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Emotional Echoes

Short Description

Participants explore expressing different emotions
using only sounds and gestures

Objectives

Encourage emotional expression, build confidence,
and develop non-verbal communication skills

Estimated Time

30 minutes

Preparation

Prepare a list of emotions (happy, sad, excited,
angry, etc.) and ensure a comfortable space for
movement

Materials/Equipment
needed

* A list of emotions written on large cards or
printed sheets (e.g., happy, sad, excited,
scared, angry, surprised, confused, nervous)

* A soft ball or small object (for passing to
indicate whose turnitis)

- Background music (optional) to create a
comfortableand engaging mood

Implementation

Warm-up exercises (5-10 minutes):

Before jumping into the main activity, start with warm-
ups to relax participants and get them comfortable
expressing emotions:

1. Facial expression mirror: Have participants
stand in pairs and mimic each other's
exaggerated facial expressions

2. Sound and movement chain: One person
makes a sound and gesture (e.g., a deep sigh
and slumped shoulders), and the next person
repeats and adds their own twist

3. Emotion walk: Participants walk around the
room, changing their movement style based on
emotions called out (e.g., “walk like you’re
extremely happy” or “walk as if you are
carrying a heavy sadness”)

A. Introduction (5 minutes):

1. Explain the rules:
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o Participants will express emotions using

only sounds and body language—no
words!

o They can use volume, pitch, movement,

posture, facial expressions, and
gestures

o Encourage participants to exaggerate
expressions for clarity
There are no right or wrong

interpretations—every expression is
valid

2. Demonstration:

o The facilitator demonstrates an emotion
(e.g., showing "joy" by clapping hands,
smiling widely, and making a cheerful
"Woo-hoo!" sound)

o Ask the group: “What emotion do you
think this is?”
Show another emotion (e.g., trembling

with wide eyes and gasping for “fear”)
and again ask for their interpretation

B. Step 1: Individual expression (10 minutes)
1. Round 1 - Facilitator leads:

o The facilitator calls outan emotion (e.g.,
“‘excitement”)

o All participants express excitement at

the same time using only sounds and
gestures

o Hold the expression for 5-10 seconds
before stopping and discussing what
participants noticed

2. Round 2 - Random participant leads:
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o One participant at a time steps into the

centre and expresses an emotion using
gestures and vocal sounds

o The group guesses the emotion

o The facilitator asks follow-up questions:

* “What made you recognize that
emotion?”
“‘How would you express this
emotion differently?”

C. Step 2: Group echo (10 minutes)
1. Pair participants up:

o One person performs an emotion. Their
partner must “echo” them by copying
the expression as closely as possible

o After 30seconds, they switch roles

2. Group echo:

o The facilitator calls out an emotion, and
one participant begins expressing it

o One by one, others “catch” the emotion
and amplify it, making it bigger and
louder until the whole group is engaged

D. Step 3: Emotion transformation (5 minutes)
1. Transition challenge:

o The facilitator starts with one emotion
(e.g., joy) and gradually shifts it into
another (e.g., sadness)

o Participants must smoothly transition

their expressions, adjusting body
languageand sounds accordingly

2. Final reflection:

o Ask participants:
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*  “Which emotion felt the easiest to
express? The hardest?”

= “Did the sounds help you feel the
emotion more?”

. ‘How did it feel to do this activity
with others?”

3. Closing reflection and cool down (5 minutes)

To help participants relax after the emotional intensity
of the activity:

1. Deep breathing exercise — Guide participants
through slow inhales and exhales to reset

2. Shake-off exercise — Have everyone shake
their arms and legs to physically release any
tension

3. Final group discussion: — “How can we use
non-verbal expressions in real life to
communicate better?”

Potential variations and adaptations

- For participants with speech or hearing
difficulties:

o Focuson body language, facial
expressions, and movement rather than
vocalization

o Use sign language elements or

encourage participants to draw their
emotions

For participants with limited mobility:

o Use facial expressions and upper body
movements instead of full-body
gestures

o Encourage using different textures or

objects (e.g., a soft cloth for “calm,” a
crinkled paper for “nervous”)
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. Themed emotional echoes:

o Actoutemotions in different scenarios
(e.g., “Excitement at asurprise party,”
“Fear while walking through a haunted
house”)

Potential Challenges

Participants may feel shy; encourage a safe and
open environment

Use warm-up exercises like exaggerated facial

Useful Tips expressions to build confidence
- Primary source: Johnstone, K. (1981). Impro:
Improvisation and the Theatre. Methuen
Drama
Sources Additional source: Spolin, V. (1999). Theater

Games for the Classroom: A Teacher’s
Handbook. Northwestern University Press

Mirroring Movements

Short Description

A non-verbal communication exercise where partners
mirror each other's movements

Objectives

Enhance focus, observation, and teamwork

Estimated Time

30 minutes

Preparation

Pairupparticipants and ensure there is enough
space

Materials/Equipment
needed

« Music-Soft, instrumental music can hel pset
arhythm for movement Mirroring Frames — If
available, participants

can use a large mirror for an initial exercise
Emotion Cards — To help inspire different
movements (e.g., “move like you’re happy,
sad, tired”

Implementation

Warm-up exercises (5-10 minutes):
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Since mirroring requires body awareness and
concentration, start with warm-ups:

1. Follow the leader walk: Have participants
follow the facilitator's movements around the
room to get comfortable with imitation

2. Facial expression mirroring: In pairs, one
person makes exaggerated facial expressions
while the other copies them

3. Slow motion hand dance: Pairs sit opposite
each other and move one hand in slow motion
while their partner mirrors them

A. Introduction (5 minutes):
1. Explain the concept:

o One partner moves slowly and
deliberately, while the other mirrors
them as precisely as possible

o The goal is to move in perfect

synchronization—as if a mirror is
between them

o After a few minutes, switch roles so
both experience leading and following

2. Demonstration:

o The facilitator pairs with a participant
and demonstrates how to move
smoothly and at a comfortable pace

o Emphasize eye contact and

awareness of small details in
movement

B. Step 1: Basic mirroring (10 minutes)
1. Pair up participants:

o One partner starts as the leader,
making small, slow movements (e.g.,
raising an arm, tilting their head)
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o The follower mirrors every movement
as precisely as possible

o Encourage fluidity and discourage
sudden, jerky movements

2. Switch roles:

o After 2-3 minutes, have partners swap
roles

o Reflect on how it felt to lead vs. follow

3. Group discussion:

o Ask: “What was easier—Ileading or
following? Why?”

o ‘How did it feel to be completely in sync
with another person?”

C. Step 2: Advanced mirroring (10 minutes)
1. Introduce different movement qualities:

o Have the leader experiment with
movements that are smooth,sharp,
flowing,or stop-start

o Encourage partners to maintain eye
contact to stay connected

2. Add emotion and storytelling elements:

o Instead of random movements, have
participants express emotions through
motion

o Examples: “Move as if you're waking up

from a dream”or “Move as if you're
searching forsomething important”

3. Free-form mirroring:

o Remove the concept of “leader” and let
both partners improvise together,
moving in harmony without deciding
who follows whom
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D. Step 3: Group mirroring (5 minutes)

1. Small group challenge:

o Eachpair joins another pair, forming
groups of 4

o One person begins a movement, and
the rest of the group mirrors
Every 30 seconds, switch the leader

2. Entire group synchronization:

o The facilitator leads the whole group in
simple, fluid motions (e.g., reaching up,
swaying side to side)

o Once everyone is synchronized, invite a
volunteer to take over leading

3. Closing reflection and cool down (5 minutes)

After an engaging activity, help participants relax and
reflect:

1. Shake-off exercise — Have everyone shake
their arms and legs to release any tension

2. Guided breathing — Inhale slowly, raise arms
up, exhale and let them fall

3. Final group discussion:

o “What did you learn about movement
today?”

o “Did you feel more connected to your
partner as the exercise progressed?”

o “How can mirroring improve our
everyday communication?”

Potential variations and adaptations
- For participants with limited mobility:

o Use only hand or facial movements
instead of full-body mirroring
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o Have seated participants mirror
gestures or eye movements

. For participants with visual impairments:

o Introduce mirroring using touch
instead of sight, where one person’s
hand gently guides the other’s

o Use verbal mirroring—one participant

describes their movement while the
other follows based onsound cues

. For a competitive element:

o Play a game where the facilitator tries to
spot who is leading and who is
following—it should be seamless!

Potential Challenges

Coordination issues; encourage patience and gradual
movement progression

Start with small movements and gradually expand to

Useful Tips full-body gestures
« Primary source: Spolin, V. (1963).
Improvisation for the Theater. North
western University Press
Sources Additional source: Boal, A. (2002). Games

for Actors and Non-Actors. Routledge

Story Cubes

Short Description

Using tactile objects or pictures to create a collective
story

Objectives

Enhance creativity, storytelling skills, and teamwork

Estimated Time

40 minutes

Preparation

Prepare cubes with images or tactile symbols
representing different story elements
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Materials/Equipment
needed

« Story Cubes: Small dice or blocks with
different images on each side (e.g., animals,
objects, weather, emotions). If unavailable, use:
Picture Cards: Printed images representing
various elements (e.g., a lighthouse, a treasure
chest, a dragon) Small Objects: Tactile items
like a toy car, a seashell, or a key Paper and

- Markers (Optional): For participants who prefer
drawing or writing their stories

Implementation

Warm-up exercises (5-10 minutes):
Before beginning the storytelling activity, introduce
warm-ups to encourage creativity:

1. One-word story:

o Participants take turns saying one word
at a time to build a short, silly story
together

2. What’s the story?

o Showa randompicture(e.g.,aclock)
andask, "What could this object tell
us?"

3. Sound and gesture starter:

o The facilitator makes a sound (e.g.,
"BOOM!) or an action (e.g., miming
sneaking) and asks,"What’s
happening?"

2. Main activity (30-40 minutes)
A. Introduction (5 minutes):
1. Explain the rules:

o Participantswill create a story together,
using cubes,cards, or objects as
prompts

o Each person will take turns adding to

the story based on their drawn
image/object
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o The story should have a beginning,

middle, and end—but can be as silly or
imaginativeas they like!

2. Demonstration:

o The facilitator rolls three cubes (or
picks three objects) and starts a short
story:

* Example: "Once upon a time, a
cat (cube 1) found a golden key
(cube 2) in the middle of a storm
(cube 3)... what happened next?"

o Ask the group, “What could happen
next?” before proceeding

B. Step 1: Individual turns (15 minutes)

1. Pass the story cube (or object):

o The first participant rolls a cube (or picks
a random object)

o They must add one or two sentences
to the ongoing story, incorporating the
item

o Example: If they roll an image of a
bridge, they might say,

= “Thecat had to cross a rickety
bridge, but underneath it was a
hungry crocodile!”

2. Continue aroundthecircle:

o Each participant builds on the story,
adding an unexpected twist or a new
challenge

o Encourage expressive storytelling—

participants can use gestures, sound
effects, or dramatic voices

3. Encourage group interaction:
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o Allow side comments (e.g., “Ooooh!

What will the cat do now?”) to keep
energy high

o If someone struggles, let the group
brainstorm ideas together

C. Step 2: Adding complexity (10 minutes)
1. Introduce a new rule:
o Halfway through,change the challenge:

* Emotion mode: The next
storyteller must tell their part in a
specific emotion (e.g., nervous,
excited)

Mystery object: A participant
chooses two objects and must
connect them in the story

* Genre change: Suddenly, the
storymust become a horror,
sci-fi, or comedy

2. Encourage theatrical storytelling:

o Participants can act out their sentences
instead of just speaking them

D. Step 3: Conclusion (5 minutes)
1. Wrap up the story together:

o Once all participants have contributed,
ask, "How should this end?"

o Let the last participant resolve the
conflict or give a cliffhanger ending

2. Celebrate the story:

o The facilitator recaps the full story for
the group inananimated way

o Ask, "What was your favourite part?"
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3. Closing reflection and cool down (5 minutes)
1. Discussion questions:

o “Did you expectthe story to go this
way?”

o ‘How did the pictures or objects help

inspire your ideas?”

“‘How did it feel to create something as

a group?”

2. Expressive cool down:

o Have each participant choose one
motion or sound that represents the
best moment of the story

o The group repeats the motions
together, mimicking key moments

Potential variations and adaptations

« For participants with limited speech
abilities:

o Allow storytellingthrough gestures,
drawings, or sound effects instead of

words

o Use pre-written story prompts where
participants fill in missing details

For participants with visual impairments:

o Use tactile objects instead of visual
cubes (e.g.,a feather, a small toy)

o Describe objects aloud before they are
chosen

For more advanced storytelling:

o Introduce conflict cards (e.g., “Oh no!
The hero lost their way!”)
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o Set a time limit (e.g., each turn is 30
seconds)

Potential Challenges

Some may struggle with improvisation; provide
guiding questions if needed

Encourage teamwork and laughter; allow participants

Useful Tips to build off each other's ideas
Primary source: McKee, R. (1997). Story:
Substance, Structure, Style and the Principles
of Screenwriting. HarperCollins

Sources

Additional source: Zipes, J. (2012). The
Irresistible Fairy Tale: The Cultural and Social
History of a Genre. Princeton University Press

Sensory Journey

Short Description

Participants experience a scene through touch, smell,
and sound instead of sight

Objectives

Engagemultiplesenses for immersive storytelling
and build empathy

Estimated Time

30 minutes

Preparation

Prepare sensory objects related to a chosen theme
(e.g., forest, beach, city)

Materials/Equipment
needed

* Textured fabrics (e.g., sandpaper, silk, cotton, fur)

- Scented objects (e.g., coffee beans, flowers,

orange peels, lavender sachets)

. Sound effects (e.g., recorded ocean waves,
rustling leaves, city noises)

. Small objects related to the story (e.g., seashells

for an ocean scene, pebbles for a forest path)
* Blindfolds (optional) for a heighthened sensory

experience

Implementation

Warm-up exercises (5-10 minutes):

Before the main activity, warm-up the senses:
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1. Name that sound: Play various sounds (e.g.,
a heartbeat, footsteps, rain) and ask
participants to guess what they are

2. Touch and describe: Pass around different
textures and have participants describe them
using imaginative words

3. Scent associations: Present a scent (e.g.,
cinnamon) and ask participants what
memories or images it brings to mind

2. Main activity (30-40 minutes)
A. Introduction (5 minutes):
1. Explain the concept:

o Participants will experience a story
using only their senses—without
relying on sight

o They should focus on touch, smell,
and sound to imagine the setting and
events

2. Set the scene:

o Introducethe theme (e.g., a mystical
forest, a bustling city, an underwater
adventure)

o Briefly describe what they might

experience but keep it open-ended so
their imagination can take over

B. Step 1: Entering the sensory world (10-15
minutes)

1. Blindfold participants (optional):

o If using blindfolds, ensure they are
comfortable and adjustable

o If not, simply ask participants to close
their eyes and focus on theirsenses
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2. Engage the senses one by one:

o Sound: Play ambient noise related to
the setting (e.g., jungle sounds, wind
howling, distant city chatter)

o Touch: Pass around objectsrelated to

the scene (e.g., a damp clothfor a
rainforest, a warm rock for a desert)

o Smell: Introduce different scents, letting
participants take deep breaths to
absorb them

3. Encourage participants to imagine:

o Ask guiding questions to deepen their

experience:
=  “What do you think is happening
around you?”

“What kind of place do you feel
you’re in?”

“What emotions does this setting
create?”

C. Step 2: Interactive storytelling (15 minutes)
1. Narrate the journey:

o The facilitator leads participants through
a story where they "experience" the
environment

o Example (Forest Theme):

* “You hear the distant chirping of
birds... the air smells fresh and
earthy... as you step forward,
your hands brush against the
rough bark of a tree...”

2. Encourage participation:

o Participants respond with movement
(e.g., reaching out as if touching a tree,
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stepping forward as if walking through a
field)

o |f comfortable, some can vocalize their

feelings (e.g., “It feels like I'm walking
through thick fog!”)

D. Step 3: Returning to reality (5 minutes)
1. Gently transition participants back:

o Lower the sound effects and introduce a
grounding exercise:

* “Take a deep breath and slowly
return to the present...”

= “Wiggle your fingers and toes,
feeling the ground beneath you”

2. Remove blindfolds (if used):

o Allow participants to adjust slowly
before opening their eyes

3. Final discussion:

o “What images did you see in your
mind?”

o “Which sense was strongest for you?”

o “Did the experience bring back any
memories?”

3. Closing reflection and cool down (5 minutes)
1. Gratitude circle:

o Each participant shares one word
describing how they feel after the
experience

2. Stretch and relax:

o Encourage participants to shake off
any tensionand take a few deep
breaths
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Potential variations and adaptations
- For participants with sensory sensitivities:

o Allow participants to opt out of specific
sensory elements (e.g., scents, certain
textures)

o Offer verbal descriptions instead of
physical sensations if needed

For participants with hearing impairments:

o Use tactile storytelling, focusing on
touch and smell rather than sound

o Provide written descriptions for
reference

For an active version:

o Instead of sitting,create a walking
sensory journey, where participants
move through different "zones" with new
textures, sounds, and scents at each
station

Potential Challenges

Some may feel uncomfortable being blindfolded;
allow adjustments or alternatives

Use soft background music to enhance immersion

Useful Tips
Primary source: Machon, J. (2013).
ImmersiveTheatres: Intimacy and Immediacy
in Contemporary Performance . Palgrave
ST Macmillan

Additional source: Brook, P. (1996). The
Empty Space .Touchstone
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Proverb Play

Participants enact proverbs using different emotions
and perspectives, fostering creativity and cultural
awareness

Short Description

- Enhance improvisational acting skills

Encourage participants to explore multiple

L interpretations of familiar sayings
Objectives

. Foster inclusivity by allowing all participants to
contribute through different expressive forms

30 - 45 minutes
Estimated Time

. Research proverbs from different cultures,

including Italy and Cyprus

Preparation _ _ .
. Prepare a list of proverbs and their meanings

* Printed or written proverbs on index cards or
slips of paper

* Optional props (e.g., hats, scarves, small
objects) to help with improvisation

*  Whiteboard or flip chart (to write down
proverbs for group discussion)

Materials/Equipment
needed

Warm-up exercises (5-10 minutes):
To ease participants into improvisation and physical
expression, start with:

1. Expression freeze:

o The facilitatorcalls out an emotion (e.g.,
excitement, fear, confusion)

Implementation o Participants freeze in a pose that

represents that emotion
2. One-word story:

o The group tells a story one word at a
time, building on each other’s
contributions
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3. Silent charades:

o Participants act out a short phrase (e.g.,
"a windy day") without speaking

o Others must guess what is being acted
out

2. Main activity (30-40 minutes)
A. Introduction (5 minutes) 1.

Explain the concept:

o Participants will actout proverbs
using only gestures and movement
no words allowed!

The audience will guess the proverb
after each performance

o Encourage creativity—there is no
single “correct” way to portray a proverb

2. Demonstration:

o Thefacilitator enacts a proverb (e.g.,
“Actions speak louder than words”)
using exaggerated movements

o Ask: “Whatdo you think this

means?”’“How else could we show
it?”

B. Step 1: Small group improvisation (15 minutes)

1. Divide participants into small groups (3-5
people per group).

2. Each group selects or receives a random
proverb.

o Ifusing a choice-based approach,
groups pick a proverb that resonates
with them

o Ifusing a random approach, each
group draws a proverb card
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3. Groups brainstorm their interpretation (5
minutes).

o Discuss the literal and figurative
meaning of the proverb

o Decide on a simple scene that conveys

the meaning through movement and
without words

o Assign roles (e.g., protagonist,
antagonist, background characters)

C. Step 2: Performing the proverbs (15 minutes)
1. Groups present their scenes one by one.

o Performancesshould be no longer
than 1-2 minutes

o The audience observes carefully

2. Audience participation — guess the
Proverb!

o After each performance, the audience
guesses the proverb

o If noone gets it, the group can give

small hints or perform it again with
exaggerated gestures

3. Facilitator guides reflection.

o Ask the audience:

* “What made this performance
effective?”

= “Did you interpret the proverb
differently?”

o Encourage alternative ways to act out
the same proverb

D. Step 3: Experimenting with different emotions
and perspectives (10 minutes)
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1. Emotion-based retelling:

o The facilitator challenges a group to
redo their scene, but with a specific
emotion (e.g., perform “Look before you
leap” as if it's a comedy, horror, or
tragedy)

o This helps participantssee how tone
affect storytelling and interpretation

2. Switching perspectives:

o Groups swap roles and perform
another group’s proverb but with a
different approach

o Example: A previousgroup performed

"Too many cooks spoil the broth"” asa
serious drama—thenew group must
now perform it as a slapstick comedy

3. Closing reflection and cool down (5 minutes)
1. Discussion questions:

o “Which proverbs were easiest to
express? Which were hardest?”

o "Did acting out the proverb change how
you understood its meaning?”

o “Can we relate these proverbs to real-
life situations?”

2. Final group exercise:

o Each participant chooses a new
proverb or saying from their own
culture and shares how they would act
it out

o [ftime allows, they perform quick

improvised versions in pairs or small
groups

Potential variations and adaptations
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For participants with limited mobility:

o Focus on facial expressions and
upper-body gestures instead of full-

body movement
Use props (e.g., handkerchiefs, paper
signs) to convey meaning

For participants who are non-verbal or
have speech difficulties:

o Allowuse of drawings, gestures, or

written prompts instead of spoken
dialogue

o Include sound effects or recorded
music to enhanceperformances
For advanced groups:

o Combine two proverbs into one scene
to create a more complex challenge

o Encourage mash-ups—e.g., "Actions
speak louder than words " meets"A bird
in the hand is worth two in the bush”

Potential Challenges

Participants may be unfamiliar with some
proverbs; provide brief explanations when
needed

Some may struggle with improvisation; allow
brainstorming time before performing

Useful Tips

Encourage participants to think outside the box
and use exaggerated expressions

Use music or lighting effects to enhance
performances

Facilitate a reflection on how different

emotions changed the perception of each
proverb

Sources

Research on cultural proverbs in theatre. Studies on

improvisational techniques in inclusive drama.
Primary source: Zipes, J. (1995). Creative
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Storytelling: Building Community, Changing Lives.
Routledge
Additional source: Campbell, J. (2008). The Hero

with a Thousand Faces .New World Library

Shape the Scene

Short Description

Participants form a frozen tableau to represent key
moments of a story, emphasizing physical expression
and storytelling

Objectives

- Develop non-verbal storytelling skills

Encourage teamwork and creative
interpretation of narrative moments
. Promote accessibility by allowing all

participants to contribute through physical
positioning

Estimated Time

30 - 40 minutes

Preparation

. Select or create a few short narratives for
inspiration

. Ensure a safe space for movement

Materials/Equipment
needed

- Story prompts (printed or written on index
cards).

* Simple props (e.g., scarves, hats, or small
objects to enhance the scene).

« Whiteboard or flipchart (to list key
discussion points)

Implementation

Warm-up exercises (5-10 minutes):

Since is key in this physical expression
activity, start with body-based warm-ups:

1. Freeze and react:
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o The facilitator calls out situations (e.g.,
"You just won the lottery!" or "You're
trapped in a storm!")

o Participants quickly freeze in a pose
that matches the scenario.

2. Pass the pose:

o One person strikes a pose, and the
next person modifies it slightly,
continuing around the group

o This builds comfort in expressing
through movement

3. Levels and shapes:
o The facilitatorcalls out three levels:
* Low (lyinglsitting)
* Middle (kneeling/bending)
* High (standinglreaching)

o Participants create poses using different
levels to explore how height and body
positioning affect storytelling

2. Main activity (30-40 minutes)
A. Introduction (5 minutes)
1. Explain the concept:

o Participants will create a frozen picture
(tableau) to represent a key moment
in a story or situation

o They must use only body language
and positioning—no talking!

2. Demonstration:

o The facilitator picks a simple scenario
(e.g., “A family sitting down for dinner”)

o Volunteers create a tableau

o The group discusses what they see:
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2 Each group receives a story prompt

3. Groups brainstorm and rehearse their

" “Who looks like the parent?”

" “What emotion does each person
seem to be feeling?”

B. Step 1: small group tableaux (15
minutes)

1. Divide participants into small groups (3-5
people per group)

o If using a groups choice-based approach
pick a prompt that interests them

o Ifusinga random approach ,each
group draws a prompt card

tableau

o Discuss the scene: “Who are the
characters?” “What is happening?”

o Decide who takes which position and
how emotions should be conveyed

o Experiment with levels and spacing to
make the image dynamic

C. Step 2: Presenting and analyzing the
tableaux (15 minutes)

1. Groups present their tableaux one by one.

o They freeze in position when the
facilitator says “Shape the Scene!”

o The audience analyzes the scene

without asking the group what it
represents

2. Facilitated discussion:

o The facilitator asksthe audience:
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*  “What do you see happening
here?”

*  “Who do you think these
characters are?”

. “‘What emotions are being
expressed?”

o Encourage different interpretations
before revealing the intended meaning

3. Variation — adding depth:

o The facilitator taps afrozen participant
on the shoulder; that person can say
one sentence as their character

o Example: If the tableau represents a

shipwreck, a tapped participant might
say, “We have to find land before
nightfall!”

D. Step 3: transforming the scene (10
minutes)

1. Emotion shift challenge:

o Groups recreate their tableau, but the
facilitator calls out an emotion change
(e.g., “Now show this scene as a
comedy instead of a tragedy!”)

o Participants adjust their body

language while keeping the same
positions

2. What happens next?

o The audience moment after the
tableau imagines the next

o One person from the group steps

forward to move the scene forward,
and others react naturally
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1.

2. Cool down exercise:

3. Closing reflection and cool down (5
minutes)

Discussion questions:

o “What made some tableaux easier to
interpret than others?”

o “How did body positioning and facial
expressions affect storytelling?”
“How did it feel to communicate without
words?”

o Participants shake off tension by
movingfreelyand stretching

o Final reflection: Each person strikes

one final pose representing how they
feel about today’s activity

Potential variations and adaptations
For participants with limited mobility:

o Focus on seated tableaux using hand
gestures and facial expressions

Use props to enhance expression

For participants who are non-verbal or
have speech difficulties:

o Instead of speaking,allow participants
to write their character’s thought on a

paper
For advanced storytelling:

o Have groups animate theirtableaux by
creatinga slow-motion transition into
a new shape

STAGE
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Potential Challenges

Some participants may feel unsure about

posing; encourage teamwork and provide
examples
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. Abstract scenes may be difficult to interpret;
guide participants to add clear focal points

. Encourage the use of levels and spacing to
create dynamic images

Allow groups to add simple gestures or facial
expressions while staying frozen

Useful Tips
Integrate music to enhance the mood of the
scenes
Research on tableau theatre techniques. Studies on
non-verbal communication in drama education
« Primary source: Boal, A. (2002). Games for
Actors and Non-Actors. Routledge
Sources

. Additional source: Heathcote, D. (1991).

Collected Writings on Education and Drama.
Northwestern University Press

Voice Orchestra

Short Description

Participants use vocal sounds to create an immersive
environment, exploring soundscapes and collective
creativity

Objectives

« Develop auditory awareness and creative
vocalization skills

. Encourage teamwork through coordinated
sound-making
Explore storytelling through sound rather than
words

Estimated Time

30 - 40 minutes

Preparation

. Choose a setting or scenario (e.g., jungle,
storm, city street) to guide the soundscape
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Arrange participants in a circle for better
coordination

Materials/Equipment
needed

Sound Prompt Cards (e.g., "storm," "jungle,"
"marketplace")

Conductor's Baton or Object (to guide the
orchestra)

Recording Device (optional, to play back the
soundscape)

Implementation

Warm-up exercises (5-10 minutes):

Since vocal expression is key, start with warm-
ups that encouragevocal play:

1. Breath control:

o Take deep breaths and exhale on a
long "hummmm" or "shhhhh" to practice
sustaining sound

2. Pitch exploration:

o Have participants glide their voice up
and down (like a siren) to explore
different pitchranges

3. Rhythm and beat:

o The facilitator claps or hums a simple
rhythm, and participants echo it using
their voices

2. Main activity (30-40 minutes)
A. Introduction (5 minutes)
1. Explain the concept:

o Participants will create a soundscape
using only theirvoices—no words!

o The facilitator (or a participant) will act

as the conductor, guiding volume,
speed, and layering of sounds
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o Sounds should be inspired by a theme
or environment (e.g., jungle, ocean,
haunted house)

2. Demonstration:

o The facilitator models a simple sound
(e.g., wind blowing: “whoooosh”) and
asks the group to copy it

o Next, the facilitator layers a second

sound (e.g., tree leaves rustling:
“sssshhhhh”) and has some participants
add it

B. Step 1: creating a basic soundscape (10
minutes)

1. Choose a setting or mood:

o The facilitator presents a theme (e.g., "a
thunderstorm") or lets participants vote
on one

2. Assign different sounds:

o Participants take on different sound
roles, such as:

* Wind: “whoooosh”
* Raindrops: "plip plop plip"

* Thunder: “BOOM... rumble
rumble...”
Animals (optional): “croak croak’
for frogs or “hoot hoot” for owls

3. Build the sound layer by layer:

o The conductor points atagroup of
participants to start their sound,
gradually adding others

o Encourage variations in volume and

intensity (e.g., storm growing louder,
then fading)
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4. Full group soundscape:

o Once all sounds arelayered, the
facilitator signals changes:

* Increaseldecrease volume
= Speed up or slow down

= Stop one sound and start
another

C. Step 2: interactive storytelling with
sound (15 minutes)

1. Divide participants into small groups (3-5

people per group).
2 Each group creates a mini sound scene.

o Groups choose a short scene (e.g.,a
forest at night, a spaceship taking off,a
busy marketplace)

o They select appropriate vocal sounds
to build the setting

3. Performance and interpretation:

o Each group performs their soundscape
while the rest of the group guesses
what scene they are creating

o The audience describes what they
visualized based on the sounds

D. Step 3: conducting the voice orchestra
(10 minutes)

1. Participant conductor challenge:

o A participant takes on the roleof
conductor and guides the group’s
soundscape using:

* Hand signals for volume (e.g.,
raising hands = louder, lowering
hands = softer)
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* Gestures to add or remove
sounds

2. Experimenting with emotions and genres:

o The facilitator introduces a new
challenge, such as:

= Turn the same soundscape into
a suspenseful scene

- Transform a peaceful forest into

a chaotic one (e.g., sudden
storm, animals fighting)

3. Closing reflection and cool down (5
minutes)

1. Discussion questions:

o “Which sounds were the most effective
in setting the scene?”

o "“How did it feel to create something
using only your voice?”
o “Did the conductor’s cues help? How?”

2. Cool down exercise:

o Participants take deep breaths and
exhale on a soft hum

o Stretch and shake off any tension

Potential variations and adaptations

For participants with speech or hearing
impairments:

o Use body percussion (e.g., clapping,
tapping, stomping) insteadof voice
sounds

o Create a silent version where
participants express sound through
movement or facial expressions
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For participants with limited vocal range:

o Encourage useof non-vocal sounds
(e.g., finger snaps, rubbing hands)

o Provide pre-recorded sounds to mix
with live voices

For a competitive version:

o Split participants intotwo teams. One
team performs a soundscape, and the
other must guess the environment

Potential Challenges

Some participants may feel self-conscious

making sounds; encourage a relaxed and
playful environment

Timing and coordination may be challenging;
use a conductor (facilitator) to guide the
process

Useful Tips

Start with simple sounds before building
complex layers

Encourage participants to experiment with
different vocal techniques

Record the soundscape for playback and
reflection

Sources

Research on sound-based storytelling. Theatre
exercises on vocal expression and ensemble
coordination

Primary source: Linklater, K. (2006). Freeing

the Natural Voice: Imagery and Art in the
Practice of Voice and Language . Drama
Publishers

Additional source: Rodenburg, P. (1997).

The Actor Speaks: Voice and the Performer.

Palgrave Macmillan
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Gesture Conversations

Short Description

Participants communicate using only gestures and
body language, improving their non-verbal
communication skills

Objectives

« Enhance non-verbal communication and body
awareness

. Encourage creativity in expressing ideas
without words
Promote inclusivity by removing verbal barriers
to communication

Estimated Time

30 - 40 minutes

Preparation

. Prepare a list of common conversation topics
(e.g., asking for directions, telling a joke)

. Arrange participants in pairs or small groups

Materials/Equipment
needed

. Gesture prompt cards (e.g., “Ask for
directions,” “Tell a joke,” “Convince someone
of an idea”)

- Props (optional) to enhance gestures (e.g.,
scarves, small objects)

* Mirror or video recording device (optional)
for participants to observe their gestures

Implementation

Warm-up exercises (5-10 minutes):
To help participants feel comfortable using their
bodies for communication, startwith these exercises:

1. Facial expression relay:

o Participants sit inacircle. One person
makes a facial expression (e.qg.,
surprise), and thenext person copies it
and slightly modifies it

2. Silent name introduction:

o Each participant introduces themselves
using only a gesture or movement that
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represents them. The group mirrors the
gesture back

3. Guess the gesture:

o The facilitator demonstrates a simple
action (e.g.,brushing teeth, opening an
umbrella)

o The group guesses what it is without
words—only through observation

2. Main activity (30-40 minutes)
A. Introduction (5 minutes)
1. Explain the concept:

o Participants willhave conversations
using only gestures—no talking!

o They must express emotions, ask
questions,or react using only body
language

2. Demonstration:

o The facilitator pairs with a volunteer and
acts out a short, silent conversation
(e.g., ordering food, arguing over an
imaginary object)

o Ask the group: “What did you
understand?Howdid you knowwhat
was happening?”

B. Step 1: one-on-one gesture conversations (10-
15 minutes)

1. Pair up participants.

o Each pair receives a conversation
prompt (or chooses their own scenario)

2. Have a silent conversation.

o One participant starts the
conversation using gestures
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o The second participant responds with
gestures only—no words or sounds

3. Encourage creativity and exaggeration.

o If gestures are too subtle, encourage
bigger, clearer movements

o Example scenarios:

= Asking for directions in an
unfamiliar place

= Convincing someone to give you
their seat on a crowded train
Explaining why you’re late for an
important meeting

4. Switch roles and rotate partners.

o After 2-3 minutes, switch who starts the
conversation

o Change partners to explore different
communication styles

C. Step 2: adding challenges and layers (10-15
minutes)

1. Emotion-based gesture conversations:

o Participants must repeat their scene
but with a specific emotion (e.g.,
frustration, excitement, nervousness)

o Discuss: “How did changingthe
emotionaffect how thegestures were
understood?”

2. Limited movement challenge:

o Each participant can only use their
hands or only facial expressions to
communicate

o This helps develop specific areas of
non-verbal expression

3. Speed and tempo changes:
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o Perform the same gesture conversation
in slow motion, then at high speed
Discuss: “Did changing the tempo affect

° the meaning?”

D. Step 3: group gesture conversations (10
minutes)

1. Create group scenes without words.

o Groups of 3-5 participants create a
silent skit (1-2 minutes) based on a
scenario:

. A surprise party gone wrong

. Two people fighting over the last
piece of cake

. A lost traveller asking for help in
a foreign country

2. Audience interpretation and discussion.

o After each performance, the audience
describes what they understood

o Compare different interpretations: “Did

everyone see the same story?”

3. Closing reflection and cool down (5 minutes)

1. Discussion questions:
o “What gestures were the easiest to
understand? Which were harder?”

“How did it feel to communicate without
words?”

“How can we use non-verbal
communication in everyday life?”

2. Cool down exercise:

o Participants take deep breaths and
shake out any tension
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o Each participant chooses one final
gesture to express how they feel about
the activity

Potential variations and adaptations

For participants with limited mobility:

o Focuson facial expressions and
upper-body movements rather than
full-body gestures
Use assistive technology (e.g., eye-
tracking or digital gesture apps) for
participants who have difficulty with
movement

For participants who are non-verbal or
have speech difficulties:

o Introduce sign language elements or
visual storytelling techniques
o Allow participants to drawtheir

responses as an alternative to
gestures

For a competitive version:

o Teams take turns acting out common
phrases or idioms using gestures
(e.g., "I'm all ears," "Piece of cake")

o The team that correctly guesses the
most wins!

STAGE
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Potential Challenges

Some may find it difficult to convey meaning

without words; encourage exaggerated
gestures

Misinterpretation of gestures may occur; use
this as a learning opportunity
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. Use warm-up exercises to loosen up
participants

. Incorporate music to enhance the experience

Useful Tips . Encourage participants to explore a range of
facial expressions and movements
Studies on non-verbal communication and body
language in theatre. Research on inclusive theatre
techniques
« Primary source: Berry, C. (1973). Voice and
Sources the Actor. Macmillan.

. Additional source: Lecoq, J. (2002). The

Moving Body: Teaching Creative Theatre.
Routledge

Rhythmic Expression

Short Description

Exploring rhythm through clapping, stomping, and
body percussion to enhance coordination and group
cohesion

Objectives

« Develop rhythmic awareness and coordination

Foster teamwork through synchronized
movement

. Encourage creative self-expression using body
percussion

Estimated Time

30 - 40 minutes

Preparation

- Arrange an open space for movement

« Prepare different rhythmic patterns for
demonstration

Materials/Equipment
needed

. Drums or percussion instruments (optional
for additional sound layers)
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Metronome or pre-recorded beats (to help
guide tempo if needed)

« Sound prompt cards (e.g., “rain,” “heartbeat,”
“galloping horse”) to inspire rhythms

Implementation

Warm-up exercises (5-10 minutes):

Since rhythm requires focus, coordination, and
physical engagement, start with warm-ups:

1. Body wake-up rhythm:

o Participants tap different body parts
(shoulders, chest, thighs, feet) in a
simple rhythmic pattern

o Example: Tap shoulders twice, clap
once, stomp once

2. Pass the beat:

o The facilitator claps a simple rhythm,
and the group echoes it back

o Gradually increase complexity (e.g.,
adding snaps, stomps, or pauses)

3. Heartbeat exercise:

o Have participants tap their chest in
sync with their own heartbeat build

rhythmic awareness

2. Main activity (30-40 minutes)
A. Introduction (5 minutes)
1. Explain the concept:

o Participants willcreate and share
rhythms using body percussion
(claps, stomps, snaps, taps)—no
instruments required!

o Theywillexplorehow rhythmcan
express emotions and tell a story

2. Demonstration:
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o The facilitator performs a simple
rhythm using claps and stomps
Ask: “What does this rhythm feel like?
© Happy? Angry? Playful?”

B. Step 1: individual and pair rhythms (10
minutes)

1. Start with a simple personal rhythm:

o Each participant creates a short
rhythmic pattern (e.g., clap-clap-
stomp-snap)

o They repeat it a few times to internalize

the beat
2. Pair up and mirror rhythms:

o Pairs take turns copying each other’s
rhythms

o Gradually, they add variations or sync
their beats together

C. Step 2: group rhythmic composition (10-15
minutes)

1. Form small groups (3-5 people).
2. Assign each group a theme or emotion.
o Example themes:
* A rainstorm
* A celebration
* A marching army
o Example emotions:
* Excitement (fast, upbeat beats)
* Sadness (soft, slow beats)

* Anger (sharp, strong beats)
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3. Groups create and perform their rhythms.

o Each group collaborates on a rhythm
that expresses their theme

o Encourage layering sounds (e.g., one
person claps, another stomps, another
snaps)

o Groups perform for the class, and the

audience interprets what the rhythm
represents

D. Step 3: call-and-response and group
improvisation (10 minutes)

1. Facilitator leads a call-and-response Game.

o The facilitator creates a rhythm, and
participants respond with a variation

o Example:
* Facilitator: Clap-clap-stomp
E Participants: Stomp-clap-stomp
2. Full-group improvised rhythm orchestra:

o The facilitator assigns different roles to

different participants:
* Low sounds (stomping, chest
tapping)
. Mid-range sounds (clapping,
shapping)

High sounds (finger taps,
. hissing sounds)

o The group starts slowly, layering the
rhythms until they build into an
energetic performance

o The facilitator raises or lowers their
hands to guide volume changes (like a
conductor)
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3. Closing reflection and cool down (5 minutes)

1. Discussion questions:

o “Which rhythms were the easiest to
follow? Which were the hardest?”

o “How did changing the tempo or volume
affect the feeling of the rhythm?”

“What emotions or stories do you think
rhythm can tell?”

2. Cool down exercise:

o Have participantssit and breathe in
rhythm (inhale for4 beats, exhale for 4
beats)

o End with one synchronized group
stomp to close the session together

Potential variations and adaptations
« For participants with limited mobility:

o Use seated body percussion (e.g.,
hand taps, shoulderpats,knee slaps)

o Incorporate instrument alternatives
(e.g., shakers, tambourines)

For participants who are non-verbal or

have speech difficulties: Allow

participants to write or draw rhythms
before performing them

o Use pre-recorded beats to support
sound-making
For a competitive version:

o Divide participants intoteams, and
each team must recreate a given
rhythm exactly

o T'he most synchronized team wins!
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Potential Challenges

Some may struggle with rhythm; provide visual
and auditory cues

Synchronization may take time; encourage
patience and teamwork

Useful Tips

Start with slow tempos before increasing
speed

Use call-and-response techniques to engage
participants

Incorporate movement for a more dynamic
experience

Sources

Research on rhythm and movement in theatre.
Studies on body percussion techniques

Primary source: Grotowski, J. (1968).
Towards a Poor Theatre. Routledge
Additional source: Barba, E. (1995). The

Paper Canoe: A Guide to Theatre
Anthropology. Routledge

Adaptive Puppetry

Short Description

Creating and using puppets to express emotions and
narratives in an accessible and engaging way

Objectives

Foster storytelling skills through puppetry

Encourage emotional expression in a creative
medium

Make theatre more inclusive through
accessible puppet-making techniques

Estimated Time

45-60 minutes

Preparation

Gather materials for puppet-making (e.g.,
socks, fabric, sticks)
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Prepare a simple story or theme for puppet
performances

Materials/Equipment
needed

Basic puppet-making supplies:

Socks, paper bags, fabric, glue, markers, yarn,

googly eyes, buttons, sticks, foam sheets

Pre-made puppets (optional):

For those who may struggle with crafting,
provide simple, pre-made puppets

Props and backgrounds: Scarves, small
props, and a simple curtain or cardboard
stage (optional)

Implementation

Warm-up exercises (5-10 minutes):

To help participants get comfortable with
storytelling and movement,start with:

1. Hand and finger awareness:

o Participants move theirhands in

different patterns (e.g.,waving slowly,

tapping fingers together)

o They explore hand gestures that show

emotions (e.g., a trembling hand for
fear, a waving hand for excitement)

2. Object animation:

o Give each participant a random object
(e.g., a scarf, a spoon) and ask them to
bring it to life as if it’s a puppet

o Ihey experiment with movement and

create a shortinteraction between their
object and apartner’s object

3. Silent puppet walk:

o Participants move their hands as if a

puppet is walking, first in slow motion,

then quickly,then excitedly
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2. Main activity (30-40 minutes)
A. Introduction (5 minutes)

1. Explain the concept:

o Puppetry is away to express
emotions, tell stories, and create
characters without relying solely on
words
The focus is on movement, gestures,

and interaction between puppets and
their environment

2. Demonstration:

o The facilitator uses a simple puppet
(sock or paper bag) to show how
movement conveys emotion and
personality

Example:A puppet "wakes up," "gets
scared,"or "meets a friend," all through
gestures

Encourage patrticipants to observe and
describe what the puppet is feeling

B. Step 1: creating and customizing
puppets (15 minutes)

1. Basic puppet-making:

o Eachparticipant creates their own
puppetusingtheprovidedmaterials

o Encourage creativity—puppets can
have different personalities, emotions,
or even extra features (e.g., wings,
hats, expressive eyes)

2. Alternative options for accessibility:

o Participants who prefer not to craft can
choose a pre-made puppet

o Some can decorate their puppet
rather than assemble it from scratch
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o If mobility is limited, volunteers or
partners can help construct puppets

C. Step 2: exploring puppet movement (10
minutes)

1. Basic puppet control:

o Participants practice moving their
puppet’s head, arms, and body

o They experiment with:

* Walking or bouncing
movements (slow, fast, heavy,
light)

Different emotions (happy
puppet = upright posture; sad
puppet = slumped)

2. Puppet conversations:

o In pairs, participants have a silent
conversation using only puppet
movement—no words allowed

o Example: A puppet greets another

puppet, expresses excitement, or
shares a secret

D. Step 3: puppet storytelling and
performance (10 minutes)

1. Small group puppet scenes:

o Groups of 3-4 participants create a
short scene using their puppets

o They are given a simple prompt, such
as:

. “The puppets find a mysterious
object”
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= “One puppet is afraid of
something, but another helps
them overcome it”

- “The puppets throw a party, but
something unexpected happens”

2. Performance and audience interaction:

o Each group performs theirscene for
the rest of the group

o After the performance, the audience

describes what they understood and
asks the puppets questions (e.g.,
“‘How did you feel when you found the
object?”)

3. Closing reflection and cool down (5
minutes)

1. Discussion questions:

o “What was the most fun part of working
with puppets?”

“How did the puppets help you express
emotions or tell a story?”

“Would you like to try making more
puppets in the future?”

2. Gentle cool-down:

o Each participant waves goodbye using
their puppet and says one word or
movement to describe how they feel

o Encourage slow, deep breaths to relax
after the activity

Potential variations and adaptations
For participants with limited mobility:

o Focus on facial expressions and
upper-body puppet movements
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o Use stickpuppets or finger puppets
for easier control

For participants who are non-verbal or
have speech difficulties:

o Encourage non-verbal storytelling
through expressive puppet movement

o Use music or sound effects to

accompany puppet actions instead of
dialogue

For an advanced version:

o Introduce shadow puppetry using a
light source and hand-cut puppets

o Encourage participants to create a
longer, improvised puppet
performance with narration

Potential Challenges

Some may struggle with puppet-making;
provide pre-made templates

Participants may feel shy about performing;
encourage teamwork

Useful Tips

Allow for improvisation and experimentation
with puppet voices

Encourage group collaboration to build
confidence

Use lighting and props to enhance
performances

Sources

Studies on puppetry in inclusive theatre. Research on
emotional expression through visual storytelling

Primarysource: Bernier, M. and O’Hare, J.
(2005). Puppetry in Education and Therapy:
UnlockingDoors to the Mind and Heart.
AuthorHouse
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. Additional source: Tillis, S. (1992). Toward

an Aesthetics of the Puppet: Puppetry as a
Theatrical Art. Greenwood Press

Foley Theatre

Short Description

Using objects to create live sound effects for a story,
enhancing auditory storytelling and creativity

Objectives

« Develop creativity in sound design

Enhance storytelling through live sound effects

Foster teamwork and coordination in
performance

Estimated Time

40-50 minutes

Preparation

. Gather objects that can produce interesting
sounds (e.g., leaves, bottles, bells)

. Prepare a short story or script that includes
various sound cues

Materials/Equipment
needed

. Everyday objects to create sound effects,
such as:

* Metal trays and rice (forrainsounds)

* Coconut shells (forhorsehooves)

* Aluminium foil (forfirecrackling)

* Plastic bottles and water (for ocean waves)
* Shoes on a wooden board (for footsteps)

* Recording device (optional) to playback
sounds fordiscussion

Implementation

Warm-up exercises (5-10 minutes):
To help participants engage with sound-making, start
with these activities:
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1. Sound charades:

o The facilitator makes a mystery sound
using an object (e.g., shaking a box of
paperclips), and participants guess
what it represents

2. Silent storytelling with sound effects:

o A volunteer silently mimes an action,
and the group improvises sounds to
match it

3. Rhythm and layering game:

o One person starts with a simple
repeated sound (e.g.,clapping), and
others add layers of sounds to build a
Foley-style soundscape

2. Main activity (30-40 minutes)
A. Introduction (5 minutes)
1. Explain the concept:

o Foley Theatre is the art of creating
sound effects using objects ,

commonly usedin radio, film, and live
theatre

The challenge is to recreate realistic

or exaggerated sounds using
available materials

2. Demonstration:

o The facilitator shows how to create a
simple sound effect (e.g., shaking
aluminum foil for thunder)

o Participants close their eyes and

listen, then guess what the sound
represents

B. Step 1: experimenting with sounds (10
minutes)
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1. Participants explore sound-making.

o Each participant picks two objects and
experiments with the sounds they
can create

Encourage different techniques (e.g.,
scraping, tapping, shaking)

2. Sound effect challenge:

o The facilitator calls out actions (e.g.,
“A knight walking on gravel”), and
participants find objects to match the

sound

C. Step 2: Foley soundscapes (10-15 minutes)

1. Divide participants into small groups (3-5
people per group).

2. Each group receives a short scene to
perform with sound.

o Example scenarios:

* A haunted house at night
= A thunderstorm in the jungle
= A medieval battle

o Groups decide which sounds are
needed and assign Foley roles

3. Rehearsing and layering sounds.

o Groups practice timing their sounds
with the story actions

o Encourage volume control, layering,

and realism

D. Step 3: Foley performance and live sound
effects (10 minutes)

1. Groups perform their scene with live Foley
effects

127

TEATRO ~#5 GUILIA RESET
) . Co-funded by
the European Unien




E STAGE
4 ALL

o One set of participants acts out the
scene while the Foley group creates
sound effects in real time

o The audience closes their eyes and
listens, then describes what they
imagined

2. Playback and discussion (optional).

o If recorded, play back the soundscape
for participants to evaluate their timing
and realism

3. Closing reflection and cool down (5 minutes)
1. Discussion questions:

o “Which sounds were easiest to create?
Which were hardest?”’

o How did Foley effects enhance the
storytelling?”

“Can you think of other ways sound can
create emotion in theatre?”

2. Cool down exercise:

o Participants sit in silence for 30
seconds, then share one interesting
sound they notice in the room

Potential variations and adaptations
« For participants with limited mobility:

o Focus on seated Foley sound-making
with accessible objects

o Use pre-recorded Foley sounds and
let participants Mix and arrange them

For participants who are non-verbal or
have speech difficulties:

o Allow participants to gesture, signal, or
write instructions to Foley performers
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o Use visual symbols to represent
different sound effects

. For an advanced version:

o Have participants recreate famous film

or theatre scenes using Foley
techniques

o Add music and voice-over narration
to enhance storytelling

Potential Challenges

Some participants may struggle with timing;
practice with cues beforehand

Limited materials; encourage creativity in
sound-making

. Encourage experimentation with everyday
objects
Record the performance for later review

Useful Tips . Allow participants to swap sound roles to
explore different effects
Studies on Foley sound techniques in theatre.
Research on auditory storytelling and sensory
engagement
« Primary source: Sonnenschein, D. (2001).
Sound Design: The Expressive Power of
Sources Music, Voice and Sound Effects in Cinema.

Michael Wiese Productions

Additional source: Chion, M. (1994). Audio-
Vision:Sound on Screen. Columbia University
Press
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Invisible Object Work

Short Description

Encouraging imagination by interacting with unseen
objects, enhancing spatial awareness and miming
skills

Objectives

« Develop creativity and improvisation skills

Improve spatial awareness and physical
storytelling

. Foster inclusivity by allowing all participants to
engage equally

Estimated Time

30-40 minutes

Preparation

- Prepare a list of everyday objects and actions

- Arrange a spacious area for free movement

Materials/Equipment
needed

. Prop prompts (written cards with objects to
mime, e.g., “holding a giant umbrella” or
“peeling an orange”)

- Background music (to enhance focus and
engagement)

» A large mirror (optional, so participants can
observe their body movements)

Implementation

Warm-up exercises (5-10 minutes):

Since precision and body awareness are key, start
with movement-basedwarm-ups:

1. Object memory walk:

o Participants walk around the room,
imagining they are holding a small
object in their hands (e.g., a pebble)

o Every few steps, the facilitator changes
the object (e.g., “Now it’s a large
balloon” — “Now a heavy bowling ball”)

o Encourage them to adjust posture,
grip, and movement accordingly

2. Weight and texture exploration:
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o Participants pretend to pick up
different invisible objects (e.g., a

delicate feather, a slippery fish, a heavy
suitcase)

o They focus on weight, size, and
resistance to make theobject feel real

3. Group pass-the-object game:

o One participant creates an invisible
object (e.g., a cup of tea) and "hands" it
to the next person

o The next person must accept the

object correctly (considering weight
and size) before transforming it into a
new object and passing it along

2. Main activity (30-40 minutes)
A. Introduction (5 minutes)
1. Explain the concept:

o Invisible Object Work is about creating
and interacting with imaginary
objects usingonly movement and
expression—nowords or props

o The goal is to make the object feel real
through detailed actions like gripping,
adjusting weight,and reacting to its
properties

2. Demonstration:

o The facilitator mimes an object (e.g., a
heavy book) and asks participants:

* “What do you think this object
is?”

= “How can you tell it’s heavy?”

o Encourage participants to analyze the
body language used to make the
object believable
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B. Step 1: individual object work (10-15 minutes)
1. Each participant selects an object to mime.

o The facilitator provides verbal prompts

(e.g., “Pick up a fragile glass ornament”
or “Tie your shoes”)

o Participants actout handling the
object with realistic precision

2. Encourage detailed interaction:
o Participants must consider:

* How do they pick it up?
(Carefully? Effortlessly?)

* Howdoesitfeel? (Soft, hard,
squishy, rough?)

* How does it react to
movement? (Does it wobble?
Break? Slip out of their hands?)

3. Feedback and refinement:

o After each participant performs, others
describe what they saw and suggest
how to make the mime more
convincing

C. Step 2: partner interaction with invisible
objects (10-15 minutes)

1. Paired object scenes:

o Participants pair up andcreateashort
interaction involving an imaginary
object

0 Example prompts:

= Sharing a box of popcorn at the
movies

- Arguing over the last slice of
pizza
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* Building a sandcastle together

2. Focus on consistency:

o Partners must ensure they see the
same object (e.g., if one holds a
broom, the other must react as if they
see the broom, too)

3. Audience observation:

o The audience analyzes the scene and
provides feedback:

* “Did both partners interact with
the object consistently?”

= “Could we tell what the object
was without being told?”’

D. Step 3: group scene with invisible objects (10
minutes)

1. Small group storytelling:

o Groups of 3-5 participants create a
shortscene where invisible objects
play a key role

o Example scene ideas:

= A chaotic kitchen where
everything goes wrong
Opening a mysterious treasure
chest and discovering what's

inside

Packing a suitcase for a big trip
—but something doesn't fit!

2. Performance and interpretation:
After each performance, the audience
describes what they think happened

focusing on how well the objects were
portrayed

o
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o Encourage playfulness and
exaggeration to enhance clarity

3. Closing reflection and cool down (5 minutes)

1. Discussion questions:

o “What helped make the invisible objects
feel real?”

“What was the hardest part about
miming an object?”

“How can we use these skills in acting
and everyday communication?”

2. Cool down exercise:

o Each participant picks up an invisible
object and places it back onan
imaginary shelf, signalling the
session’s end

o Encourage slow breathing to relax
after the activity

Potential variations and adaptations
« For participants with limited mobility:

o Focus on hand and facial movements
to manipulate small objects (e.g.,
stirring tea, flipping a coin)

o Allow seated object work to ensure
comfort and accessibility

For participants who are non-verbal or
have speech difficulties:

o Encourage expressive facial reactions
to the objects

o Pair object work with sound effects
(e.g., a participant "pours coffee" while
another makes a "pouring" sound)

For an advanced challenge:
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0 Have participants create and maintain
an entire invisible environment (e.g.,
a kitchen where every object must be
mimed)

o Assign multiple invisible objects that
need to be handled at once (e.g.,
juggling, opening multiple drawers)

Potential Challenges

Some may struggle with believability;
encourage exaggerated movements
Objects may be unclear to the audience;
emphasize consistency in movement

Useful Tips

Use slow, deliberate movements to enhance
clarity

Encourage participants to observe real-world
interactions before performing

Integrate sound effects for added realism

Sources

Research on mime and physical theatre techniques.
Studies on the role of imagination in inclusive drama
education

Primary source: Lecoq, J. (2002). The
Moving Body: Teaching Creative Theatre.
Routledge

Additional source: Callery, D. (2001).

Through the Body: A Practical Guide to
Physical Theatre . Routledge

Collaborative Movement Story

Short Description

A movement-based storytelling exercise where
participants use body language and gestures to build
a collective narrative

Objectives

Enhance storytelling through movement
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- Foster teamwork and non-verbal
communication

. Promote inclusivity by using physical
expression as the primary mode of storytelling

Estimated Time

30-40 minutes

Preparation

- Choose a simple storyline or theme

- Arrange an open space for movement

Materials/Equipment
needed

. Story prompt cards (e.g., “A group discovers
a hidden cave,” “A storm threatens a village”)

- Soft instrumental background music (to
enhance movement flow)

» Scarves or lightweight fabrics (to
experiment with movement styles)

Implementation

Warm-up exercises (5-10 minutes):

To help participants feel comfortable with movement,
start with:

1. Emotion walk:

o Participants walk around the space,
adjusting their posture, speed, and
gestures based on emotions called out
(e.g., joyful, nervous, exhausted)

2. Group mirroring:

o Participants pair up and mirror each
other’s movements to build non-verbal
communication skills

3. Pass the movement:

o One person performs a simple
movement (e.g., stretching arms wide),
and the next person builds on it before
passing it along

2. Main activity (30-40 minutes)
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A. Introduction (5 minutes)
1. Explain the concept:

o Participants will create a movement-
based story using their bodies—no
words allowed!

o The goal is to collaborate seamlessly,
building a narrative through motion and
interaction

2. Demonstration:

o The facilitator starts a movement (e.g.,
reaching up as if grasping something)
and adds an action to continue the
story

o A volunteer joins in, responding to the
movement as if continuing the plot

B. Step 1: building a story with movement (10-15
minutes)

1. Choose a story prompt.

o The facilitator provides a setting or
event (e.g., “A group of explorers finds
a treasure chest”)

2. Participants join one by one.

o The firstparticipant begins the story
with a physical action (e.g.,brushing
away vines)

o The next participant responds with
movement (e.g., pretending to dig)

o The sequence continues, building a
full story step by step

3. Encourage variation in movement:

o Use different levels (standing,sitting,
lying down) to add depth
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o Experiment with fast, slow, smooth, or
jagged motions for different effects

C. Step 2: group movement improvisation (10-15
minutes)

1. Form small groups (3-5 participants).
2. Each group creates a 1-2 minute story.

o Thestorymust be told entirely through
movement

o Encourageinteractions:

* Howdo characters react to one
another’s actions?

* How do they express emotion
and conflict?

3. Perform for the group.

o The rest of the participants interpret
what’s happening based on the
movements

D. Step 3: enhancing the story with layers (10
minutes)

1. Introduce challenges:

o Perform the story again with a different
emotion (e.g., from playful to dramatic)

o Perform in slow-motion or for clarity

exaggerated gestures
2. Full group collaboration:

o The facilitator leads the entire group in
a spontaneous group story, guiding
them through changes in pace,
emotion, or theme

3. Closing reflection and cool down (5 minutes)
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1. Discussion questions:
o “What helped make the story clear?”

o “How did it feel to express without
words?”

o  What did you learn about teamwork in
storytelling?”

2. Cool down exercise:

o Participants slowly "melt" to the floor
relaxing their bodies as they return to a
neutral state

Potential variations and adaptations
. For participants with limited mobility:

o Focus on upper body and facial
expressions instead of full-body
movement

o Use props to enhance storytelling

For participants who are non-verbal or
have speech difficulties:

o Use gestures and eye contact to build
interaction

o Allow written prompts or visual cues
to guide the story

For an advanced version:

o Have groups create multiple
movementlayers happening
simultaneously

o Encourage choreographed

sequences where movements repeat
or evolve over time

Potential Challenges

Some participants may feel unsure about

movement-based storytelling; provide
encouragement and examples
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. Coordinating group movements may take
practice; allow time for adjustments

« Use music to guide the rhythm of movement

- Encourage participants to exaggerate their
movements for clarity

Useful Tips . Allow improvisation while maintaining the story
structure
Research on movement in theatre. Studies on
physical expression in inclusive drama education
« Primary source: Laban, R. (1971). The
S Mastery of Movement. Macdonald and Evans
ources

. Additional source: Pavis, P. (1998).

Dictionary of the Theatre: Terms, Concepts,
and Analysis. University of Toronto Press

Character Walks

Short Description

Exploring how different characters move based on
mood, personality, or physical traits

Objectives

« Develop character-building skills through
movement

. Enhance awareness of body language and
how it conveys identity
Encourage inclusivity by adapting movement-
based exercises to different abilities

Estimated Time

30-40 minutes

Preparation

« Prepare a list of character traits and emotions

- Arrange a clear space for movement
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Materials/Equipment
needed

Character prompt cards (e.g., “A strict
military general,” “A child who lost their
balloon”)
Scarves, hats, or small props to enhance
movement

. Music of different tempos and styles to
guide different walks

Implementation

Warm-up exercises (5-10 minutes):
Since movement and body awareness are key, start
with warm-ups:

1. Body awareness stretch:

o Have participants stretch from head to
toe, payingattention to each part of
their body

2. Emotion walk:

o The facilitator calls out different
emotions (e.g., happiness, fear, anger),
and participants walk around the room,
adjusting posture, speed, and
movement to match the emotion

3. Follow the leader:

o One person walks in a unique way, and
the group mirrors their movement

o Encourage exaggeration to help

participants step out of their comfort
zone

2. Main activity (30-40 minutes)
A. Introduction (5 minutes)
1. Explain the concept:

o Every characterhas a distinct walk,
posture, and energy level
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o The way a character moves reveals

their age, personality, mood, and
status

2. Demonstration:

o The facilitator demonstrates different
walks (e.g., a proud king, a sneaky
thief, an exhausted traveller)

o Ask participants:

= “What do you notice about this
walk?”

- “What kind of person moves like
this?”

B. Step 1: exploring different walks (10-15
minutes)

1. Participants walk as themselves.

o Ask them to notice their natural
posture and pace as they walk around

o How do they normally hold their head,
shoulders, and arms?

2. Introduce character elements:

o Call out different physical traits for
participants to experiment with:

* Walk as if your feet are stuck in
mud

* Walk as if you’re carrying a
heavy backpack

* Walk like you are tiptoeing
through a dark forest

3. Experiment with tempo and energy levels:

o How does a slow, dragging walk differ
from a bouncy, energetic walk?

o Try walking with purpose vs.
wandering aimlessly
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C. Step 2: character-based walks (10-15 minutes)

1. Participants choose or receive a character
prompt.

o Examples:

= A grumpy old wizard who
moves slowly and leans on an
invisible staff
A nervous teenager rushing to
class

A royal queen walking through a
palace with dignity

. A sneaky cat burglar avoiding
detection

2. Walk around the room in character

o Encourage exaggeration—how does
this character hold their body, use
their arms, and step?

o Consider how status affects

movement (€.g., does a king walk more
confidently than a servant?)

3. Pair or group interaction.

o Participants meet other characters in
thespace andinteractnon-verbally

o Example:

* How doesa pirate react when
bumping into a timid librarian?

= How does a superhero react to
a villain in disguise?

D. Step 3: adapting and transforming walks (10
minutes)

1. Emotion shift challenge:
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o Haveparticipants keep the same
character but change their emotional
state

o Example: A confident businessman
suddenly becomes lost and
confused

2. Character evolutionwalk:

o Participants start walking as one
character and gradually transform
into another

o Example: A toddler grows into a
teenager,then an elderly person

3. Silent group scene:

o In small groups,participants create a
short non-verbal scene using only
their walks and body language

o The audienceinterprets what is
happening basedonmovement alone

3. Closing reflection and cool down (5 minutes)

1. Discussion questions:

o “Which walk felt the most natural?
Which felt challenging?”

o “How did movement change your
perception of a character?”
“How can character walks enhance
acting and storytelling?”

2. Cool down exercise:

o Participants walk slowly back to their
normal selves, releasing any tension in
their bodies

o End with one final exaggerated walk

of their choice to wrap up the session
with fun
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Potential variations and adaptations
« For participants with limited mobility:

o Focuson seated movement

exploration (e.g.,postureshifts,hand
gestures)

different characters

For participants who are non-verbal or
have speech difficulties:

o Introduce gesture-based storytelling
alongside walks

o Pairwalks with sound effects or
music cues for enhancedexpression

For an advanced version:

o Assign multiple characteristics to
layer into a single walk (e.g., abrave
knight who is also in a hurry)

o Experiment with historical or fantasy
character walks (e.g.,a Victorian

gentleman vs. a futuristic robot)

Use upper-body expression to convey

Potential Challenges

Some may struggle with exaggerating
movement; encourage gradual exploration
Participants may default to stereotypes;
promote unique character interpretations

Useful Tips

Use contrasting characters to highlight
different movement styles

Encourage participants to explore tempo,
posture, and gestures

Allow participants to create their own
characters based on movement
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Sources

Studies on character development in theatre.
Research on physical storytelling techniques

* Primary source: Chekhov, M. (2002). To the
Actor: On the Technique of Acting. Routledge

. Additional source: Hagen, U. (1991). A
Challenge for the Actor. Scribner

Accessible Shadow Theatre

Using shadows and silhouettes to tell a story,

Short Description fostering creativity and visual storytelling

Objectives

Develop storytelling through visual
representation

Encourage teamwork in creating collaborative
shadow performances

Promote inclusivity by adapting shadow
techniques for different abilities

Estimated Time

45-60 minutes

Preparation

Set up a screen or blank wall with a light
source

Gather materialsfor creating shadow puppets

Materials/Equipment
needed

Shadow screen:

Awhite sheetor large translucent paper
tapedto aframe

Light source:

A lamp, overhead projector, or flashlight
placedbehindthescreen

Shadow puppets and props:

Pre-made cardboard cutouts, hand
puppets, or objects tocastinteresting

shapes
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* Everyday objects like scissors, plants, or
hands for creative shadows

. Costumes or scarves (optional):

* Loose fabrics to create flowing shadow
effects

Implementation

Warm-up exercises (5-10 minutes):

Before starting the main activity, introduce
participants to shadow play:

1. Hand shadow exploration:

o Participants create simple hand

shadows (e.g., birds, rabbits) using the

light source

2. Object shadow experimentation:

o Participants hold objects (e.g., a chair, a
plant, a bottle) near the light to observe

how size and shape change
3. Silent shadow story:

o One participant creates a shadow
movement,and others guess what it
represents

2. Main activity (30-40 minutes)
A. Introduction (5 minutes)
1. Explain the concept:

o Shadow Theatreis an ancient art form
where silhouettes tell a story

o Performers use bodies, hands, and

objects to cast shadows against a
screen

2. Demonstration:

o The facilitator demonstrates simple
movements behind the screen
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o Ask: “What did you see? How did the

shadow change when | moved closer to
the light?”

B. Step 1: individual and partner shadow
movement (10-15 minutes)

1. Participants explore their shadows.

o Each participant stands behind the
screen and moves closer/farther to
observe size changes

o They experiment with slow and fast
movements to see how shadows shift

2. Partner work — shadow interaction:

o Pairs create a mini silentscene (e.g.,
one shadow follows the other, two
shadows “talk” through gestures)

3. Experimenting with objects:

o Participantschoose one object and
incorporateitinto a simple movement-
based story

o Example: A paper cut out of a butterfly
flying around a person’s hand

C. Step 2: group shadow storytelling (10-15
minutes)
1. Divide participants into small groups (3-5

people).
o Each group creates a short story using
shadows.

o Story ideas:

= A lost traveller in a mysterious
land

= A magical creature guiding a
hero on a journey
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* Two shadows searching for a
hidden treasure

o Encourage groups touse both hand
gestures and objects to enhance
storytelling.

3. Rehearsal and refinement:

o Groups practice their story, adjusting
movements and spacing for visibility

o The facilitator provides guidance on
shadow clarity and transitions

D. Step 3: Shadow performance and
interpretation (10 minutes)

1. Each group performs their shadow play.

o The audience watches without prior
knowledge of the story and interprets
what they see

o Participants use storytelling and
coordinated movements for
smooth transitions

2. Audience guessing and feedback:

o After each performance, the audience
describes what they think happened

o Performers can explain their intent
and discuss what worked well

3. Closing reflection and cool down (5
minutes)

1. Discussion questions:

o “How did it feel to tell a story without
speaking?”’

o “What movements worked best for
making clear shadows?”
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“Hew can shadow theatre be used in
everyday storytelling?”

2 Gentle cool-down exercise:

o Participants relax their hands and
shoulders, taking deep breaths while
slowly moving away from the screen

Potential variations and adaptations
For participants with limited mobility:
o Focus on hand andupper-body
movements rather than full-body
actions

Use pre-made shadow puppets for
easier manipulation

For participants who are non-verbal or
have speech difficulties:
o Encourage gesture-based storytelling

© Use music or sound effects to
enhance the story

For an advanced challenge:

o Experiment with coloured gels or
multiple light sources to create
layered shadows

o Introduce dialogue or narration behind
the screen for an immersive effect

Limited visibility of shadows; ensure a strong
and focused light source

Potential Challenges . Some may struggle with manipulating puppets;
provide practice time
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Useful Tips

. Experiment with different puppet sizes for
dynamic effects

. Use narration or music to enhance the
performance
Allow improvisation within the shadow
storytelling

Sources

Research on shadow theatre techniques. Studies on
inclusive visual storytelling
. Primary source: McPharlin, P. (1976). The
Puppet Theatre Handbook. Dover Publications

Additional source: Dwiggins, W. A. (1936).
TowardsaReform of the Paper Doll. Harvard
University Press

Mood Music Performance

Short Description

Responding to different music styles with movement
and emotions to explore the relationship between
sound and expression

Objectives

« Develop emotional awareness through music
interpretation

. Encourage movement as a means of
storytelling
Foster inclusivity by allowing different modes
of participation

Estimated Time

30-40 minutes

Preparation

. Select a variety of musical pieces representing
different moods

. Arrange a space for free movement

Materials/Equipment
needed

. A variety of music tracks representing
different moods, such as:
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Joyful: Upbeat jazz, Latin rhythms

Sad: Slow piano, violin, or ambient
soundscapes

Tense: Dramatic orchestral, electronic
suspense music

Energetic: Fast-paced rock, techno, or tribal
drumming

Scarves, fabrics, or lightweight props to

enhance movement (optional)
Soft lighting (optional) to help set different
moods

Implementation

Warm-up exercises (5-10 minutes):
To help participants become comfortable with
movement and rhythm, start with:

1. Music and freeze:

o Play short clips of different music styles

o Participants walk or move naturally
until the music stops, then freeze in a
pose that matches the mood of the
music

2. Follow the leader:

o The facilitator moves in response to a

song, andparticipants copy the
movements,graduallyadding theirown

style

3. Emotion walk:

o Call outan emotion (e.g., "excited,"
"nervous," "angry")

o Participants walk around the space,

adjusting their pace, posture, and
gestures to reflect the emotion

2. Main activity (30-40 minutes)
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A. Introduction (5 minutes)
1. Explain the concept:

o Music has thepower to change how
we move, feel, and interpret stories
Participants will explore how different

styles of music affect their body
movements and emotional
responses

2. Demonstration:

o The facilitator moves to a happy,
bouncy track, then repeats the same
movements to a slow, dramatic song
Ask: “How did the change in music
affect how you perceived the
movement?”

B. Step 1: individual movement exploration (10-15
minutes)

1. Participants move freely to different tracks.

o Play short segments of different
music styles
Encourage participants to move
instinctively, adjusting their posture,
speed, and gestures to match the music

2. Guiding prompts:
“Imagine you are walking through this
music—how would your body
respond?”

o “If this music were a scene in a movie,

how would your character move?”
3. Experiment with contrasts:

o Have participants perform one
movement, then repeat it to different
music to observe how it changes
meaning

153
R=SET

Co-funded by
the Eurapean Unlon

STAGE
4 ALL



E STAGE
4 ALL

C. Step 2: group mood storytelling (10-15
minutes)
1. Divide participants into small groups (3-5
people).

2. Each group selects a mood-based track.

o Groups choose or are assigned a piece
of music with a distinct mood

o They develop a short movement-
based scene inspired by the music

o Example:

= An eerie melody inspires a group
to act as lost travellers in a
haunted forest

« A joyful samba track inspires a
celebration dance

3. Rehearse and perform the scene.

o Encourage participantsto use space,
body language, and interaction with
eachother
Groups perform while the audience

describes how the music influenced
their perception of the story

D. Step 3: dynamic emotional transitions (10
minutes)

1. Emotional shift challenge:

o Participants start moving to one track
and mood (e.g., gentle and dreamy)

o Midway through, the music suddenly
changes (e.g., fast and chaotic)

o Participants must adapt their
movement instantly, shifting their
emotional expression
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2. Layered storytelling with music:

o The facilitator narrates a simple scene
while changing the background music

o Participants adjust their actions and

movement accordingly, allowing the
music to guide their storytelling

3. Closing reflection and cool down (5 minutes)
1. Discussion questions:

o “Which type of music was easiest
to move to? Which was most
challenging?”

“How did music change the way
you interpreted movement?”

o “How can we use music to
enhance theatre and emotional
expression?”

2. Cool down exercise:

o Play a calmingtrack while participants
breathe deeply and stretch slowly,
letting go of tension

End with participants choosing one

final pose that reflects how they feel
after the session

Potential variations and adaptations
« For participants with limited mobility:

o Focus on upper-body movements,
facial expressions, and subtle
gestures instead of full-body movement

o Use props (e.g., scarves, ribbons) to
enhance motion

For participants who are non-verbal or
have speech difficulties:
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o Allow participants to describe their
emotions through drawings or
gestures instead of words

o Use vocalized sounds(e.g.,
humming, breathing,or clapping) to
engage with rhythm

For an advanced challenge:

o Create a theatrical scene where music
shifts moods unexpectedly, requiring
participants to adapt in real time

o Experiment with silent movement vs.
music-driven movement to explore
the impact of sound on performance

Potential Challenges

Some may feel self-conscious about
movement; encourage a judgment-free space
Certain music styles may not resonate with
everyone; provide a variety of options

Useful Tips

Use instrumental music to allow more personal
interpretation

Allow seated movement adaptations for those
with mobility concerns

Discuss how different cultures use music to
express emotions

Sources

Studies on movement therapy and emotional
expression through music. Research on inclusive
dance and theatre practices

Primary source: Sloboda, J. A. (2005).

Exploring the Musical Mind: Cognition,
Emotion, Ability, Function. Oxford University
Press

Additional source: Gabrielsson, A. (2011).
Strong Experiences with Music: Music is Much
More Than Just Music . Oxford University Press
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Improvised Fairy Tales

Short Description

Group storytelling with spontaneous acting, fostering
creativity and collaboration

Objectives

« Encourage improvisation and storytelling skills

Enhance teamwork in theatrical performance

Promote inclusivity through open-ended
participation

Estimated Time

40-50 minutes

Preparation

« Prepare a list of classic fairy tale elements

- Arrange a space for acting

Materials/Equipment
needed

. Story prompt cards with random fairy tale

elements (e.g., “A talking tree,” “A lost magical
item,” “A villain who loves dancing”)

- Simple props (scarves, hats, small objects) to
inspire character development

« Background music (optional) for setting
different story moods

Implementation

Warm-up exercises (5-10 minutes):
To ease participants into storytelling, start with:

1. One-word story:

o The group tells a fairy tale one word at
a time, with each participant adding a
word in turn

2. Magic object pass:

o Participants pass an invisible magical
object, transforming it each time (e.g.,
“This is a golden apple” = “No, it’s
actually a cursed mirror!”)

3. Fairy tale walk:

o Participants move around the room,
embodying different characters (e.g.,
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“Walk like an evil sorcerer,” “Move like a
lost child in the woods”)

2. Main activity (30-40 minutes) A.
Introduction (5 minutes)
1. Explain the concept:

o Participants will create and perform an
original fairy tale using improvisation
There are no scripts, and the story
unfolds spontaneously

2. Demonstration:

o The facilitator starts a simple
improvised fairy tale (e.g., "Once upon a
time, in a kingdom where the sun never
set..."), then asks a participant to
continue the story

B. Step 1: creating the fairy tale (10-15 minutes)

1. Divide participants into small groups (3-5
people).

2. Each group randomly selects or creates a
fairy tale premise.

o Use storypromptcards or ask
participants to generate ideas

o Example structure:

* Who is the main character? (A
kind-hearted giant? A
mischievous fairy?)

* What is their goal? (Finding a
lost treasure? Breaking a curse?)

* What is the obstacle? (A greedy
king? A dangerous forest?)

3. Groups develop their fairy tale in real-time
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o No scripts—only spontaneous acting
and dialogue!

o Encourage bold character choices
and exaggerated storytelling

C. Step 2: performing the improvised fairy tales
(15 minutes)

1. Groups perform their fairy tale in front of
the audience.

o Encourage dynamic movement and
facial expressions to enhance the
performance

o The audience reacts and suggests

twists mid-story (e.g., “What if the
prince is actually the villain?”)

2. Add challenges for spontaneity:

o Midway through the performance, the
facilitator can introduce unexpected
twists, such as:

*  “A mysterious character
appears!”
“The villain suddenly forgets their
evil plan!”

3. Encourage playful improvisation

o If a participant gets stuck, thefacilitator
or audience can shout a helpful idea
to keep the story flowing

D. Step 3: experimenting with story variations (10
minutes)

1. Emotion shift challenge:

o Groups retell theirfairy tale, but with an
assigned emotion (e.g., sad, excited,
scared)
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2. Genre swap:

o Participants redo their story in a
different style (e.g., horror, sci-fi,
comedy)

3. Fast-forward/frozen moments:

o The facilitator calls “Freeze!” or “Fast
forward!” to change pacing and keep
the improvisation fresh

3. Closing reflection and cool down (5 minutes)

1. Discussion questions:

o “What was the most fun or surprising
moment?”

o “How did improvising make storytelling
more exciting?”

o What did you learn about working as a
team?”

2. Cool down exercise:

o Participants act out one final “happily
ever after” pose, freezing in a joyful
ending

Potential variations and adaptations
« For participants with limited mobility:

o Focus on seated storytelling with
expressive gestures and voices

o Use props andfacial expressions
instead of large movements
For participants who are non-verbal or
have speech difficulties:

o Encourage silent fairy tales using body
language
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o Use music,sound effects, or drawing
to guide the story

For an advanced challenge:

o Include audience voting to decide
major story moments

o Assign specific character quirks (e.g.,

“The hero must always speak in
rhymes”)

Potential Challenges

« Story structure issues — Without guidance,

Hesitancy to improvise — Some participants
may feel nervous or uncertain about
spontaneously creating a story. They might
fear making mistakes or struggle with
generating ideas on the spot

stories may become chaotic or lack
coherence, making it difficult for others to
follow

Dominance of certain voices — More

confident participants may take control, while
quieter individuals may struggle to contribute

Repetition of familiar tales — Participants
may default to well-known fairy tales instead of
creating unique, imaginative stories

Inclusivity concerns — Some participants with
disabilities may need alternative ways to
contribute, such as non-verbal participation or
storytelling through movement

Useful Tips

» Warm-up exercises — Start with quick

improvisation games to build confidence, such
as "Yes, And..." to encourage collaborative
storytelling

Story prompts — Provide prompts (e.g.,
magical objects, unusual characters, surprising

settings) to help spark creativity and avoid
over-reliance on well-known stories
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«  Group collaboration — Encourage teamwork
by ensuring that everyone contributes—+

consider structured roles like "story starter,
"character creator," and "scene builder"

. Guided story framework — Use a simple

storytelling structure (beginning, middle, and

end) to help participants maintain coherence

and flow

Adaptive participation — Allow alternative

storytelling methods, such as drawing, miming,

or using assistive communication tools, to

ensure everyone can engage

Encourage playfulness — Emphasize fun and

creativity rather than correctness, fostering an

environment where mistakes are seen as

opportunities for new ideas

Reflection time — After the activity, discuss

*  the experience: What was fun? What was
challenging? How did the group collaborate?

N

Sources

Research on improvisation in theatre. Studies on
inclusive storytelling methods

« Primary source: Johnstone, K. (1999). Impro
for Storytellers. Routledge
» Additional source: Warner, M. (2014). Once

Upon a Time: A Short History of Fairy Tale.
Oxford University Press

Sensory Map Adventure

Short Description

Creating and acting out a journey using different
sensory cues to enhance imagination and spatial
awareness

Objectives

- Develop sensory awareness in storytelling

Encourage creativity through multi-sensory
engagement
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Promote inclusivity by focusing on non-visual
storytelling elements

Estimated Time

40-50 minutes

Preparation

Prepare a list of locations (e.g., jungle, snowy
mountain, busy city)

Gather sensory objects related to each
location

Materials/Equipment
needed

Textures and objects for touch:

Sandpaper, fabric, sponges, leaves, stones,
feathers

Scents for smell:
Essential oils, spices, flowers, damp earth,
coffee beans

Sound effects and music: Pre-recorded
ambient sounds (e.g., forest, ocean, city) or
objects to create live sounds (e.g., rattling
chains for a dungeon)

Small props (optional): Scarves, blindfolds
(for heightened sensory focus), simple
costume pieces

Implementation

Warm-up exercises (5-10 minutes):

Since sensory engagement is key, start with warm-
ups:

1. Close-eyed object identification:

o Pass around mystery objects in a bag

o Participants describe the texture,

shape, and temperature before
guessing whatitis

2. Scent memory game:
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o Participants smell different items and
describe a memory or place it
reminds themof

3. Sound recognition:

o Play various sound clips or live
noises and have participants
guess where they might be (e.g.,
waves = ocean, wind=mountain

top)

2. Main activity (30-40 minutes)
A. Introduction (5 minutes) 1.
Explain the concept:

o Participants will travel through an
imaginary landscape guided by
sensory experiences
They must react, describe, and

interact with the environment using
touch, smell, movement, and sound

2. Demonstration:

o The facilitator briefly walks through an
example:

“You step into a dark cave. The
air smells damp, the walls are
rough to the touch, and you hear
the distant drip of water...”

o Ask: “How would you react in this
place?”

B. Step 1: embarking on the sensory adventure
(15 minutes)

1. Participants begin their journey.

o They follow a guided sensory
storytelling experience, moving
through different environments
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2. Facilitator describes each setting using
sensory cues:

o Example pathway:

* A sandy desert: Hands feel warm
grains of “sand” (fabric or dry
rice), the air smells of cinnamon

= A frozen tundra: Participants

touch icy cloth, hear distant wind
howling, and must walk as if
trudging through deep snow

. A mysterious jungle: They brush

against “leaves” (fabric strips),
hear birds and distant drumming,
and smell citrus or damp earth

3. Participants react and contribute to the
story.

o Encourage them to add details to the
world based on what they feel and hear

o Example: “I think | hear something
rustling in the trees—should we hide or
investigate?”

C. Step 2: group decision-making and interactive
storytelling (10-15 minutes)

1. Encourage group choices.

o Give participants decision points (e.g.,
“Do you take the left or right path?”)

o Each choice leads to a different
sensory experience

2. Add obstacles and challenges.
o Example scenarios:

* “The bridge ahead is shaking—
how do you cross safely?”
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* “You find a locked door—what do
you feel around you that might
help open it?”

3. Use sound and sensory clues as hints.

o Example: If participants must find a
treasure chest, the sound of waves
might indicate it’s buried near the shore

D. Step 3: The grand finale (10 minutes)
1. The adventure builds to a climax.

o Participants reach a final challenge
(e.g., escaping a maze, unlocking a
secret door)

o They work together using sensory
clues to find the solution
2. Return to reality.

o The facilitator gradually transitions
them back:

= “As you step forward, the world
around you begins to fade... you
are back in our space again”

3. Closing reflection and cool down (5 minutes)

1. Discussion questions:
o “Which part of the journey felt the most
real?”

“Did any scent, texture, or sound remind
you of a real place?”
“How did using your senses change the
way you experienced storytelling?”

2. Cool down exercise:

o Participants close their eyes and recall
one sensory detail they enjoyed
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o They slowly shake out their arms and
legs, returning to a neutral state

Potential variations and adaptations
« For participants with limited mobility:

o Ensure all sensory stations are
accessible at different levels (e.g.,
tactile stations within reach)

o Focus on smell, touch, and sound
rather than movement

For participants who are non-verbal or
have speech difficulties:

o Use gestures or drawing to express
how they experience the adventure

o Provide pre-written response cards
for decision-making moments

For an advanced challenge:

o Let participants build their own
sensory world, setting up objects and
leading others through it

o Add a mystery element where
participants must collect sensory
clues to solve a puzzle

Potential Challenges

Some may feel uneasy being blindfolded; offer
alternative ways to participate
Sensory overload; allow breaks as needed

Useful Tips

« Use a calm, descriptive voice for narration

« Allow participants to contribute their own
sensory descriptions

Adapt elements based on individual comfort
levels
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Sources

Research on sensory theatre techniques. Studies on
immersive storytelling

Primary source: Machon, J. (2011).

Sensualities/Textualities and Technologies:
Writings of the Body in 21st Century
Performance . Palgrave Macmillan

- Additional source: Saldana, J. (2015).
Thinking Qualitatively: Methods of Mind. SAGE
Publications

Inclusive Role Swap

Short Description

Exploring different roles and perspectives through
short skits to build empathy and awareness

Objectives

« Encourage understanding of different
perspectives
. Develop improvisational and role-playing skills

« Foster inclusivity by exploring diverse
experiences

Estimated Time

30-40 minutes

Preparation

. Prepare character role cards with different
experiences or challenges

. Arrange a comfortable discussion space

Materials/Equipment
needed

. Role prompt cards (e.g., “A child

experiencing their first day at school,” “A
shopkeeper who can only communicate
through gestures”)

- Simple props (hats, scarves, small objects to
represent roles)

« Name tags or labels to help participants
identify their assigned role

Implementation

Warm-up exercises (5-10 minutes):
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To help participants loosen up and think outside of
their own experiences,start with:

1. Emotion swap:

o Participants pair up. One person
expresses an emotion, and their
partner mimics it in their own way

o Then, they switch and exaggerate the
emotion further

2. Walk in someone else’s shoes:

o Call out different characters or
conditions, and participants adjust
their movement accordingly

o Example:

Walk as if you are a superhero
who has lost their powers

. Move like an elderly person who
just found a treasure chest

3. Yes, and... role play:

o One participant starts a scene, and
their partner must accept the reality
and continue

o Example: "Oh no, we're trapped in a
castle!” "Yes, but luckily, | have a
magic key!"

2. Main activity (30-40 minutes)
A. Introduction (5 minutes)
1. Explain the concept:

o Participants will swap roles and explore
how different perspectives shape
experiences and actions

o The goal is to step into someone
else’s experience While improvising a

scene
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2. Demonstration:

o The facilitator acts out a role (e.g., “A
strict teacher vs. a mischievous
student”) and then switches
perspectives to show how each side
experiences the situation differently

B. Step 1: pair and group role swaps (10-15
minutes)

1. Assign or let participants choose roles.

o Use prompt cards or group
discussion to assign roles

o Example roles:

* A lost traveller asking for
directions from someone who
doesn’t speak their language

= A grandparent explaining
technology to a young child
. A customer ordering food at a

restaurant with a distracted
waiter

2. Perform a short scene in pairs or small

groups.

o Participants act out their roles naturally
for 1-2 minutes

o Encourage exaggerated body

language and facial expressions for
clarity

3. Role swap!

o Halfway through the scene, participants
must switch roles and continue the
story from the other perspective

o Ask:
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* “How does the story change

when you see it from the other
side?”

C. Step 2: expanding perspectives (10-15
minutes)

1. Introduce an accessibility challenge.

o Assign roles that challenge
participants to adapt their

communication style

o Examples:
* A teacher trying to give
instructions without speaking

= A customer at a store who can

only use gestures to
communicate

* A person using a wheelchair
navigating a crowded space

2. Team collaboration — adapting to different
abilities.

o Groups must adjust their approach
based on their new role’s limitations or
advantages

o Encourage creative problem-solving:
“How can you get your message across
differently?”

D. Step 3: group storytelling with role rotation (10
minutes)

1. Create a shared story with swapping roles.

o One participant starts a story (e.g.,"A
group of explorers finds a hidden
treasure”)
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o Every 30 seconds, roles rotate, and
the story must continue with the new
perspectives

2. Challenge: unexpected role changes.

o Halfway through, the facilitator
randomly assigns new roles (e.g.,
“‘Now you are all pirates!”)

3. Encourage spontaneity and playfulness.

o Participants support each other by
reacting in character rather than
forcing a script

3. Closing reflection and cool down (5 minutes)

1. Discussion questions:

o ‘“How did it feel to see the same
situation from a different role?”’

o Did your understanding of the
character change after switching roles?”
“How can role-swapping help us
understand different perspectives in real
life?”

2. Cool down exercise:
o Participants return to their natural
walk and posture, shaking out any
tension

o Each participant chooses one gesture
or movement to say how they felt
about the activity

Potential variations and adaptations
- For participants with limited mobility:

o Focus on verbal role swaps or
gesture-based communication
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o Assign seated roles or roles based on
storytelling rather than movement

For participants who are non-verbal or
have speech difficulties:

o Use gestures, written prompts, or
visual storytelling instead of dialogue

o Introduce sound effects or music
cues to enhance communication

For an advanced challenge:

o Include multiple role swaps within a
single scene, forcing participants to
adapt quickly

o Assign contrasting personality traits

to each role (e.g., “A confident knight
vs. a timid dragon”)

Potential Challenges

Some participants may struggle to connect
with their assigned role; allow open discussion
Sensitive topics may arise; ensure a safe,
respectful environment

Useful Tips

Encourage participants to ask questions and
reflect on their roles
. Allow for humor and creativity in role-playing

. Guide the discussion to focus on inclusivity
and understanding

Sources

Studies on role-playing in social learning. Research
on theatre as a tool for empathy-building

- Primary source: Boal, A. (1998). Legislative

Theatre: Using Performance to Make Politics.
Routledge

* Additional source: Nicholson, H. (2005).
Applied Drama: The Gift of Theatre. Palgrave
Macmillan
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Adaptive Script Reading

o Modifying a script to fit the needs and abilities of all
Short Description participants, ensuring inclusivity in theatre

Objectives

Encourage creative adaptation of scripts

Ensure theatre participation is accessible to
everyone

Develop confidence in performing adapted
roles

Estimated Time

40-50 minutes

Preparation

Select a short script or scene from a play

Prepare alternative formats (e.g., large print,
audio versions

Materials/Equipment
needed

Short scripts or excerpts (from familiar

plays, fairy tales, or original scenes)
Large-print, braille, or digital versions of the
script (for those with visual impairments)
Sound effects or music (to assist non-verbal
participants in contributing to storytelling).
Props or gesture prompts (to encourage
movement-based reading)

Implementation

Warm-up exercises (5-10 minutes):

To helpparticipants relax and engage with the
script, start with:

1.

2. Pass the dialogue:

Expressive line reading:

o The facilitator provides a simple line
(e.g., “I can’t believe this is
happening!”), and participants read it
with different emotions (e.g.,
excitement, sadness, fear)
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o One person reads or gestures a line,
then the next person builds on it with a
new tone or style

3. Act it without words:

o Participants selecta random line from
the script and tryto express it only
using body language while others
guess the meaning

2. Main activity (30-40 minutes)
A. Introduction (5 minutes) 1.

Explain the concept:

o This activity adapts traditional script
reading so everyone can participate
in their own way

o Participants will explore different ways
to express a character (spoken,
gestural,sound-based)

2. Demonstration:

o The facilitator reads a line normally,
then performs it in an adapted way
(e.g., using only gestures, reading with
exaggerated expression)

o Ask: “How did the performance change
depending on the method?”

B. Step 1: assigning and adapting roles (10-15
minutes)

1. Participants choose or receive roles.

o Roles are assigned based on
participant comfort and ability

o Example adaptations:
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* A non-verbal participant can
act out a character’'s emotions
through gestures

=  Someone uncomfortable with

reading aloud can echo lines
after a partner

2. Modify the script as needed.

o Adjust complex phrases or reword
dialogue for accessibility

o Use visual icons, symbols, or cues

alongside the script for easier
comprehension

o Allow pauses and pacing
adjustments for those needing extra
time

C. Step 2: reading and performing the script (15
minutes)

1. Read and act the scene in different ways.

o First, participants read through the
script in a basic format

o Then, they experiment with adapted
performances, such as:

* Gesture-based storytelling (for
non-verbal communication)

= Paired reading (where two

participants read together,
supporting each other)

* Sound-assisted reading
(adding sound effects instead of
words for key moments)

2. Encourage creative participation

o If someone struggles with aline,
another participant can assist or
improvise a simpler version
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o Ifreading is challenging, they can act
out their part instead

D. Step 3: group collaboration and scene
exploration (10 minutes)

1. Try a new adaptation method.

o The group performs the same scene
differently, such as:

= Silent Movie Style: All dialogue
is expressed with exaggerated
gestures

* SoundscapeStorytelling:

Participants create background
noises or musical cues instead
of reading lines

Relay Reading: Participants

take turns speaking one word
at a time, making the reading
collaborative

2. Final group performance.

o Participants decide on their favourite
method and perform the script one
last time

Encourage playfulness, exaggeration,
and creative interpretation

3. Closing reflection and cool down (5 minutes)
1. Discussion questions:

o “Which adaptation worked best for
you?”

o “Did the script feel different when
performed in a new way?”

o “How can adaptive script reading make
theatre more inclusive?”
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2. Cool down exercise:

Potential variations and adaptations

o Participants choose one final line from
the script and express it in their own
unique way

o Tlake a deep breath, shake out any
tension, and reflect on the experience

For participants with limited mobility:

o Allow seated or gesture-based
storytelling instead of movement-
heavy acting

o Use voice modulation and facial

expressions as primary performance
tools

For participants who are non-verbal or
have speech difficulties:

o Assign characters based on
movement and expression rather than
dialogue
Use partner-assisted reading, where

a partner reads aloud while the
participant acts out the emotions

For an advanced challenge:

o Let participants rewrite parts of the
script in their own words for better
accessibility

o Add props and costumes to enhance
visual storytelling

Potential Challenges

Some may struggle with reading; offer
alternative ways to participate

Ensuring equal participation; allow flexibility in
roles
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Useful Tips

+ Encourage collaboration in script adaptation

- Use multiple forms of expression, including
sign language or visual cues

Provide a safe, supportive space for
performers

Sources

Studies on inclusive theatre practices. Research on
adaptive performance techniques

«  Primary source: O'Toole, J. and Dunn, J.

Can Enhance Learning. Pearson Education

* Additional source: Neelands, J. (1990).
Structuring Drama Work: A Handbook of
AvailableFormsin Theatre and Drama.
Cambridge University Press

(2002). Pretending to Learn: How Role-Play
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