
 

Drama Games for Groups 
 
These games are divided into categories depending on which theatre skill or improv principle 
they help to practice. Older students (3rd-5th grade) should remember most of these games 
with no problem since we have done many of them in our yearly improv unit. Younger 
students (1st & 2nd grade) will need more help remembering how the games are played. 
 
I have noted which grade levels will best be able to play each game since some are a bit too 
complicated for younger students, which means I haven’t tried them in younger grades.  

 
WARM-UP GAMES 
 
The Shakes - all ages 
 
This game is played in a circle. One player at a time shakes a part of the body (foot, finger, shoulders) 
and “passes” it to the next person who will shake that part of the body and pass it along to the next 
person. It should look like a wave of people shaking a body part around the circle. 
 

VOICE GAMES 
 
Voice is an important tool for the actor. We talk frequently in class about how great actors 
alter the pitch (how high or low the sound is) and intensity (how loud or soft the sound is) of 
their voices to sound like other characters. In older grades, we also discuss changing our 
pace (fast or slow) when we talk.  
 
Greetings Your Majesty - all ages 
 
This game is played with one player (the “majesty”) sitting in a chair, facing a wall. One by one, other 
players sneak up behind the “majesty” and change the pitch or intensity of their voices as they say 
“Greetings Your Majesty” in a disguised voice. If the “majesty” on the chair can’t guess the name of the 
player behind them, that player takes the “throne” and becomes the new “majesty”.  
 

IMPROV GAMES - ACCEPTING  
 
The first principle of improv we discuss in class is to “accept”. This means to always say 
“yes” to each other’s creative ideas. If we know our teammates will always say “yes” to us, it 
builds a community of trust to take risks onstage.  
 
Yes, Let’s  - all ages 
 
In this game, one person makes a suggestion and says “Let’s _(names an activity)___”. Everyone in the 
circle says “Yes, let’s!”, and the whole group does/pantomimes whatever the suggestion was. (EX: “Let’s 
eat ice cream.” or “Let’s walk the dog.”) 
 
 
 
 



 

What Are You Doing? - all ages 
 
The group of players start in a circle. One player goes into the middle and starts doing an action, any 
action [EX: brushing teeth], and the next player asks, “What are you doing?” The player in the middle 
has to say the first thing that comes to mind (NOT what they are actually doing [EX: playing basketball]). 
The first player then leaves the circle, and the player who asked “What are you doing?” goes to the 
middle of the circle and starts doing the action suggested by the player before them [EX: playing 
basketball] until the next player next to them asks, “What are you doing?”. The game play repeats.  
 
Rumors  - 3rd-5th grades 
 
Everyone starts in a circle. One player begins by turning to the next player and telling a rumor, "Did you 
know that ______?". The rumor can be anything: something as simple as “the soup is brown in the 
cafeteria”, or something as detailed as “a white bear ate a 5th grade kid for lunch in Skokie last 
Thursday”. The second player immediately accepts the rumor, repeating it and making it sound as 
amazing as possible, “Wow, I can’t believe that _____!?!” The second player then restarts a new rumor 
to tell the player next to them. 
 
 

IMPROV GAMES - BUILDING 
 
The second principle of improv we discuss in class is to “build”. This means to say “yes” to 
each other’s ideas AND then add to them with other ideas that connect and make the scene 
even better. Another reason improv players feel free to perform spontaneously onstage is 
because they know their fellow players will help to complete their ideas/scenes and will 
make each other’s initial ideas even better. 
 
Yes, And!  - all ages 
 
This game is best played with 4 players but could be adjusted for play with only 2 or 3. The point of the 
game is to create a scene by building on each other’s suggestions. The first player suggests characters; 
the next player builds on that idea by suggesting the setting for the scene; the third player builds on the 
other two players’ ideas by suggesting an action for the scene (for older students, we suggest an 
“objective” - what the characters want); and the fourth player will suggest a conflict.  
 

1. Suggest the characters. Who are you? 
2. Suggest the setting. Where are you? 
3. Suggest an action (or an objective). What are you doing? (What do you want?) 
4. Suggest a conflict. What gets in the way of the action/objective? 

 
It is important that players both “accept” (say “yes” to) the other players’ ideas and also add something 
that connects to and makes sense with the other ideas. Once the main elements of the scene are 
decided, players then act out the scene and let it develop as they are acting it out. Other fun builds can 
include adding the characters’ emotions or interesting props that the characters are holding (pantomime 
these). If only 2 or 3 players are available, some players will make more than one suggestion. 
 
 
 
 



 

The Machine - all ages 
 
In this game, players will use movement and a sound to create a machine. This game is best played as a 
large group of four or more. It begins with one player making a movement and a sound or making a 
movement and saying a word. The next player builds on the idea with a new movement and sound/word 
that goes along with the first player’s idea. For example, if they are building a pizza machine, the first 
person might be the cheese and say “sprinkle” or “cheese” and make a sprinkling of cheese motion. The 
next person might come along and say “splat” or “sauce” and make a motion of squeezing out sauce. 
Continue to play until every player (max 5-9) is part of the machine, then say “Scene” to break down the 
machine. Play several rounds so every player who wants to play can get a chance. 
 
The Martha Game - all ages 
 
In this game, players use their bodies to create tableaus (frozen pictures) of different settings then let 
the scenes come to life. Players begin the game outside of the playing space/stage. One by one, players 
walk into the space and form their bodies into different objects/people in a given setting, announcing 
who/what they are in the space. [EX: “I’m a tree.” then “I’m a bench under the tree.” then "I'm an old 
lady sitting on the bench under the tree." then "I'm the old lady’s dog sitting under the tree by the 
bench." Etc., until a large group has created a picture]. Ideas should connect to each other. Once the 
stage/space is full (or players are losing focus) say “Lights up” to allow the picture to come to life.  
 

IMPROV GAMES - SPONTANEITY 
The final principle of improv we discuss in class is to “be spontaneous”. This means to say 
the first idea that comes to your head. The point is to stop players from too much planning or 
from judging their ideas. Once players are free to be spontaneous, the most interesting and 
innovative ideas emerge. Players will only feel comfortable being truly spontaneous if they 
are in a community of other players who will accept their ideas and build off of them.  
 
Presents - all ages 

Players pass an imaginary present around the circle. Each player names what the object is as they accept 
it. The trick is to be spontaneous and say the first idea that comes to your head. (EX: “It’s a sock!” or 
“It’s a bracelet!”). It should go rather quickly around the circle if players are being truly spontaneous. 

Gibberish Dictionary - 3rd-5th grade 

This game is played going around in a circle. One player speaks gibberish (a made-up language) to the 
next player in the circle, and that player has to be spontaneous and translate what was said into English. 
(EX: Player #1: Moo Jabalaba Bring Bring / Player #2: You want to go to the store? It’s that way!) The 
second player then restarts a new gibberish message to tell the next player around the circle.  

Clicker - all ages 

This game is played with partners. One player is the TV, and the other player holds the clicker. The 
player with the clicker can click to a new channel, and the player who plays the TV has to be 
spontaneous and quickly act out what’s happening on a new channel. After a few minutes, players switch 
roles so they both have a chance to click and to act out the TV screen. 


