Games:
Example of Procedure:

Activity:

1. Ball Toss- 

1. Toss 1 Ball around circle in set pattern

2. Add Balls

3. Reverse Pattern

Down-Down:
1. Open-Ended Question: What does this have to do with Speech/Communication?

2. Leading Questions:
a. What caused you to drop the ball?

b. What are some of the things you did to make sure you didn’t drop the ball?

c. Would these same things apply when communicating with others?  How?

Tie into Assignment: In communication there is a Sender and a Receiver- and so many things can go wrong. A lot of times what the sender means to happen and what the receiver actually ends up understanding- are two completely different things.

More Games:

2. Change Places Game teaching ideas: WHOLISTIC COMMUNICATION
1. Circle Up- Everyone has a set position (optional: marked with tape)
2. One Person in the middle

3. Exchange places- middle person tries to beat you to your spot

4. Increase Difficulty: Anything goes, Just speaking, Just gestures, Just facial expression, Just eye-contact, etc.
3. Number Up: teaching ideas: OGANIZATION
1. Count to 20 without anyone speaking at the same time
2. Anything goes first time, 2nd time eyes open, but no patterns, 3rd time eyes shut

4. Popcorn: teaching ideas: AUDIENCE
1. Students jump in the air and clap their hands randomly.

2. If 2 or more students clap at the same time they must sit out for 5 seconds.

5. Alien, Tiger, Cow: teaching ideas: AUDIENCE
1. The object of the game is to have the entire group pick the same creature.

2. Show motions and sounds for each creature.

3. Have the group (in a circle) turn around.

4. On the count of three everyone jumps around and does their action & sound.

6. Two Lies and the Truth: teaching ideas: CREATIVE WRITING, FICTION/NON, DETAILS
1. Students tell/write three stories (2 lies/fiction and one true/non-fiction)
2. Students then recite/pass around their stories and have others guess which one is true

7. Gun-Ho Gorilla: teaching ideas: ACTIVE vs. PASSIVE VOICE
1. Have two teams (any number)

2. One player from each team stands back-to-back

3. On the count of three the two players turn around and either become a Guy with a Gun, a Gorilla, or a Karate Guy complete with appropriate sounds and actions.

4. Same Rules as Rock, Paper, Scissors
5. Gun Guy beats Gorilla, Gorilla beats Karate Guy, Karate Guy beats Gun Guy

6. Play for fun or if you lose you are out.

8. Slow-Motion Samurai: teaching ideas: CONFLICT

1. Have everyone spread out

2. Explain to them that they are all Samurai warriors, with a Samurai sword at their side.

3. Explain that they must move in SLOW-MOTION (demonstrate the speed).

4. The object of the game is to die as dramatically as possible.

5. Explain that NO ONE CAN WIN THIS GAME- everyone must die dramatically.

9. Everybody In Footfires: teaching ideas: VOCAB, RHETORIC
1. Have all students create a sound & motion that captures the essence of a vocabulary word/rhetoric

2. Optional: Keep Moving Feet (Foot Fires)

3. Teacher calls out a vocab word and points to a student 

4. The student then runs to the middle of the circle and does their sound and movement.

5. Everyone then copies the sound and movement in the middle of the circle.

10. Pat-Pat, Clap-Clap, Snap-Snap: FREE ASSOCIATION, BRAINSTORMING, METAPHOR, COMPARE & CONTRAST ESSAYS, CREATIVE WRITING

1. Players form a circle

2. A very slow beat is established: pat thighs twice, clap twice, snap fingers on right hand and then snap fingers on the left hand.

3. When you snap your fingers say a word that is in some way associated with the previous word.

4. Gradually speed up the beat.

5. Optional: Make people explain weird connections & have group vote on acceptance (anything remotely reasonable should be OK).

6. Optional: People who do not say their word by the time the second hand snaps are out of the game.

11. This is my…nose: teaching ideas:  SIGNAL PHRASES

1. Divide the class into groups of 2

2. Person A points to a part of his anatomy and calls it a different part.  (Ex. Point to eyes and say “This is my nose.”)

3. Person B then points to the thing person A said and calls it a different part.  (Ex. Points to nose and says “This is my ear.”)

4. The game continues until someone makes a mistake.

12. Interview: teaching ideas: THE 5 W’s, NEWSPAPER WRITING, CLICHÉ, MISC.
1. Have 1 student leave the room.

2. While they are gone, have the class choose a famous character

a. Make sure it is someone that everyone knows

b. Good ones have been Scooby Doo, Barbie, etc

3. Instruct the students to ask questions (using the 5 W’s) that hint at, but do not give away who the character is.  Example for Scooby Doo:  “What is your favorite snack?”  “Who is your best friend?”

4. Have the student come back into the room.

5. The person being interviewed answers the questions to the best of their abilities.  

6. When they figure out who they are they should just keep answering the questions correctly.

7. Extension: “Phrase am I”: Instead of a character, students are clichés (or almost anything that you are studying).

13. Hagoo: teaching ideas: USING HUMOR IN WRITING, 

1. The entire class creates 2 lines facing each other (forming a gauntlet) 

2. One student walks slowly through the middle of the gauntlet looking each person in the eye

3. The student walking through the gauntlet can NOT smile.

4. The students in the 2 lines attempt to make the student laugh.

5. If the student cracks a smile, they lose and go to the end of the line

6. The next student in line repeats the process.
14. Knots: teaching ideas: METAPHOR FOR EDITING/ORGANIZATION
1. 5-9 students form a circle

2. Each student holds out their right hands and grabs a hand of another student across from them.

3. Each student then holds out their left hand and grabs the hand of a DIFFERENT student across from them.

4. The group must then untangle the knot they have made.

5. Important Safety Note: No Kung-Fu Grip.  Have loose hands.  They can let go briefly.

15. Killer: teaching ideas: MYSTERY UNIT, NON-VERBAL COMMUNICATION, ATTENTION TO DETAILS
1. Everyone closes their eyes

2. A “killer” is chosen by the teacher

3. Everyone opens their eyes and begins to mill about the room shaking each other’s hands

4. The killer winks (squeezes) the hand of someone to “kill” them (can squeeze and not kill)

5. The person who has been “killed” has to wait 10 seconds and then die as dramatically as possible

6. Anyone can accuse someone of being the “killer”.

a. If they are right, the game is over

b. If they are wrong, they die.
16. Mafia: teaching ideas: PERSUASIVE WRITING, DEDUCTIVE vs. INDUCTIVE REASONING, LOGICAL vs. EMOTIONAL REASONING, MOB MENTALITY, HOLOCAUST, STORYTELLING, SETTING
1. Either hand out playing cards (Ex: Jack=Mafia, Ace=Police Officer), or have student close eyes and tap on shoulder/squeeze thumbs.

2. Choose 1-3 member of the “Mafia” (depending on group size)

3. Choose 1 Police Officer

4. Choose 1 Medic

5. Have Mafia open eyes, see each other, unanimously pick someone else to “knock-off,” and then close eyes again.

6. Have Police Officer open eyes and point to someone who might be Mafia.  Tell them yes of no.

7. Have Medic open eyes and point to someone they wish to save (they can point at themselves).

8. Have everyone open eyes.

9. Tell elaborate story about how a crazy Mafia knocked off the person the Mafia members picked.  

a. For example “It is a dark and foggy morning.  Not a single bird is chirping.  The air is thick and tastes of fear.  Something has gone wrong.  In the middle of the night, the Irish Mafia River Danced their way into the town and dropped a giant bowl of Lucky Charms on YOUR HEAD!”

b. Change Mafias & Settings: (Sumo, Clown, German, etc)

10. The person who is “knocked off” is no longer in the game & must keep absolutely silent.  (Unless the Medic picked them, then they are not dead.)

11. The townspeople must then UNANIMOUSLY choose someone to knock out of the game.  It MUST BE COMPLETELY UNANIMOUS.

12. Repeat Process until the Mafia is all gone or the Townspeople are all gone.
17. Tank:  teaching ideas: AUDIENCE, SPECIFICITY/CLARITY, READER RESPONSE
1. Students are divided into teams of 2
2. One student is the “tank” and the other is the “gunner”

3. The “tank’s” job is to throw a wadded up sock (or ball) at other tanks to knock them out.

4. The “gunner’s” job is to tell the tank where the other tanks are because the tank is BLINDFOLDED!

5. The last Tank Standing wins.
6. Rules: 

a. Safety first- Always be looking out for the safety of your tank.

b. Tanks must throw underhand or they will be disqualified

c. Gunners can NOT touch the tanks, the balls, or other people.

d. Set clear boundaries
e. Once you are out you must form a circle around the remaining players and protect them from getting hurt.

18. Jeepers Peepers: teaching ideas: OPTIONAL

1. All students are in a circle looking down.

2. On the count of three everyone looks either left, right, or across the circle

3. Anyone who makes eye-contact must recite (whatever you are working on)

4. Last person to finish talking must scream and step out of the circle.
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