	ADDING COLOR

Two players. A tells B a simple story (an incident limited to five or six sentences). B then retells the same story, adding as much color as possible.

A narrates: I walked down the street and saw an accident between a car and a truck in front of the school building . . ."
B narrates: "I walked down the grey street and saw an accident between a green car and a brown truck in front of the red brick school . . ."



	ALPHABET SCENE

This is a good exercise in character and maintaining a where. The characters are given a place, and are asked to conduct a scene. The lines in the scene begin alphabetically. For instance, if student 1 begins the exercise with a sentence that begins with the letter A, student 2's sentence will begin with the letter B, and so on, back and forth until the scene ends on the letter it began. I instruct my students to each establish the place before they interact with each other, so they have somewhere to fall back if the scene starts to die.

Beginning in the middle of the alphabet and coming back around is entertaining as well, say from M-Z then from A-M. Backwards can be a living hell as well.

Players ask for setting from audience. Players perform scene in which each line of dialogue must begin with the next letter of the alphabet.

EX:

Player 1: Almost everybody here has a problem with your stench 
Player 2: But I've been using deodorant! 
Player 1: Could you maybe try a new brand? 
Player 2: Dermatologists say the brand I'm using is the best 
Player 1: Every brand is recommended by some dermatologist! 
ETC:

Some players have audience pick a letter to start with, then wrap around from Z-A until they reach the beginning letter again.



	BRAIN, ORACLE, or
TWO/THREE-HEADED EXPERT

This is also based on the idea of interviewing a weird person. This time two people sit close together, with their arms around each other to look as if they are Siamese twins. They are interviewed on a topic suggested by the audience, and they answer one word each at a time in rapid enough succession to make it sound as if they are one person. Neither knows what word the other is going to say next, so nobody knows what way the interview will go...



	CHARADES

This is one of the staples of improvisation, and is often played as a game at parties in Britain and the United States. To play "Charades", divide your class into at least two teams (hereafter referred to as teams A and B). Each team should suggest words (or phrases) that the other team will have to act out. To start the game off, send one member of team A (the actor) to the front of the classroom, where he or she should receive one of the words that team B wrote down. The actor must then act out the word, without saying anything. The remaining members of team A attempt to guess what the word is, based on their teammate's actions within a one to two minute time-limit. Once the word has been guessed correctly, or the time has expired, it is team B's turn to play. It should be noted, that while team A is trying to guess a word team B must remain silent, and vice versa. Over-eager students sometimes try to guess the words for both teams. The game is over when all of the words written down by teams A and B have been acted out. The team that guesses the most words correctly wins.

Variations: (1) "Charades" can also be used as an alternative vocabulary exercise. Instead of each team coming up with words from their own personal vocabularies, have them choose words from the vocabulary of the unit you are currently working on. To help your students learn and remember linguistic terminology, it is also a good idea to have students announce whether the word they are about to perform is a noun, verb, adjective, or adverb. (2) A beginning to intermediate version of "Charades" has students come up with various film, music, theater and book titles that each team must act out. Each improvisation begins with the student indicating which artistic medium the title he or she is about to perform belongs to. To do this the class must decide beforehand on a series of gestures to indicate each of these artistic mediums, for instance, pretending to run a camera for film, or mimicking an opera singer for music. 

Comment: "Charades" is a wonderful means of getting students to practice their vocabulary. The advantage of practicing vocabulary using "Charades" is that it moves the students away from simply translating the word from their mother tongue into the target language. Instead, students are encouraged to associate English words with particular actions and emotions, much like a native speaker might do.



	CONDUCTED STORY, or
STORY STORY DIE DIE!

Director solicits a story name from audience. Players line up on stage and, as the director points to them, each tells part of a story based on the audience suggestion. As the director changes focus from one player to another, each must continue the story seamlessly, without the prototypical stammering and hesitation. When a player hesitates, all other players (and/or audience members) must yell DIE! This player must act out a theatrical death on stage, and is then 'out'. Play continues until one player is left on stage to finish the story.



	CONTACT

A scene is played, but the only time any player is allowed to speak is when there is physical contact with another player. The contact must fit the scene. You may get setting and occupations or the like from the audience.



	DUBBING - SUBTITLES - FOREIGN MOVIE

Country and two foreign movie titles are elicited from audience. Scene will be movie from that country. Two players on stage act out movie and speak in gibberish. Their gibberish is 'translated' by two other players. Both actors and dubbers need to feed and respond. Dubbing variations have actors move mouths silently while other actors supply voices.



	EMOTIONS

The audience suggests who and where two players are, and, a third player calls out new emotions which they must incorporate.



	EMPTY DIALOG

Two students are given a short dialog to perform. The dialog itself should be relatively vague and open-ended, so that it only achieves a particular meaning through the students' performance. A sample dialog between a customer returning a defective item, and the salesperson at the complaint department might look like this:

Customer: Hello. 
Salesperson: Good afternoon. How may I help you? 
Customer: I'd like to return this. 
Salesperson: What's wrong with it? 
Customer: It's broken. Can't you tell? 
Salesperson: Hmmm ... 
Customer: Well, it wasn't working this morning. 
Salesperson: I'll see what I can do.

In contrast to having students concentrate on ritualized greetings and commonly used phrases as the basis for successful communication (as might be practiced in a simulation) this improvisational activity gets students to recognize the significance of intonation and expression in communicating. By doing this activity, students can see that it is not only what a person says, but also how he or she says it that determines how it is to be understood. To further underscore this, it would be best to have several sets of students play the same dialog, but require that each group perform it somewhat differently. The first group might have the customer be frustrated and the salesman friendly, the next could have the customer be shy and the salesman disinterested, a third pair could have the customer be annoyed and the salesman increasingly apologetic, even to the point of tears. 

	GHOST

Players sit in a circle. One starts by giving the first letter of a word he has in mind but which is not disclosed. For instance, if his word is "which", he says "w." The next player thinks of a word beginning with the letter "w" (for instance, "work") and adds the letter "o" to the previous player's "w." The third player may also have in mind the word "work," in which case he adds the letter "r" to the previous letters. Should the fourth player complete a word by adding either "d" or "k" ("word" or "work") he becomes one-third a ghost. To avoid being a ghost, a player tries to think of another longer word beginning with "wor" that his added letter will not complete.

New letters are added until a player is forced to finish the word, in which case he becomes one-third of a ghost, but no player is out of the spelling until he has completed three words. If a player adds a letter without having a word in mind or is misspelling a word, he may be challenged by another player. If he's found guilty then he becomes one-third of a ghost, if not-guilty the challenger becomes one-third of a ghost. When one word is completed, a new word is begun by the next player.

A ghost is out of the spelling but tries to get other players to talk to him. If the ghost is successful in getting a player to speak to him, that player becomes a whole ghost also. The game continues until all players but one are ghosts. Optional rule: To add challenge, do not consider a word complete unless it has four or more letters.



	GIBBERISH EXPERT - TALKSHOW

This takes the form of a talk on an unusual area of expertise given by an 'expert' who doesn't speak English, only a gobbledegook language. A 'translator' gives the audience an interpretation what is being said, relying only for inspiration on tone, hand and body gestures from the 'expert'.



	GIVE AND TAKE

Give and Take is an exercise where one, and only one, person on stage has the complete focus at any time. The person who has the focus moves and/or talks (nonsense is fine) and everyone else is frozen. That person can give focus to another player by looking or gesturing at them and then freezing. Or another player can take the focus by moving and/or speaking. The person who has had their focus taken should instantly freeze. <!-- Font Tag -->SCENE ON SCENE. The principle of "Give-and-take" is the foundation that many improvisational language games are built on. In scene on scene, two players on one side of the stage reminisce based on a relationship the audience gives them, while two other players on the other side of the stage enact various beats or moments of the reminiscence.



	GUGGENHEIM, or
VOCABULARY

Full group at desks, each player with a sheet of paper and a pencil. Group agrees upon any five or six letters which each writes across the top of the page so that every letter heads a column. Players also agree upon classifications of objects for the game and write these in a column on the left-hand side of the page.

The players fill in as many spaces as possible, one word beginning with each of the letters across the top of the page for each classification given in the left-hand column. Appropriate time limits can be set. When one person reads his first word, all who have the same word cross it out. Other players announce their first words, and whenever there are two alike, both are crossed out. This process continues until all duplicated words are eliminated. The player having the most words remaining wins the game.



	HAROLD

Is the most widely used format for LF I've noticed. It is completely described in Charna Halpren's Truth in Comedy and developed fully by ImprovOlympic in Chicago. It goes:

Opening (hot spot, rant, DooWop, stop'n'go, monologues, ect.) 
Scenes A, B, and C 
Scene 2A, 2B, & 3C 
Game 
Scene 3A, 3B, & 3C, these could all be one scene, split screen, or split focus. 
The Grand Finale.

The scenes should begin unrelated and interweave to the finale. The games can obviously be optional along with the opening. The description given is for the structured Harold.  The Harold is best done with a theme (love, war, honesty, ect.) or to answer a question of universal scope (examples are "will I find Happiness?" or "will I go to Heaven?"). One of the problems I have with a harold is the games, unrelated to the scenes, seem to break up the flow of telling stories and creating interesting characters, I would rather see those scenes used to elaborate on the stories, not the theme. There could always be 4 or 5 scenes to start, Who knows? The other problem I have is the almost religious use of structure that commonly goes with the Harold, I have almost always heard the Harold referred to as, this is the format, don't stray very far from the path.



	HOW MUCH DO YOU REMEMBER?

Count off into teams of two players -- a reader and a talker. The reader starts to silently read any story or article from a book or magazine while the talker relates some incident or past experience directly to the reader. Reader is to FOCUS on being open to both what he is reading and what the talker is telling him. Before reversing the roles, reader tells talker what he read and what he heard.



	MacGYVER

Ask the audience for three household objects and a major disaster. During the scene, use the objects to avert the disaster.



	MIRROR EXPERT or
SPEAK IN ONE VOICE

In this scene several players are sharing a mouth, and they all will speak together.

Not much more can be said about this game. All of the players involved huddle together and speak at the same time. It is an exercise in listening and sharing. No one player should lead. They all should slur together, and 'speak in one voice.' The trick seems to be eye contact as one player after the other takes the lead.

There are some obvious pimps inherent in this game. Asking the players to spell something, sing their corporate theme song, or give out the charities 1-800 number.

Variations: Most often the players are presented statically and interviewed as some kind of expert. The interviewer usually speaks in only her voice. Groups of players speaking in one voice can interact as well (this is the slow family game)



	MIRROR MIRROR

This is an exercise of focus and using senses other than sight in a stage environment. Students mime movement in a slow, fluid fashion. The first objective is to move the students toward working in groups larger than two. Start the game off with students getting a partner that they do not know. Help them if necessary.

The mirroring exercise will be interrupted with an exercise of invading personal space. In this exercise the students will find the limits of their own and fellow class members' space by moving in close face to face, next to and from behind each other.

After this is done, Mirroring will continue with the new objective of blind mirroring, or pairs mirroring each other with their eyes closed. This exercise will also help break the ice and get the class interacting with each other.



	MIRROR VOICE
SPEAK IN ONE VOICE

This exercise develops listening and sharing focus. Five people up in a row all linked together arm in arm.

The object of the exercise is to have the group speak as if they were one person. This is done, not by having one person lead the pack, but by having the pack share each word as it is formed. There is more about how to make this exercise work under the handle Speak In One Voice. The players need to all be looking at each other and sharing the focus. It helps to get several groups each speaking in one voice, and having them act out a scene together.



	PARTY QUIRKS

This is an exercise of creating character, where and improvisation. In this exercise, a host is chosen or volunteers, and is removed from the space. Three students volunteer to be guests at a party that the host is throwing. The remainder of class/audience will help these guests determine what kind of character they will be playing. These characters will be defined with help from 'quirks' that the audience supplies for them. Example narcoleptic firefighter, kleptomaniacal shoe salesperson, chronic tree climber, etc. The list is limitless.

After the characters have been determined, the 'host' is returned to the space, and asked to create a where for the party, establishing placement of the things to be used at the party (Stereo, punch bowl, munchies, etc.). The guests should be asked to respect their placement and adhere to them. After a small amount of time is given the 'guests' should start arriving, one at a time. Throughout the scene, the characters should be interacting in character, and maintaining the 'where'.



	PATTERN GAME

The group gathers in a large circle and begins a cadence of finger snapping. First, one person says a word and then the next person says a word inspired by that word on the next beat. The pattern continues with each person adding a word on the beat that has been inspired most directly by the previous word but also by the general pattern of words. In the competitive version, the beat should be pretty brisk and anyone missing the beat has to step out of the circle until only one player is left who ends the game.



	PATTERN GAME
LETTERS VARIATION, a.k.a.
SLAP, CLAP, SNAP

The group gathers in a large circle and begins a cadence of thigh slapping, hand clapping, and finger snapping (slap-clap-snap). First, one person says a word on the snap and then the next person says a word on the snap inspired by that word and beginning with the last letter of the previous word. The pattern continues with each person adding a word beginning with the previous word's ending letter on the beat that has been inspired most directly by the previous word but also by the general pattern of words. In the competitive version, the beat should be pretty brisk and anyone missing the beat has to step out of the circle until only one player is left who ends the game.



	PATTERN GAME
MEMORY VARIATION

The group gathers in a large circle and begins a cadence of finger snapping. First, one person says a word and then the next person repeats the previous word and adds a word inspired by that word on the next beat. The pattern continues with each person repeating all of the previous words and then adding a word on the beat that has been inspired most directly by the previous word but also by the general pattern of words. In the competitive version, the beat should be pretty brisk and anyone missing the beat has to step out of the circle until only one player is left who ends the game.



	PHYSICAL IRRITATION

Teams of four or more players. Players are seated on a platform waiting to make a speech. In turn, each player when speaking copes with a physical irritation which is tormenting and which cannot easily be remedied under scrutiny of the audience: a tight collar, sunburn, itch between shoulder blades, etc. Speaking player masks all attempts to relieve the irritation, integrating the relieving through onstage activity.



	SECRETS

Each of the players have a secret or motivation which will affect the way they act in the scene. This secret doesn't have to be found out by the other players.



	SIT, STAND, KNEEL (& BEND OVER)

A scene is played in which each position must be represented at all times. If the sitting player stands, then the standing player must sit. Each move must be justified within the scene. Elements of story should be kept in place. This is difficult.



	THREE-WAY CONVERSATION

Three players. One player (A) is the center; the other two players (B and C) sit on either side of A.

end . . . center . . . end 
B . . . . . A . . . . . C

Each end-player (B and C) chooses a topic of conversation and engages the center (A) player in conversation as if the other end-player did not exist. Center (A) must converse with both B and C, holding up both conversations (responding and initiating when necessary) without excluding either end-player. In effect, center player (A) holds one conversation on two topics. End-players (B and C) converse with the center player (A) only; no attempt to hear or enter the other end-player's conversation is to be made. Rotate positions until each player has been the center player. To keep up the challenge, simple questions ("What do you think of . . . ?" "Do you like . . . ?") and answers to such should be avoided.



	THROWING LIGHT

Whole group. Two players decide upon a secret topic of conversation. They then begin discussing the topic in the presence of other players. They must not make false statements although they may try to mislead the others. Other players may not ask questions nor guess the topic aloud but are to join the conversation when they feel they know its subject. The first players may challenge any newcomer who, if correct as to the topic, may stay in the game. If incorrect, player must go back, now one-third out of the game. A player may join in the conversation for some time without arousing suspicion and being challenged. The game is played until all players are in or out.



	TIME CAPSULE

We will first present a simple neutral scene that is based on a suggestion from the audience. Then we will see a series of scenes that led up to or were consequences of the first scene you saw. Usually this is a form with three scenes - Present, Past, and Future.

The first scene must establish some strong characters. Following the first scene the host will start to call out time references: five minutes ago, ten years from now. Each call out from the host is a signal for a new scene. Each scene will somehow be connected to the initial scene, through either characters, location or consequences.

Gimmicks: Call out zero seconds from now, or 5 million years in the past.

Variations: Let the audience call out time lines.



	WHEN I GO TO CALIFORNIA

The first player says, "When I Go to California, I'm going to take a trunk (or anything he likes)." The next player says, "When I go to California, I'm going to take a trunk and a hat box." The third player takes a trunk, a hat box, and something new. Each player takes, in exact order, all that has gone before and adds a new object. If a player makes a mistake, that player cannot add an object and sits out until only one player is left. A variation of the game is to have all the students pantomime packing their objects.



	WHO AM I?

A player is sent out of earshot and upon his return must interact with fellow players until he is aware of the famous or occupational identity the audience has chosen for him.

Alternatively, prepare a set of cards in advance by writing the name of a different famous person on each card (movie stars, musicians or composers, politicians, scientists, writers, cartoon figures, etc.). Prepare as many cards as you have students. In class, tape one card on each student's back, without letting the student see whose name is on the card. Each student must then figure out "their identity" by walking around and asking other students yes-or-no questions about the name attached to their back (i.e. "Am I still alive today?" "Am I a person?" "Am I female?" "Did I appear in movies?").



	WHO'S THE LEADER?

This is an exercise of focus and motion. The group is formed into a circle, and one student is asked to volunteer to be 'it'. They are removed from the space, and one student in the circle is chosen to be the one to start a motion. They do so, using any part of their body and the rest of the circles mimics the movement. The student who is 'it' is returned to the center of the space. The student chosen to start the motion will begin changing the motion, and the remaining students in the circle follow suit. The student who was removed is required to guess who it is that is starting the new motions, and when they guess correctly, the person who started the motion is the one who is removed from the space for the next round.



	WORD AT A TIME STORY

In this scene players will share the dialogue. Each player may only contribute one word at a time, the other player must then contribute the next word. Together they will build sentences and act out the story that they tell. [good to get an ask for that has an activity]

Knowledge of basic grammar is an asset in this scene. The two players must be really capable of sharing the dialogue. Word wars, or driving, by one player will wreck things quickly. Physically it is recommended to join together and act out the scene simultaneously. Going up the stairs together, and washing the cat together.

Variations: There is really no limit to the number of people that can speak in one voice. Usually if there is more than three, the players sit down and are considered an expert of some sort. One word at a time can be exploited as a Die Game. One sentence at a time is good for story building. It is more of an exercise than a handle. Two players can build a story one sentence at a time while the other players act out the story.



	VERB-NOUN GAME

Form two lines with a good deal of space between them. One line is the Verb Line, the other is the Noun Line. The first people jump forward (this game is all about energy and spontaneity), face each other, shoot off one word each (have the verb go first, in gerund form), and then do the action - even if it defies logic.

For example:  Both people jump over to their positions. Verb Person shouts, "Eating!"  Noun Person shouts, "Computers!"  They then energetically mime eating computers as they make their ways to the backs of the opposite line.



	NEWSPAPER

Take newspaper articles from the audience, then the host reads part of the article. The players do a two-to-four minute idea association and then each name a place where a scene on this topic/article could take place. That launches the players into scenes about the article. It is basically a big riffing sessions until the players bring ideas from the article back into the original story that they have started in the first half of the show. 



	WHAT ARE YOU DOING?

This is a more advanced version of the verb-noun game, essentially.  You still have 2 teams with one person stepping forward. One person starts doing a physical action. The other person asks, "What are you doing?" The first person stops moving and replies with anything OTHER than what s/he is doing. The second person then starts doing what the first person SAID s/he was doing....ad infinitum until someone gets OUT. You get out by stalling, not doing the physical action, repeating something that was recently said, or by saying what you are actually doing. It helps to get a subject, someone's initials, or a period in history to base the actions on.



	SHOULD HAVE SAID

One person sits out with a bell or similar noisemaking device while the other people carry on a normal scene. When the outside person makes the noise, the person who was just talking changes what s/he last said. For example: "Hand me that bottle of aspirin. [noise] Hand me that bottle of scotch. [noise] Call a masseuse for me, I've got a headache." The person speaking can change as much or as little as s/he wants, and the person making noise can do as much as s/he wants.



	FILL IN THE BLANK

Start with two people carrying on a normal scene. When they are speaking, however, each one will periodically pause and gesture to the audience to "fill in the blank" for them. It helps to set the blank near the middle or end of a sentence. For example: "I've never seen so much...[gesture] (audience person shouts, "Mackerel!") mackerel in all my life!"



	ACRONYM-MANIA

The setup is similar to Should Have Said, but instead of the onstage people changing their line after a noise is made, they turn the last word they said into an acronym. It helps to spell well in this game. For example: "There's something strange on the ceiling! [noise] Charming Elephant Imprints Like I've Never Gazed upon before in this short, unenriched life of mine! How enlightening!"



	AUTHORS

All the players have come along with a famous author in mind, and each has to tell the same story (title suggested by the audience) in the style of that author - continuing the story from the previous speaker.



	EVERY OTHER LINE

One player is given the script of a play and reads every other line, while acting out a scene with the other players.  The audience provides the situation as well as the last line the player must use to end the scene.



	FILM AND THEATER STYLES

The players acts out a scene given to them by the audience, but they have to do it in various styles (e.g., Horror, Film Noir, Pornography) suggested by the audience.



	LET'S MAKE A DATE

One player is on a dating program. The others are the possible dates, each with a strange quirk and the first has to guess each of these quirks from their responses.



	NUMBER OF WORDS

The players are given a scene, but each can only speak a fixed number of words at a time.



	QUESTIONS ONLY

Two players act out a scene, but must only speak in questions with a player who goofs being replaced by another.



	REMOTE CONTROL

Similar to 'Authors.' The audience assigns one topic that all the players must discuss, but each player must imitate the style of a different TV show, film, book, newspaper, etc., as suggested by the audience.



	SPORTS COMMENTATORS

One or Two players provide the commentary for an everyday activity (such as rushing to the bathroom in the morning) which the others perform in slow motion.



	STORYTELLER

A player tells a children's story (topic suggested by the audience) which is acted out by the others.



	SUPERHEROES

Players pretend to be superheroes who have to solve a world crisis, as suggested by the audience. Starts with one player, who is given a title (Captain Floppy, Soap Opera Man, etc.) by the audience; when the next player comes in, the first one gets to name him/her, and so on down the line.  The players exit in reverse order that they enter the scene.



	TIME ZONE

Players section off three areas of the stage.  The audience provides a different time in history for each zone.  The audience then provides a theme or topic and situation.  As the players move about on the stage they must adopt the manners and speech of the zone that they are in.  It is important that the players use the entire stage to explore each of the time areas while developing the scene. The transitions are best done crisply as the player crosses the boundary. The host setting the scene up should make sure that the time periods are contrasting and simple. 



	ADVERTS

This is a simple yet effective game played in pairs.  Each pair is given a type of person and a product for them to sell.  The groups of people are either assigned by the MC/Teacher or by audience suggestion.  The products are suggested by the audience.  Each pair must perform a 30 to 60 second commercial advertisement for that product in the style of their group.

A variation of this game is to have the entire group play at one time.  In this variation, called ADVERTISING GAME, the audience suggests a mundane product and an extraordinary quality (such as Bath Soap that polishes shoes or flies or whatever).  The group then plays "yes and" to create a full fledged advertising campaign usually with a time limit of two or fewer minutes which they then present to the audience first as a proposal and then as a full-fledged 30 to 60 second commercial.
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