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1 / Revealing Identity

I too require passion in the classroom. I need the intense preoccupation of a group 
of children and teachers inventing new worlds as they learn to know each other’s 
dreams. To invent is to come alive. Even more than the unexamined classroom, I 
resist the uninvented classroom.
— Vivian Gussin Paley, The Girl with the Brown Crayon (1997, p. 50)

And suddenly that name,
will never be the same
to me.
— Stephen Sondheim, from West Side Story

Dramatheme — Connections

Theme Overview
Everyone has a name, and our names offer a glimpse into our identities and our 
stories. Through names, we can connect with those around us — as well as fic
tional characters — to unpack the stories we all carry in our life knapsacks. Our 
names therefore seem a good place to start our drama journey. In this drama
theme, students explore names as markers of identity and begin to see how they 
connect with who they are. Similarly, in the pretend world of drama, participants 
dig past characters’ names to answer the question “Who are you?” In this chap
ter, students can delve into motive, character, and human relationships by turn
ing to the elliptical rhymes of childhood. The unusual situations in which rhyme 
characters find themselves invite students into a world where their imaginations 
— and story minds — can take charge. They can invent new worlds.

Featured Source: The nursery rhyme “Hector Protector”

Learning Opportunities
•	 To	participate	in	games	that	can	be	used	for	getting	acquainted	and	that	

develop a sense of belonging to a group
•	 To	learn	the	names	of	others,	the	stories	behind	the	names,	and	ways	to	

present those names in dramatic contexts
•	 To	practice	the	skills	of	interpretation	and	experiment	with	different	ways	to	

read rhymes chorally
•	 To	familiarize	students	with	the	rhythms,	rhymes,	patterns,	and	themes	of	a	

variety of nursery rhymes
•	 To	contribute	ideas	to	a	choral	presentation	and	to	support	the	contribu-

tions of others
•	 To	unravel	meanings	of	a	short	text	by	raising	questions,	hypothesizing,	

role-playing, and improvising
•	 To	explore	the	stories	within	the	stories	of	playground	and	nursery	rhymes
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Games: Focus on Names

Name Game Echo

Students stand in a circle. One person begins the game by saying his or her name 
and performing an action or gesture, such as clapping hands above the head, 
wiggling, or bending over. The group echoes the name and the movement. The 
game continues until every person has become the leader who calls out his or her 
name.

E x T E N S I O N S

•	 The	names	are	called	out	in	a	dramatic	way	(e.g.,	a	shout,	a	cheer,	or	a	whis-
per), and a new gesture is provided to accompany the name. Encourage stu-
dents not to repeat any actions that have already been presented.

•	 Each	group	member	repeats	the	action	from	the	previous	extension,	but	does	
not call out any name. The mimed gesture may help group members remem-
ber participants’ names.

Greeting One Another

1. On a signal, students walk around the room introducing themselves to one 
another, shaking hands.

2. On another signal, students resume walking around the room and greet one 
another, touching toes. The game continues with partners connecting with 
different parts of the body (e.g., elbows, ears, knees).

3. Students create greetings that might be used by aliens on a strange planet. 
They walk around and introduce themselves, using their new greetings.

E x T E N S I O N

•	 Students	form	a	circle	which	represents	a	council	meeting	of	alien	creatures.	
One student demonstrates a greeting, and the group echoes the movement 
presented. The activity continues around the circle until every person has 
demonstrated a greeting. An alternative is to have only a new sound greeting 
presented.

Five Claps, One Friend, Three Details

This activity provides students with the chance to interview others, to share the 
information learned from the interview, and to present scripted lines according 
to a pattern.

Students sit in a circle. They are given three to five minutes to informally inter-
view the person on their right and be interviewed by the person on their left. 
To begin, ensure that each participant knows his or her partner’s name. For the 
interview, students can find out such things as favorite color, favorite food, favor-
ite television show, favorite book, and one or two more details.

The following script is then used to have each student introduce the person 
on the right.

Line #1: My name is _____, and I say hi.
Line #2: This is _______, and she is my friend.
Line #3: [tells any three things learned about partner from the interview]

Sample of the Game
Group claps five beats.
Max: My name is Max, and I say hi.
Group claps five beats.
Max: This is Ayla, and she is my 
friend.
Group (chanting): One.
Max: Her favorite color is green.
Group (chanting): Two.
Max: She likes to read graphic 
novels.
Group (chanting): Three.
Max: Her favorite food is sushi.

This chapter presents the first 
dramatheme to explore because 
the featured games invite students 
to introduce themselves to one 
another, and the drama strategies 
outlined are suitable for beginning 
drama work on interpretation and 
improvisation.

This game works particularly well 
when participants do not know one 
another.
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Those standing in the circle clap out beats to introduce lines #1 and #2. The 
group also chants out the numbers 1, 2, and then 3 to introduce each of the three 
personal details.

Name Call, Toss Ball

Students stand in a circle. To begin, a ball is given to one player, who calls his or 
her name and then tosses the ball to someone else in the circle. The ball contin-
ues to be passed, ensuring that all become familiar with the names in the group.

The activity is repeated. This time, students start with their hands folded in 
front of them; after tossing the ball to someone else in the circle, they place their 
hands behind their backs. In this way, each person passes (and receives) the ball 
once.

The activity is repeated again, following the sequence of passing the ball. Draw 
the students’ attention to the pattern that has been established by asking: “Who 
threw the ball to you? Who did you throw the ball to?”

E x T E N S I O N S

•	 Challenge	the	students	to	complete	the	activity	within	a	certain	time.
•	 Students	pass	the	ball	in	the	same	pattern	without	calling	names.
•	 The	pattern	of	passing	the	ball	is	reversed.	The	ball	is	passed	from	the	last	

person to the first person.
•	 Two	balls	are	passed,	one	using	the	original	pattern	and	one	using	the	reverse	

pattern.
•	 Students	find	a	new	spot	in	the	circle.	The	game	is	repeated.
•	 Additional	balls	(five?	six?)	are	added	one	at	a	time.	The	game	is	repeated.
•	 There	is	no	pattern.	Balls	are	tossed.	Students	randomly	call	names	of	players	

in the group.

What’s in a Name?

In this game, students work in a variety of group situations as they seek others 
whose first names share a characteristic with their first names. As students circu-
late, tell them to find others whose names
•	 start	with	the	same	initial	as	theirs
•	 share	at	least	two	of	the	letters	in	their	names
•	 have	the	same	number	of	vowels	that	their	names	contain
•	 have	the	same	number	of	letters	that	their	names	contain
•	 have	the	same	number	of	syllables	that	their	names	contain

E x T E N S I O N

•	 Have	students	work	with	their	last	names.

Name Crossword

This game can be played by giving the students small sticky notes, one for each 
letter of their first name. For example, a student named Chris would receive five 
sticky notes and write each of the letters in his name on a note (C H R I S). Stu-
dents may want to work with the long form of their name (e.g., Christopher).

Students first look at their names to identify words that they can see without 
scrambling any letters (e.g., the words or and ah in the name Deborah). They can 
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then mix up the letters to make as many words as possible (e.g., the words bed, 
dear, are, and had from Deborah). When students have exhausted all possibili-
ties, they team up with a partner. Combining letters from both names, they make 
as many words as possible.

E x T E N S I O N S

•	 Students	work	in	groups	of	four	to	make	words	using	only	the	letters	from	
their first names.

•	 Students	use	their	first	and	last	names	to	play	the	game.

Thinking about Our Names

Provide the following questions to students to prompt discussion or to use as a 
questionnaire when interviewing one another.

•	 Do	any	words	rhyme	with	your	name?	If	they	do,	what	are	they?
•	 Without	changing	the	order	of	any	letters,	what	words	can	you	find	in	your	

first name? in your last name?
•	 How	many	words	can	you	make	from	the	letters	of	your	first	name?
•	 Who	were	you	named	after?
•	 Do	you	have	a	middle	name?	What	is	it?
•	 Do	you	know	your	name	in	another	language?	What	is	it?
•	 Do	you	have	a	nickname?	What	is	it?
•	 What	is	the	name	of	a	pet	you	know?	How	did	the	pet	get	its	name?
•	 Do	you	like	your	name?	Why	or	why	not?
•	 Do	you	know	what	your	name	means?	What’s	the	translation?
•	 What	name	would	you	choose	for	yourself?
•	 If	the	vowels	in	your	name	were	given	one	point	and	the	consonants	two	

points, what would the score for your name be?
As a follow-up, students sit in a circle. Each student, in turn, shares a story about 
his or her name. As they share, students can discuss how they got their names, 
whether they like their names, and what happened to them (or a family member) 
because of their names.

E x T E N S I O N

•	 Students	write	first-person	accounts	of	their	names,	which	can	then	serve	as	
the foundation of a monologue activity. Invite students to volunteer to share 
their name stories in a group circle. By sharing a first-person account, they 
are experiencing the drama technique of monologue.

Find Someone Who . . .

Students are given copies of the line master “Autograph Worksheet,” page 14. 
They are told to select any 10 of the items related to a person’s past experiences by 
placing an X beside each choice. During an autograph-seeking session, students 
will interview classmates with the goal of finding one person to fit each of the 
10 categories that have been marked off. Once a student has identified someone 
who fits that category, the student will request that person’s autograph. Students 
obtain a different autograph for each of their 10 items — the goal is to have 10 
different signatures.

“Our names serve as artifacts of who 
we are, where we come from, our 
ancestry and our family stories. The 
connection between identity and 
how we represent ourselves can 
begin to be explored through our 
names, which serve as markers of 
our identity.”
— Belarie Zatzman
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E x T E N S I O N

•	 The	activity	can	continue	for	up	to	10	minutes	until	most	students	have	
obtained 10 autographs. As a class, the students can reveal information about 
one another by having one person calling out something learned about an 
individual in the class. That person, in turn, tells something about another 
person and so on. Once a person’s name has been called, no one else can say 
anything about the person. Example:

Peter: Sol has won a prize. 
Sol: Rachael has been to Disney World. 
Rachael: Jeffrey was born in the same month as me.

Variation: Students are given a time limit (10–15 minutes) and are challenged to 
collect as many autographs as they can in that time frame.

Drama Exploration: Choral Speaking

Many of us have heard nursery rhymes before being able to read them. As a lit-
erary genre, nursery rhymes invite out-loud interpretations individually and in 
small or large groups. Choral speaking, therefore, has been chosen as a featured 
convention for this dramatheme because it invites students to experience and 
experiment with drama through voice, gesture, and movement. In this way, stu-
dents make connections to text — and to one another.

Chanting Our Names

Students practice chanting their names aloud in a variety of ways, for example, in 
a whisper, mysteriously, musically, as if being surprised, as if meeting a long-lost 
friend, or as if being called by a robot.

Acting Out Alliterative Adjectives

Students think of an alliterative adjective to describe themselves (e.g., Sly Sally, 
Dynamic David, Amiable Amanda). On a signal, they walk around the room 
and introduce themselves, saying, for example, “Hello, I’m Dynamic David,” to 
as many people as they can in one minute. The activity is then repeated with 
the students acting in a manner that reflects their alliterative adjective. As an 
extension, students could add an alliterative verb (e.g., Dynamic David digs), and 
mime the activity as they meet people.

Tongue Twisters Times Three

Each tongue twister on page 15 features the name of a character. A fun way for 
students to practice read-aloud skills is to repeat the tongue twisters. Tell them to 
repeat each twister three times, going from slow to fast. Students can challenge 
one another to see who can say one of the tongue twisters most often.
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Autograph Worksheet

 1. _______________________________ has won a prize.

 2. _______________________________ has at least one initial the same as mine.

 3. _______________________________ was born in the same month as me.

 4. _______________________________ has been to Disney World or Disneyland.

 5. _______________________________ has been to a play in the past year.

 6. _______________________________ has an older brother.

 7. _______________________________ has a cat.

 8. _______________________________ has seen at least one Harry Potter movie.

 9. _______________________________ is on a team.

10. _______________________________ takes or has taken music lessons.

11. _______________________________ has had stitches.

12. _______________________________ has gone to a surprise party.

13. _______________________________ has moved in the past two years.

14. _______________________________ likes to eat liver.

15. _______________________________ has a younger sister.

16. _______________________________ can speak more than one language.

17. _______________________________ has a piece of art hanging on the refrigerator door.

18. _______________________________ ate chocolate in the last 24 hours.

19. _______________________________ is wearing a belt.

20. _______________________________ has taken out a library book this past month.
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2 / Planting Hope

We have a huge responsibility to establish classrooms as places of possibility where 
students feel safe, honored, excited, challenged and hopeful about the work that 
lies before them.
— Kathleen Gould Lundy, Teaching Fairly in an Unfair World (2008, p. 11)

I remember sky.
It was blue as ink.
Or at least I think
I remember sky.
— Stephen Sondheim, Evening Primrose

Dramatheme — Sustainable Environments

Theme Overview
No matter where we live, we want to look out our windows to see a beautiful 
world. How can we make the natural world a better place to live? What can each 
of us do today to create a sustainable environment for the future? It has been said 
that the very best time to plant trees was 25 years ago. The second best time is 
today. This theme is about planting ideas, planting seeds, and planting hope for a 
greener, healthier, and more beautiful world.

Featured Source: The picture book The Promise by Nicola Davies

Learning Opportunities
•	 To	make	connections	and	inferences	by	experiencing	drama	conventions	

that explore the themes and issues presented in a picture book
•	 To	share	personal	responses	to	the	words	promise, hope, and environment
•	 To	consider	ways	of	paying	a	gesture	of	kindness	forward
•	 To	participate	in	solving	a	problem	by	working	in	role	as	community	

members
•	 To	consider	ways	to	create	and	maintain	a	sustainable	environment
•	 To	take	part	in	drama	activities	that	help	deepen	comprehension	strategies	

when reading
•	 To	enrich	non-verbal	communication	by	creating	tableau	images	that	repre-

sent a scene, theme, or abstract idea
•	 To	experience	a	variety	of	strategies	for	creating	tableaux	independently,	in	

pairs, and in small and large groups
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Games: Focus on Still Images

I Am a Tree

Students are organized in groups of five or six. One person is chosen to create 
a still image of a tree and recites the sentence “I am a tree.” This person is the 
leader. The other group members watch and consider how to enter the scene, 
adding on to the tree image in some way. For example, a second group member 
may decide to enter as a branch and so would say, “I am a branch.” A third person 
will then add on to the scene (e.g., as a nest) and say, in this instance, “I am 
a nest.” Group members are encouraged to enter spontaneously and move the 
game along quickly. Once the still image incorporates three members, the tree 
decides whether to keep the branch or the nest, which will remain frozen in the 
scene. The tree returns to the group as does the person not chosen to remain. 
The activity is repeated. Any group member can enter the scene to add on to the 
image.

The game continues for up to 10 minutes. At the conclusion, students can 
share some of the unique objects they pretended to be.

Variation #1: The game is played sequentially in a circle. Player 1 makes an image, 
quickly followed by player 2, and player 3 completes the scene. Player 4 creates a 
completely new image, followed by players 5 and 6. Each player should recite the 
line “I am a ______.”

Variation #2: The game is played with the whole class standing in a circle. One 
player volunteers to go in the middle to create an image. Anyone from the circle 
can decide to enter the scene. The game continues until a tableau that includes at 
least 10 to 12 participants is created.

Creating Tableaux from Graphic Text

Graphic texts provide excellent sources for creating still images. Students can 
choose a favorite page from a graphic novel or comic they are reading. Ideally, 
the scenes will have more than one character. Students work in groups of two, 
three, or four, depending on the number of characters represented in the graphic 
text.

To start, students re-create the scenes represented on each of the panels on the 
page. Encourage students to examine the gestures, facial expressions, and space 
between the characters in each panel. Students rehearse to present still pictures, 
or tableaux, representing each panel in sequential order.

E x T E N S I O N S

•	 Students	provide	a	narrative	caption	to	accompany	each	tableau.	These	cap-
tions can be read by one person, or divided among group members.

•	 To	further	experience	tableaux	work,	students	can	invent	three	or	four	scenes	
that do not appear on the comic page, that is, scenes between the recorded 
scenes. Students present their tableaux, moving from one scene to the next. 
The invented scenes can be woven into the images that appear on the graphic 
novel page.

Recommended Graphic Novels
•	 City of Light, City of Dark by Avi
•	 Hikaru	no	Go,	a	series	by	Yumi	

Hotta
•	 Bone,	a	series	by	Jeff	Smith
•	 Smile by Raina Telgemeier (Also: 

Drama)
•	 Good-bye Marianne by Irene N. 

Watts (illustrated by Kathryn E. 
Shoemaker)
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Family Photo Album

The opportunity to create a photo album or still images of a life allows students 
to focus on various aspects of experiencing the tableau drama convention. In 
the first part of the activity, students work in groups of three or four to create 
an album of family photographs. The following captions can be used to accom-
pany each of the images. To begin, do not give the students much opportunity to 
rehearse or plan each of the five “photos” as you call out the captions:

1. Baby’s first steps
2. At the dentist
3. Our family vacation
4. Oops!
5. Congratulations!

E x T E N S I O N S

•	 After	drawing	students’	attention	to	the	following	criteria,	repeat	the	Family	
Photo Album activity. Give students time to revise their images by con-
sidering the criteria presented to them:

Multilevels: Are the students arranged in high, medium, and low 
positions?

Space and Balance: Is the arrangement balanced? Is the spacing or are the 
connections between figures reasonable?

Focus: What is the scene’s focus of attention? Where will the viewer’s eye 
rest?

Gesture and Facial Expressions: What information or signal does the posi-
tion of arms, hands, legs, and feet, as well as facial features, convey?

•	 Groups	create	three	more	photos	that	might	appear	in	the	album.	The	images	
should each tell a story about a significant family event. They could represent 
exciting, embarrassing, sad, or troublesome family moments. Students create 
the tableaux, paying attention to the criteria for successful tableaux. To fur-
ther their explorations, they could consider how to make the transition from 
one picture to the next in slow motion. Groups can share their photographs. 
One person can be assigned to call out the captions.

Tableaux Contest

Students are divided into three groups (or four, if there is a large number). To 
begin, each group can determine a team name. One team (the judges) is invited 
to sit down, with backs turned, while the other two groups are informed that 
they are going to create a photo, that is, a tableau. A caption is provided, and 
group members are given 60 seconds to create the corresponding photo as a still 
image. Once the images are created, the judges turn around and examine the 
photos. The judges discuss which of the images should get the photo “prize.” 
Judges are encouraged to give reasons for their choices. What criteria are they 
using to assess the photos?

The game is then replayed with the judges replacing the group chosen as 
winner, and a new photo caption is given.

With thanks to Debbie Nyman.

Possible Caption Titles
It was a dark and stormy night . . .
The haunted house
The parade
The king’s banquet
Off to war
Escape from the zoo
The enchanted garden
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Tic Tac Tableaux

A chart such as that on page 30 is given to the students, who work in groups of 
three or four. The students are told to select any three items that appear in a row 
(as if they are playing Tic Tac Toe). Once the group has decided which row to 
work on, members improvise a story that includes those three items in some way.

When students are satisfied with the story they have collaborated upon, invite 
them to retell the story using tableau images only. To begin, the story can be told 
using three images, to represent the beginning, middle, and end of the story. 
Then, prompt students to add two more tableaux to tell the story in sequential 
order. Encourage them to consider how to transition from one scene to the next.

Making Transitions
Moving from tableau scene to tableau scene is often tricky for students. 
Practice is needed in transitioning from one image to the next to heighten 
the theatrical quality of the presentation. Here are three ways for students 
to practice transitions:

•	 Slow mo’ movement. Once students are frozen in place, a signal is given, 
and students move slowly into their positions for the next tableau scene.

•	 Narrative captions. Once tableau images are created, narrative captions, 
similar to those in graphic stories, can be spoken out loud by one stu-
dent. The caption title explains to the audience what is happening in a 
given scene.

•	 Percussion cue. A signal such as finger snapping or a clap can be given 
to signal movement from one tableau to the next. Alternatively, a drum-
beat or the shaking of a tambourine is appropriate background for stu-
dent transitions.

E x T E N S I O N S

The following activities are alternative strategies for using the Tic Tac Tableaux 
chart in a variety of group situations.

•	 Choose	two	rows	to	build	a	story.
•	 Dramatize	a	story	that	has	been	devised	by	the	group	(Story	Theatre).
•	 Present	the	story	in	mime	only	or	as	a	dance	drama.
•	 Each	person	in	the	group	adds	one	sentence	to	build	a	continuous	story;	the	

group has three minutes to complete the story.
•	 Students	use	their	invented	stories	as	stimuli	for	writing	original	tales.
•	 Students	make	a	chart	with	new	phrases,	for	example:	toad	prince	castle.

The words on the provided “Tic 
Tac Tableaux” line master relate to 
the natural world and the environ-
ment, so students could be directed 
to develop a story on nature and 
sustainability. Once they have 
rehearsed and shared tableau sto-
ries, they can discuss how well they 
presented a story connected to envi-
ronmental issues. What images or 
information could be included in a 
revised presentation? Which tableau 
images best convey an environmen-
tal problem? How was the problem 
resolved?

Environment Assessment
If your students adopt any of the 
extensions provided, be sure to con-
sider how well their stories succeed 
at capturing environmental issues.
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Tic Tac Tableaux

Work in a group of three or four. Choose three squares on which to base a series of tableaux. 

an endangered animal an abandoned city an ancient tree

an enchanted garden a polluted lake  a torn map

a rusty fountain an eagle feather a bag of seeds
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Drama Exploration: Creating Tableaux

The sources suggested in this dramatheme are drawn from narrative that emerges 
from invented story as well as from picture-book format. Since creating tab-
leaux encourages — indeed, requires — students to represent ideas non-verbally, 
tableau is a dramatic form that helps them to succinctly represent explicit and 
implicit events.

The Chinese folktale “The Emperor’s Robe” provides the focus of this Drama 
Exploration. The story celebrates the beauty of nature and can serve as a stimulus 
for thinking about the environment. When it is used as a source for exploring 
tableaux, students can dig more deeply into the story and also focus on events and 
ideas for tableaux. Consider adopting one or more of the following approaches to 
the story, which appears on a line master on page 32.

Readers Theatre — and Beyond

Students work in groups to produce an ensemble read-aloud of the story. Parts 
and narration can be divided among group members. Focus is given to the words 
of the text; additional action is not required. Students can also go beyond the 
words by creating a tableau image to begin and end their Readers Theatre pre-
sentation. During rehearsal, they can consider how tableaux might be included to 
enhance the presentation further.

Whoosh Goes the Story

This drama strategy is useful when students enact a story that is read aloud by 
the teacher. As the teacher narrates the story, students standing in a circle can 
freely enter the space to enact a part of the story through tableaux or mime — it 
doesn’t matter if more than one person chooses to become the same thing. At any 
time in the storytelling, the teacher can call “Whoosh,” and all those who have 
entered the middle return to the outside circle. The teacher continues to read the 
story as students enter to enact what is being told.

Sculpting the Tableaux

Students work in groups of three to show the beginning, middle, and end of the 
story in tableaux. The technique of sculptor and clay is introduced, where one 
person “sculpts” the tableau. Student 1 can sculpt the beginning tableau; student 
2, the middle of the story; and student 3, the conclusion. Note that after each 
“sculptor” creates an image, that student then fits into the scene.

Expert Artists

Tell the students to imagine that this story is going to be treated as a picture book 
and that they are expert illustrators entering a competition to design a cover for 
the book. In groups of two or three, students decide what they think the title 
image should be. They then become “models” for the illustration by creating a 
tableau image that represents how they want the visuals on the cover to look.

For a follow-up activity, students 
can draw an illustrated cover for 
a picture-book version of  “The 
Emperor’s Robe.”
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The Emperor’s Robe

The emperor of China was bored with the day-to-day life in his court.
 The people of his court were greedy, always wanting more than their share. Some people were 
trouble-makers who couldn’t live in peace with their neighbors. Some people were satisfied with 
being lazy citizens doing the same thing day after day.
 Hoping to get away from the boring problems, the emperor decided he needed to escape. 
Dressed in his beautiful silk robes and his golden crown, the emperor climbed into his royal chair 
and called chair-bearers to carry him far way into the hills.
 The emperor reached his destination late in the afternoon. He got down from his chair and 
strolled away to walk by himself in a green meadow. He was entertained by the singing of the birds 
and the gentle running of the deer. The field was filled with flowers of every color and every shape 
and size. The sight and scent of the glorious flowers soon made the emperor forget his troubles. He 
sat down on a stone, looked up at the sky, and revelled in the beauty that surrounded him.
 Soon, the emperor noticed a bee escape from a flower and land on his brightly coloured robe. He 
was about to brush it away but decided not to. “Oh, little bee, you think my robe is a flower, don’t 
you? You may have a little bit of my robe to keep.”
 The emperor drew his sword and cut off a snippet of fabric. He tossed it onto the field.
 “Here, bee. A flower for you!”
 A swarm of bees saw what was happening and settled on the emperor’s robe of beautiful designs. 
The emperor was so delighted that he decided to cut off another piece of bright fabric.
 “Here, bees,” the emperor called as he tossed another piece of fabric into the air. “Take it if you like 
it!”
 Chased by the bees, the piece of silk floated through the air and landed on a large open flower.
 The little piece of fabric was caught by the wind and began to flutter from flower to flower.
 The emperor was surprised and began to laugh. The floating fabric filled his imagination. The 
emperor cut off another piece of his robe and flung it after the first.
 And this piece began to dance about the field as if it had wings.
 Over time, more and more pieces were flung into the air. Each time he cut a piece of fabric, the 
emperor became happier with delight.
 The field was soon covered with shimmering creatures.
 As the emperor continued to tear away at his rich robe, he grew proud of his artistic talents. The 
gloom and boredom of his kingdom were soon forgotten as he cut and cut and cut.
 Finally, he stopped. The emperor was wearing nothing but the ragged remains of his robe.
 The field, however, was alive . . . with BUTTERFLIES! Large butterflies. Small butterflies. Graceful 
butterflies. Wild butterflies. A rainbow of butterflies flew about.
 With nothing left of his robe, the emperor set off to return to his court. He was a happy man.
 Back home, the emperor once again met the unsatisfactory life that he remembered. Still, he was 
revived.
 He had created something of beauty. Whenever he was bored, the emperor let his imagination 
take him away. The wonder of the dazzling field of butterflies would sustain him for the rest of his 
life.

Retold by L. S.
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3 / Sparking Imagination

Our inner drama is what makes us human. We think “as if ” — we imagine. Then, 
as a result, we act “as if.” Imagining lets us consider possibility, and it is this which 
is uniquely human.
— Richard Courtney, The Dramatic Curriculum (1980, p. 1)

Into the woods
And down the dell,
The path is straight,
I know it well.
Into the woods,
And who can tell
What’s waiting on the journey!
— Stephen Sondheim, from Into the Woods

Dramatheme — Fantasy Worlds

Theme Overview
The drama journey takes us to places both real and imagined to meet people both 
real and imagined. By creating fictional contexts, we can explore life around the 
corner, in faroff, fairytale kingdoms, or on other planets. In this dramatheme, 
students are provided with a number of events that stretch the creative process. 
What’s more, the private world of fantasy can be revealed to others as students 
describe a strange creature they encounter in their imaginations — and in their 
classroom.

Featured Source: The poem The Judge by Harve Zemach

Learning Opportunities
•	 To	express	imaginative	ideas	when	contributing	to	the	development	of	

drama work
•	 To	contribute	effectively	in	group	and	pair	work,	enhancing	self-esteem	and	

that of others
•	 To	brainstorm	and	reflect	on	several	solutions	to	a	problem
•	 To	speak	in	role	as	characters	in	a	story,	using	the	vocabulary	and	portraying	

the attitudes of those characters
•	 To	create	masks,	illustrations,	and	writing	that	can	be	used	within	the	drama	

experience
•	 To	self-assess	contributions	to	small-group	activities
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Games: Focus on Creativity

Creativity Inc.

Students work in pairs or in small groups to complete this creative-thinking 
activity. Invite them to imagine that they work for a company called Creativ-
ity Inc. Their job at the company is to develop lists of ideas to help others think 
creatively. Ask them to brainstorm solutions to one of the following problems 
within a time limit of three minutes. Groups can compare lists to discover which 
ideas are original.

•	 List	things	that	are	soft.
•	 List	things	that	we	read.
•	 Name	things	that	have	holes.
•	 How	many	ways	can	you	use	a	rope?
•	 How	many	ways	can	you	use	a	paper	clip?
•	 How	many	words	can	you	make	from	the	word	disappearance?
•	 What	are	some	ways	to	recycle	a	cardboard	cup?
•	 Make	up	some	new	ice-cream	flavors.
•	 Why	does	the	world	need	numbers?

E x T E N S I O N S

•	 Repeat	the	activity,	assigning	a	new	topic	for	the	students	to	brainstorm.	Stu-
dents first work individually, then in pairs, then with a group of four to com-
pare lists.

•	 In	groups	of	four	or	five,	students	work	to	solve	a	different	task.	Each	group	
is given the same task. Challenge each group to brainstorm the longest list of 
items for their company.

All Imaginable Uses

Challenge students to identify as many ways as possible how the items listed 
below can be used. As an example, a button could be used as an earring, the eye 
of a teddy bear, a surfboard for a tadpole, and a placemat for wet spoons. Be sure 
to remind students that in brainstorming, all responses are accepted, and tell 
them to be prepared to explain their answers. To prepare for brainstorming, the 
students might work together as a whole group to record ways that a box may be 
used. Each pair or small group could then be assigned the same item or a differ-
ent item from the list.

an umbrella a candle
a chair a roll of masking tape
a sock an empty plastic bottle

Whatchyamacallit

1. Students become expert inventors and create a whatchyamacallit out of any 
material or materials they wish. The whatchyamacallit they create will be the 
one item they think is missing from this world. The poem that follows should 
prompt some ideas.

The books Not a Box and Not a Stick, 
both by Antoinette Portis, serve as 
excellent examples of stories that 
demonstrate the world of imagina-
tion and play.
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A Whatchyamacallit
Is there a whatchyamacallit inside your head?
Is it small and blue or big and red?
Can you use it on Tuesdays to brush your hair?
Can you use it to sit on instead of a chair?

Did you see someone use one while painting a wall?
Was it made from an eraser or a rubber ball?
Is the whatchyamacallit something heavy or light?
Is it used to make our world turn bright?

Is it a contraption to catch a wee mouse?
Or an elephant scrubber as big as a house?
Make your invention from any junk that you find.
A whatchyamacallit grows and grows in your mind.

L. S.

2. Students then work in small groups where they imagine that they are all expert 
inventors. They are going to meet other inventors at an Invention Convention, 
where they will share creations with one another. Each person could explain 
how the whatchyamacallit works and why it would be useful to the world. The 
inventors could also describe how they decided upon this invention. They 
should be prepared to answer any questions that their peers as expert inven-
tors might have about their products.

E x T E N S I O N

•	 Museum Exhibits: Students could create a whatchyamacallit museum in the 
classroom, displaying all their inventions. Descriptions and instructions 
should accompany each invention.

Would You Rather . . . ?

Each student is given a copy of the line master “Would You Rather . . . ?” (page 
45). Ask the students to fill in each item by circling one choice. Once all of them 
have completed the sheet, have them wander about the room to get autographs 
for each of the items. An autograph is given if two students have the same item. 
To encourage interaction, tell students that they can ask a person only one ques-
tion when pairs meet. If both items match, then they can sign each other’s sheet. 
If someone answers that they already have a signature for that item, then he or 
she may ask another question. The object of the game is to obtain 12 different 
signatures.

E x T E N S I O N S

•	 Trend Checking: Survey the items to find which are most popular.
•	 Travel Tableaux: Students may form groups based on having more than five 

things in common. In their groups, they decide which place in item #6 they 
would prefer to travel to as a group. They could create three tableaux to show 
what happened on their adventure.

The picture book Would You  
Rather . . . ? by John Burningham is a 
key resource to share with the stu-
dents to accompany this activity.

See “Crowns of Ice — Thinking 
Creatively,” in Story Drama by David 
Booth (2005, pp. 15–20).



 45

© 2014 Dramathemes, 4th ed., by Larry Swartz. Pembroke Publishers. ISBN 978-1-55138-300-2 

Would You Rather . . . ?

1. Would you rather be the color  7. Would you rather be
 a) orange?  a) a painting?
 b) purple?  b) a song?
 c) green?  c) a sculpture?
 d) yellow?  d) a poem?

2. Would you rather eat  8. Would you rather buy as a gift
 a) fish and chips?  a) a novel?
 b) a hamburger?  b) an iTunes gift card?
 c) a Caesar salad?  c) a box of chocolates?
 d) spaghetti?  d) fresh flowers?

3. Would you rather be  9. Would you rather be the letter
 a) invisible?  a) A?
 b) strong?  b) Z?
 c) wise?  c) S?
 d) able to fly?  d) Q?

4. Would you rather live 10. Would you rather be
 a) on an island?  a) an alien being?
 b) on a mountaintop?  b) a genie?
 c) on a cloud?  c) a president?
 d) in a jungle?  d) a giant?

5. Would you rather play 11. Would you rather be
 a) a game of cards?  a)  a bird?
 b) checkers?  b) a fish?
 c) the guitar?  c) a lizard?
 d) the iPod?  d) a tiger?

6. Would you rather 12. Would you rather talk to
 a) fly to the moon?  a) Curious George?
 b) go under the sea?  b) Cinderella?
 c) explore a haunted house?  c) Matilda?
 d) live in a castle?  d) the Wizard of Oz?
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If You Could . . .?

Provide each student with a copy of the line master (page 47). The activity can be 
shared in the following ways:

•	 Students	complete	the	form	independently	and	then	compare	answers	with	a	
partner.

•	 Students	interview	others	in	the	class.	For	this	activity,	students	can	choose	
five questions they want to ask. They might ask five different people to 
answer the five different questions.

•	 A	topic	is	chosen	for	the	students	to	discuss	in	pairs,	in	small	groups,	or	as	a	
whole class.

•	 Students	work	in	pairs	or	small	groups	to	create	an	improvisation	based	on	
one item on the “If You Could . . .?” list.

Drama Exploration: Creating Art

One purpose of masks is to hide an identity or invent a new identity. When stu-
dents create masks for this dramatheme, they can add to the fantasy of becoming 
someone else.

Tell Me What to Draw

Students work in pairs with a piece of paper and a pencil or marker. Partners 
sit back to back or far apart from one another so that they don’t see each other’s 
paper. Partners take turns giving instructions about a detail that could be added 
to create a drawing of an alien. After each instruction, both partners draw what 
has been requested. Each player should have a chance to provide six to eight 
instructions. At the activity’s conclusion, students compare their drawings to 
determine their success at giving and following instructions.

Player 1: Draw a large circle.
Player 2: In the middle of the circle, make a nose the shape of a banana.
Player 1: Add two eyes that are shaped like hearts.
Player 2: Put a polka-dot hat on its head.

Variation #1: Students work in pairs. Partner A, provided with an abstract draw-
ing, gives instructions to partner B on how to create this image. Partner B inter-
prets the instructions and tries to duplicate the image. Once it is completed, 
partners can discuss how well they fulfilled the task.

Variation #2: The activity is repeated. This time, each partner creates a creature 
or monster figure within a two-minute period. Once the images are finished, 
students take turns becoming the leader and instruct others how to draw their 
creature. Partners can discuss how successfully they completed the task.

Creating in Silence

Here is an exercise in creativity, as well as non-verbal communication. The 
teacher prepares beforehand an envelope or a box containing a variety of materi-
als, such as scissors, construction paper, straws, tape, paper clips, elastics, wool, 
newspaper, tinfoil, cardboard strip, and glitter. Each kit could be the same, or 
each kit could have different materials.
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If You Could . . . ?

If you could eat one meal from your past exactly as it was, which would you choose?

If you could become famous for doing something you don’t currently do, what would it be?

If you could live during one period of past history, when and where would it be?

If you could enter the world of a book, what character would you choose to become?

If you could decide how to spend your last day alive, what would you do?

If you could choose the title of your autobiography, what would it be?

If you could have directed any film in history, what would it have been?

If you could have the answer to any question, what would you ask?

If you could possess one supernatural ability, what would it be?

If you could have a meal with anyone from history, who would it be?

If you could possess an extraordinary talent in the arts, what would you like that talent to be?

If you could have a free telephone connection to any one person in the world, who would it be?

If you could save one object you now own to have forever, what would you choose?

If you could make one fable or fairy tale come true with yourself in it, which would you choose?

If you could play an acting role in a current TV show, who would you want to be?
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To launch the exploration, read aloud the introduction from the novel The 
Iron Man by Ted Hughes or display the text on chart paper or on a Smart Board.

The Iron Man: Introduction
The Iron Man came to the top of the cliff.
 How far had he walked? Nobody knows. Where had he come from? 
Nobody knows. How was he made? Nobody knows.
 Taller than a house, the Iron Man stood at the top of the cliff, on the 
very brink in the darkness.
 The wind sang through his iron fingers. His great iron head, shaped 
like a dustbin, but as big as a bedroom, slowly turned to the right, slowly 
turned to the left. His iron ear turned this way, that way. He was hearing 
the sea. His eyes, like headlamps, glowed white, then red, then infra-red, 
searching the sea. Never before had the Iron Man seen the sea.
 He swayed in the strong wind that pressed against his back. He swayed 
forward on the brink of the high cliff.
 And his right foot, his enormous right foot lifted — up, out, into space, 
and the Iron Man stepped forward, off the cliff into nothingness.

The class is then divided into groups of three or four, the students sit in a circle at 
a table or on the floor, and a kit is given to each group.

Tell the class that members of each group will work together to invent the Iron 
Man creature. They will collaborate to produce a single creature, using any of the 
materials from the kit. (Alternatively, they could create a dragon, a bird, a forest 
or sea creature, or an alien being.)

Explain to the class that, until the activity is completed, no one may talk. Stu-
dents may neither speak nor pass notes to one another. Allow 15 to 25 minutes.

Once the creatures have been completed, put them on display for the other 
groups to view. After the creatures have been seen, prompt each group to discuss 
how it felt to assemble their creation, especially without talking.

E x T E N S I O N

•	 Students	work	in	small	groups	to	create	a	four-	to	six-line	rhyming	poem	to	
accompany the creations. Poems, which can be written on small file cards, 
can be used to tell someone a small story about the creature. 
 Once groups have composed the poems, they could prepare a choral read-
ing. Members decide how to read each line, how to divide the parts, what 
sounds to add, and what movements or formations could be used to present 
their poem.

Mask Design 1: Ritual Faces

The following format could easily facilitate the making of masks for students to 
build stories with or use in dance dramas or rituals (see Chapter 4, page 66, for a 
definition of the drama convention Dance Drama).

Provide each student with a photocopy of the face on page 50. Students should 
make masks somewhat larger than their own faces and may decorate the masks 
in any way, for example, by creating geometric or abstract designs. They may 
also use markers or colored pencils. The masks can be worn by attaching tongue 
depressors that the students can hold (see diagram 2, next page) or by attaching 
cardboard strips worn on the head (see diagram 3).

At the end of this chapter, you will 
find the line master “Self-Assess-
ment: Focus on Group Participation.”
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Hi Yah!, 130–31
Where Are We?, 130
Yes Yes No No, 130

inclusive games
Chair Sculptures, 73
Chaos!, 72
High Medium Low Trio, 72
“The Seat on My Right Is Free,” 

72
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interpretation games
Count to 10, 141
The Gracious Goat, 142
Street Spies, 141
Wow! Kapow! Boom!, 141

interpreting short texts
a chant: “Silly Song,” 142
minimal scripts, 144–45
one-liner prompts, 143–44
so you think you can chant: 

auditions, 143
interview/interviewing

in character, 74, 76
defined, 101
drama exploration, 101–4
experts, 103
historical convention, 103–4
improvisation, 105
nursery rhymes, 21–22
paired interviews, 102
in role, 66, 91

journal entries, 109–110
The Judge (Zemach)

background story, 52
creating a monster, 52
creature actions, 52
Day 4: What’s to Be Done?, 53
Day 1: The Creature Approaches, 

51–52
Day 3: The Creature’s Story, 

52–53
Day 2: Making a Plan, 52
drama structure, 51–53
embodying creatures, 52
formal meeting, 52
front-page story, 52
plan for presentation, 53
problem solving, 53
rhyming couplets, 52
synopsis, 51
tableaux, 53
wanted posters, 52

letters and numbers, 59
“The Lion and the Mouse”

collaborative writing, 67
creating the story together, 64
dancing the story, 66
drama structure, 64–67
Lion Mouse Hunter game, 64

presenting the fable, 66
retelling the story, 66
retelling the story in role, 66
story in tableaux, 64
synopsis, 64

mask design
creating, 67
creatures, 49, 51
ritual faces, 48–49
template, 50

media
documentary film hook, 96
drama and literacy extensions, 

96–97
media attention for Mr. Stink, 96
novel in an hour, 96
study in faces, 96

memory maps, 90
mime/miming

butterfly, 134
drama exploration, 131
rhymes, 23, 133–34
scripts, 151
story, 133

mime events
butterfly nime, 134
charades, 132
I packed my suitcase . . . silently, 

131
late for work, 132
mime school for spies, 133
mime story, 133
rhyme in mime, 133–134
This is a scarf . . ., 131
What are you doing?, 132
Whoosh!, 134

mirror exercises, 62
monologues

circle sharing, 80
class discussion, 80
elbow partners, 80
exploring interpretations, 80–81
interpreting and performing, 

80–81
reading aloud solo, 80
responding to, 80
sentence stems, 80
script writing, 151
writing in role, 84

Mother Goose, 23–24

movement events
embodying letters and numbers, 

59
fill in the spaces, 61
flocking, 62–63
mirroring movements, 62
movement map, 61
name aerobics, 59
Pass the movement on!, 60
shadow flow, 62
Walk, run, crawl . . ., 60–61
writing names in space, 59–60

movement games
Building a Zoo, 58–59
Creature Transformations, 58
Elephant Herds, 57–58
Lion and Mouse: A Tag Game, 57
Safari, 57
Tortoise and Hare, 57

movement map, 61
Mr. Stink (Walliams),

Are you wondering what I’m 
wondering?, 93

considering the present, 95
discussion out of role, 95
drama structure, 92–95
Episode One: Sharing Personal 

Stories, 92–93
Episode Three: Towards a 

Hopeful Future, 95
Episode Two: Character through 

Art and Artifacts, 93–95
excerpt, 94
exploring memories, 95
media attention, 96
personal connections, 92
picture, 93
reading and responding to text, 

93
stories from objects, 93
talking with, 95
What do you keep close?, 92

music, 63

name games
Find Someone Who . . ., 12–13
Five Claps, One Friend, Three 

Details, 10–11
Greeting One Another, 10
Name Call, Toss Ball, 11
Name Crossword, 11–12
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Name Game Echo, 10
Thinking about Our Names, 12
What’s in a Name?, 11

Name Rhymes, 20
name songs, 16
Name Tongue Twisters, 15
names

aerobics, 59
chanting, 13
games about, 10–13
rhymes, 20
songs about, 16
thinking about, 12
writing in space, 59–60

narrative captions, 29, 34
non-fiction

bullying, 86
immigrant experience, 111

novels
acceptance, 126
bullying, 85
drama and literacy extensions, 

125–26
drama structure, 92–95, 120–25
immigrant experience, 111
poverty, 97
script writing, 151

nursery rhymes
class anthology, 23
continuing, 23
described, 13
drama and literacy extensions, 

23–24
drama structure, 18–23
interviewing characters, 23

one liners, 143–44
oral and written communications

alien conversations, 53
drama and literacy extensions, 

53–54
“Horrible thing” makes news,  

53
The judge gets email, 53–54

overheard conversations, 95

paired interviews, 102
percussion cue, 29
personal narrative

making connections, 146
writing in role, 110

personal narrative games,
Memory Maps, 90
Sharing Personal Memories, 89
Stories from My Past, 89–90

persuasive letter writing, 136
photo album, 28
photographs, 105, 107
picture books

bullying, 85
described, 35
drama structure, 35–37
immigrant experience, 110–11
names, 24
planting hope, 39
poverty, 97

planning guides
drama unit timetable, 51
paired improvisations, 102–3
reading a poem aloud, 17–18
scheme for using rhymes, 19
tableaux, 33–35
writing in role, 110

poems/poetry
bullying, 73–76, 86
choral speaking sources, 24
drama structure, 51–53
first-person, 74
reading aloud, 17–18
voice, 73–74

The Promise (Davies)
community meeting, 37
considering hope, 36
drama structure, 35–37
“In this city . . .,” 36
interviewing the young girl, 37
leafy visions, 37
reflecting on a changed heart, 37
stories about promises, 36
synopsis, 35

puppet play, 67
put-downs, 81

questioning/questions
categories, 118
comparing lists, 118
drama convention, 117
drama exploration, 117–19
improvisation, 119
leading with questions, 118
nursery rhymes, 21
opening with questions, 118

promoting, 119
question for drama, 119
resources, 119
story witness, 117–18
talking in questions, 118
What questions do you have?, 118

Readers Theatre, 31, 68
recommended sources, 154

acceptance, 126
bullying, 85–86
choral speaking, 24
drama conventions, 36
fables, 68
fantasy creatures, 54
graphic novels, 27
immigrant experience, 110–11
names, 24
planting hope, 39
poverty, 97
questioning, 119
scripts for wider world, 151
visual images, 138

retelling
in circle, 90–91
first and third person, 90–91
in role, 68

rhyme connections
continuing a rhyme, 23
creating a class anthology, 23
interviewing a nursery rhyme 

character, 23
making a Mother Goose museum, 

23–24
miming a rhyme, 23

rhymes/rhyming
aloud, 17
continuing, 23
couplets, 52
miming, 23
performance, 18
using, 19

rhythm clapping, 17
rhyming couplet, 51–52
Role on the Wall, 76

improvising from visual source, 
76

Wonder, 124
world of Auggie Pullman, 123

role playing
assessment, 87
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drama exploration, 73–79
improvising from visual source, 

76–79
interviewing, 91
poem perspectives on bullying, 

73–76
retelling, 68
storytelling, 90–92
writing and sharing, 105

rounds, 18
rubric

drama participation, 127
evaluating writing in role, 113
storytelling, 70

Salvador Dali art
addressing the future, 136
back to the present, 136
Disintegration of the Persistence of 

Memory, The, 137
drama structure, 134–36
experts: time-travel inventors,  

135
a futuristic scene, 136
images of the future, 135
interview of time-travel expert, 

135
Let’s pack and go into the future, 

134–35
meeting on future concerns, 136

scripts,
bullying, 86
continuing, 149
drama and literacy extensions, 

149, 151
drama structure, 79–84, 146–49
fables, 67–68
improvising from, 148–149
introducing, 146, 148
minimal, 144–45
from novel to script, 151
poverty, 97
recommended sources, 151
from script to graphic text, 151
writing, 149

self-assessment
Drama Profile, 139
Drama Reflections, 153
Focus on Group Participation, 55
Focus on Writing in Role, 112
Tableaux, 40

sentence stems,
monologue, 80
strategy, 92–93

shadowing, 62
The Shape of a Girl (MacLeod)

bullying, 79
circle, square, and triangle 

bullying metaphor, 79
drama structure, 79–84
Forum Theatre intervention, 82
interpreting and performing 

monologue, 80–81
offering advice: “If I Were  

You . . .,” 82, 84
Penalty Day improvisation, 81
responding to monologue, 80
script fragments, 83
synopsis, 79
writing in role, 84

slow mo’ movement, 29
staging the scene,
still images, 76
still images games

Creating Tableaux from Graphic 
Text, 27

Family Photo Album, 28
I Am a Tree, 27
Tableaux Contest, 28
Tic Tac Tableaux, 29, 30

stories
creating, 64
dancing, 66
retelling, 66

Story Theatre,
presenting fables, 66
drama convention, 67

storytelling
assessment, 98
circle, 90–91
drama convention, 90
drama exploration, 90–92
first and third person, 90–91
I remember . . ., 92
interviewing in role, 91
nursery rhymes, 22
in role, 90–92
rubric, 70
speaking as objects, 91
stepping into your shoes, 91

Sultans of the Streets (Roy)
continuing the script, 149

directing the scene, 148
drama structure, 146–49
further scene studies, 149
improvising from the script, 

148–49
introducing the script, 146, 148
making connections: personal 

narratives, 146
script, 147
synopsis, 146
two scenes, 150

tableaux
contest, 28
creating, 27, 31
drama convention, 33
drama exploration, 31
experiencing, 33–35
inner thoughts, 105
planning guide, 33–35
sculpting, 31, 33–34
self-assessment, 40
story, 64
transitions, 29

Tic Tac Tableaux, 28, 29
tongue twisters, 13, 15
transitions, 29

unison reading, 17

visual images/source
improvisation, 76, 78–79
recommended sources, 138

Wonder (Palacio)
book trailer, 121, 125
collective voices, 123
designing the August Pullman 

Award, 125
difficult discussion, 123, 125
digital story, 126
drama structure, 120–25
epilogue, 126
interpreting and improvising 

from text fragments, 121,  
123

introducing the theme: What’s 
ordinary?, 120

novel, 125
play, 126
precepts on posters, 126
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Role on the Wall, 124
synopsis, 120

writing in role
contexts, 110

drama and literacy extensions, 
84–85, 109–10

fictional journal entries, 109–110
monologues, 84

rubric, 113
sharing aloud, 105
student self-assessment, 112






