘up,‘I just shout
'Tip me over and pour me out.

Directions: Everyone stands up. During line 1, they show that

they are short and stout by describing their shape with their
hands. During line 2, they make a handle by putting one hand
on their waist, and a spout on the other side by extending
their arms,lpalms up. During the last line, evéryone leans

toward their spout side as if they were being poured.

4, HOKEY POKEY

Lyrics: Put your right foot in, put your right foot out
Put your ;ight foot .in and. you shake it all about
You do the hokey pokey'and you turn yourself around
That's what its all about
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Continue with left foot, right arm, left arm, right erow,

left elbow, head, and whole self.

Directions: Everybody forms a circle and follows the
directions outlined in the song; After the final line, everyone

claps once before starting the next verse.

Recommendations: Useful in practicing the parts of the body

and right vs. left.

5. TEN LITTLE INDIANS

Lyrics: One little, two little, three little Indians,
| Four little, five little, six little Indians,
Sevén little, eight littlé,nine little-Indians,
Ten little Indian boys.

Directions: Divide the class up into nine units and assign

them numbers one to nine. As each little Indian is called out
in the song, the children stand up and sit down quickly.

- On the last line, everyone jumps up.

Recommendations: Useful for teaching and reinforcing numbers.
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ANNOTATED BIBLIOGRAPHY OF RESOURCES

-

DeMille, Richard. Put Your Mother On The Ceiling. New
York: Walker and Co., 1955.

A book of thirty guided fantasies to use with
children ages 6-13. It could be adapted for foreign
language use. ' :

Draus-Srebic, Eva. "Classroom Games in the Compulsory

School," ENGLISH LANGUAGE TEACHING JOURNAL, v.31, #1,
October 1976, pp. 19-23.

Several ideas for games, play acting and role-play
_for use with elementary school children. -

Lindsay, P. "The Use of Drama in TEFL," ENGLISH LANGUAGE
TEACHING JOURNAL, v.29, #1, October 1974, pp. 55-59.

Talks about drama as communication of total expression.
A good introduction to mime, role-playing and
improvisation.

McSweeny, Maxine. Creative Children's Theater for Home,
School, Church, and Playground. (8. Brunswick: A.S.
- Barnes & Co., 1974). :

This book divides children's drama intec three basic
categories, imitative play, creative drama and theater.
It also includes nine short plays for children and
general directions for the staging and rehearsal of
plays. :

Miller, Victor B., and Wolf, Mary H. Theater's Different
Demands: An Approach to the Classroom Teaching of Plays.
(This booklet was developed in a Title III program
(ESEA) and administered by the Connecticut State Depart-
ment of Education and the Amerlcan ‘Shakespeare Festival
Theater.) .

This book outlines a drama workshop in 10 periods for
actors with no experience. The book contains numerous
games and improvisations as well as objectlves for each
session and discussion guestions.

Project Adventure, Adventure Curriculum: Phyéical Education
- (Hamilton, Mass: Project Adventure, 1974)
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This manual contains many of the initiative games that.
Karl Rohnke developed for the Outward Bound schools

and later for an alternative 10th grade physical
education course. It discusses their use and appli-
cation. It describes as well the building and use of a
‘Ropes Course. It-costs $4.00 and can be ordered
directly from Project Adventure._

7. Rees, A.L.W. "Games and Question Practice," ENGLISH
: LANGUAGE TEACHING JOURNAL, v.29, #2, January, 1975,
‘pp. 135-143. :

Twelve games to stimulate learners to form gquestions.

8. Spolin, Viola. ‘Improvisations for the Theater. (Evanston,
' Tllinois: Northwestern University Press, 1963.)

An excellent handbook o0f teaching techniques and
improvisations for use in workshops and classes.
Contains the theory and foundation behind theater
. games, over 300 actual exercises sequenced for use
and a special section on theater for children.
\ _

9. Spolin, viola. Theater Games File. (St Louis: Cemrel,
1975.)

: : A box containing cards with exercises and improvisa-
s tions. Each card has directions for side-coaching
; ' and discussions. They are sequenced for use.

10. wWalker, T.A. "Language Through Drama" ENGLISH LANGUAGE
TEACHING JOURNAL, v.31, #2, January 1977, pp. 141-145.

This article explores the use of improvisational .
drama as a medium for language teaching. These
plays were tape recorded and used as a script for
written exercises in idiom and usage.

11. Way, Brian. Development Through Drama. (New Jersey:
Humanities Press, 1967.

This book covers all aspects of drama for school use

at all age levels. It explores a number of exercises:
using imagination, sound and movement, characterization
and improvisation to promote sen51t1v1ty of self and
group.
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