Death in a Minute 
Description 
2 or 3 players play a 1 minute scene, in which one player must die. 
Notes 
Tell players to take risks. Why not just drop dead after 5 seconds and leave it up to the other player to justify the death.

Rhyme Time: 
In this fast paced game, the instructor stands in the center of the circle. She names a setting and a situation. Then, she points to one of the players at random. 
Using improvisation skills, the player begins telling a story with a single sentence. For example, he might say, “I just found out I have a long lost twin.” The instructor then points to a new speaker who must continue the story and the rhyme. Example: “I guess Mom tossed a coin and my Bro didn’t win.” 
The rhymes are couplets, so the next chosen player creates a new line of the story with a new sound. The improvised tale goes on until a student fails to produce a rhyme. Then he sits in the middle of the circle. This goes on until the circle shrinks down to one or two champions. 
Instructors should make certain to increase the speed as the game progresses. Players may want to prohibit tricky words like orange, purple and month. 
Ice Breaker Activity -- "Create a Commercial"
This is a terrific activity that can work great for drama students, but it could also be incorporated into any class that involves writing, advertising, or public speaking. It works best with a full classroom, between 18 and 30 participants. As a teacher, I often use this activity at the beginning of the semester because it serves as a terrific ice-breaker, and it creates a fun and productive classroom environment. 
How To Play: 
First the instructor (or the facilitator of the activity) should arrange the participants into groups of four or five. Then, the instructor informs the groups that they are no longer merely students but they are top-notch, highly successful advertising executives. 
Explain that advertising executives know how to use persuasive writing in commercials, making the audience experience a wide variety of emotions. Ask the participants to share examples of commercials that they remember. Did the commercials make them laugh? Did they inspire hope, fear, or hunger? 
Once the groups have discussed a few examples, explain that they will now be given an illustration of a strange object; each group receives a unique illustration. (Note: You may wish to draw these random objects – which should be odd shapes that could be a multitude of different things — on the chalkboard, or you could give each group a hand-written illustration). 
Once each group has received an illustration, they must then do the following: 
· Decide the function of the object (Perhaps invent a brand new product.) 
· Give the product a name. 
· Create a 30 – 60 second commercial script with multiple characters. 
· The commercial should generate a specific emotion to persuade the audience. 
After the writing process has been completed, give the groups five to ten minutes to practice performing the commercial. It isn’t too important for them to memorize the lines; they can have the script in front of them, or use improvisation to get them through the material. 
Note: For less outgoing students who do not wish to stand in front of classmates, they could create a “radio commercial” which could be read from their seats. 
Presentation Time:
Once the groups have created and practiced their advertisement, it is time to perform. Each group takes a turn presenting their commercial. Before each performance, the instructor may wish to show the rest of the class the illustration. After the commercial is performed, the instructor may offer follow-up questions such as: “What persuasive strategy did you use?” or “What emotions were you trying to make your audience feel?” 
Most of the time, the groups try to generate laughter, creating very funny, tongue-in-cheek commercials. Once in a while, however, a group creates a commercial that is dramatic, even thought-provoking, such as a public service announcement against smoking. 
Try this ice-breaker activity out in your classrooms or drama group. The participants will have fun, all the while learning about the persuasive writing and communication. 

60 Second Fairy Tales
Friendly and Fun Improvisation
For a good exercise in impromptu storytelling, try performing a well known fairy tale in one minute flat. Drama classes and acting troupes alike can use the “60 Second Fairy Tale” to sharpen improvisational skills. It's also a great game for families and kids. 
Here's How: 
Your cast size should be at least three people. (Four or five would be ideal.) One person serves as the Moderator, a person who interacts with the audience and plays the narrator, if necessary. The rest of the cast are the fairy tale performers. 
The Moderator asks the audience for fairy tale suggestions. Hopefully, the audience will shout out some great choices: 
· Snow White
· Rapunzel
· The Little Mermaid
· Hansel and Gretel
· Sleeping Beauty
· Little Red Riding Hood
Then, the Moderator selects a story everyone in the cast knows quite well. Remember, narratives such as “Cinderella” and “The Ugly Duckling” are more preferable— and more performable— than obscure fairy tales from ancient Babylonia. 
The Performance Begins! 
Once the story has been chosen, the 60 second show can start. To keep the storyline fresh in the mind of the performers, the Moderator should quickly recap the key events of the story. Here’s an example: 
MODERATOR: “Okay, great, I heard someone suggest “The Three Little Pigs.” This is the one where three brother pigs each go about building their new homes, one with straw, the other with sticks, and the third with brick. A big bad wolf proceeds to demolish the first two houses, but can’t destroy the third. Now, let’s see this famous fairy tale performed for us in 60 seconds! Action!” 
Then the performers begin to act out the story. Even though they are trying to complete the entire tale in a very short amount of time, they should still create funny, interesting characters. They should also establish setting and conflict. Whenever the cast members slow things down, the Moderator can prompt them by narrating a new event, or simply by reading from a stopwatch. Nothing moves a scene along like calling out, “Twenty seconds left!” 
Variations 
Although the fast-paced nature of this game is very entertaining, there’s no harm in trying a “slower” five minute version. That way, actors can take their time and develop more character interactions and hilarious moments. 
Also, if the well of popular fairy tales runs dry, feel free to try out some of these Aesop fables: 
· Tortoise and the Hare
· The Mouse and the Lion
· The Fox and the Crow
· The Boy who Cried Wolf
Or, if the talented acting troupe has a taste for pop-culture, try performing a movie in a minute. See what you can do with films such as: 
· Casablanca
· Star Wars
· The Wizard of Oz
· Grease
· Gone with the Wind
As with any improvisation activity the goals are simple: have fun, develop characters, and think fast! 

Improvisation Game: Freeze Tag
The Basics:
"Freeze Tag" (also known simply as "Freeze") is an improvisation game is a great drama exercise for performers at any level. It works best in groups of eight or more. Two volunteers step onto the stage while the rest of the actors sit and wait for the right moment to join in.
"I Need a Location":
As with most improv activities, audience participation is essential. The actors on stage will request suggestions for a specific location. If this is a classroom exercise, the drama instructor should encourage the audience to be creative with their suggestions. For example, "Stuck inside a giant vending machine" or "In the break room of Santa's Workshop" is far more inspiring than "Shopping mall."
The performers listen to a few of the suggestions. They then quickly select an interesting setting and the scene begins. The goal of the actors is to invent characters and dialogue "off the cuff." They should quickly establish a storyline and conflict. Also, they should be encouraged to move about the stage space, pantomiming whatever they wish to incorporate into the scene.
Calling "Freeze!":
After the actors have been given enough time to create an interesting situation, the performers sitting in the audience can now participate. All they need to do is shout, "Freeze!" The actors on stage will then stand motionless. Whoever called out "freeze" enters the stage space. He or she takes the place of one of the actors, recreating the exact same pose. This can sometimes be challenging if the actor happens to be in a ballet position or crawling on all fours. But that's part of the fun!
Keep It Going:
A brand new scene begins with a different setting and different characters. No more suggestions are taken from the audience. Instead, it is up to the performers to invent the situation. Drama instructors should ask students to let the physical positions influence the storyline of the next scene. For example, if one set of performers is frozen while in the middle of a tug of war contest, the next scene could take place at an Amish barn raising. Also, instructors should make certain that each scene is given enough time to develop. Usually two or three minutes is ample time to establish character and conflict.
At first, improvisation activities might be very challenging for unseasoned performers. Yet, we often played these sorts of games when we were children. Remember: Improvisation is simply an advanced form of playing pretend.

