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Story-as-One (listening, speaking, sequencing of story, fluency)
One person starts a story and the other players are instructed to tell the story “at the same time.” Players usually ask if they are to talk after the storytellers talks, but the leader should just keep side-coaching them to “Tell the story at the same time. That is all. Just tell it together.” 

One Word Story (listening, speaking, sequencing of story, fluency)
Students form a circle. The first person says one word (“Once”). The person next to him/her says another word (“upon”) and so forth, each adding to the sentence. Anybody may decide his/her word is the end of a sentence by adding punctuation marks after his/her word (“period.”) and the person next to him/her may then begin a new sentence. 

Word Tennis (vocabulary)
Two students face each other and are given a category (i.e. colors, rivers, states in the U.S.). The students, one after the other name as many things from that category as they can. If a student takes more than a count of three to come up with something or repeats an item that has already been mentioned, he/she is out and replaced with another student from the class. 

Name Six (vocabulary)
All the players, except one, who stands in the center, sit in a circle. The center player closes his eyes while the other players in the circle pass any small object one to the other. When the center players claps his/her hands, the player who is caught with the object in hand must keep it until the center player points at him and gives him a letter of the alphabet. The player who has the object must start it on its way immediately so that it passes through the hands of each of the players in the circle in turn. By the time it comes to him, he must have named six words, the name of each beginning with the letter suggested by the center player. (The words must not begin with a capital letter). If the player does not succeed in naming six words in the time that it takes for the object to make the round of the circle, that player must change places with the center player. Depending on the size of the circle,  three to any number of words could be used instead of six.  

Singing Syllables (language structure)
Players sit in a circle. One goes from the room and the others choose a word—for example, “Washington.” The syllables of the word are distributed around the circle—“Wash” to one group, “Ing” to another and “ton” to another. To a familiar tune (such as “Yankee Doodle,” “Twinkle, Twinkle Little Star,” players sing their group’s syllable over and over. The person who has been out of the room walks about from group to group and tries to piece the word together, using as many guesses as needed.
Building a Story (listening, speaking, sequencing, fluency)
Large group sits in a circle. Sidecoach chooses one player to begin telling a story. The story can be known or made up. At any point in the story, the sidecoach points at random to players who must immediately pick up where the last player left off, even if in the middle of a word. For example: first player,”The wind blew….” second player, “the hate off his head.” Players are not to repeat the last word of the previous storyteller. 

In The Manner of the Adverb (language)
Standing in a circle, explain that one person is to leave the room and the rest are going to choose an adverb (e.g. happily, enthusiastically, hysterically, slowly, etc.). When the person returns to the room, he/she asks one or more players to do something “In the manner of the Adverb.” (dance, go to the grocery store, drive a car, visit the zoo). The person tries to guess what the adverb is. He/she may try several groups and situations in order to guess the adverb. 
Women (listening, speaking, fluency)
Two players are given a situation (class reunion, friends waiting for a bus, etc.) One of the players starts a conversation, but breaks in the middle of a sentence. The other person must fill in the rest of the sentence, plus add more to the conversation. He/she then breaks in the middle of a sentence and the other person must fill in. Two rules to this game are: (1) Neither player can deny what the other person has said, and (2) The second player must add more to the conversation. For example, if one player said, "Aren't you that policeman from --," the second player could not say, "No, I'm not a policeman." He/she must add on and not deny what the first player has said. He/she might say"…Anchorage Alaska. Yes, I had great experiences there. Do you remember our friend?…"  ""…James Garfunkle. Yes, he's now a film producer, isn't he. The last time I saw him was at a party in…" This exercise is particularly effective for listening, speaking, and fluency. 
Woman (Variation) (listening, speaking, fluency) 
Class is divided into duos. One player begins talking. The other player supplies random words which the first player must incorporate into his/her speech without pausing or breaking tempo. 

Movie (listening, speaking, fluency, different forms and genres) 
Half of the group are actors and half are the voices for the actors. The group thinks of a type of movie they would like to do--a horror film, a western, a love story, etc. The actors provide the action for the movie while the voices provide the dialogue. Only two people can be on the stage at any one time. Either the actors or the voices can initiate the action of the story.

Poetry Building (comprehension) 
Either the leader supplies poems for players to use or players are asked to bring poems. The larger group is divided into two or more smaller groups, depending on the number of players. The players are given the poems and asked to express them in any way they wish. They may use body movements, variety in voices, various levels, dance choreography, stylized movements--anything. 

IMPROVISATION
Vocabulary or Spelling Word Improvisation (vocabulary)
Break classroom into several groups. Give each group a difficult vocabulary or spelling word and its definition.  Each group is to come up with a short improvisation using the word correctly three times sometime in the improvisation. Each group should decide on characters, place, and situation of the improvisation. After the improvisation, have the class try to guess what the word means from what they saw in the improvisation. One person in the group reads the definition. The word is written on the board.  After all the groups have had a turn, go back over the words. Most of the students will know each of the words illustrated through the improvisation.
CHARACTER, SETTING, PROBLEM (features of narrative)

Create cards with various characters, settings, and problems (conflicts) OR have the students write the characters, settings, and problems.  Place each of the categories in separate containers. Divide students into groups. Have each group draw out one character card per person in the group, one setting and one problem for the entire group. Have them create improvisations using the cards pulled. After the improvisations, have them write stories about their improvisations. 

CHORAL READING (fluency)  
Pick poems, documents (Preamble, Gettysburg address, etc.), essays, etc. Break the text any way you wish (gender, multi-groups, single parts, high or low voices, roles, etc.) Practice with the children.
MOVEMENT CHORAL READING ( speaking, fluency)

Do the same as above, but have the students create gestures and movement to go along with certain words and phrases of the text.   

ACTION READ-ALOUD (listening, speaking) 

Decide or have students decide certain words and actions they will do when a particular word is said in a text.  For example, in the Cinderella story, you might  say “Work, Work, Work!” whenever the word Cinderella is said, “Charming.” (taken from Creating Drama for the Classroom Teacher by Ruth Beall Heinig, pg. 74). 
