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Complete lesson plan
provided—no drama
experience needed

<8

CD-ROM TOUR

Drama Games

Game Title THE NAME GAME
i L
The Players The Props The Pluce —|
Age: Preschool, primary, Nong Space: C!n?mn, stage, open ™
elementary, older room, outside
{rrangement: Whole class Shape; Circle (standing)

{Mbjective: Use mind, body, and voice creatively while leamning each other's names.

siony and Bules

Jili

1. Players stand in a circle so that everyone can see each m.hn' )

2. Each player gets a turn, starting with the teacher and moving mmd the :l:'ln:h.

3. Each player says his or her name in a changed voice while dmnlg a m_,l.ndms body movement,
4, The entire group then imitates the name, voice, and movement in unison,

%, Start with the teacher demonstrating several possible ways--this helps warm up the group.

&, After everyone has a tum, do a quick review round to memaorize all the moves and names.
7, Random pass for challenge: A does his own name and move and then does E's name and movel
E repeats her own name and move and then does anyone else’s, mmd 20 on randomly in the cirele.

ll I & L3 . N
s?ﬁm: .E:;dam Pass: Do Click links to learn quess and thinking ahead.
Alliteration Name Ga 4 first name (sweet Sarg

more about leading and

ent.
assessing the games

s 50 far (can be an elimir

Singing Name Game: §
Memory Name Game: Go
tion game--players are out i
Character Name Game: Chdos

Fogus Phraves (during plagi: .
Any idea is a good one—go with your instinel
Change your voice to match the feeling.
Mo calling out idens for others.

Teaciver; Model several different examples that
they repeat in unison to get warmed up,

Huave everyone make a choice before starting.
Accept all ideas (that are safely repeatable).

Playvers; Make 8 choice no one clse has tried. E it furars {il J wgp
Mo talking, t:mhln;. or distracting others. How did/can we use our mind creatively in i
Make a quick choice to keep the game moving. game? Our body? Our voiceT

Does it matter who/what you choose? Why?

Leud-int Gane: Magic Dust Adveniure How many people’s names did you learn todg

Clamy Title: The Name Game

Ty Playery
Ver Prrschinl, pramary Mome
cieremlary, clder
derie Whide < lais

oo Ll miind, banly, amed voioy srvaiively while lraming ssch mier's s

101 Games Plus
250 Variations!

Printable version
(PDF) of lesson prints
as 1 page Mac or PC

o, ke {nladalingi

S with ik

i 2 Hach playrs gets o e, staring with the trachir ssd moving meousd the circk
they make o clear MIstake] | § ik phye sy b or ey nams i changnd viice while g 8 stasding by s
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A cas by e
n
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i Shillx Contend Areasn ration deas -‘H!u._" le I!lllll.,'r:M-l N"‘ m..l.._q..., i i b g Char sty ¥ COnar v
Drama Skitls Ivtellipences the game maning — sk quickly! D H mumney whwhuat o chocsy t Wy !
Imagination, Imitation | Language Arss=Alliteration Name Game : ; M e oty 'y et i i lcar oy
Physical Expression [Damce—do a dance move with name Bodily/Kinesthetic Firwvea Sbidl Ahatrip Pavefligenres
Vocal Expression Muszic-Singing Name Game {nd?:!:tlu} lmer_pumnll :::.':.":T':Pm-,.. :'.-I""'r"'ﬂ';'::m'
Spontaneity, Trust Phys. Ed /Health-teamwork, flexibility Spatial ) Vo Expromee e <t S
Observation, Resction | Foreign Language-say "My name is _. Linguistic (Alliterat] | o 0 i — g g Ham oame {rarsions] lame ot
Listening, Timing Evenis-first day/week of school/campfieam Name Game) @ (L (T Mgsical (Singlag Name
= HSL .1 Frawigs | angeage — uy "Wy nang [
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At Standards
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Print lessons for
aides or substitutes
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to frequently
used sections can be
found on every page
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Instantly find all the

games that fit with your
lesson, topic, or unit

INDEX OF GAMES

Indexes the 101 games in an alphabetical list with links 1o each game.

CD-ROM TOUR

Index of Games

69 Indexes for

i e i knows the s title. <
[ st H#rwq“i*;gﬂ.mm.wmmm game’ Eﬁ&}" Lesson
Indexes games for cach of 10 drama categories and 12 drama disci- P."annmg
plines. Ideal for drama teachers to mh%?uﬂo:m:;h‘mm
s d conneeting to Ars Standards, To learn more e
Drama Categories: R esciolines. 5o 1o Defnitions. Includes two printable versions:
Printable Version (drama categories)
Printahle Version (drama disciplines)
Inde each of 22 drama skills. Go to Drama Skills to read
Drama Skill to organize games for curriculum
Learn how the same Printable ession.
games can be used for ) 1o jearn more, go to Contens
different purposes ect elementury teachers
it maon school subjects. T DRAMA Index of Gameas:
Conte of the games that can be easily GME- Grade Levels/Ae
into their subject area. Printable Version. - ;. L S/Ages
Indexes games for each of Howard Gudmlr:.&uﬁpg;lﬂ_ﬂ:!l II-IL':” TN School, Grades 912, Ages 1a18 o
t " . deal for educator searching for ways to T — Ay, Ch -
Multiple Intelligences; :mflu e il nces wad pleiient & welk-rounde it | Drening o e B 3
instruction. Printable Version. ey wncio(” 9% games for high
Heppicty Hippicty Thop J R ts
Indexes games for each of the following age groupings: p Bt ek e school studen
Qlil’_ll‘llﬂhlﬂ Version - ot el Mo Keep s Cosncciion 'j--l:a--_ -
Chasn| Serfing ca il
S I Leading Pari Syle Swinch
Alphabetical Index of 101 Drama Games . P Sk
:.:Il:;\\"rq.\]. " Ty T Tabkomi Pastirgragh
A-B-C Improy Grovity Game o ‘-'Irlm:_-.|4:_ ::-;l -
Iphabet Fﬂ]‘ﬁm‘_ﬂm !L-.- aful Fanne :L:-I.Il Cinte “-":::'"”-.:I
A T, Human Clo Y e i o
Assembly Line [maginary Joumey Emorions Corhestta ::.’:\ "':Iﬂvn ,'H"'_'I:fl
Bippldy Rippidy Bop In the Kitchen it Misseey Yokor v
Build a Machine Keep the stion Stap and Go . . 5 Vieacahulary Clmades
Candy Magnet, The Knols Sty Circle Fill in s Bilanik Nema Ciame, The s
M@W & Leading Part &Mwﬂs_ﬁ :-::-n:l:||1" “""'*IL-- Cimarie "":':,'r'!l'l'-
Channel Surfing left, Right, Over There Suryivor Pl e Feellg . W A Vo D
Character Charades Let's Play Hall Syllablo Clurades ekt el Patel of Expars Wkats e ok
Charncter Factory, The Lunchbox Tublemyx/Phot FwiorTag Popoom Nuratr Whal's Y Sign?
Clap Around Maghe Dust Adventure %g:_:tr i i 0 T\:Ir:..::'l',l;ms'k )
Mebti ell an S_ W Chilsbesink Oiation harsdes Whine \'1“:.‘.' T
Claazic Charades _ﬂ!'“'}::gu Transformation e e e S Wity To
i T L ve M 3 Ham o .:.;” ¥
g Links to the 101 hine Imﬂ!ﬂ_d;j: ::::E! Jlr:.-:l i-a:r'\r:-\. Eh_t-!;-lh.uv Wali i YesadiGo
drama games ey Typewrites AT fitocaeiad T Fap, oy
Vocabulary Chegy -
Emotional Orchest Tstery Voice Walking In.,,
Em& chanted Chalk Mame Game, The Walking Cr... m
Everybody Counts Obstacle Course What Are You [» Use printable indexes
Fillin the Blank %MFMM WM for quick reference once
Eﬁ?@ hi-!ni_wl’u_lm 's Your Sign? you know the games
Follow the Fecling Popcom Marritor Who's Calling?
Forees of Nature Cruotation Charpdes m.m:j%hﬂ
Fargiga, Film Radio Whase Shocs!
T Tn Red Ball Wind-Up Toys
Gibberis Refrigerator Dance %‘%’Fﬁﬂ“_m'
Give and Take Moyvement Rhyme Time Walk YIlghLE Drow
Give and Take Sound Role Reversal Yes and Go THE
Gilve Me a Hand Say What | Say Zip, ¥ap, Lop
Gizmos and Gadgets feene Slack £nom AM E-'“
Grammar Charades Silent Shapes
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Standards-based

instruction for all levels,
preschool-grade 12

CD-ROM TOUR
Arts Standards

Connect to State
and National
Standards

ARTS STANDARDS
I _|
Printing Higtory Aligning to Standards Assersment Example: CA
ﬂﬁ; |%§;fm Hﬂ%ﬂtﬁl@ mt Eﬂpp_mﬁfm:-n_d
Assessment

How does the teacher ensure that the students are learning the knowledge and skills of the standards
I:-:in;Mwmmuwm?Hmmlfewmnmmﬂtﬂmlwopﬂﬂah
{heatre aris standards as well as general use of drama as a teaching tool.

« Teacher observation allows the teacher to perform quick, informal assessments of the students'

understanding and ability to accomplish a task in o drama game.
» Questions throughout the lpasas—s cher n chance 1o seg what the students remember, whi
" Arts assessment

strategies that enhance
student learning

o informal avdience experience. Thig
in the lesson the students understog

p track of the idens, vocabulary

Resources for arts assessment on this program
« Evalustion Questions provides crafied questions for higher order thinking skills pnd reflection.

« Ta learn how to teach students to give supportive and specific comments 1o each other about thes
creative expression, go to Construciive Feedhack.
+ For a specific example of how to create an jne .
« Go to Glossary for siandards-based ( Vocabulary Cards
reviewing, and assessing student knowledjs

= Go to Clzssroom Management to learn how to assess behavior expectations for drama. For
example, assess students’ progress in any of the D-B-A-M-A Rules or Audience Etiquette,

bric, go to Kevs 1o €og

Link opens pri

W. 1%
= L

Related links

« Go to Classroom Maonagement to learn how 1o maximize physical and emotional safety.
-Su@mmﬂ"ﬁwlmmmmmmm,mmmwmmm
« Use the Teaching Strnicgios to learn how to plan and lead lessons for more creative e

« Read about the Dirama 5kills to learn the elements of creative expression in theatre.

« Explore more Ideas for Using the Gemes for arts and literacy purposes, f
« Try the Character Cards to encourage o wider range of expression and detail for character

2.0 Creative Expression
Creating. Performing, and Participating in Theatre

ntable version

21 pages of print-and-
cut cards of theatre
and literary terms

callback

casting

catharsis

center

stage character

cheat chorus

Middle School Example Ways to Use The Drama Game File to Teach This Standard

Copyright ©2008 J. Basom

Standard 6.2.2 Connect to key words from the game [ndeses and Sample Classes
oS afective ocal « vocal expression*=Voeal Expression

expression, gesture, facial | | epeie® and *facial expression™=Physical Expression,
axpreasion, dod Uning 1o | Bodily/Kinesthetic Intlligsnce, Sample Classés #33, 85

= “timing"=Timing

+ "chemcter"={harncterization, Sample Classes # 24

« grade 6=index of games for Older: Middle School age students
Idenvify additional resources, pages, and strategies from the program

» *gesture”=Charudes Gestures, and all Charades style games
s "pffective”=Constructive Feedback, Keys to Success

.

Download free supplements
that show connections to
your state’s arts standards

TH

iloasary and printable Vocnbulary Cards to teach key terms
Learn how to analyze

D) AN

N
a standard and connect
to program resources

Visit www.DramaEd.net
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CD-ROM TOUR

Learn how to maxi-

focus, and learning

CLASSROOM MANAGEMENT
[nerpduc tiot Keys to Success D-R-A-M-A Rules | Consequences | Respect Char

Audignce Chort | Concentration Chart | Andio/Visual Cues | Creative Ideas onclusi

D-R-A-M-A Rules

Printable Version

These rules are appropriate for any drami e ety From
been revised many times based on classroom experience to take into acC
immnniqu:wdrmm;nﬂhhmlhaphrﬁndndmnﬂnul
ﬂllgn:up.!rmarul!uwﬂmnﬂ!uhuicmlm.mwumhawdu =
nuﬁvuxpuﬁmwfwallpuﬁdpuﬂ:.ﬂmmhtmddgmd-mmfw d
students remember them. Have the students make a poster of these rules for the classroom, ¥
Frlml:lu\I’uﬂlmndpﬁthunvimluuﬂngﬁdmdmﬂnﬂm.tlhkmmh:ﬂubﬂwh
mhﬁﬂdmﬁﬁm&umhmﬂu-miﬁ-@wwﬁhﬂﬂm.ﬂwmm
mncmhﬂpﬁemﬁzhmmmﬁByplqm;themmdadmn.m?::mﬁphuu}
uwhweotmcmluhundmwmdmm“mhgﬂimmnfmm

. xi Teaching Strategies
mize student creativity,

after playing. “'[_i

Gavegyg

Demonstrate control of your body so no one gets hurt.

contro Df our bﬂd 0 no one EEtS hurt.
R ct each ﬂ'lh'ﬂl. raise vour hand litel DE” onst ate con i ¥ Y 5
_ﬂE—H ."—M

Always try! Part of a complete
system of classroom

management for drama

Maintain concent

Audience etiquetie: Walch YT o

Demonstrate control of your body so no one gets hurt.

Purpase: Maintain safety, control, self-diseipline, personal space, and boundaries. A_udience etiquette: watch, listen, and learn.

Explanation; In drama games, the players are moving around the room. They
wmhwlm:::lymﬁwmiﬂnhuﬁwlymmwmumm:l m
carried away ﬂmihuﬂyﬂmdﬂwﬁmhu&ﬁumﬂnﬂsnﬂl
nmudu«ﬂﬁmﬂhuphmﬁmdﬂummdu.swmn.lwqu
lheumPau:wh:wmmmlrywmmﬁuifmo}u-hmﬂu
lian. It is important to demonstrate how students can pretend actions (such as scrawching or
pouncing) without actually touching anather person (and the other person can act oula reaction).

1A fight uses control (distance), scting (reaction), repetition (to ensure
mewﬂfdwmj ‘:‘:: g;ﬂ effects {such as makeap or fake blood) to make the
audience believe that someone was injured. In reality, the actors are in perfeet control S0 no one gets
hurt. Emphasize that this requires careful staging and lots of rehearsal to come across believably
while maintaining safety.

i of the
M:Lmdmhwmwlm“mﬂmﬂinmamuﬂmtmhpm
drama skill of Self-Discipline. The development of awareness of persanal boundaries in movement
activities enhances the student's Spatial Intelligence. The bottom line is that in order for everyone o
be safe ot all times, the no touching rule must be actively maintained.

Recommended Gamefs): Melting Tag, The Candy Magnet, Stop and Go, Forces of Nature, Human
Clay, Witches and Wirards

~ Link directly to the

Copyright ©2008 J. Basom

games that best teach
each rule in action

Visit www.DramaEd.net

Respect each other; raise your hand politely.
A]ways tryl

Mainta'm concentration.

Establish physical
and emotional safety
for all students

i € 20 | s
Vi e e el it oy

Project poster from
CD, print as overhead,
or enlarge and mount

TH

GAME-m

CD-ROM for Arts and Literacy
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Use these cards to CD'R OM TOUR

enhance literacy and

i ] creative expression Character Cards
' CHARACTER CARDS
\i FOR ARTS AND LITERACY
Printing and Pregaring | Using the Cards | Oceupation Cards | Personality Cards 644 V:E?Cﬂbufar}'
= Emation Cards Mannerism Cards What Cards Where Cards Cards in 6 Color-

Coded Sets

Using the Character Cards for Arls and Literacy
Ideas for arts education

i ork (see
« Select cards from & hat or pass them out to develop |Pa:ifmwwduuﬂﬁwmmww
Charscterization), The partner or audience guesses which curd(s) were used afterwards,

i i of theatre from the Aris
-Tmhm:tymddmlforﬂuﬁw“ﬂ(wbu,muuhmwhm.whﬂ ¢ .
Standards. Using the cards teaches the mmwdwctlnp and clearly communicate the "who™ or
charncter, the "what® o action, and the "where” or setting. |

6 print-and-cut
pages to make 60
emotion cards

« Combine cards from different sets to generate scene and story ideas for improvisation, storytelling,
puppetry, or playwriting assignments.

-Fn:thud:livnﬂmllwmnliuﬁlpmhhlvﬂmo{fbdimndmmbychm]ngﬁmlhn

maoti ersonality C rds, This will develop a greater range of expression, inflection, and SIEE Str
ﬂﬁﬁmﬁﬂ;ﬁ E;xb'tlc speaking and scripts (see Color the Phrase). 24 essed
Ideas for literacy and integration across the curriculum
+ Improve students’ English vocabulary and grammar for literacy programs, The cards can be used
of s for grammar (see Grammar Charades). o

ﬂmﬁuﬂmﬁnmmﬂmmr@} Strﬂﬂg SHSPlClD‘L{S

Ferhs (What Cards and Manngrism Cards)

Adjectives (Perponality Cards and Emotion Cards)
« Build literacy skills of vocabulary comprehension, usage, and recognition by acting out and
guessing the cards. : ’
+ Translate the words nta any Foreign Langusge and use in the same way as in English o build terrified thlr‘sty
yocabulary and grammar skills in that language.

*Cwﬁmumﬁmdiﬂkmmmwmwmﬁmmdmmuimﬁwauﬁwwﬁd
in Language Arts.

tf‘apped

WHO: Emotional Wards (Adjectives) ( Printable Version

Copyright ©2008 J. Basom Visit www.DramaEd.net

affectionate frustrated | ey
i i relaxed z .
bashful Quick-pick ideas relieved victorious ick
e 2 sad wicked
oy add fun and variety scared
Brave to the games shocked
confident s
i injured silly Print on business card
defiant jealous weesy sheets or thick colored
sy i strong paper and laminate
I inind lonely suspicious
disappointed foving S
disgusted miad thirsy
Sy e lled
excited mischievous trapped
exhansted nervous Vigiorion
ot M — - T DRAMA
~~  Acting and guessing

the cards during the games
improves vocabulary

GAME-m

CD-ROM for Arts and Literacy
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The games develop

the foundational skills
needed in theatre arts

DRAMA SKILLS

Characterization;
c
P =

L=y

Acting out & character or stepping into a role. This means creating the
physical, vocal, and :munl:’ﬁ]if: of & character in o detailed and
realistic manner, To become a character players must leam to observe,
analyze, and re-create human motivation and behavior. Character-
ization also means using the clements of theatre (lights, sound,
costiemes, scenery, and acting) to communicate character aspects (age,
occupation, personality, mannerisms, motivation, and relationships).
To become a character requires the skills of imagination, vocal
expression, physical expression, and concentration.

Concentralion;

The ability to sustaln mental focus on a task, or on multiple tasks

simultaneously. Playing, practicing, and performing develop a

. and voice. This skill applies to other

ion games improve players'

ent by foreing reactions to the

transition back to a regular

When acting a role, students must
cier without giggling or breaking the

reality of the moment. Concentration is like a muscle that develaps

Teach key theatre
concepts and terms

CD-ROM TOUR

Drama Skills

Develop 22 Skills
for Theatre Arts,
School, and Life

with exercise and practice.

—

i

-

Creative use of the body to communicate a charn
concept. Physlcal expression incorporates elemel

Cooperation:

Ciames that 'WMHMWHIMHM
mmﬁ%wmh&#m "
mmnmmummwnm
at ity best]

movement, dance, and characterization.

— Et.mmﬂrtf_'ﬂl!"l. i
" Lty Puy Bal i
© Cooperation: )|\ ELRWSLing together with muius Minic Cine Tl and Shorw
~-00peratle P Collaboration means combining and ing Eﬁm‘%tgg Tl
- c: everyone's creative abilities and ideas to complet) mmnTﬂgr“ it
~ ‘.3 L collaboration is not possible withowt coupemiou S mﬂfﬂw_ : ﬂ:lm_m_; o Doing?
s r.mbi_ned mgmhcf The qu?r collaboration r;n?ny_abs_ml".rﬂlm Panel of EE.;__ [’J‘_
: ing. discussing, negotiating, deciding, rehearsing, e M_mgfﬂt _:Hh_ [E“FLIEJ
Drama is cooperative learning with a tangible end —"'m“"”ﬂ”m- EEEE&_WH g}:ﬂ;m
gl Wit Zip, ap, 206
Taks Moveman Say What | Say i
?ﬁ'-mcm Soene Shack £oom

E_I-:‘_H.ELL i

e Links to 60 games
Gramenar C 2
Gromig that develop the skill
e of cooperation

Communication skills in oral Ianguage developm

include projection (speaking loudly), articulation (spﬂki_ug. clearly),
emphasis, emotion, inflection, rate, pitch, persuasion, poise, eye
contact, and confident body language. Many students today have poor
speech skills. They mumble through monotonous oral reports or read
aloud like a dull robot. Drama helps connect emotions to words,
bringing forth enthusiasm, persuasion, and passion in speaking and
reading. These are the elements of true Muency in literacy.

Listening;

-

Actively listening to fellow players on stage. Ofien the game will not
work and the problem posed by the game will remain unsolved unless
players pay attention to each other. Listening requires aleriness,
patience, timing, and taking turns.

The skills extend beyond

{ drama to literacy and

Copyright ©2008 J. Basom

success in school and life

Visit www.DramaEd.net

Use the indexes to meet
state content standards
across the curriculum

TH
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Discover how drama

connects to each of 11
school subjects

CONTENT AREAS/
INTEGRATION IDEAS
Language Aris Social Stidies Dapce Visual Ars
Foreign Language Mathematics Mussic Theatre
Phys. Ed./Health Science Events Canclusion

Science:

Integration example: The concept of gravity is taught in The Gravity
Cipme by acting out floating in @ reom without gravity. Thl:lgl.'l'\l'ily

switch can be changed to the relative level of Jupiter's gravity (many
umulhltul'ﬂnm-.llmofw e g Moat),

Detailed examples
show how to use drama
as a teaching tool

it i,

CD-ROM TOUR

School Subjects

500 Integration
Ideas Using Drama
in All Subjects

Imtegration example: After teaching colonial life in

grade teacher nses Imaginary loumey o take her students o
visualization to Jamestown. With eyes closed lying on the g
breathing deeply, the students are prompted 1o imagine eve:

Language A P such s vocal
ris mﬂmma—nm‘._w

hhmmhhl—ﬂhﬂmm-‘

m“mﬂ%murwm

they can sce, smell, hear, touch, and taste while walking th
early colonial settlement. The teacher uses the content, fac
information already studied in closs, The studenis can then
about ml they imagined. By using all five senses, their »

e Walk hy hu!ng students walk around the room to &
and then act out a distinct action for each of five words in
family. By acting out and vocalizing the words, students in
the meaning and pronunciation of the vocabulary while la
interacting. Learning becomes fun and meaningful!

Fareign Filny
Fromon Tag

Integration example: Students leam 1o explore movement -

and energetically by playing The Candy Magnet. After

parts of their bodies, leading them through space by their

verybody Counts
Tl i ghe Iilank
Elml Yorur Faemily
Finlal the Phruse
Futlow fhe fieeling
Forzes of Natueg

, ! ; Gifve und —
strange and magical candy, 0 magnetic energy travels into mmﬁm

“’**#iﬁ'"‘fw Sound Collage
Ureming be the Bt Sound EfY

i Soatina oy
Imaginary fepey e

ity Slop and Ga

Leading Par tnry Cisely

Links to 82 games to
use for Language Arts

Hame Clame. The ciwri

Oopesie e The ey
uf Faperss Walking Un...

e Mmmstor What Are !
tafisn Chasadey !r_hmjp.rm

What's In the Box?

Ehyme Time Walk Wha'y Calling?

Rule Reverss]  Bhog?

Say What | Sax Wind-Lip Tayy

Herne Siack Witghes amd Wigsnty

Silem Shapes Wich's Fhrew

ear, belly button, or other body parts. Dance teachers can

music 1o this sctivity, and it can be used as either o warm-up
exploration or as material for a creative dance.

Irregration example: Students learn to experiment with and repeat
different rhythm patterns by playing a variation of Sound Around.
Instead of passing sounds in a random patiern among players sitting
in the circle, they pass a short improvised rhythm either with hands
clapping or with the voice. The receiving player must imitate the
rhythm, and then send a new rhythm to any new player. Play
continues bouncing randomly around the circle keeping all players
alert and ready to receive the mext rhythm,

Copyright ©2008 J. Basom
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Use drama to reach
students with academic
or social challenges

MULTIPLE INTELLGENCES

CD-ROM TOUR
Multiple Intelligences

Use Drama to

Differentiate for the

8 Learning Styles

Research/Sources Bodily/Kinesthetic Interpersonal Spatinl Maturalistic
Linguistic Logizal/Mathematical Intrapersonal Mugical {onclusion

Summary description of Spatial l-hll
Enables peaple to perceive visual or spatial infd

describes the scenery, and notes entrances, exits, and nls::
parenthesis). To write a play requires & vivid and detai

spatial ¢'I|;n::ui.: well before they are ever mounted on an actual stage, b
mental map and sophisticated visualization skills to guide the material from page to

Related Drama Skills; Aesthetic appreciation, character
imitation, ohservation, physical expression, self-discipline,
and stage skills.

charncterization, concentration, imagi

re-create visual images from memory. Thi_l I-nttil]il,_:n
world in one's mind--the way o sailor or sirplane p1!|=3{ mavi e 5 atial = = ~
chess pluyer or sculptor represents a more cin:uruu_:nhed !?I-hll e In t.hL_ﬂI] =2 m“_;“h_"*m"‘wm mm ...“._m o i
used in the arts or in the scicnees. It invelves imagining things, sensing® gence hﬂdm"mi“ '.umﬁ_ﬂ l“m“ o
patterns, images, shapes, and designs, Its core operations include accurate = “hﬂ" sridog wEigh,
mental ransformation of images. h“,uln mgm‘i"“‘
g gl o s G
connections to Spatial Intelligence - 5o g i S et G
gumu. has many connections to Spatial Intelligence. Imagination and vuj.u.hza.um are ot [ e B
drama education. Pantomime requires the performer to visualize the details of ebjects, re Lesding Pary Sxlabie Ch
them realistically for the audience 1o understand, and keep a mental map of all previous] harsdey
established objects in the scene. Improvisational scene work md_c!mming both use pant Links to 87 e
skills in the same manner to make the invisible objects come ta life for qhu;mdmm. Cref - )
m;vnmmmdmydmgmamﬂ:phm in the space, In & mingle shape, the y for SPﬂtial learners
move randomly amongst each other. This movement creates an awareness of the space m}ﬁ%m
body, and of the spatial pait £ ﬂunng :p‘dml:.wnm-m u,: . :lhn:;rlj]wm e
;‘r::"ifd"fu‘;"”“" Learn how drama closed), shape (¢.g., Wi e o mimer
Eint. oo wwisted), accesses and develops V. umgj’:’:. I':'Jq:llm e wg, wmb,:’-m
elements of movems each intelligence L e Mwﬁ“m" i b kn.mm:.
[ e Popgoen MNarrmer r “ﬂ"
ing the conventions of a stge : ,“W' because performers T oA .I.ma:.'_
wﬁlhﬁ-wm of the audience at all times (cheating out 10 ﬂ-uunilmr.:fur vil :H! Ehm:m m.;m
sinpe, fellow rarmers leamn 1o be aware of each other 50 as never 10 block £ach GUAe "“"LM . Wisany
to the audi:n:?:r'dl-‘hi: awareness of the suedience and fellow players on stage is & spatial gumm ﬂmmg;a
Playwriting requires a mental map of the stage. The playwright must be able to visual E#_nmsm Im]:“f‘f- ;
audience, and imagine the conventions of the theatre in order 1o write the dialogue. Sibert Shenes

ements in stage directions { .
imaginntion and the ability to visualize
recting reguires a similar

sensory awareness (towch wnd shape),

stage.

nation,
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